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The Symphony is everything. The lives we live and the
reality we feel are just hints of its ultimate complexity.
The pattern of the Symphony is inescapable, written in
ott)' blade of grass and every star in the sky. In writing
the Spnphony, God cre:ned the heavens and the earth.

And as long as God was making a universe, He took
am'3Jlt:3ge of the oppommity to create Himself as well.

The btne~/Qbim, the angels, are the intermediary
beings, set between God and His creation, formed from
the light of divinity but clothed in the firmament of
reolity.

Angels hold a special place the Symphony. They are
Gods instruments, charged with nurturing His creation
in accordance with their natures. An angel's nature is his
resonance, his deep ammement to certain aspects of the
panerns of creation. Like finely crafted crystal, their
actions ring through reality in cool, clear tones.

But when an angel aets against his basic nature, it cre­
ates jarring nOtes ofdissonance. The more dissonance an
angel holds, the more likely he is to full from grace.

Ages ago, one-third of the divine chorus rebelled
against their Creator, their companions and - worst ofall
- themselves. No longer satisfied as merely instruments
of the Symphony, they wanted it to serve them instead.
The rebels embrnced their new dissonant natures, replac­
ing their selAess divinity with the black evil ofselfishness.
They were defeated, hopelessly outnumbered by the loyal
celestials. The self-proclaimed Diabolicals, the demons,
were cast into the celestial realm ofHell, from which they
continue to plot the eventual subversion of the Symphony
to their own dark vision.

Watching the demons spiral away into blackness taught
a hmh lesson to the loyal angels, but even that painful
example hasn't kept the bene-elohim pure. Sometimes an
angel cannOt help but go ag'Olinst his nature. The lucky
ones are able to rid themselves of their dissonance in time,
while others seem determined to fall from grace.

The Fallen angels found themselves changed, better
suited to evil. But darlaless has a resonance all its own,
and denying their selfish nature brings painful dissonance

j

to even the darkest of themes. A Diabolical full of disso­
nance is a pitiful creature. Most are killed by their own
kind. A tortured few survive to aspire toward redemption,
hoping to regain the divinity they once disdained.

All knowledge is contained within the Symphony, but
even the celestials have only the vaguest of access to its
mysteries. Their relative clarity ofvision only reminds the
angels and demons how little they can ever know, and of
how uncertain the future really is. Angels act as their
natures requirei most avoid the pain of questioning their
greater purpose. The demons, likewise, relentlessly pur­
sue their selfish aims, pushing away the consrnnt fear of
having chosen the wrong side. All a celestial can do is act
as his nature requires, and pray he makes the right deci­
SIOns.

The War for the Symphony rages as the ceJestials play
their partS - shattering souls and breaking heans, hoping
for the best. God help the rest. 5

THE OVERTURE
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Eu,ry "ngel is terrifying.

-Rilk,

9
THE SYMPHONY
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Patricia held the angel in her anns until

he died.
The demon had just bitten my thumb

off, and he sat there looking at me with
this '" JUSt bit your thwnb off" grin on his
l3ce like I was a moron or something. But
I was 3bom three Steps to the left of what
you'd call a state of shock, so nuybe I
wasn't an unbiased wimess at th:n point.

It was the first time I'd C'\-'er thought
seriously about The Meaning of It All. I
remembered wru.t Patricia had told her
angel as the life bled out of him.

"This is not really you," she'd said as she
cried, more for herself than foe him, "this
body is just -a vessel. This is JUSt: a vessel."

This is 1IOt nIliJy m~, I thought to myself,
trying to staunch the blood from my right
hand with the grip of my left. This body is
just (I vessr/. This body isjust (I vessr/.

Didn't help much. Just because I'd
talked to angels didn't make me feel any
better about life.

There's probably a lot you don't under·
stand. I mean about the angels and all, not
stuff like quantum physics and economics.
Nobody understands those yet, not e\'en
the angels. But I didn't \mow anything
-about the celestial realm until recently, so
nuybe I'm a good person to explain it to

)'00-

Lamerell}uuaboutthefuMtimelm~

Nicole, my angel.

Shuffiing down an empty city meet -after
an evening of v..eelmight drinking, I heard
this strange noise coming from an -alley.
No particular kind of noise - it was mort

8
like I'd remembered having heard a sound
where no sound had actually been. Like I
said, it was strange. Nonnally, I keep on
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walking when I pass an alleyway, no mat·
terwhat I hear, but this time I was curious.
It was only a few hours away from the
midnight of my birthday, and I'd made a
promise to take a few more chances this
year. I remember thinking, "1 want to start
a new life." That, and I was pretty well
plastered, so I was feeling artificially brave
anyway.

Standing halfway down the brick-lined
alleyway, leming against a misshapen
brown dwnpster that didn't look Iii-e it'd
been emptied this decade., was this beauti­
ful blonde girl in -a sparldingty clean
m·erroat. Well, she looked like a girl.
Really, she was an angel whose corporeal
vessel happened to look like mat of a
young hwnan girl, but I'm getting ahead
of myself.

While I was staring at her, this guy darts
out from the other side of the alley. I don't
know ifhe'd been hiding in the garbage or
what, but before I knew it he was on me.

And then, JUSt as quickly, he was thrown
back across the alley by some invisible
force, knives spinning out of his hands as
he hit the brick wall and slid down, land­
ing face-first on the pavement.

"Look," the girl said tersely as she
approached me., pausing briefly to pid: up
the twO knives. "We don't have a lot: of
rime here."

"Who are you?" I demanded somewhat
shilily. "Did you JUSt: take that guy out?"
She \\'25 a tall girl, but she 100ked pretty
wispy to me, not: at 1111 someone who could
just pick -a guy up and laundt him across
the alley, and ceminly not from twenty
feet away.

"l'm an angel," she said. "You can call
me Nicole. I took him out because he was
going to kill you for the eight bucks in

your wallet left over from the ten you stole
from your boss before going Out drink­
ing." That threw me.

"'VVhat do you want?" I asked more
calmly. I was a little drunk, but I wasn't
going to JUSt: lose it in front of a stranger,
especially if this was some elaborate con
game. "How, how did you-"

"I'm an angel," she said matter of f.K:tIy.
"I'll prove it to you in JUSt: a moment." By
now she \\'25 vel)' close, so close I could
smell her breath. Peppennint.

"And that piece of shit at our feet who's
about to regain consciousness," she whis­
pered into one ear, "he would've killed
you if I hadn't stopped him. I took a
chance saving your life, I changed your
l3te. I removed you from the S)'ffiphony,
at least for now."

"The what?" My world whirled at right
angles to itself.

"The Symphony," she repeated. Her
voice grew musical and hypnotic. She
leaned more closely, but without actually
touching me. ''It's what we angels call
God's pattern of reality. The E3rth, and
everything on it, is pan of the Symphony.
You see, angels aren't supposed to be on
E3rth. We don't want to be here, most of
us. It's JUSt: our job. But while a celestial
being, like me, takes up space in the real
world, I'm bumping intO aU sortS ofarorns
and spinning them all crazy from where
they would have gone if I hadn't been
there. Celestial inten-ention sets the Sym­
phony OUt ofbalance - it m:.J.kes all sorts of
complicated ripples. The larger the
change, the more noti~ble.Other celes·
tial beings can hear the ripples. And 1l"3d:
down their source."

"\oVh-what are )'ou getting at?" I shiv­
ered, rcaliring that I was no longer merely



stmding close to her, I was paralyzed by
berprorimity.

"You're a human. You belong here on
Earth. I'm an angel- I'm not supposed to
lit here messing things up even worse than
they already are. Killing a human is one of
me most dramatic changes an)'OOe can
make to the Symphony. But you, as a
human, can do things very simply that are
\'U)' difficult for me. If )'OU're quick and
lX\'el', no one will e\'er Lnow." She pulled
"'2)' from me and held OUt the mugger's
knit:es. I rook them.

"There's nothing I can say to convina=
yoo I'm an :mgel," she said, backing away
skwtiy, "there never is. But rebx, empty
)UJr mind and decide for yourself whether
or not I'm telling the truth. Then I'm
going 00 2Sl: for:ll little f.n-or."

Her body began to unravel, not in
r«ces. but in :II flurry of suips, lil::e pages
of sheet music falling from :II conductor's
hand. When her clothes and her Resh had
bmI Stripped away, only a dim glow
mnained in from of me - but if I relaxed,
and let the glow take its own fonn instead
of forcing my mind to give it shape, I
could make OUt me vision of me pure """'
smooth-skinned and wiry thin, with wings
of ~ght and C)'cs full of strength and pas­
sion and nobility. No one could ever have
C)'eS like that - no human, at least. Her
mouth, boniered top and bottom by per·
Ita purple lips, opened enough to let the
soft: tinkle of music escape.

"Kill him," she S:lng, and so I did.

I drnined a few pints of the dead man's
blood into the plastic sacs she'd brought. It
never OCOIrred to me to ask what they
were for - I just saw them sitting on the
ground and Ilmew. I assume she recorpo­
realized while I set about my grim task,
because there she was when I was through,
St2IIding in the darkness with her overcoat
open to receive the precious pints. I cer­
tainly didn't feel like I'd just killed
someone. It was a mil"3c1e no one had
J""'d by.

"So wMt now?" I asked.
"l'm:lll angel," she said. "You can join

me, wori: with me, if)'OU want to."
wrlut's it?" I asked, suddenly feeling

toore sober than I've been my entire life.
"AlII}u\'e to do is say, 'I'm in,' and you'U
bt my gwrdi:m angel?" I thought back on
IItmt she'd said, and rational thought
returned "You've reJ1lO\-OO me from the

Symphony; wouldn't it screw with every­
thing if I said no?"

"Well," she said quietly, scnmching her
eyebrows together, "] got what I needed,
the blood of this wretch, so I suppose I
could remove your memories from
tonight. You'd probably assume ),ou went
to the bar, got drunk and passed out. You
wouldn't remember me, you wouldn't
remember about the Symphony or any·
thing. And lI12ybe tomorrow or maybe the
nen day, the cops v.ould get the knives in
themail.an.ered in blood, ,,~th your fin­
gerprints on them."

Yau know, I'd always heard the phrase,
"Chills ran up my spine," but I'd ne\'er
lJ'U.Iy known what it meam Wltil then. I
also never knew guardian angels stooped
to blad:mai.l. I pulled a cigarette OUt of my
jacket and lit it.

"1 mean, come on," she smiled, trying to
make light of an obviously dark sitw.tion.
"'Right now, youe life's a dead end - and I
mean that in the nicest way - but it's a
dead end with potential. So you can either
help me OUl, or you can go on about your
mWldane life, however short it will proba·
bly be." I stared at the nameless body at
my feet. Nicole extended one long leg
from beneath her overcoat and ,,~th a sin­
gle expen kick rolled it over into the
garbage, where it would probably remain
unnoticed until it started to smell.

"'And come on," she pointed Out with a
chuckle, "'you can hanily claim it was self­
defense. You dl"3ined his blood."

That ceminly put things in a different
perspe(;tive.

"'Well," I said through a tight jaw, "you
sure have made it sound like the safe thing
to do."

"It is. More importantly, it's the right
thing to do."

We stood in silence for a moment. "Of
course, there is a downside," she added.

"I knew it!" I shouted, tossing down my
cigarette.

"It's really not that big a deal," she said.
"Oh, what, do you want my soul?!" I

shouted.
"Only your help," she said calmly. "But

when you work with us, you're no longer
just a pan of me Symphony, you're a per­
fonner in it - and ),OU shouldn't do bad
things. Like stealing from your boss."

"No bad things,"] shot: back. "Like, say,
killing someone."

"11lat was different," she snapped. "It

served a purpose." Suddenly, Nicole's
expression changed. She smiled, slapped
me on the back and let out a little laugh.
"Cheer up. Even though you're paftofthe
armies of God, you're allowed to have fun,
you know."

I shuffied out of the alleyway, shell­
shocked, rejoining the .....orld. It hadn't
changed much in the past five minutes,
but I had.

"] didn't think angels were supposed to
tell people to kill each other," I said.

"I bet you think we all like [0 wear white,
roo."

"Do you?" I asked.
She grimaced, pulling her overcoat

tight.
"There's nothing wrong wim white,"

she said.
"Okay," I said, barely cracking a snUle,

"1 accept mat you're an angel. And, since I
don't happen to have anything better ro
do, I suppose that the least I can do is hang
out with you. Do )'QU like ro dance?"

Nicole laughed like a crysta.I chandelier
dropping from the sly. "'You read my
mind," she said. "Lead the way."

Here's something about angels - there's 9
alwa)'S something they forget to mention.
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Almost always. I'vc ncvcr had an anb'Cl
al.·tlIally lie to me. but there's al ....'3ys all
sons ofimporrant sruff that they just don't
seem [Q thinl.: is vcry importmt until you
Start shouting and throwing things :1[
them.

\Ve .....cnt to an early-'80s New \Vave
n..'trO joint. 1\ Iy angel - that is, Nicole. the
spool)' dticl: I had C'o'ery reason to beliC'o'C
....'35 an angel - said she liiR-d that son of
thing. \ Ve danced for a couple hours,
almost non5l:op. It felt great [Q let m~' con­
sciousness foIlI aW3}' and allow my body to

mO\'e to the rhythm, s.....eating out the fear
I'd felt in the alley. Anyway, my brain
staned to return to nom12l, and I'd gotten
to thinking about .....hat might happen if, as
her serv:ant, I did bad things. After all,
nobody's perfect. So l5l:eal occasionally.

DHAM

It's ncver from anyone .....ho doesn't
dcserye it. And maybe sometimes I lie. Big
deal. Who doesn't?

\¥hen e b'Ot tired, e Iclt the dance
floor. As e pushed our ';1y through the
cro.....d. I asl.:ed her what ould happen if I
did bad things.

"E\·enrually," she said, "bad things
would happen to ~'Ou. That's kam13."

"I thought L.-anna ....'35 a Buddhist thing.
Aren't angels Christian?"

"No more than the universe is Christ­
ian." she said. "Kanna is a uni\'CI'Se thing.
Lf you do bad things, C'o'entually bad things
.....ill happen to YOll."

I nodded. "K:tnna is the Symphony."
"Sure," she shrugged. "I guess you could

look at it that way. If you do bad things in
the Symphony, it echoes b:K:k on you."

"Bm worl.:ing with yOll. an angel, you
said I'm no longer trapped in the Sym­
phony. I'm a player in it. I ha\'e some
control over it."

She nodded. "I'll teach YOll some things.
Now that you're outsidc thc Symphony.
~'Ou're already controlling it more than
}'Ou imagine, but soon you'll be ablc to do
it consciously. Maybe I'll teach you some
Songs."

Now, I'vc spent my entire life looking
for loopholes. I'm not a slacker or ~my­

thing, but loopholes mal.:e your life e;lsier
and I thought I'd found a big one.

"'But if I can mnrrol the Symphony, I
could prevent these bad things from hap­
pening to me."

She smiled at me, wider than I'd seen
her smile before. It .....asn't:l nice smile. It
\VIIS the smile of a cat looking at :I bird in
an open, unattended t'llb'C.

"'It's not that simple," she 5:lid slowly.
"In Heaven, we look at l.'Vcryone as an
invesunent. We sa\'ed your life, so it'd be
nice of you to help us to further the gen­
eral purpose of selflessness in the .....orld. If
you do bad, you're not helping lIS Out and
we'd have to withdraw our support."

"My project would lose its funding."
"'That's one way to look at it." she

replied.
"And I wouldn't b'Ct to hang OUt with an

angel anymore."
"More importantly, you .....ouldn't ha\·e

the protection of an angel an}'TIlore!'
"Protection?" I asked. "Front hat?..
"\Vhen you're out messing ith the

Symphony, it's good to have protection."
She caught a passing waiter's C}'C and got

a drink. Vodka and tonic, I think it was.
Cclestials, I\'e found, are big on dramatic
p:auscs. My angel rurncd hack to me. stir­
ring her drink in its lime plastic cup with
its thin red straw.

"Protection," I nudged her.
"Yes," she said. "Protection."
"Protection from what?"
She sipped from her drink, men one side

of her mouth curled up in a little smirk.
"You're not going to like mis," she said.
"'I'TIl ready for it," I said, rubbing my

palms do....l1 my jeans.
"'Demons," she said.
I didn't stan screaming right 3W:ay. I

built up to it. First, I said. "Demons" back
at her. JUSt to make sure I heard right.
Then .....hen she nodded, I said it again. but
louder, JUS[ in case she didn't hear me
right. She nodded again and I said it
louder, men shut up when I realized that
C'o'en over the dub's rriple-decibel sound
system people .....ere starting to tum and
look at me. By this time, Nicole had pulled
me by a belt loop to another. more quiet
pan of the dub.

"Demons," I whispered.
"Demons.," she said.
"You forgot to mention the demons part

before," I pointed out.
"-Hio/. when you've got angels, you've

got demons," she s.1id. "It's that simple.
You make it sound like it's a big deal.
Truth is, I seldom ha\'e to mess with
demons."

"Demons," I S;lid.
"Almost ncn:r."
That didn't iI\;lke me fed ~Il1Y octter. "So

I should be scared of demons, bur nOt [00

conl.'emed. But if I can control the Sym­
phony, couldn't I avoid demons and still
... mayhe ... not exacrl}' do good things
all the rime?"

Nimle sighed, looking up at a far comer
of the room and running a hand through
her long, blonde hair.

"Oka}'," she conceded, "'okay. You don't
ha\'e to do good things all the time. It
wouldn't kill yOll, yOll know, but you don't
ha\'e to help C\'cry old lady across the
street or feed every starving child.
Humans have [Q do things for themselves
or what's the point? \Ve're JUS[ here [0

help things along.
"'But you can't go around doing openl)'

had things," she finished.
"Because bad things .....ould happen to

me if I did."
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any funny vibes, and now she's gone off to
use a couple pints of his blood to summon
her Archangel."

Just whell I was getting to the point that
I thought nothing would shock me any­
more, blammo.

"She did!" I shoull.'-d frantically. "She
did! She lllade me kill this guy, drJin out
his blood, and then -"

"Hang on, hang on," hc shouted over
me. I shut up. "Nicole's old servant W':lS a
hard-core suck-brJin, see? The bov blew
our cover to a pair of demons who just
:lbout killed us. "

"V/hy did she need the blood?"
«You C\'er tried to get the attention ofan

Archan~..d?" he asked sarcastically. "Hey,
it's :I pain in the :tSS. Their minds :Ire all
O\'cr the place, all the rime. E\-en their
favorite scn'3.nts M\'e to jump through
hoops to gct them to listen. In her
Archangel's case, the blood of your
betnlyer, with a stylish little riroal, works
nicel)'."

\ Vhen I crawled up, I saw two other
people in the car, both in the front seat. A
woman W2S tied :lnd g:lIgge<!, but safely
strapped in, on the passenger side. The
driver W:lS a large man, 2nd I mon large as
in both muscuhr md fat, with red rufu; of
hair sticLing out from the many holes in
his worn leather jacket. \Ve made eye con­
tact in the f'C31".;ew mirror. He "..are
";nd-wom aviator goggles. He nodded a
hello. 1ne girl :tIld I made II much Illore
awl.:ward eye contact as she squinned
around in her seat to get a beuer look at
lllC. The driver, gently but forcefully,
grablx:{1 her bound hands and pushed
them b:tck into her bp, turning her lmck
around.

"Hey," I said. waving, trying to bn:ak
the ice.

"So you're Nicole's new friend," the dri­
ver said,

"Uh, yeah." -l1le car was positively
silent.

"How loog }'OU worked with her?" he
asked.

"A couple hours," I s:1id.
"'Aw, hell," he shomed, slamming the

heel ofhis hand against the steering wheel.
"Isn't there anyone with my experience
nowadays?"

"So, }'OU're:ln :tIlgel?" I asked, not W:lnt­
ing to drift back into painfully
uncomfon:able silence.

"I'm a Cherub," he corrected. You could
hear the capitalleuer.

"\¥hat's the difference between a
Chenlb and a noml:tl :tnbrcl?"

"Hey, hcy," he said, furrowing his brow,
"a Cherub is a Ilomlal anbrcl. No, scratch
mat, a Cherub is a kind of nonnal angel.
See, there are different Choirs of angels. I
belong to the Choir of Cherubim. Your
angel, Nicole, she's:l Mercurian."

"So, um, how many angels are there?" I
asked the Cherub.

"Lots," he said.
"How many dcmons:lre there?" I asked

hesitantly.
"Lots and lots. Demons of C\'cry shape

and size, working to prornote C\-ery kind
of evil you could imagine. There're about
a gagillion demons of hyperbole. Speaking
of demons, do you know happened to
i':icole's odter SCI'V3nt?"

"Ounno," I shrugged.
"She probably killed him. Bettcr yet, let

me guess. She's pretty sncaLy. I bet she
had you kill him so it wouldn't send out

-Bad things "'ould happen," she said,
sipping her drink.

-And I wouldn't be :able to stop it."
"And you wouldn't be able to stop me,"

silt said, and dut ended that co,wers:uion.

We left through a bad: door that no one
smned to be paying anenrion to. Nicole
"'as" careful to manem'e:r her white heels
around the puddles ofday-old rJin that sal
sagn:ating in the back alley.

"Why were you so hot to dance?" I
"'00.

ult's one of the ways I regenerate
Essence," she said. Before I could OPClllllY
mouth, she continued, "Essence is the
energy of the uni\·erse. Evcrything lhat
lil'es generJtcs Essence, one way or
~nother. You know how marJthon run­
ners till. about the 'runner's high'? -l1lat's
now those kind of people gencrJte
Essence. Dancing works for mc. \<Ve
celesti:llis use Essence to control the Sym­
~y, oowC\'cr we can. Remember whcn
tNt guy fIcw away from you in the alley? I
UStd Essence to throw him - in fact, I used
the bst bit I had."

"Angds spend a lot of rime in alley­
11"2)'5," I noted.

-Some do," she replied. "I have :lI house.
It h:lIs pink trim md a white picket fcnce.
\'0011 like it. But going dancing g:lIve me
jim enough Essence to run:l quick errand,
SO right now I'm going to drop you off
with a friend of mine."

-Oh, gn.':lt," I said. "I just mct you, and
alre:ldy I'm getting handed off like all
~nnoying pet."

"You're only annoying when you act
annoying," my angel chastised. "I'll see
rou soon." Shc stopped at the moulh of
the alkyway. "Tell me when you Sf,.'e a
purple car. You can't miss it." I did as
requested, and within a few minutes the
ugliest, ITKlSt horrendously - well, purpb­
or I'd C\'er seen crept around the comer.
IsigJulled her and she stepped Out of the
alley, nagging it down like you would a
wi. It stopped instantly, the smell of
bumt rubber lingering in the :lir,

The car's re2r door opened, and Nicole
~ me toward it.

"1'le's II friend of mine," she ailed,
rttrclting into the alley. "I'll atch up with
you guys in II jiff."

I stumbled in, and the ugliest car in thc
world took off so quickly I fell into the
_ro..
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your own Rites, but between my ser­
vant betraying me and my artist
overdosing on demonic heroin, maybe I
haven't been thinking entirely straiglu."

The sounds of the city echoed
throughout the woods. A cigarene
m.aterialized in Glbriel's hands, lit. She
inhaled deeply, consuming almost half
the cigarette in one breath.

"1 beg your forgiveness," Nicole said.
Gabriel bowed her head low, blowing
smoke at her angel. Nicole bent over,
her body shaking fTom the force of her
coughing.

WVou are one ofmy most fuvored ser­
vantS," she intoned, rolling the cigarene
between her fingers. "It would displease
me to see anything happen to you.

"But." she continued, "you know
Archangel Dominic is always on the
lookout for heresies among my ser­
vants. TOW his eye is on Eli :and
Novalis. By helping them, we increase
the chances of the divine inquisition
refocusing their scrutinies against us."

"That was a thousand years ago!"
"That was yesterday," Gabriel said

with a mad scowl, pressing the cigarene
coal deep into her corporeal vessel's
cheek. "But you were right to help the
servant ofNovalis. I'm merely saying be
careful who )"0\1 accept gifts from."

WVes, my mistress,.. Nicole said, bow­
ing low, trying to avoid the smell of
burning flesh.

"'You'll find your gun in your pocket.
I don't think you have time ro ride back
to toWll. Assume your celestial fonn,
and I will mask your presence as you
move through the Symphony."

"Yes, my mistress."
"Anything else?" the Archangel said

expectantly, pressing a finger against
the hole in her cheek.

"Yes," Nicole whispered as her flesh
turned to light. "Thank you."

Nicole chuclcled while she fished
around on the ground for her boots. "I
guess )'OU'd like to mow why I ailed
)"ou."

WVes," said Glbriel coldly, weighing
the bags of blood in her hands. "I W2S

curious." Nicole's demeanor sobered.
"First," she said slowly, "the blood is

from my selVant. My late servant."
Glbriellooked at the bags more care·

fully, holding them up [0 catch the dim
starlight.

"Second, there're some demons in
town, but I think I've got them at each
other's throats."

The Archangel nodded.
"But," Gabriel said.
"But I need some Malakim. Just in

case. Just for a day."
Glbriel frowned. "I can't do that.

There are other things going 011."
"'1"1len give me back my gun," Nicole

said, staring down her Superior. "At
least give me a fighting chance."

"You'd like a fighting chance?"
Gabriel laughed, a sneer spreading
across one side of her fuce. "What, are
you out of Essence? \.vhy don't you go
dance a few more hours?"

Nicole turned her head as if slapped.
"It ~'3S just a little fuvor," she mur­
mw«!.

"A little fuvor," Glbriel spat, Oames
leaping behind her eyes. "'A little furor.
You did a little fayor for the Archangel
of Flowers, and she rewards you with a
Rite - the very Rite you used ro gener­
ate the Essence to summon me here, to
this place, tonight."

"Look," Nicole said, her voice waver­
ing. "Please. It was for a friend. 1 had to
help him out. He was in trouble, and I
wasn't just going to let him die. So
Navalis showed me how to gener:lte
Essence by dancing. I'm sorry I didn't
swnmon you with Essence from one of

Nicole wrenched the handlebars to
the left, forcing her motorcycle off the
road like a racehorse toward a finish
line. After getting what she'd hoped was
weU into the woods, she L::iIled the bike's
engine and headlight and glided
through nllen leaves, coasting [0 a stop
in the darkness. She kicked the bike's
stand down, walked 2 few feet away and
began to pull off her swe:ner as she
slowly twirled in pl:u:e. Her blonde hair
funned away from her body while her
head rumed upward, focusing on the
circling tree tops and the stars beyond
them.

She twirled fuster and fuster, onc
hand flashing open with a Zippo and
carving patterns in the air with itS flame
as her tempo increased. She began
howling, the sound merging with the
whirling f):l.me - sTopping abrupdy
when she heard two hands clapping.

"Nice," said GabrieJ, the Archangel
of Fire. '" presume you have the
blood,"

"Bike," s:aid Nicole, pointing over
her shoulder as she looked down [0 bur­
ron her blouse. They stood in silence
while Nicole picked the leaves off her
sweater before wrestling it back over
her head. It was autumn, and the
evening air was losing its heat.

"So?" said Gabriel, raising her eye­
broW>.12
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rowing and his voice growing low, "the
more you get to thinking that maybe
there's something else out there, right?
Maybe there's a greater good besides the
one you've been protecting all this time.
Maybe all your pallies on the other side
were right.

"So why couldn't I go with her?"
~Vouldn't work," the Cherub said.

"You remember when you were a lcid, and
)UU'd get in trouble, that if you brought a
friend home with you, your parentS
ll'OUidn't yell at you as b3d as they would if
you .....ere alone?" 1nodded. "It works the
opposite w:ay with Archangels."

"So what are we doing here?"
"We're the decoy," he said, rolling down

his window to spit into the Street. "Inviting
anArclungel to tea can make big ripples in
the: Symphony, so we're driving around
sending up lime Essence signal flares that
gy, 'I'm here,' so the demons won't figure
out .-hat we're up to."

I~ my head in my hands and rocked
it bad: and forth. "If you don't mind," I
said, "oould )'Ou b3d:: up JUSt a bit and te.1l
~ ,,-hat's going on? 1 mean, the current
plan of action?"

11icole, she's uncovered this painting
from, well, I wanna say it's from the Mjd­
die Ages, but I don't remember good paint
being around much back then. Let's just
say it's old. And in the hands of an artist, 3

true artist, this particular painting can be
used to tnp a celesti:ll."

"Trap?"
"Yeah. If the celestial's in his presence,

the: artist can paint the demon - or, I guess,
angel-into the inuge, trapping him inside
there, undetectable, until either someone
me is painted in his pbce, or a different
utist paints O\'er it, freeing the prisoner.
Of oourse, both sides have been looking
klr it for awhile - private Japanese gal­
leries, the Vatican basement, the usual
pbces."

"\Vhere'd she find it?"
"I don't!rnow," he said. "But we've got it

DOW. We're supposed to arrange a deliv­
ay. But the artist she'd set up to work on
tnpping our victim is, well, indisposed."

"Indisposed?"
"~d, ~lly. He overdosed this

morning, real suspicious-like. We suspect
<hdJUboticol<•

"The demons," I said.
"Ycah. Your predecessor r:med on us."
"Hell, gn'e me a brush," I said, "I'm on.'"No, no, no, it doesn't work for just any-

ooe. You have to get an artist attuned to
the painting, which takes a whole lot of
time and effon - not to mention finding
the: right chump, first."

"So, what now?" 1asked. ""'here are we
going?"

"'No place," he said, "we're just driving
around right now. Times like this, I wish I
had some Ofunim around."

"Ofimim?"
"They're the Symphony's agents of

motion. Each Choir of angels has its own
special way of perceiving the Symphony,
its own resonance with reality. Ofmim
have the !mack of motion. They never
Stop. If the.re's a way to cany on, they'll
instinctively !mow what it is."

"Sounds coo!."
"Yeah, it's useful. Mercurians, like

Nicole, lmow aU sorts of things about a
person just by lookin' at him."

"What about you?" I asked. "What do
you do?"

"I'm a Cherub ~ we protect things. Like
Patricia here. She's an imlx>rtant girl."
TIle Cherub paned his passenger's !mee as
we pulled up to a red light, but she stayed
staring straight ahead.

"I'm attuned to her, s<:e? Just like that
artist was attuned to that painting. She's
ignoring me right now 'cause she !mows it
drives me cnzy, but no maner where she
goes or ~tt.at she does, I'll know it because
that's my resonance."

"She's not going anywhere like that."
He winced. "Yeah, that's the problem.

Times like this, when there're demons
cnwling around ~'Cry door, you gon:a
take a few precautions. "'hen I say I'm
attuned to her, it's not just that 1have
some connection to her, it's that, litemlly,
she's a part of me." He reached over with
a fat, hairy hand and turned her fuce
toward him. She violente1y whipped her
head b3ck and forth until he grabbed her
jaw and held it tight. When their eyes met,
she Stopped struggling. "I 100:e her more
thlUl I love anything else in the whole
Symphony, and C\<'Cn though she hates me
for doing this when things get a lime
tense, I ha\'C to."

"Why?"
"If I didn't, and something happened to ...

her, it'd destroy me -literally. It's just the
way we are. I'm supposed to protect her,
see? It's my nature. And allowing anything
- anything at all - [Q happen to her, that
would throw my resonance with the Sym­
phony out of whack.

"The more distant you bret from the
Symphony," the Cherub said, his eyes nar- 13
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"And then rou Fall." He illustr:J.ted this
by slamming a fist into an open hand, and
I jwnpedso high I hit my head on the ceil­
ing of the car. The Cherub laughed.
Patricia did too, coughing loudly through
her g:Jg.

"But don't get all freaked out," he s:lid,
pulling :lway from the stoplight. "\Vc've
managed to stay away from the demons so
far."

And of course, it was just about that
instant that the little red sl>Orts car
slammed intO us, spinning US across the
street and into a telephone pole.

Speak of the devil.
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\Vhen I gathered up my brains, the dri­
\'er's seal was empty and Patricia looked
pretty dimn groggy. She had a naslY gash
on her forche:ad, bleeding the way head
wounds tend to bleed. I glana.'d OUI the
window. 1ne spons car, which looked
surprisingly undamaged, was parked
:lcross the street. Two figures strode
toward our vehicle. I could sec. the Cherub
standing between us and mem.

"Not like you drive an inconspicuous
car, man," s.,id the first figure, a thin rJk­
ish guy in a black suit, smoking two
ci~,'arettes from one hand and holding a
long, sharp knife in the other. He took a
deep drag, threw his he:ad back :md let out
a cloud of smoke that almost obscured the
sky.

The other figure was huge. Much larger
than the Cherub, I was scared to see.
Leaning forward, I startt.-d umying Patri­
cia. They were good knOts - it took almost
a minute. I eould hear fighting outside
while I smlggled. Once her hands were
free, she workc.-d on hcr feet while I
removed her g'ag. Before I could say any­
thing, ~he bolted out of the car and Sl::.J.rted
scre:aJnmg.

GoJdgmmit, I thought to myself. Nrr.:>
I'm going to huvr to gn Ollt oftiN Cilr.

Patricia was holding the Cherub, and he
~'aS coughing blood all Q\'er her. His chest
moved a bit, and then stopped. I could just
barely make out a misshapen mess that
must've been the larger fib'Ure, bcc3use the
thin guy \\'as on me in a flash, grabbing my
right hand and biting down hard. I could
feel the joint pop, and I thought, "Surely
he didn't JUSt bite my thumb ofT." llooked
down at my hand. He'd bitten my thumb
off. Blood dripped down his chin from a
vicious, savage smile.

OIrviollSiy, I thought to myself through a
shock-addled brain, this is n tin1l0n.

,,"'"here's the painting?" he shouted in
slow, measured tones., spining my blood
all O\'er m)' face.

"I don't know," I said. He slapped me
around, and through it all the only thing
that rebristered "'as Patricia mumbling her
mantra to the dying Cherub - "This is
only a vcsscl, this is only a vcsscl."

"You have 110 ibn how bad my day's
been," he s:aid, kicking me in the side after
I fell to the b"TOund. Luckily, he got tired
of abusing lIle and decided to cht.'Ck ou[
the car. It didn't take him long to get
around to looking in the mmk, from

which he pulled out a long, flat pacbge
wrapped in brown paper.

"Oh, this is sweet," he said, kissing iL
Even reclint.-d on the p3\"f:mcnt. I could
see a big bloody lip-print on the package
as the demon walked past lIle, like a love
note frOlll a demented brirlfriend. He
w:llkt.'{! calmly to his Clr, put it in the pas­
senger's scat and sped :aw:a}', leaving
Patrida and me sh;lking and sobbing. Just
a few hours before, I kept thinking, I'd
been happily dnmk.

A glowing shape appeared OUt of the
night sky, drifting down to us. Nicole coa­
lesced into her corporeal fonn, seething.

"He got the painting," Patricia told her
between sobs.

j\ Iy angel picked me up, threw me into
the Cherub's car and peeled away from the
scene ofcarnage, leaving Patricia to cradle
her anb"CI's body like a mooem-<Iay pieci.

"Did Taricl fill you in?" she :lsked as we
flew down the highway like, well, like a bat
out of hell. I shook my head, still a little
weak from blood loss. "Tariel," she
prompted.....me Cherub."

"Ye:ah," I nooded, shaking my head to
Stay a""3ke. "Artist., Archangel, Choirs. n

"Good. I figured he'd give)"oo the low·
down." \ \Ie drove a few moments in
silence. "Sorry about rour thumb. I can fix
that when I get some Essence back."

""'hat happens to Tariel?"
"Oh, I suppose he'll wake up in He:aven

any time now, feeling preny low. He
must'vc really gotten his ass kicked by the
big demon, but I noticed the other b'U),
wasn't exactly st:lnding up. Soon, he'll
earn enough Essence to make :lllomer
corporeal vessel for himself, then he'll be
back, prowling the streets again. And don't
worry about Patricia. That's a co-depen­
dent relationship if I've C\'er seen one; it'll
do hcr some good to be free from him for
a little while. T ariel"lI be oock soon, and
he'll have her happily tied up in some
basement again. She says she doesn't like
it. but I think she'll miss him. Humans can
get used to almost: anything."

"\Vhat did you gct from )'our
Archanb"CI?"

"A little time. And 1x"(.';lusc I :asked her
ni,,-ely, she gave me b.1ck my itty-bitty
b'Un."

"Your wh:at?"
"'t's a tin)' little pistol, with a blessed

ch:amber JUSt large enough to hold a single
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Nicole laughed. "'1\ly, }'OU are JUSt the
cutest: thing. I\'e got to keep rou around.
Sure, rou could think of me as n guardian
angel, but I'm notyo/" b'Uardian angel. Ir's
acmally more like you're m)' guardian
human.

"Now go," she said, fixing me with a
hard, cold st:lre, "do what I say."

"Good thinh'S," I munered, thinking
about my predecessor.

"Only the best," she lilted. "Now b"Ct
this body OUt of here, and don't get any
blood on the carpet. lr's:I foul creature we
disposed of this a--ening."

"He seemed to think he was your
boyfriend," I pointed out.

"He was," she said, saring at the corpse.
"A longtime ago." Nicole looked upatme
\\ith a smirk that might :llmost be called
evil. "Ex-boyfriends tum up in the lousiest
places," she explained. "Now please, get to
work."

"Sure thing," I said, growing resi!,"Ilcd to
my fate. I'd promised myself a new lifc,
hadn't I? It looked likc I'd found one.

I looked down at me demon's twiSted
corpse. I-:Lis death grin leered up at mc. In
:I W3Y, I had a certain sympathy for him.
He didn't mean to be e..il, it was just his
nature_ Suddenly, I didn't feelli1::e turning
O"er a new leaf~' handling anomer de:ad
body on my binhday.

;;I'm going to get some sleep first," I
said, zipping up my jad:ct 2nd heading
quickly for the door.

"Fine. Call the Ix>lice and see if dead
lxJy's car has rumed up parked in a haneli­
capped space or something. It'd be just
like him. \oVe - and by 'wc,' of course, I
mean 'you' - can break into the 1x>lk:c
illllX>und tonight and steal b-Jck the paint­
ing. And go to the fine am libr:.lry on
campus while ~'Ou're out. Find another
artiSt we can con into trapping a demon."

"Anything elsc?" 1asked.
"Have a happy binhday," she grinned

through perfect, pearly teeth.
"Sure thing," I said, stumbling OUt the

doorway. I was beginning to have some
spnpathy for my predecessor, too. The
pre-<Ia\\ll air of the oty fclt dean and
clear. I stretched my anns toward thc
horiwn, yawning, yeaming for the bright
dream of the sunrise, the tCllllx>rary rest of
freedom.

"And would you t:Ike my laundry back?"
she shouted through the door. "'l can't
btlir,;t they call this white."

hanging ITom a hook in the hallway and
whirling it around the room. "Laundries.
Thev call this white? I knew I should've
pick~ it up m)''SCl[ I'd ha\'e made them do
it righL"

"Hi, honey," said the demon, showing
all his teeth as he emerged from thc dark­
ness of her kitchen. "Glad you could drop
by."

She dropped her laundry. "You again?"
she asked. He walked toward us, out of the
shadows. He had his knife our agolin,
which implied to me that he was out of
Essence or he'd ha"e tried to fry us when
we ,~..alked in. Inw:mlly, 1 felt' proud of
myself for catching on to how things were
done around here.

"This is going to be fun," he said. "I
ha\'en't done anything like this in, oh, half
an hour or so."

"Try me," she spat.
"Corne on, baby," he leered, lashing out

with his empty hand and brr.lbbing her
ann, pulling her close. "Give me a kiss and
call me Jesus."

Faster than I could evcn see, she pulled
the itty-bitty gun from her COOt and madc
an itty-biny hole in his chest.

"You are ... the biggest bitch," he said,
his grin freezing on his f.Jce as he fell to his
knees. She planted a white spiked heel on
his bleeding chest and gendy pushed him
bacl"''3rd to the ground, so he wouldn't
fall buner-side dO\m, as it were, :lnd
bloody her carpet.

kSI."C you later, pumpkin," she said,
blowing him a kiss, and with one great
heave his "essel expired.

"That was ami-climactic," I said, trem­
bling.

"I can gut him later, if you'd like. I'll
probably do it anyv.·ay. It would give me
pleasure."

I shuddered :lnd shoved my bloody hand
in my pocket.

"Go home and get some sleep," she said,
ruming to me and reloading her tiny pis­
tol. The bullet chanted whispers ofeternal
de<o'Otion as she slid it into the firing sepul­
cher. "Tomorrow's a busy day. You have
to pick up some blood ITom a friend of
minc, and then find me anomer mediocre
artist with an UJl(;onventional reputation.
I'm sure therc are a lot to choose from in
this town."

"But why do I have to do the footwork,
here? I thought you were supposed to be
my guardian angel."

hcto/ bullet. Ir's not very :accurate, but if
you get :I good enough shot off rou can
ake OUt :I demon. If rou're lud:y. My
Arcilangel - Gabriel - took it away
because she said I w:as rel)ring on it too
much. She ga"e it back to me for finding
the rat in our linle org:miz.1tioll, my 01£1
servant." \;Ve were both silent for a
momem. "I SliPpose Tarid tOld you 300Ul
that, 100." [ didn't say anything. "\;VelJ,
anyway, we've got mat going for us and
onIyone more demon to hunt down, as far
as an}ooe L,llOws. But no more miracles
tonight - I'm OUI of Essence."

-Couldn't \'Ou ha\'e 2Sked for more
Essence from')'OUr Archangel?"
~\\'hen )'OU 2Sk for more from me

Archangels," she said as though reciting a
popular saying, "mey expect that much
more from }'Ou." I musr've looked puz­
zled, because she added, "And mat can be
~d. But - if we can make it until sunrise,"
she S3id, coaxing me dead angel's car off
the imcrstltc, "we're in U1C clear."

kWhat happens at sunrise?"
~I get some Essence back. I blew what I

h2d summoning my Archangel, but every
morning, as me sun creeps over me bori­
zen, :Ingels recrn'Cr some of meir spent
Essence. \Vim :il bit of Essence, I can toast
that demon. Lucifer's forces depend on
their nwnben, not meir strength."

"And if nor?"
J'\icoIe laughed. '''If not, men we haw to

hope our demon gets close enough to be
shot \lith my iny-biny gun before he tears
both our heads off."

"And if that doesn't work?"
"Thcn I'll see you in I-leaven," she said,

",hipping the car into her driveway. As she
got out of the car, I grabbed her by the
,TIs<.

"W:ait :I second," I shrieked. "How do
",-e knc:M. he's not in there waiting for us?"

"We don't,"she said. kin fact, he proba­
bly is. I gan~ him a key the last time I saw
him."
~Don't \'00 ha"e some kind of built-in

demon detector or something?"
She shrugged. "No more than demons

Itwc built-in angel detectors. But if it
makes rcm feel bener -" she closed her
eyes and put a hand on her forehead "­
m1l1111, nope, no demons here."

"Are \'00 surc?"
"No," she smiled. "Come on."
~D.tmn it," she said, whipping through

the door, grabbing a plastic-wrapped dress
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hang around for. All around me, the Sym­
phony throbbed like a hammered toe from
the chaos we'd caused. My heart rate dou­
bled. After the Symphony takes a beating,
you can bet that both sides are on their
way to check it out.

The Symphony is what we celestials ­
which is to say, angels and demons - call
the background smJcrure of reality. And
while reality is a tough nut to crack in
some ways, we'd whaled on it pretty hard
that day: throwing Essence around wildly,
shapeshifting right and left, leaving a trail
of evidence that a bunch of angels l!Ould
easily follow to our back yard. You know,
all the stuff they tell you in demon school
is bad - not bad as in "evil shoots, evil
scores,n bur bad as in "decidedly awful for
my cause in general and genuinely terrible
for me in particular."

So the question wasn't whether my
Prince had noticed the Symphony's jan­
gling, hur when he would rake a moment
to ask me about it himself. The downside
of occasionally having the undivided
attention of a Demon Prince is that you
occasionally have the undivided attention
of a Demon Prince. I shuddered quietly,
tried to calm my racing hean, and began
to put my story together.

"It's no big deal, oh darkest of dark, dark
lords,n I imagined myself saying as the
screws tightened. "It went down some-
thing like this. n

Let me get right to the point. None of
this was my fault. I'm not responsible for
any of this. I swear to ... I swear, I didn't
know what was going on. I JUSt had one
lousy evening, and now everything's gone
to hell.

I've been on Eanh for three years,
although I'm older than I care to think
about. It all becomes a blur after a while.

...............
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"I'm not crying,n I snapped at Charlie.
"That's cool,n he said, calming down as

his hooves reverted to pink, fleshy feet.
~ou just sit there not crying while I shove
my guts back where they belong.n Even
though that angel had tom him up pretty
badly, he stood like a mountain, holding
his inrestines together while he used his
last bits of Essence ro heal his wounded
body.

"Goddamn it," Charlie spat after fid­
dling with his guts for a few moments.
"This isn't working. Look, I'm going to

high-tail it back to my garage and get
another body. Get there when you can.n

"No, no!n I shouted, waving my anns
madly to keep him from leaving. "After
you're all set in your new body, come over
to my place. We still have a whole other
problem."

"\Vhat,n Charlie said. It wasn't a ques­
tion, it was a demand. I had to stall until I
figured something out. Charlie's a badass,
but if I told him right then about the hit
squad of avenging angels arriving in the
morning, he might suddenly remember an
out.-of4 town engllgement - then what
would become of me?

"I'll tell you when you get there," J
blurted. He glared at me through nar­
rowed eyes, then sighed and nodded. His
eyes unfocused before rolling back in his
head. There was a thud as twO hundred
and fifty pounds of dead meat hit the
pavement.

I wiped tears from my eyes and took in
the scene. We'd killed the angel - some­
how! - and since they were cowering in
fear, odds were high that the two people
hiding in the Cherub's car were just
humans. I pulled my tie straight and shook
my head. Humans I could handle. It's
what was on the way that I didn't want to16
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Bur. in those three years, I\-e only dealt
..-ith the demons J was assigned to: Adam,
&.brim and Charlie. At first, all I knew
Wout them was that they, like myself,
.....ere win favor" with their respective
Princes. We knew we were pawns, so even
though we'd been assigned to work
togrther there was little truSt between us.
ThtyDa'tT told me who they worked for,
Jnd Jl'Ie\'tT asked. Ifsomeone knows four
apda, they can predict your actions. NOt
all the time, but often enough to nuke
)OOf life miserable.

Adam's a Balsernph, a typical head­
shrinl:er of a demon. Balsernphs are the
Ser.lphim who've fallen from gnce. While
Ser.lphim are Heaven's ttuth detectors,
Balser:.aphs are Hell's greatest liars. Adam
lriesrocome offas modem-but-roltured­
be W21lts you to think he's an old-world
dmlOrI in a young-looking body. I always
lbougbt he was just another pretentious
ilOI Vtith a ponytail. At different times,
Adam gave me reason to believe he
",'Of'ked for halfofthe diaoolical royalty, in
!be hopes that I'd open up to him. I never
rod.

At the other end of the cool scale, there's
Sabrina. She's one of the Lilim, and a real
pica of work at that. Lilim ca.n make
ahoost anyone do almost anything. I'm
poorof that, I guess. And I'm nearly pas­
iU\'t she works for the Princess of
N".panms, Beleth, although Lilith is
ahl't}'5 a s:afe second guess with those
I)}U She was always good for COIn-eI'S3­
lion, but I rarely saw her apart from Adam.

Adam and Sabrina had a rocky relation­
ship, the kind where the only thing
I:teping it going was mutual disdain for
!be res!: of the world and the universal
bet of inertia. For demons, this can be a
be:althy sort of relationship. It was cer­
tainly one I envied. I'd always felt an
IIlthealthy attraction to Sabrina, C\'en
..-hen w wasn't exerting her diaoolical
charm upon me.

'IlItn there's Charlie. He and I work for
the 5;l1nC Prince. I ca.n always ca.ll on him
to 5;lve the day, and Charlie seldom asks
questions. He'll do prnctically anything as
long as it serves our side, which usually
means making things bleed, explode, bum
1lp000turn to sak I'm glad Charlie's on my
side - be's damn violent, even for a Cal­.....

Wt each had our own schemes, but we
heJped each other with this plOt or that.
There rould have been other demons in

rown, bot we na'er heard from them. Or
at least Jdidn't. Jgot the impression Char­
lie's strong-and-silent act was just that - an
act - and that he knew a hell of a [at more
than he let on, but he's cool. And while I
wouldn't confess it even under torture, I
might truSt him a little bit.

Adam, Sabrina and I got together a'ery
Thunday night at a lime coffeehouse
downtown, and I met with Charlie at his
cycle repair shop e\'ery other Sunday. As
fur as I \mow, CMrlie nC\'er encountered
Adam and Sabrina outside of a job. The
only other times I'd see any of them "''as
when we were working together on some
project: following a susl>Ceted do-gooder,
framing celebrities who didn't further our
plans or tracking down the occasional
benC\-'Olent menace - the \.I5l.L:l.1.

Actually, there was very little activity on
the pan of me Host. ["ery once in a
while, we'd pid: up an echo of something
stinking of divinity, but \lo'e could nC\'er
track it down. Over and O\o-er again, we
ended up getting all excited for no bad
reason. Nothing looks better on a young
demon's record than wrnngling credit for
rooting out a previously-unknown heav­
enly threat, and we all knew it. It's a good
way to get noticed. That's why it didn't
surprise me mat Adam didn't tell me
about me angel until his plans blew up in
his face.

Albm had asked me to meet him and
Sabrina in me Rocko Taco parking lot. I
don't really like Mexican food, but I .....ellt.
Like I said, we had to help each other out.
Our Princes had ordcred us to aid onc
another, within reason. If Adam wllllted
me to meet him in front of a holy church,
I'd ask which one. Once, I asked him to
meet me behind a morgue with a set of
oolt cuners and three glossy fashion mag­
nines and he didn't even blink. So
Mexican it was.

He was already there when I arrived,
perched on the trunk of his swank red
convertible and admiring his fingernails.
Sabrina sat in the front seat, fIxing her
makeup in me rear-view mirror.

wHere's the deal," Adam said to me as he
hopped off his car. ""It's a petty job, but I
have to do it. These guys are understaffed
late at night, especially tonight. We go in,
we each order a ton of food and slow the
place to a crawl. The idea is to get people
pissed off from waiting, destroy the staffs
confidence in themselves and finaUy rum

them on one another." He threw me a fifty
and romed to walk tOW'llrd the restaurant.
"And I mean a Jot of food," he added over
his shoulder. I made eye contaetv,'ith Sab­
rina as she stepped out of his car, but she
only gave me one of her carefully-prac­
ticed shrugs.

""Excuse me," I said, putting up a ques­
tioning fInb"Cr. "\..vhy don't I order at the
drive-thru? Three-pronged attack and
all."

Adam smiled at me as though I was a
simpleton. "l disabled their drive-thru's
microphone while .....e were waiting for
you.," he said. "They'\'e put a 'Closed' sign
on it, but why don't you go get the sign
and meet us inside?"

I sighed loudly at him.
wBesides," he added, growing sober, wwe

need to talk." Uh-oh.

\..vhen I came in, deftly cramming the
sign into a trashcan near the door, Adam
was arguing with the cashier. There was a
sign dangling from a smng over me
counter which read, "-Rocko Taco! We
put the fast~ in fast-food! You'U get
your food in five minutes ... or your
money back!" 19
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t',lking her out tonight, bcfore she has a
Tether to hide in."

"Hide?" 1said, sneering', "She won't be
hiding! She'll invite the -whole !:,T(}(ldamn
I-lost Mer for harl)C(llIed demon. \Ve're
scrc\\·c(I."

"Not entirely," Adam 5.1id quietly, le,m­
ing fonl'anl with a smile on his f:lce. "I've
corrupted her sen'ant." Adam and I
hmghcd - it's so delightful to usc :In
angel's own sen'ant to st'lh it betwecn its
pretty white Willi-'S' S'lhrina jllst smiled her
inscmt:lhle little smile and lit a cig:Hctte.

"Please," Adam implored Ille. "This one
time, help me by not doing anything ­
don't sJ>cnd allY Essence for any re:lson. I
W;lIlt the Symphony to he :lS uncluttered
as possible while I hunt."

"So you're going to take (~lre of this
yourself, AdMn?" Sabrina said after a
p:lUse.

"Yes," he said, ttlming to face her, "yes,
1am. Do yOll have a problcm \\~th th:n?"

"No, no,"she said, holding up ,1 bbck­
gloved hancl. "No problem. Go :lhe:l(1 and
take the crcdit. It's just not the tirst time
that I've h,ld to sleep with some wretched
sen'ant so that another, leSS-t.llented crea~

ttlre could make the kill and take the
glory." Well, I thonght, ,!JtUS Admll 1/1/
weI'.

"Listen, S'lbrina -"
"I said it's fine, I can spend the evening

with iVbrcus," she sai(l, gcsruring to me.
"He and I will JUSt lie low this evcning."
She tume(1 around to filee 111e, blowing
low coils of smoke from her nostrils.
"Since we're supposed to be sitting on our
hands, how about we do it over :H IllV
place?~ .

"Sure," I sai(l, imirnting her pr.leticcd
shmg. "That sounds L'OOI."

[f Adam were an egg he would h:\\'e
cracked. As it was, he just sat there like a
big demonic dope and examined his man­
icured tingem;lils. I had 110 i(lea what
Adam and Sabrina's aC[{I,ll relationship
was, but I'd always assumed the}' were a
preny tight wuplc, /,oirlfiend and boyfiend.
Nor th,lt il kept me from wanting her.
Demons, I thought to myself, you gOttl
love 'em. My heart beat fuster.

"Too bad you've alre:ldy got something
to do tonight, Adam," Sahrina 5.1id. "You
know I'd love to have you over."

"But of mufSC," he s:lid, ruming his
attention to the clamor coming from
inside. Evidently there'd been a nasty fight

uncomfortable round 111et:ll 1:;lhl\:$ with
the logo of some stromge j\ lcxiL";ln beer
painted al,;ross its top. IVeil, i!,'ell, I re111t:111­
ber thinking, its 1/(/1 C'lIlin'6' III/likr Hell.

Uneharacreristica!l\', Adam l,;:lme
str,light to the point..

"There's ,111 angcl in town," he s,lid,
":lIul it knows alxJl;t liS."

"God. , , dam1llit!" I shouted.
"13m it's all right," he said quickly, \\"J\'­

illg his h'lr1ds, "it's going to he Ok'I)'."
O~"~Y? OkffY?" I shut Ill}' eyes and clawed

,u the air, sl)Cechless.
"[t'S going to be oby," Sabrina said,

rcaching ,KroSS the mhle ,lIld touching my
h:lIllJ with her own. "Really. 13m until
A<l:lln t'lkcs L~lre of the prou!cm, we ha\'c
lo lie [ow."

"I l";ln C<111 Charlie," I offered. At th,lt
point, [ \\',IS probably /,TQing to cllI him
anyway, just to w,ndl my a~.

"Let's not l~IJJ your friend unless we
think we're olltf,....;nned," Ad,lIn sail!' "If
ir's just the ont: angel. I'll be able to handle
it without lilting ;1 Anger." I Ie took a
moment to look :Kross the patio, b:ll.:k into
the restaurant. The:: l";lshier had moved to
the back to help prep:lre our food :md
frustr:lted customers were w:liting ,l[ the
rq,tister.

"Look," we could hear the cashier shout,
"It's bTQing to he a couple minlltt.'S before
we l";lll take anv more orders." A<l:un
smiled. .

'"So how did vou And out about clle
angel?" I 'lsked.· 1\<1:1111 and Sabrina
exchanged ghl1lces.

"I\'e been watching an artist," Sabrina
started, "a m,ln named Rudolph Soren­
son." She pauscII to sec if [ rCSIX1I1ded to
the name, "I-Ie's a bit of an eccentric," she
continued. "He creates elaborate gbss­
and-copper fountains which l)Our bl<xxl
instead of w;lter. I felt he had a certain ...
dial)Olical l~rsl>cctive." She downed the
rcst of her tea and then fol(led rhe st:r.!w in
half, then in half ag:lin, ,1I1d so Oil.

"This b....1y was being manipulated by our
angel," Adam finished for her. "She
wanted to usc his art to cst,lblish ,1 divine
·l'ether." I muld feel the blood leaving Ill}'

extremities 'IS he sl)Oke. The scenario
Adam and Sabrina painted W,IS just tOO
horrible.

"1\ divine Tether," I said, trying hard to
remain cJlm, "in our hack yard. LOl'ely."

"\,Ve thought so, too," Sabrina s,lid,
sharing my sarcasm. "That's why we're
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"So for dlC rest of the order, \'Oll walllnl
tire h,llf-chickcllS, six I)(;c( (,Ii"im tost:lda~

II ith the works - Iltl tOlll,HOes 'l1ld eXt"l

sour cream - three [,leO ~;lhJ(ts with no
g'U:lC, ,) br~c 1(;:1, :ll1d n naum." 1l1l~ h:lrric<l
~lcrk [()ok~ ,I qukk ll1clJ(,ll inventory. :llld
wiped hi~ (orchc;ul with a gore;]sy palm.
"Ah, look, this rnif;lu t,lke;1 few minutes-"

"You forgot the cheese cnchihld'lS,"
Adam lllonotollcd, gl:11lcing hridly at the
promise of free food which lilCl'all~' hung
o,'ef the man's he;]d. The (':Ishier !!tIL the
creeps at that point, r.l.1lg up lIle order ,md
llloved on to S:Jhrin:l. As A(bm's order
rCbtisrcrcd on the computer dispby in ule
h,]ck room, you (;ourd sec the one b'1.'Y
sl',lffing the kitchen explode imo ,lc[;on ­
and it looked like he was ,lln:adv scvcml
orders behind. .

"The S:lme thing," Sabrina s,lid [Q the
shocked clshier, dropping some bills on
the wunter without even looking at them.
Instea<l, she shot ,1 dirty look at Ad:IITl as
she got her change, then walked away with
hcr tea. S,lbrina r.lrely s:lid much, but her
expressions were priceless.

"Make clmt srom half-chickclls," I s'lld,
s111iling as I approached the counter.

After ordering, I joined Adam and Sab­
rina on the patio. \"le sat ,It one of those18
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wish you'd shut up. I can nC\·er tell you
anything."

"V,rell, you stopped. I thought you were
done."

"I was nOt <lonc," I So1id, str:tightcning
my tie. "That was a dr:tmatic pause."

"So the dog barks," she sib>iled, fishing
around in a drawer.

"The dog barks its little )ip, and C\·el')'·
one turns to look at it. It's just sitting mere
on the couch, up on its hind legs. It )ips
again, then tOt:ally comes undone." I
crossed my anns and smiled bro..1dly.

"It what?" shc asked, finally stopping
what she was doing to [001. at me.

"The dog," I said, smiling and laughing,
"totally comes undone. From stem to stem
the little thing unzips from the lame
stitching, and spills its doggie b'Uts OUt in
front of the whole family."

Sabrina put one hand to her mouth and
leaned against the Fonnica countcnop
with the other. She looked to her left, thcn
to her right, thcn back at me - and I'm
laughing.

"So then. they all cornpletely freak," I
said.

"You're a sicko," she said.
"No, no," I said, laughing, "no, not

really. I just have fun with my work."
"Yes, really," she said, dishing out some

lasagna into a Tuppetware bowl. "So what
is your \;Yord, anyway - Domestic Animal

II the drivNhru when the cars backed up.
\\'hile a frnntic couple tried to call 911 on
~ pay phone, their voices were drO\\11ed
out by angry customers demanding their
Illllne\I back.

"\Ieet you over there?" she asked,
!Illlfking as sh~ picked up her purse_

"Sort," I said. "What about the food?"
Sabrina laughed, rolling her 1,.")1$. "Let

.o\dam take care of it. You don't even like

.\Iexican fOlXI, do you?"

[let myself in. Sabrina never locked the
door. I mean, who's going to get very far
lmIcing into som~ demon chick's place?
,,\o)'lI2y, before long we were talking
1bout work. 1 sYo·C2r, when demons get
~ it's always work, work, work. It is
cool, though, that whatC\'cr you've done,
)'00 can rell your friends and it's okay.
There have always been I>oople in my life,
~kt S:lbrina, who I felt really dose to from
the 6nr moment we met, people I could
tdI anything. And since she liked that
blood artist, I thought I Md JUSt the Story
",Ix-<.

"I sold this \"tt some defective stitching,"
loX!.

·You what?" Sabrina lilted, calling from
the kitchen. It was a nice pad, her place.
She was cooking something that smelled
great, either spaghetti or an even more
diabolical mol - l:IS3gna_ Demons lik~

It:ali2n food, but they kilN l:IS3gt13. Con·
5ldtt a demon who likes to cook Italian
bxI to be your very best friend.

"I sold this \.t.'t some defective stitching,"
I rtpe3too, "and he used it on this dog.
Well, it wasn't so much defcctive as it was
just the wrong kind. He thought it was the
1lOl'IIl:t[ stuff, but I gave him the ldnd of
mtching they use inside mouths. It dis­
soh'tS much more quickly."

"Go on,.. she said, closing her eyes:as she
tzSttd her work
~ pK.ture mis," I said, making little Ls

1I1th my hands at aml'S length and squint­
ing through one eye, as though frnming a
shot "Mom and Dad come home from
..'Ol'k, they fight out who's going to make
dinner, and anelW:lrds the little family's
S1mrtg in front of the television for their
cbily dose of Lucifer - "

"So," Sabrina interrupted, punctuating
htr speech wim a long wooden spoon,
Ricling riny drops of tomatO p:1ste at me,
"are we really influencing Ix:ople through
the television?"

"Like, hello," I said, blinking and shak­
ing my head, as though I really knew.
"\·Vhy do you think mel' call it network
pl'ogmm"'illg? Look, just assume t."Vcf}"One
you see on TV is working for us, whether
or not thl.'}' know it. That's not the (X)int
of the story."

"Well, I didn't lmow mat about televi­
sion. 1lTlC3n,)'OU hC3r :110l ofstories about
what we're doing on E:lnh, but}'OU nC\·er
really know which ones are ttue."

"Yeah," I shrugged. "Demons. Lying
sons-a-bitches. Anyway, SO they're watch­
ing TV. They're settling down."

"V,rho?"
"The fumily. The poim of the whole

story. This fumily, they had these tWO kids
and ulog."

"\\'bat kind of dog?"
"It doesn't matter. Maybe it was a

wiener dog. It was hurt real bad, and the
VCt had to CUt him open from his neck to
his n:wcl, then sew him back up."

"Where is this going?" she said to the
air, funning steam away from her (X)t with
a T upperware lid.

"Just w2it," I said. "So, ~·erJone's sitting
around, en,io)ing the C\'ening, when the
dog "'"'s."

"lt1»rks."
"Yeah, JUST this little 'yip.'''
"So that's it? The dog b;lrks?"
"No, that's not it," I said, frustrated. "I
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Disembowelmenrs? Are you 'He Who
Disfigures Small Animals' or something?"

"I don't have a \Vord," I S:lid, and she
shot me this look mat said, "If you belieo-'e
I thought you had climbed so high up the
diabolical ladder mat you had become an
incarnation of an immort2l Word of the
Symphony, you are totally wrong."

I decided to change the subject.
"Hey, do you mind if I smoke in here?"

I asked, patting down my jacket for a
lighter.

"\Vhy don't you go?" she said. "Here,
take some lasagna. I don't think I'll be hav­
ingany."

And just like that, I'm standing outside
holding a plastic container of rapidly-cool­
ing Italian food, alone. I swear, you can't
tell anyone anything any more.

Nonnally, I prefer to hang out ....ith
demons. Demon chicks are different from
hwnan girls ... they reaJly underst:md
what you're going through. 8m if I'm not
going to spmd tM nxning ktting SUint rrtU
young di8boIialJ thing tit mt to II chIlir Jmd
SI1/tllT i« cnmn tm my badt, I thought to
myself, / amid IIhrlrJS go UlNr ro trlNrt's-hcr­
nmnt's Ixnut. 71Jt1t'r;:hy mt's thtrr.

And I'm telling you - the best \\':lY to
discover hOW' humans tid; to Ielrn for
}"OUrself how fragile and insecure they
really are, is to dare one.

h didn't take me more than five minutes
to get to her house. That's good, since I
was already twO hours late for our date
that evening.

"You're late," she S3id slowly and coldly,
refusing to remove the chain on hcr side of
the door.

"Aw, come on," I stumbled, "what're
you talking about? Let mc in. Please? I
was busy and, uh, I had work stuff." Holly
pouted briefly - ""':lit, Holly? Is that right?
Heather, Haley, Holly ... righL Holly.
Anyv.':ly, she was neo-'er mad at me for "ery
long.

"Aw, come on," I repeated. "You know I
.....anted to be here." \¥hat I wanted to do
was reach through the opening and Steal
some Essence from her. lllat's my res0­

nance - I'm an lmpudite, the kind of
demon who gets close to humans and
occasionally sucks their souls dry. invok­
ing my resonance doesn't stir up any nasty

vibes in the Symphony, so I could charge
up on Essence and not disrurb Adam's
stalking. The problem is, she has to let me.2cJ
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U I just: barge in and dr.ain her of Essence,
I might anracr: angelic anention and mat
would be bad nC\\'S.

"No, I'm mad at you," she remembered.
Now, Holly's alw:lys been stupid - but
she's seldom stubborn. "Vhy the sudden
change?

"Besides," she said, growing sober, "we
need to talk." Uh-oh.

"1 want rou to move in with me," she
said. "I know it's sudden, but I just: want to
know we're on tnIck, relationship-....ise,
you Know?"

"Aw," I said noncommitally, "I don't
Know." CI»-ist, I thought, it's nlnndy been 1/

umg night. "I'm just tOO bw.y to deal with
moving. I mean, I like seeing you when I
do, but it's just not the sort of thing I have
time for on a daily basis." She pouted even
more, backing away when I tried to touch
her through the small gap allowed by her
door chain. '" hope you underst:md," I
added, withdra....ing my ann. Damn. I
could tell I w:lsn't going to get any
Essence OUt of her.

"But why don't you want to rTlO\'e in
....ith me?" she insisted.

"I just don't," I S:lid, backing away from
the door and jingling my keys in an "I'm
leaving now" fashion. "1 like my pri\"3cy,
okay?" I didn't know what her problem
was, but resisting the temptation to force
my way in and suck delicately at the ener­
gies of her soul was becoming tOO much
trouble. My palms grew sweaty.

"Are you afraid of 'living in sin'?" she
giggled chidingly.

"No," I chuckled. "That's not it. Look,
I'll leave you alone. Get some sleep. Talk
to you soon?"

I went horne. My place was a wreck, but
then I've never c1eant.-d it. As soon as I dis­
covered that to best fit in among humans
as a single male in my mid-lOs I must keep
a filthy and disorganized household, I
resoh'ed to do my duty to my Prince. I Ii,'C
in a Sty.

But I like it that wav. I know where
eo-'erything is. A'ly problem recendy had
been animals - one animal in particular.
An orange cat had just adopted me as his
new human and spent every evening
mOO\\ing outside my sliding glass door. It
had been raining the night before, so I'd
let him in and promptly forgot about it. I
don't know why I let him in; I hate cars.
\.vhen I made it home that evening, the

cat S3t on the floor, in the middle of aD
that crap, meowing up at me.

"Cat," I said to him in what I hoped was
a stem voice, )'OU have to 1C2\'C." Then
the phone rang.

"'This had better be good," I munered,
digging for the phone. "Hello?"

"Marcus," gasped Sabrina on the orhtt
end. I put on my sexy mice.

"'"flUs is he," I purred back.
"Get m'er here," she S3id. "And Stop it

with the \'Oice, it's not like that."
"\¥hat's it like?"
"I just got a big, you know, feeling.

Something JUSt happened, but it's sort of
fringie." Ah, technical tenninology. Th
Symphony just cxhibited some minor
defonnation, and she was picking up on it
"I think it's trouble," she insisted.

"I'll be right there," I said, and was
almost out the door before the phone hit
the noor.

Sabrina sat in a green leather chair, ek­
gandy perched and biting her fingernails.

"Did ... did }"OU like the lasagna?" six
asked me first. It was a Strange question,
but she looked upset and I didn't want to
hurt her feelings.

"Sure," I lied. "It was great." Sht
beamed a welk little grin bad: at me.

"So what's up?" I asked, sitting on tht
couch opposite her.

Sabrina pulled a length of her hair
between two fingers and twirled it eight or
nine times.

"This - this angel," she Illumblc<i. "We
didn't just scdm:e her sctv:lnt."

"\Nhat did you do?"
"We also sort of killed the artist. This

morning."
I snorted. I was awake this morning and

I mink I would\'e heard it in the Sym­
phony if a human had premarurely gotten
the axe anywhere near our side of town.
She must'\'e read the look in my &ce. "He
was a junkie," she continued. "A<lam made
a deli"ery the night before. You get it?" I
got it.. Since Adam didn't directly kill tht
guy - the artist ODed by himself from the
sound of it - it didn't screw up the S}m­
phony as much.

"So what about it?" I demanded.
"So what if they tracked it back to

Adam," she rushed, "and that chaos, that
was them doing him in - and what if they
can usc Adam to find me?" I didn't say
anything. TItis was Starting to sound more
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girlfriend from ""':Iy back. Wiry back. At
kllSt, I thought, it am't gn Il11y 11JC1f'Jr.

"I don't ""':Int you," Nicole said maner­
of-furoy. "I just want yow friends."

"My friends," was alii could say.
"Don't think you can b'Ct away. I've had

a Cherub following you for weeks, looking
for your weak spots. 1know where you bro.
I know who you see. I know what you do."
She narrowed hcr eyes at me. "I \.:now
what you did to that dog." Great, like I
wasn't in enough trouble. Value judg­
ments suck.

"Here's the deal," she continued. "1f}'OtI

help us uke out your two friends, I'll only
destrOy your corporeal \-esse!. I'll leave
your soul intact. You shouldn't have much
trouble clawing your way OUt of Hell
again."

"You flaner me," I S:Jid.
"It's only flanery if ir's nOt true," she

smiled. "And really, don't think you're
broingto get a bener deal than this. I'm not
oorgaining, I'm telling you how much you
can get away with - which is ro S.1Y, your
soul - and you should be on your knees
kissing my heels for that. There's a cadre
of Malakim showing up romorrow."

"M-M-Malakim!" I sque3ked, unable to
ren12in aIm. They're the nastiest Choir of
angels. Malakim nCl'er, Cl'er let demons
get offeasy. If Nicole W2S telling the truth,
she was doing me a huge fu\'Or by merely
killing me.

"Malakim," she repeated. "I was sup­
posed rodo thisquiedy, but now Laurence
is sending in the hit squad."

I gulped. Archangel Laurence cummnllds

God's AmlY ... and he's a vindictive linle
bastard. His peryrmnJ Malakim s<luad?

Nicole was on a roll now. "You know EJi
left all kinds of relics JUSt lying around. A
lot of them have weapon potential. Lau­
rence wants them. And he really doesn't
want -any demons picking them up."

"Or any other Archangels," I pushed.
Nicole fiddled ",,;th one ofher earrings­

:I. silver cross, "I wouldn't know about
that," she said.

"So wh:lt does this relic thing ha\'e ro do
\\~m your Tether?" I asked. She blinked
(\I;ce.

"My Tether? \Vh:Jt arc you talking
about?"

"Your Tether," Jshouted, "you putting
your silly little mark on our territory -"

Nicole Started laughing. "1\'ly Tether?
No, I'm afraid our artist was playing both

Imagine you\'e spent your whole life
studying lmpressionisrs. And you think
you've seen every single stroke e>.-er made
by a master's brush on canvas, until one
day someone .....alks intO )'our office and
hands )'ou a Monet he found in his attic.

It was a relic ... one ofa set of paintings
which, among other things, could tr:Ip a
celestial's soul between the layers and folds
of its paint and canvas. All of mem .....ere
thought to be owned by me major celestial
powers - Demon Princes and Archangels.
The problem is that you need an artist of
-a peculiar bent ro actually use one. Now
granted, mere are probably a 10l more tor­
tured :l.rtists tOOav than when me ,Medici
ruled luly, but~ miglll be surprised at
how few of them are genuine about it.

"'hat this added up ro about my girl­
friend, 1didn't consider until it was too
late to run. I srood motionless while her
face rearranged itself, eyes widening and
cheeks narrowing, her hair turning
blonde, until ...

"Nicole," I munnured, my he:Jn racing.
There before me sat not only the avenging
angel I'd been warned about, but my cx-

OnmeVo~back to my house, I whipped
OlI.myttl.l phone and ailed Charlie, IllW­

'Pung through busy streets like a
mDnan whiI~ waiting patiendy for the
odlttcnd to ring.

-speak.• Owti~ answered.
-Hey, it's me. Did you just ... feel some-

dW>g?"
"Yes: he said. "Something big."
"Great," 'choked, punching the steer­

ing wheel, "thar's just great Listen, be
ready in about half an hour, we may have
1~em. I'U call you ood::."

"I'm ready now," said Charlie, and hung
'I'

uI more 1.i1:~ a paranoid's bedtime srory,
uI wbtn tht: line someone's feeding you
p lhat bad you can be sure there's a
Balsmph behind it I wondered where my
favorite B:l.1seraph was hiding.

-111 find him," Isaid, standing up. "I'll
all Charli~ and we'll find Adam. Then
1l't'U kick the ass of whatever angel thinks
shccm just set up shop in our tOwn."

-I'U be okay here," she said wearily, curl­
ing up in her chair. ""m not going
aJI}....-hert."

lnalmost no time aull, I made it back to
my houst. Holly's car WllS OUt hont ­
damn! Thm I reconsidered. She probably
W'llIttd ID make up, and 2S long 2S I was
Pig:Wr Adam I could at least load up
1Il Essence first

The orange c:n was outside, waiting by
the front door. She musr've put him out
llilen she went in. He meowed up at me,
and meowed and meowed. What a stlflSh
lTUturt, I thought Perhaps I'll kttp you,

11I,;lll:ed in quicldy, closing the door to
keep the Cll outside and whipping past
Hollyhebe she could say:l. single word. I
'mItstnight to my bedroom and grabbed
the gray duffd bag &om under my bed,
theme with:al.l. my special hunting crap in
il: -unholy Vo'2ter, a knife, a compass and I
don't C\'Cn Ir.:nm.. wh:it else.

"Going som~where?" she asked.
-Listen, boney, I don't h;lve time for

this,"1 saKi. HoUy rook a deep breath.
~Well," she said, clicking with her

tongue, "I JUSt thought maybe you'd want
to see this painting." I looked up, and my
world flipped 180 degrees.

"00 you know what this is?" I heard her..
Igawked. I mean, I openly ga.....ked.
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sides :l,!,r.linst the middle. His sculprures
generated so much disgust and hOrTOr in
his cxhillir hall that he could\·c established
a new infen/al Temer. But I'd h:l\'<: been
done with him well before men. II

"Sadly," she concluded, "he introduced
a semant of mine to his twO diabolical
patrons, rOUT friends, and thcy\-e been
plotting to maneuver me into their smil­
ing p....'S...

"Buuur,"I mumbled. running my hands
across its texmred, ruddy surf.tce, "does it
work?"

"The p:ainring?" she asked, forcing a bit­
ter smile. "I don't know. I "",,,"cr got a
chance to uy it, thanks lOyOUT friends. I'm
onc dead :Jrtist 3w:Jy from testing iL" She
drew me din.,<:tions to the place her
Cherub last spotted Adam. "If he's doing
what I think he's doing, out there in the
woods, yOll should be able [0 find him
pretty easily."

"\Vhat do you think he's doing?" I
asked. She shrugged. Godd:lI1111 it, I hate
when I>copie just shrug.

"Kill him," she said, "then kill that other
thing masquernding as a human and bring
their heads to my house in the morning."
She tossed a key at me.

"Show up ",ithout their heads, and I'll
throw you to the j\ talakim without blink­
ing and they'll ha\'e your soul lOr brunch.
Show up a moment before sunrise, and I'll
kill you myself."

"Bur tell me though," I said, lowering
Ill}' voice as I moved closer to her, stllring
up at her ",ith what I hoped were puppy­
dog eyes. "How long ha\-e you, )'Ou know,
been my girlfriend again?"

She pursed her lips togethcr. "Nor that
long, ice cream boy."

DREAM

Adam \\':lSfI't hard to find. The pmious
di..sturbance was only the precursor to a
much greater one - by the time I'd made
it halfway through the directions Nicole'd
given me, I could feel the Symphony
drawing me the rest of the way. I parked
my car what I hoped was a quarter mile
back and walked the rest of the way.

I found hilll standing on the hood of his
little red com'ertible, anns stretched out
toward the sky. Five road flares had been
arranged in an upside-down star l13ttem
around his car, and an incredible amount
of Mexican food lay in a pile just outside
thc crude l>entab'falll. Adam was l>erfonn.
ing all in\location ritual - he was
summoning his DClllon Prince.

"Haagenti!" he called am to the night.
"Your humble Servitor requests your
anention!" Oh man, how cheesy- though
I guess th3r'S to be expected from some­
onc working for l-b3genti, the Dcmon
Prince of Glunony. Servants of Glunon~'
are rarely knO\'1l for their good taste,
though Adam had managed to fake
enough style to keep me clueless.. The
Mexican food was the primary component
to his ritual - which didn't seem to be
worling.

WrlJ, I decided, brushing the dirt off my
h3nds, i,'s ,imr fur mr If) rod: yOUT r:m1d,
Amm,.

Ir's easier to surprise people if they don't
know who your powers come from. Me, I
work for Salllinga, Demon Prince of the
Dead. Hc knows all sorts of secrets about
how souls att:lch to bodies, and he t:lught
me this onc p:lrti{.'ubrly cool trick once
when we were J><lrrying in New Orlcans,
back when I first C1I11C to E.lrth.

I balled up a bunch of Essence, leal>ed
out of my body and forced my way imo
his. I could taste the shock in his mind
before my consciousness dro\\1u.."<i him
OUL

Taking O\'cr 3nother body isn't really
much different from trying on a new suit.
Some places feel tight and srnmge, other
places feel loose :md odd, but }'OU get used
to it quickl}'. I clenched my/Adam's jaw,
snapping quickly at the :Iir. Some of the
servants of Gluttony can eat JUSt about
an~'thing. from wh3t I hear. !bat could
come in handy.

Using the strength of Adam's \'essel, I
C"Jrefully laid my unconsdous body in the
mmk of his sports car, then peeled om of
the forest as inseers struggled between

their :IttrJcOon to the flares and their
hunger lOr the heap ofcold fro tcxican food,
rotting slowly in the night.

I called Sabrina. En:':n without Adam's
\'oc:l1 cords, it wouldn't be too hard to imi­
tate him. ""Darling," I said when sM
picL:ed up the phone, "we're in trouble.·

"Trouble?!" she howled:lcross the line.
"Whar's this 'we' shit? H3\'e you seen
M:iTCUS yet?"

"It's a long stOI')'," I said, holding back.
laubrh.

"Did )'Ou slip up with that idiot? Yoo
were just suppose<! to st:lke him out and
leave him for the angels! Hut it's oka)',
we're (,001, I already asked him if he'd
eaten the laS3b'113 and he said yes."

"He said what?"
"Yes! He S3id yes, he'd eaten it! So when

the angels amme themselves to the artist's
corpse to find his killer, they'll be pulled
to....'3rd the blood I put into his lasagna!
They'll hunt him down like the dog h~ is
:Ind-"

I didn't need to hear :Inything ~Ise.

"Don't worry :Ibout !\brcus," I said,~
ing I was doing Adam's low, gT3\'elly tones

correctly. ""He and I will see )'Ou in H~u..·

11"1at would give her something to think
about. I hung up and alled Charlie.

"Whar's the deal," he said.
Talking at my usual rapid pace, I gm

him the rough outline: there's at least ant

angel in town who needs to be put dO\\n
likc a British cow.. Charlie says toS\\~ng by
and pick him up. Rememl>ering Nicole's
little Stunt, I st::trted working on Adam's
fuce. The only time I stopped lOr a red
light was to look in the mirror and scehOll
convincing it was - pretty damn convinc­
ing, I decided. It wasn't l>ennancnt, SO

Adam would still wake up looking lil:t
himself, if he woke up again.

I scret."Ched up to Charlie's place, and
before I could unfasten my scat belt, he
eme'b.oo from the shadows 2nd hopped
intO the CQn\·ertible. He did a double-ah
when he looked at me, so I guess Illy dis­
guise \lo"\lSll't perfect, not to mention the
fact that I was wearing Adam's clothes md
driving his car. But if Charlie had :I pr0b­
lem ....ith the situation, he sure didn't ..
anything. I'm sure he knew what I was"
to. Zooming away into the night, •
occurred to me that maylx': he trusted mt
as much as I truSted him - which w-asn't
much, but 3t least it was something.
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fann out of me greens and pinks th:lt
licked at my t.'}·cs, until Illy mind fully
awakellC(! and I realir.ed I was seeing
Charlie holding lIle at ann's length, sh::ak4
ing me by my shoulders. Ill" didn't look
well. For inst':mce, his intestines lay in
loops around his ankles.

"The ::anl,rel's finished." Charlie said,
blood bubbling from ears, mouth and 1lOS4
trils.

I heard him as well as vou hear someone
talking to rou on me phone while you're
w:uching something really interesting on
television. As I tried to colk'Cl myself, Illy
life snapl>C<! back sha'1)ly into focus - Sab­
rina, Adam, their setup, my hetrayal. Nlan,
I rcall}' did likc her.

"Don't cry or anything," Charlie So1id,
setting me down to colk'<.1 my wits while
he groped fOf" lumpy coils of intestine.

"I'm llOl:Cf)ing," I shot bock::at him. You
know what happened after thal.

So as soon as Charlie's soul vacned his
damaged "essel, first one human 2nd then
another came running out of me car. The
first, a woman, ran o\'er to the angel and
started f:,TCtting all weepy. The other, a
wimpy-looking !,'lly, stopped when he saw
me, and st:lrtcd making these burbling
noises as though his mind JUSt ",~sn't will­
ing to process the scene. \\'hat I didn't
need was for him to spiral up into 2 full­
scale fre::tk out, especially since my srnol:"e
screen h2d 21most completely run out.

At mat point I was thinking, I COllk!

or,x«y1 bitt hiJ tor off. 7"but'd Wilt him up.
Then it occurred to mc that he wouldn't
lx: able to see the absence of his ear,
greatly redueillg the horror factor. Wll"l
"bollt (I Jil/g~'?

A mumb presented itself more t.-asily
man a finger, so I leaped forward and bit it
off. It was incredible - I just leaned O\-er,
and snap! there it went. It w:lS a really
powerful feeling, thinking that I could eat
anything. I must'\"e been grinning like 2
loon. Thumb ooy looked to be in shock,
but I didn't have time to fool around.

"\'\'here's the painting?" I said as slowly
as possible, be(:ause I wasn't in a mood to
rCIlC3t myself.

MI ... I don't -don't-I don't know," he
sputtered. See? Humans :Ire weak. I
slappt.-d him around a little, lcicking him
once or [',O,;ce after he fell to the !,rround.

"You have no itka ho~ bad my day's
been," 1 told him. There was no point in
roughing him up any more, and he didn't

the holy I~' couJd still move his hands
around, as though rickling Charlie's bell)'.
Charlie m:1(!e sewrnl lY.linful ",rrimaces
before f,llIing to his knet.'S, but he kept his
hold.

The Cherub, pinned beneath him,
chokt.-d out a chuckle.

"You must be me bo)'with me ice cn,:alll
fetish," he said. In f)'pical corporeal
response, I clenched my fists and b:Jrcd Ill)"

tt.'Cth.
As his own answer, Charlie rightent.'<! his

grip around the an!,rel, shattering his holy
rib cage, but this only made the Cherub
laugh again.

"Mighty sweet !,';rl you were with," he
mana!,rcd to get out. "Didn't <:are for you
very lilliCh, thou!,rh."

"\,\'hat?"
"Didn't care for rou, I said. That's how

Nicole got to impersonate her - your girl
went camping for- the weekend ~ith a col­
lege boy who doesn't eat little pieces of
her sou!."

"That's it," I said, turning on my heel,
dropping my knife and stomping back
toward Adam's car. "You're dead." I dug
around in the trunk, eareful not to bang
lily ori!,';nal body around toO much, before
finally coming up with a tire iron. I
slapped it agJinst Illy palm a few times to
get a ft.'C1 for its weight, then dashed like a
madman over to me Cherub and began
whad:ing all me pans of him that Char­
lie's wrestling st3nce didn't co\'er - his
feet, his shins, his neck, his head. More
than likely, I was yelling something like,
"\-Vho's laughing now, funny boy? Huh?
\¥ho's 1:lughing?!" hut I don't really
remember. I do remember hearing SQll1e
ugly crncking noises before the angel
finally g:lVe in.

And boy, did he gi\'e in - but he didn't
give up. He blew wn:"It was surely me last
of his Essence in one pov..erful Song. I
don't know what it was, but it knocked me
hell out of me. 1 was bJindt.-d by a topaz
brilliance. stunned - the world disalr
reared beneath me. E\'ery moment of my
life before then scell1(.'(! like a senseless
wandering, a dark dream I'd been shame­
fully stumbling through, earnest in the
thought of selfish rapture. I felt \'ery hum­
ble there, before the Symphony in its
purest fonn.

I felt like I was gliding, my dirty black tie
floaring OUt in from of me like a prehen­
sile tongue. As I drifted, dupes began to

"So where's this angel," Charlie
grinned. I gunned me engine.
~You tell me," I said. I-Ie's much more

perceptive about Symphony min!,'S than I
2111. We drove around for almost half ,111

hour before Charlie st:lrted picking up
hints of the divine. In an unusual moment
of cr.<1c loy.lIty, we slowed ::at a stop sign
and he took me opporturlity to unfasten
his SCllt belt and le:m forward, sniffing me
:air. lbe car ::approoching from our left had
the: single ugliest paint job ('d eo.·er seen.
Qurlie pointed to it, and as it passed
WKler a srreet light I could make out three
6gures inside.
~You're sure?" I :Isked. He nodded, so I

floored the acceleratOr, aiming straight for
the side of the uglymobile. We slammed
into it hard.

As I crawled free, knife at the ready, I
noticed Adam's car was miraculouslv
lIIldamaged from the impact. Now that~
DOl nonnal. I made a mental nOll" that
\'apula. Demon Prince of Technology,
must be in this somehow.

But what got OUt of me other rnr was nor
Nicole. It was a huge hulk of co'1'lOreal
force, red meat and red hair, moving
slowly and silently. Ollly (lIIgris t'V~,. fool:
thot roo/, I thought. TbiJ must~ thr Ch~l'tIb.

He sized up Charlie, men pointed at me.
·You're next," he mouthed in m~' direc­

""'-
"Not like you drive an inconspicuous

car, man," I s:aid to the angel, pulling [',0,'0

cigarettes out of Adam's jacket - do all
demons smoke? - and l>erfonning a Song
of Shields, amplifying the cigarettes'
smoke to co"er the area. \Nhat W:IS going
to happen would be n:lsty, am! I didn't
want anyone checking out the action who
didn't already have a front-row seat.

Charlie hauled off and puncht.-d his
opponent once, 2 good solid blow to me
pw. The Cherub stood mere and took iL

"So are we going to keep this flesh-and4
bloody?" me angel asked Charlie. He
answered by kicking off his boots with a
fluid motion and ntming his feet into
hoo\'es. I didn't know the last time Char­
lie had b"One onc-on-one with an angel,
but he sure was enjoying it.

I watched them as they launched them­
seh-es at each orner, Charlie gmbbing the
Clemb in 2 tight wrestling hold just as the
mgel reached inside his jad:et for some­
thing bright and shiny. Even though he
was trapped by my mend's massive anns,



have any Essence in him, so I stomped
over to the car with the hol>e that Nicole
had given the painting to her Cherub
friend for safe keeping. I found it in the
trurtk. g:lVe it a big sloppy kiss, and split
before anything else hapl>ened to ruin my
mood.

For the pjillionth time dut night, I
pulled intO my driveway, but this time
there W:1S a duUlobuh-dump" as I stopped.
Getting out, I saw I'd run O"er the orange
at - the selfish animal had been sitting
there in the driveway, waiting for me to
oome home and feed it. But Ilmew a trick
or tWO to do with dead cats, so I picked the
poor guy up and carried him inside.

H",m, I thought as I dropped the kitty
corpse into a burlap sack, tied it off and
shoved it up into the chimney. I 0l:U11lkr ifI
muM 7J..Tllngk II prrmwtion flUt of thiJ mm?
"H, Who DisfigrlnS 5mllll Animlllsr' I
shook my head. Too over-the-top.

It took another oouple of minutes to
hide the painting in the back of a closet.
That Cherub had probably attuned him­
self to it, but it was going to be a little
while before he got back from Heaven and
created a new vessel for himself. If I saw
Prince Sanunga in the next day or tWO,
which seemed likely at this point, I oould
hand the relic off to him, move all my crap
to another house and ft..e1 reasonably 5.1fe.

Satisfied that at least one part of my
improvised plan was going well, I got to
work on my corporeal vessel. It looked
fine, lungs brcathing and heart beating just
like usual, though my chcek and forchead
were bmised from all that bouncing
around in the trunk.

I set my body across a long couch, thcn
as an afterthought went into the kitchen
and hunted up a towel and a six-pack. I
placed the tOwel across my forehead,
opened a beer and put it in one of my
body's limp hands.

"Don't go anywhere," I told my body,
blowing it a quick kiss. "I'll be right back."

Blazing a trail back across town, I found
a 7-11 near the address Nicole had given
me and abandoned the ell" in the parking
10L I used to be the kind of demon who'd
park in handicapped spaces, but I've come
a long way since then. Humans find it
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much mo... =oying '0 see , <= liling
up two legal sp3Ct'S, as opposed to just one
space most of them can't use anyway.
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OkllJ, I thoubrht to myself while lobbing
Adam's kcyring as fAr 3S I could across the
parking lot - 7I:hllf to th, U'hlll to Jq? I still
had to find some way to draw a Malakim
hit squad off my back. If I oould com"nce
them I was dead, that would help, but C"en
ifl pl'O\ided them with a oorpse they'd still
look for the painting. 1£1 could distract the
angels ....1th someone else, I could get the
painting to my Prince and win :1 few
points. Wbdt to do?

So I sho....u1 up at Nicole's house - very
"her," white picket fence and alL And JUSt
then, the ugliest car in the world clunked
into the drin:way, with Nicole at the
wheel and thumb boy riding shotgun. I

snuck around back, let myself in. \Nhen
she elme in, I accosted her and the bitch
shot me, as promised. I think I p\'e J

pretty 00",1ncing death scene. The last
thing I saw W'aS a whire heel on my chest,
pushing me O"cr onto my back ...

\Vith a SWt, I woke in my own body
with a wet towel on my forehead and I

beer in my hand. Mmm, I thought, JmtIl­

(NI' /iJ:a 11f,. The scratching ITom the
chimney said that my larest project was
finished. A few minutes later, m)' ~
undead servant clawed its "'':Iy OUt of the
bag and smmbled into the living room,
covered in soot and sneezing little ac
sneezes. Cats, you gotta 100'e 'em.

I don't Imow how long I by there before
Charlie kicked my door in. I swear, I go
through more doors. I'd ask Saminp fora
door budget but he'd think I was being
insolent.

My friend was loaded for bear, with
large and nasty guns in each hand and
coundess rounds of profane ammunition
smpped to his chest in long belts.

""''hat's the other problem," he
demanded.

"It's not that biga deal anymore," I said,
dismissing it with a W3\'e of my hand.
"There's another angel in town, a Mercu·
rian, but I think she's raken care of now,­
He stared at me for a moment in obvious
dis.1ppointrnent, before pawing at the rest
of the six-pack I'd left on the floor.

I started going through my duffel bag.
sorting our things I needed to throwaway
versus things I needed to get as fur away
from me as possible. The T upperwart
wem in the latter pile. Charlie 0l>ened it
up and inhaled the thick aroma.

"Lasagna," he munnured, fingering the
plastic container. I told you, demons 10\'t
lasagna.

Let's see: Adam's toast, the angels think
I'm dead - at [east until that miraculous
disguise wears off - Sabrina thinks Adam
betrayed her and Charlie's going to eat th~

lasagna. He could take care of th~

Malakim, probably. Things might rum
out okay after all. My throat caught for a
moment as I thought about Sabrina. I
really liked her. She was truly, O'Uly C\;1.
It's II mlflD tJXJrid, I thought to myself, ru
"In into btr ronmudiy - with II flmnmg ditsJ
trudt, God r:iDing.

"You hungry?" I asked Ch.:ulie v,'ith one
of S2brina's trademark shrugs. "Take it
My gocxI deed for the day."



....

InTR0DBCfI0n
In NumiJle is a roleplaying game - that is, the players

assume the roles ofcharacters, also called plnJ'"(hart/ders
or Pes, who are the "stars" of the Story that emerges dur­
ing the game.

One of the players has not just one character, but
many. This is the Game Master, or GMt whose primary
function is to arbitrate game play (much like a referee),
and who also assumes the roles of everyone the PCS
meet - the non-player characters, or NVCs, for short.

The GM organizes the scenario - the background of
the advenrure. Players announce their characters' actions
to the GM, who (after considering both the rules of the
game and the story's plot) tells them the results of their
actions. When the GM and the players want an impartial
arbitrator, they may roll dice to resolve conflict.

The game isn't so much 3 simulation as a Story. The
game mechanics, which consist of nothing more e1aoo­
nee than rolling three dice, have been purposely kept
simple. Since the average character has incredible, celes­
tial potency, the rules could nOt precisely simulate "real"
e\'eflts and remain even remotely simple. lnst:ead, the
roles provide guidelines to detennine what might happen
in a variety of circumstances. The GM and the players
must decide the decails for themselves.

THE CHARACTERS
What Are They?

Characters are the most importmn elements in the
game. Like chamcters in a story, each has unique feelings,
motivations and capacity for action. Most of this infor­
mation is recorded on a chamcter sheet.

In the course of pia)', the players make decisions for
their characters, choosing what actions they will cake.
These actions move the story forward. as the GM teUs
dlr: players the results of those actions.

Tum to the blank character sheet on p. 26, and com­
pare it to the sample on the next page. As we build the
sample chamcter on the next few pages, we will go from
an empty fonn to a f1eshed-out, weil-<1eveloped denizen
of the celestial plane ...

What Are AU These Numhers?
As far as the rules of the game are concemed, chamc­

rers can be described by several choroderistics - such as

Strength, Will and Perception - each with a numerical
value. These numbers show a characters St3Jlding in
relation to other characters in the game.

Conflict is the primary motivator in any story - con­
flict between people, ideologies or even within oneself.
It's the brive-and-take between opposing forces that make
an action-adventure story exciting. The numbers on the
chamcter sheet serve as a framework, allowing the play­
ers and the GM to quickly and easily detennine the
results of a conflier, either by comparing two numbers
(such as two chamcters' relative Strengths) or by rolling
dice to simulate the mndomness of a real conflict.

But more important than the numbers themselves are
what they imply, and these implications truly foml the
chamcter. For example, a Strength of 10, which is an
impressive amount, doesn't JUSt mean an angel can pick
up far more weight than most people ... it will also be
reflected in his personality. He may carry his huge frame
with pride or he may be shy about his stature - words
which tell more about him than any single number.

It is imporTant not to let rules ruin the fun of the
game. Numbers should take a back seat to imagination.
For examples and advice on when to use dice and when
to wing it, see Gmn~ Mubonia, which StartS on p. 38.

/11 N()11I;"~ isn't about math - it's about entertainment.
Ifyour group feels that a rule or a number doesn't work,
you should change it. Rule interpretations should gener­
ally be left to the GM, but if all the players want a
change, the GM should follow through. Take a hint from
the demons - sometimes it's more important to have fun
than to follow the rules. 25
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What Does All This Mean?
or, God's in the Details

Oby. so that's why the numbers are there. But if they
em be ignored, why bother to include them at all?

A player and a G,\1 can easily get bogged down in
argwnents oyer a storyline that might work against that
prnon's character, and numbers serve as neutral arbiters.
The difference bern"een free-form, no-rules group story­
telling (a roleplaying game with no real numbers) and a
suuctured roleplaying game is like the difference
between playing cops and robbers using fingers as guns,
:and playing cops and robbers ",~th paint piscoIs. Some­
one may yell, "No, you didn't hit me!" - bur when he's
dripping with paint (or staring at an unJucL.')' die roll)
there's less room for argument. •

Agood GM can find the subde balance between num­
bers and imagination. A good player knows when the
balance is working and when to object.

1HE GAME MAsTER
The G..\1 must create the structure of the story (that is,

",rite me plot, or adapt an existing adventure [0 his play­
ers' characters), assume the roles of the NPCs, and
describe the ongoing events as engagingly as possible so
me players stay interested.

Running a good roleplaying game is a social skill, and
e\'ery GM runs his game differently. \oVe're not about to
dictate how someone should or shouldn't run a game.
This book is background for the Game Master - guide­
lines and a little advice. The game is what he puts into it.

Cfu\Ri1CfER CREi1TI0N
There arc a few simple steps to creating an lit Nomine

character. We'll walk through them over the next few
pages, bur here's the rough outline.

Character Concept .
• Discuss a character concept with the GM (below).
• If the character is a celestial, choose his Choir or

Band (pp. 32-lJ).
• Select his Superior, either an Archangel or Demon

Prince (pp. lJ-34, 107, 15;).

Character Development
• Allocate Forces (p. 34).
• Select levels of Characteristics (p. 35).
• Pick Attunemems (p. 36).
• Select Resources (p. 36, 70).
• Develop the character's background (p. 36).

That's it. These steps will be explained below as we
create a sample character.

CHARACTER CONCEPTS
\.vhen creating a character, many players may already

have a solid idea of "who" they want to play: the brave
investigator, the rebel, the lover, the doubter - these
stereotypes and man}' others can make good characters.
11tink of a character in a book, a movie or your own
imagination, and put your own spin on the idea.

Talk to the GM, and make sure your idea meshes \\~th

the campaign he plans. No ideas? Ask the GM; he'll
know what son of character would best suit his plot. He
may have a good pan in mind for an angel, a demon, a
Soldier or a mundane human.

Try to keep a de3r vision of the character's concept,
and make choices that will funher alllpljfy and comple­
ment that ,rision.

AnJ!els and Demons
These celestial beings, the hean and soul of the game,

are the default lit Nomine pla}'er characters - mO\'ers
and shakers in the nethern'orlds and the heavens. There
are several types of celestials: the Wurd-botmd and &r­
v;tors, who serve higher powers; and the Outcasts,
Rmegodes and Rmt1lllllts, who don'L \Vhile angels and
demons may be the most powerful PCS, they are still
only servants to even more powerful beings, the
Archangels and Demon Princes.

All true angels serve an Archangel, directly or indi­
rectly. They are the greatest crus..1ders for all that is good
and right in the Symphony. Those who don't serve
Archangels are OutC3Sts, stuck 011 E.:.lrrh.

Demons are a mi.xed lot. Not all demons would seem
especially "evil," by human standards ... while some are
monSters, many look like "just people" with their own
style and their own agenda. Bur they all work ro funher
the cause of selfishness in the world. All demons, from
their creation, are expected to serve a Demon Prince in
some way, if only by virnle of the Principality of Hell
they inhabit. Demonic Servitors may switch Superiors,
although ir is not done often (and suggests a knack for
betrayal). Those demons who refuse to serve are Rene­
gades, shunning the company of other Diabolicals and
hiding out on E.1fw, where they inflkt their own dark
philosophies on humanity.

The relationship between a celestial and his Superior is
delicate, at best. Complete devotion can be stifling.
Angelic and demonic player chara('1:ers spend most of
their time running errands for mightier beings - errands
which can pro"e fatal. But complete loyalty is rewarded
handsomely, and as long as the advantages ofsen.rice out­
weigh the disadvantages, celestial society is unlikely to
change.

The other major type of celestial is not really celestial
at all. These are angels and demons whose Forces have 29
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been struck such a blow that they are stripped of almost
everything divine or infemal. They are Remnants - ves­
tiges of angels and demons whose minds strain to
encompass the vastness of their fomler selves.

• Angels and demons start the game with 9 Purees, any
of which may be Corporeal, Ethereal or Celestial (see
Farces, p. 34). Angels and demons must have at least one
Force ofeach type. The rules for Renmants are different
- see pp. 30,68.

Servitors
This includes most of the celestial population. Assume

that, unless otherwise specified, all celestial characters are
Servitors.

An angel owes his loyalty to his Archangel, and must
follow both his immediatc Superior's and his
Archangcl's instructions to the letter, even if that
means being assigned to work for someone else. An
Archangel's favored Servitors (such as the player char­
acters) have a little leeway, but even they t<ln't push
things very far. Archangels are notoriously narrow­
minded when it comes to disobedience - imposing
Discord or stripping away an attunement - bur it
depends on the Archangel. For example, Archangel
Dominic would as soon kill one of his angels as watch
one djsobey him, bur Archangel Eli will actually praise
an angel for personal initiative ... as long as he likes
the final result. Angels are nOt supposed to change their
allegiance from one Archangel to another, but it some­
times happens.

An angcl's devout service is rewarded with ncw
attunements and a more intimate relationship with his
master's Word. A typical angelic Servitor may ascend
through three ranks, or distinctions - Vassal, Friend
and Master ~ each of which brings increasing levels of
power and responsibility. See p. 108.

A demon owes his loyalty to his Demon Prince, who
rules the Principality which that demon calls home. Only
a handful ofdemons are allowed Earth-side for corporeal
duty. These are generally the Prince's favored servants,
the ones he can trust to roam freely without either draw­
ing too much attention or going Renegade.

Loyal demons may also be granted distinctions. These
vary with each Demon Prince, but Knight, Captain and
Baron are typical. Every rank grants a demon a new
attunement to his masters Word, increasing both his
power and his responsibilities. But Demon Princes are
even crueler tyrants than Archangels. Disobedient
demons are stomped quicker than cockroaches.

UiJrd-Bound
Even more importam than distinctions, in temlS ofsta­

tus, is a Word. \>\!hen a celestial is given a Word, his
whole purpose becomes to protect that Word, to increase

its importance, and to move the reality of that Word
toward the service of good or evil, as the case may be.

The holder of a Word gains a new level of pmuno/
importance in the celestial scheme of things. Celestials
with Words have a unique link with the Symphony. In
game tenns, this grants special attunements to the holder
of the Word, abilities which may be passed on to his ser­
vants as well. And each Word-bound celestial has unique
Rites to let him regain Essence. For instance, the demon
of Pipe Bombs gets a point of Essence when he spends
half an hour showing a group of kids how to make a pipe
bomb.

The Word-bound are both the celestial world's harsh·
est masters and its most powerful slaves, for as a Word
loses importance in the Symphony, so does its holder.
Angels and demons without Words serve the Word·
bow1d, helping to achieve greater goals, and lesser
Words often serve greater ones.

The best examples of Word-bowld celestials are the
Archangels and Demon Princes. Each is a manifestation
of a particular Word of the Symphony. Their Servitors
include other angels and demons with related, but lesser,
Words. For example, Blandine, the Archangel of
Dreams, is served by various angels of Hope, while
Beleth, the Princess of Nighnnares, commands various
demons of Fear. Beneath Belial, Demon Prince of Fire,
are thousands of demons of destruction (the demon of
Bombs, the subordinate but hard-working demon of
Pipe Bombs, the grinning Calabite who is the demon of
Unexpectedly Short Fuses, the Balseraph demon of
Union Carbide, and so on).

\.-"ords run the gamut of physical objects and loca­
tions, social concepts, cultural phenomena and natural
forces. Each Word is unique; there are many angels and
demons, but only one angel, or one demon, for each
Word. (But often, Heaven and Hell grant the same
Word. The relationship between their holders - for
instance, the Angel of Cities and the Demon of Cities ­
is complex, and not always complctely hostile. The
"Vord is their battleground, but they mustn't destroy it
as they fight over it.)

Charactcn should 110t stmt tbe game with fl Word. Words
should be obtained through campaigning and roleplay­
ing, not JUSt by spending points.

The process ofobtaining a Word, although arduous, is
worthwhile. VVith greater responsibility comes greater
power, as well as greater respect and recognition from
others.

Eventually, if a celestial serves his Word well and pros·
pers, he will brather Servitors of his own. Other celestials
may seek him out, or be assigned to him, to help him
protect the growing importance of his Word. He may, if
he chooses, b>T3nt them access to his Rites.
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Dro.lmt Wordr
An angel who wants to embody a vacant Word must

first discuss the matter with his Archangel. If the
Archangel agrees that the \.vord is complementary to his
on, then the servant must petition the Sernphim Coun­
cil (see p. 137) and defend his strength and capacity in a
IXlblic hearing. Anyone may speak, either for or against
the petitioner, to sway the greatest of the Sernphim.

There may be other beings who wanted that ""ord but
hadn't mustered the courage to ask. Those who wish to
rompete for the Word will be ghoen an appropriate quest
to perform. The Council members, who are not srupid,
may assign similar questS to the different competitors, or
they may allot a single quest which could be completed
in 5e\'era.l ways. The specific way a contestant succeeds or
&ils will influence the Council's final decision.

Mer everyone has finished his quest or been written
off, the Council will listen to final petitions &om the sur­
\ning entrants. As before, conunents are accepted from
the congregation at large. Each angel is expected to speak
eloquently on his qualifications for the job, as well as
describe his quest and its resolution.

When the Council decides who will carry that theme
of the Symphony, then the pattern of that angel's Forces
is bonded to the thought of the ""ord, and the angel is
bound to protect that "Vord as much as (if not more
than) he protects his own existence.

In/trooJ Wordr
The process of obtaining a Word is similar for a

demon, if a little morc stringent - he asks for the "bless­
ing" of his Superior, then quickly gathers political
support and rallies his friends to his side. But without the
infernal coumerpart of a Seraphim Council, the last step
is a tricky one.

Regardless of how many other demons back him and
how much he grandstands to show how well-suited he is
to the Word, the only thing that really matters is the
opinion of Lucifer himself. After all is said and done on
~ political level, and any other contenders for the Word
have been disposed of, the applicant for the \iVord is
granted a brief, private audience with the dark lord of
darl:.lords, who alone will judge his merits.

Lucifer has the power to make anyone bearing diabolj·
ical Essence an infernal manifestation ofany Word in the
S~mphony. To ensure the validity of his instincts, Hell's
master generally requires the hopeful demon to fulfill a
quest. In the end, Lucifer may still decline to grant the
Word. Occasionally, he may offer a Word which he
thinks would be more appropriate. If he's annoyed,
Lucifer may inflict a darldy insipid ""ord - at the Light­
bringer's whim, the petitioner could find himself the next
demon of Stale Bong "Vater.

Outcasts
OutcaSts are angels who have lost the favor of their

Archangel after tOO many failed missions. They are not
truly Fallen; they have nOt become demons. But their
light no longer shines as brighdy as once it did.

An angel can become Outcast in play by accwnulating
too much ,Jis:mllRlIU (p. 56) - or JUSt by offending his
Archangel so gready that he is cast Out! A PC may start
as an Outcast.

Outcasts begin the game with three le\'els of one type
of Discord, detennined randomly or selected ~~th advice
from the GM. OutcaSts cannot sununon their Archangel,
ascend to Heaven or use their Superior's Rites. They still
get a point of Essence each day at sunrise. On the plus
side, they're no one's servants but their own. 29
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the ability to summon his Archangel ... who will mort
than likely restore his Rites, at least temporarily, and
offer a chance at redemption. The angel's first new mis­
sion will be to prove himself. If he succeeds, his ani)'
reward will be forgiveness. Some Archangels will forgh""t
and forget completely, welcoming the prodigal back into
the fold, while others h:we very long memories.

Renegades
Demons are never Outcasts. Hell's rulers would rather

roast dleir servants on spitS than let them roam across th~

Eanh unchecked - and usually that's just what they do.
But more frequendy than anyone would care to admit.
demons rebel agajnst their Superiors and hide out on
Eanh, doing exactly as they will. Such a demon is a
Renegade, and hordes of demons do nothing but nm
around hunting the rebels' rebels.

Player characters who are Renegades Start the garm
with three levels ofone type of Discord, detemlined ran·
domly or selected with advice from the GM. Renegades
cannot summon their Demon Prince. 111ey cannot use
thc Rites of their Superior, but still regenerate Essence 31

sunset.

Pln)'il/g a Rmegadr
Constru<:t a Renebrade char3cter like any other, 001

consider his background carefully. Many Renegades take
Roles (see p. 43) in human society, to blend in better.
Decide which Demon Prince he rebelled against and
come up with a solid rationaliZ3tion as to why he did it
What does he feels so scrongly about that he put his exis­
tence on the line?

As a Renegade, merely surviving is a victory. By help­
ing or serving other demons, you may win toler3nce and
even some rewards. (But be careful about who you
approach, as few demons wish to be associated with
Renegades, and many will tum you in to Asmodeus.)

The b'Teatest achievement for a Renegade is to be vin­
dicated in his rebellion, recognized by Lucifer as usefully
selfish and truly evil, and granted his own \.vord.

Re1llllonts
Remnants are what survives of angels and demons

whose Celestial Forces arc lost in battle. A being who
had a physical ,-esseI will manifest on Earth to live out the
rest of his mundane life, CUt off from the brilliance of
Heaven or the comforting darkness of Hell. Most celes-­
tials avoid Remnants; they're considered bad luck.

Remnants have lost their divine or infemal natures.
Frequently they retain a meager repertoire of Corporeal
and Edlereal Songs, or even their Rites ~lIld attunemems,
but they cannot use dlem in a directed manner. Th~
cannot move to the celestial plane or Ijsten to the S}

Pln)'il1g fl11 OU'CIls1

As an Outcast, watch auf for demons. Of all the things
the FalJen enjoy, terrorizing Outcasts is high on the lisL
They sarcastically refer to Outcasts as "the Tripped." For
an angel who holds any hope of getting back into the
Hea,-ens, taking up with demons jeopardizes what divin­
ity he has left.

And wh:u now? Is the angel despondent after being
kicked our of the Heavens? Does he have a plan to get
back in, or want revenge? Unless he's in the right, that
last option Illay seal his fate :md send him spiraling down
to the domain of the Diabolicals. N1:Jybe that's what he
wants; maybe he JUSt doesn't care.

Once an OutcaSt rids himself of all dissonance, he
regains the ability to ascend to I-leaven. He also regains

Other angels run a risk when associating with an Out­
cast - their Superiors ma}' disapprO\-e of them for
consorting with an angel on the brink of Falling_
Dominic's servants may feel tom between helping a trou­
bled friend and turning him in for his failings.

Outcasts Illa}' still crave! through the Marches (p. ; I)
and make use of any Songs and attunements they know.

Since it can be difficult for Outcast angels to redeem
themselves, many volunteer as Servitors for other, more
fonunatc angels, hoping that their good deeds will even­
nmlly work them back into the celestial ranks.
Sometimes they're right - but in general, angels in b'OOd
standing arc cncouragcd to stay away from Outcasts.

lJ
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The ungle-bearded man walked
do....n Founh StTCCL All he nt.-eded W3S

some Wllter, and e\'erything would be
just fine.

Eating ne\'er helped. As long as he
tool.: it easy through the day. he would
no!: need to eat 2nd he'd ha\·e enough
energy to keep himself through the
nighL

He'd tried the seminary first. After
the seminary kicked him ~t. after the
colleges and the research f.aciLities
showed him the door. after the shelters
and the churches and the soup kitchens
turned him away. he took up begging.
He couldn't bring himself to hustle. like
the homeless under the bridge, so he
survi\·ed by parlaying his me:Jger talents
at parlor trickery imo anything to I.:eep
his mind off the clouds and the skies.

The bearded man no longer cared
alxlut changing the world; he no longer
cared about setting an example. I [e just
.....anted to find a dark, dark hole and get
\'ery. very drunl.:.

Wuttr, he told himself over and over.
AliI "ttd is mnt v.:uttr.

The coffee shop. The new coffee shop
at the end of Founh Street, they havc
water. The bearded man shuffled across
the street. steeled to ignore the pushy
automobiles, but it was late at night and
there were few about, JUSt thc slow taxis

picking up the last of that night's club
denizens.

The coffee shop was always opcn. At
llny hour, someone. some.....here......ants
coffee. He dr.Jgged himself up the short
flight ofstairs and went inside. shielding
his eyes from the bright light and the
cheery smiles of coffee drinkers.

"Good evening!" said the middle­
aged wonun behind the register, "Can I
help )'Ou?"

"\Vater," he said. She snuled back at
him, cod:ing her head to one side.

"No problem." she said, pulling a
papcr cup from behind the rountcr.

The bearded man waved his anns.
"No, no," he said. carefully pulling a
large greas)' bottle from undemeath his
jacket like stolen property. "In here."

She lool.:ed at the bottle. cocking her
head to the other side. "\Veil. it's 11 bit
irregular ... "

"Aren't we all," he smiled, a prepared
expression. She smiled bad; taking the
bonle. It disappeared beneath the
counter. All the tension left the bearded
man's face when he heard the sound of
running water, eehoing as it filled the
plastic container. It 1llmost made him
smile naOlmlly - it was almost that good.

"So, what do you do?" she asked him,
putting out a cigarctte against the side of
the counter. This is called politt rol1Vmtl­

tio", he reminded himself. Say S()7llttbil1g
polite.

"You're looking\"ery nice tonight," he
said quietly, then remembered he didn't
answer her question. "I mean, I don't do
much," he slllmbled, glancing dowm
guiltily at his dirty fingernails. Her nails,
he remembered, .....ere clean. but her
hands .....ere .....orn from a lifetime of min­
imum-wage jobs and guilt-inspired
.....ringings. He didn't know why little
derails like tho1[ kept entering his mind,
but they ()C(;;lSion:ally did. "1 try [0 be
polite," he explained with great serious­
ness. ",t's impon::anL" He couldn't find
jt in himselfto meet her C}'eS- "Urn, you.
you do look nice tonight."

"Oh. , wish .....e got more folks like rou
in here." she said with a sigh, handing
the bottle back to him in a bro~n paper
sack. "Aren't rou just an angel?"

The bearded man twitched, like he'd
stepped on a live wire. "M," he said,
jerking the bottle under his ann. "Ah,
please," he said. holding up one hand,
blinking uncontrollably and backing
away slowly. "Please don't call me th:,U."
The tangle-bearded man covered his
face and mn away from the coffeehouse,
its shiny lights. its blissful p:ltrons.

He found a nice, broken alcove in the
alley out back and reverently took the
grem;y bottle from its papcr sack. \Vith a
wave, the t:mgle-bearded man llIrned his
water into wine and proceeded to get
divinely dnlllk. dreaming of spirits far
rcmoved from the mId, hard ground.

phony any more easily than any other human. And celes­
tial Perception abilities don't work on them.

The minds of RemnantS are small and confused. They
can't quite remember what it was like, being so grandly
celestial - they can no longer hear the Symphony ~ but
they know that they've lost a huge part of themselves.
Some RemnantS, a rare few, may know that they sacri­
ficed everything for what they thought was a f,JOOd cause.
Others don't remember what they did, or who they were,
and some don't <.'are.

Most Remnants in a game ",~II be "wild card" NPCs.
ofunknown origins and abilities. but, with the GMs per­
mission. a player can St3rt as a Remnant.

• The forces avaiJable to a Remnant vary, depending
on the circumstances of his "death." A Remnant PC
st:arts the game ",~th no more than 5 Forces, of which
1IfIIIt may be Celestial. See p. 68 for more about Rem­

"''''5.

Soldiers and Undead
Soldiers in the 'War arc supernaturally-enhanced

humans. They may look and act like ordinary mortals.
but they\'e been deeply touched by the Symphony and
are aware of realities beyond the world they knew before.

\¥h.ile a very strong human might wrestle an average
angel to a standstill, he probably couldn't come out on
top in a celestial fight. Few Soldiers can win a slugging
match ",~th a healthy angel or demon - but that's not
their job. Their Earthly nat1.lres give them freedoms
unknown to celestials. Ignore them at )'Our peril.

Soldiers may be couriers for the divine. priests for the
diabolical, serial killers for the side of good or hackers
",~th dark secrets. A Soldier has something inside, some­
thing bright or dark, clawing its way Out. See p_ 190 for
more about Soldiers of God and Soldiers of Hell. Also.
see p. 192 for infonnation on the undead.
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• Soldiers smrt the game with 6 Forces, more than a
nonnal human but enough to get them in trouble. They
must have at least [\'\"0 Corporeal Forces and at least one
Force each of Ethereal and Celestial. A Soldier will
report to an angel or demon, instead of an ~hangel or
Prince, and cannot (nonuaUy) summon Supenors. How­
ever, he can control his use of Essence (see p. 46).

Anchored primarily to the earthly plane of existen~e,

average Soldiers may only learn Corporeal Songs, like
Numinous Corpus, but may purchase any ammement
belonging either to the Superior under who~ they se~e

or for Soldiers of God, to Laurence. SoldIers, unlike· .spirits, may earn distinctions for valiant semce. .
Undead - from mwmnies to zombis - each have theIr

own special advanmges and disadvanmges; see p. 192.

Mnndanes
Celestials and their Soldiers refer to the unenlightened

mass of humanity - good, evil and confused - as "mun­
£lanes." A mundane is a human with 5 or fewer Forces.
Such a person, even if he knows that angels and demons
are real, calU10t use Songs, and spends Essence only
unconsciously (see p. 46).

This game revolves around the exploits of fanmstically
powerful angelic and demonic crearures, ~nd their s.uper­
human lieutenants. Mundanes can play VItal parts III the
War, and many do - but in game tenns, playing a m~­
dane character has no advantage over playing a SoldIer.
The only reason to take a mundane as a player character
is JUSt because you want to play that role. But then, role­
playing is the point of the game!

One \'ery good way to start a campaign is with most or
all of the PCS as mundanes, about to encounter the
Celestial. 111ey'1l be swept up in the War, to choose a
side and serve it. Those who survive will evenrually be
granted a sixth Force and become Soldiers of God - or of
the other side, as the case may be.

• Mundane PCS begin the game with 5 Forces, with at
least one of each type. Out of touch with the pure Sym­
phony, mundane hwnans cannot learn nny of its Songs.

32
PLAYING THE GAME

CHOIRS AND BANDS
For an angel or a demon, his Cboiror Bond determines

what celestial race he belongs to. The Choir or Band to
which a character belongs can be thought of as the Icind
of insttument he is in the Symphony, from a light, airy
woodwind to a deep bass drum.

Each Choir and Band has 3 different physical appear­
ance in the celestial realm, a distinct manner and
appearnnce and a special ability, a res01UI1IU to a certain
aspect of the Symphony. A celestial's resonance also
defines his nature, the core of himself. Angels and
demons muSt avoid dissolll1lltt, the negative energies gen­
erated when a celestial acts against his narure and betrays
his resonance. Dissonant actions vary for each Choir and
Band.

Choirs ofAngels. .
The major choirs of angels are (m order of descendin

v

divinity) the Sernphim, the Cherubim, the Ofimilll,. tht
EJohim the Mlllnkim, the KYlotlltts and the MtrCtmnns.
Brief d'escriptions appear below. Detailed Choir descrip­
tions begin on p. 92. There are many other Choirs ...
these seven are only the most important.

The Sernpbi1ll are the most divine of the Choirs, crea·
rures of ttuth. In the celestial realm, a Seraph looks like a
giant, winged serpent. .

The Chmwim are the most gende ChOLr, but stout·
hearted and srubborn protectors of things held dear. In
their celestial fonns, they are winged animals or sphinx­
like crossbreeds.

The 0/0l1i111 are the celestial Easy Riders, seldom sleep­
ing in the same place twice, resonating with movem~nl

In the celestial realm, Qfarnm appear as large, rotanng
wheels of non-eonsumil1g fire. They have a keen sense or
direction and an innate knowledge of the lay of the land.

The EJohim appear as beings of pure light in their
celestial fonus. Creatures of judgment and balance, Elo­
him have a resonance for emotion, and can see the colors
of a human's emotional state.

Mlllnkhfr are the sharpest of the divine inscruments.
Not one of these warriors has ever dropped into the
Abyss. In their celestial fonns they appear as shadowy
human fornlS with jet-black wings.

The KyriotIJtes are capable of splitting their Forces
across a number of physical fonns, animating several cor­
poreal hosts at once. A Kyriotate could manjfest as a
large bear, a pair of humans, three or four deer, a small
flock of ducks or a vast cloud of bees. Their celestial
fonns are insane, changing collections of eyes and limbs.

Merctlrinlls are the closest to human in both attitude
and appearance. Their celestial fonns look most like
what Western civilization considers "typical" angels ­
perfect bodies, halos and bright, colorful wings.



Bauds ofDemons
The demons of anyone Band val)' more among them­

selves than the angels of any onc Choir do, but the major
Bands are - from the farthest from humanity to the dos­
est - the Bo/stTQphs, the Djinn, the Coltzbim, the Habbolllb,
lhe Lilim, the Shedim and the Impuditts.

Six ofme major Bands first appeared during the Fall­
kiT instance, the Impudites started as fallen Mercurians.
Later-created demons were often "built" along similar
lines; thus, most modem Impudites never saw Heaven,
but arc still recognizably 1J11pudites. However, there are
many, many minor Bands. This book details only the
seven most important, beginning on p. 140.

The &/suapbs, the greatest liars of the Abyss, are the
Seraphim who FeU. Their plots range across thousands
ofyears, and their greatest creation, Western civilization,
is only now reaching its apex.

The Djinn, once Cherubim, arc guardians who have
forsaken love. They are the srnlkers of the celestial realm,
implacably drawn to patterns to which they've been
attuned.

The Colobim. fallen Ofanim, resonate with chaos and
destruction. They can focus the whirlwind of their
Forces to create a field of entropy which little can resisL

The Hobboloh, who were once angelic Elohim, can
control emotions, even if they can't always control their
own. Against all evidence to the contrary, the Habbalah
believe they still work directly for God, forging perfect
souls for a perfect new world.

The Lili"" devilish tempters aU, have a resonance for
desire - they know what a person wants, and they'U give
it to him ifhe'll do as they ask.. They are not faUen angels;
they are, one and aU, the creations of Lilith.

The Shedi", are corruptors, perverted Kyriotates.
They steal the bodies of others, then force their hosts to
perfonn acts both despicable and destructive.

The lmpuditts are the most human of the Bands. Like
the Mercurians they Fell from, they delight in mankind
- but they'll steal not only their hearts but the energies of
their souls. lmpudites prize their closeness to humanity
and avoid members of other Bands when possible.

A Divine Example: Carin, ploying an ange~ decides she
want to be a figbter, a Maltlkite.

A Dinbo/iall Example: Matthew wlmtf to be (man: (ff

Jess) human, but ht stillwantf 11 pitce oftbt Ildian - ht decides
U1 b«rmlt ant oftht undtad, (l m,nnmy.

SUPERIORS
Each Archangel and Demon Prince holds sway over a

particular aspect of the Symphony. Some nurture their
own private gools for the human race, while others - on
both sides - wouldn't mind seeing mortals wiped from
the face of the planet.

\Nh.jle a celestial~ Band or Choir defines some very
fundamental things about his character, who he serves is
in many ways far more important. It defines not only
what type of Earthly missions he'll be assigned, but his
perspective and to some degree his motivations. If his
Choir or Band represents what sort of instrument he is,
his Superior could be thought of as the style of music he
pl,ys.

Since there are countless celestials, Archangels and
Demon Princes don't have the time to orchestrate the
comings and goings of all their servants. For some rea­
son, the PCs have caught the personal attention of their
Superiors. They don't report through a chain of com­
mand or deal with the mundane issues - making
rainbows, planting DNA evidence, helping grass grow­
although they may do any or all of these things in the
course of their duties. The player characters deal ,vith
their Superiors directly, as ambassadors, arbiters, mes­
sengers and pawns in the high-stakes game between the
Archangels and Demon Prillces.

Celestials may summon, or invoke, their Superiors
(and, with great difficulty, other Archangels or Demon
Princes, as the case may be). 11Us should never be done
lighdy; see pp. 109 ,nd 157.

lNith the personal attention of a cosmic being comes
great power - and great risk. The missions given to a
favored servant will be dangerous in the extreme, and the
underling may not realize JUSt how dangerous until it's
too late. l.n addition, a "task force" of angels or demons
will rarely be working for the same Superior, which can
lead to interesting political infighting as they struggle to
discern each other's motivations and secret agendas.

There are many more advantages - and disadvantages
- to each Superior's service, like attunements and dis­
tinctions. E.'lch Superior will give certain powers for free,
and make it possible to earn others.

Note that most angels of Eli (p. 116) are on indefinite
loan to some other Archangel, while a Lilim (p. 147)
might be doing a favor (or paying off a geas) to almost
anyone. This gives the players and GM more flexibility
when creating a group for play.

An Outcast (see p. 29) or a Renegade (see p. 30) should
choose which Archangel or Demon Prince he served
while a member of celestial society, if in fact he ever
swore an oath of fealty, and build a background story
about how he came to be a "free agent."

The Archauf!:els
The ArchangelS rule the Heavens, though they pull in

many different directions. Yves is the elder statesman,
Laurence the keen young general of God's Army with
strong Michael fit his shoulder, Dominic the stem
lnquisitor who roots out heavenly heresy ... There are
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many other Archangels besides the ones listed on p. 107.
but these currently define the Heavenly spheres of poli­
tics and cuJture.

The Demon Princes
The Demon Princes, Lucifer's lieutenants, war openly

among themselves. While an Archangel's arch-foe is a
Demon Prince. a Prince's worst enemy is likely to be
another Prince.

As with the Archangels, the list on p. 155 only C3ta­

logues mclay's major powers. There are many would-be
Princes in Hell, circling around the infernal COUrtS wait­
ing for the right moment to strike.

A Divine Example: Cnrin, tbe fighting M,,/akite, WIII/ts

to serve a WlftT'iqr A1Thflllgei. NUlI/ing the descriptions, sbc
picks Micbael, the strongest oft"I.

A Dinbolicnl Example: Matthew has on undead chartic­
rer; it 1IIokes sensefor hi", to serve Snmillgn, Demon Pril1U of
tht Dead. He 110tes (hill Imy Lil;m ofSumingn nlttUfflfltiCIIl1y
get undead seroonts; ifbe (1111 (Qnvinet another pl"y" to tIIke
Q Li/im of Snminga, he (all bt nuh (/ servaJlt, alld have a
dtfined rt/ntiqnsbip .dth (/llotb" PC.

FORCES
Characters ha\'e three differem kinds of Forces: Celes­

tial, Ethereal and CoI"JXlreal. A player character may
have from 0 to 6 of e3ch kind of Force. The nwnber and
balance of a character's Forces will gready influence the
range of his abilities.

The Three Forces
Look at a charn(;ter sheet. Notice the three circles

under the names of the three Forces. Each circle has six
segmcms to fill iJl; each filled segment represents 1 Force
of that rype. A character with the whole rim of dle circle
filled in has 6 of that Force - the highest possible for :1

player character, though of course the great celestial
powers have many more.

CfN1XI'7a/ F<Jrr'tS detennine how well the character can
interaet with base physical matter. The more CoI"JXlreal
Forces, the stronger and more agile his physical presence
will be, on Earth and elsewhere. Also, the more Corpo­
re31 Forces he has, the better he will be at utilizing the
Symphony's C<>rporeal Songs.

Etherrn/ Forces are the incarnation of sentience, the
mind separated from the base demands of the body. The
more Ethereal Forces a person has, the more intelligem
he wiJJ be and the more precise his actions, as well as the
greater concrol he can exert over the Symphony's Ethe­
real Songs.

Ctltstin/ Fonts are the greatest of the three, forces of
pure being. These Forces provide the driving power to

existence and open the mind to the Symphony - crea~

tures without Celestial Forces have no link to thr
celestial plane. The more Celestial Forces a character
has, the more scrong~willed and perceptive he will be,
and the greater skill he will have ,,~th the Symphony's
Celestial Songs.

Check. to see how many Forces your character
type has (see box, p. 36), and then allocate them.



A Divi1le £-rample: C017f1 cherks the charncter guidflines
rm p. 36 and sus that angels have 9 Forces to lnaU a charae­
t" w;th. She derides to distrihllte them roe1l1y, 3 ;11 Celest;al,
J;n Etherral and 3 il1 Corpon-al.

A Diabolical Example: Martht'W, as II 1IImml1Y, gets 6
FDrnS. He decides to put 3 il1 Corpqrral, I il1 Etherral and 2
in Celestiol.

CHARACTERISTICS
Look at a character sheet again. Each circle of Force

oo.ltains twO different spaces for more notes - these are
the dJarneuristia.

Each of the three types of Forces has twO charac­
teristics; a primary characteristic and a secondary
characteristic. Primary characteristics determine how
stt'Ong that area of Force is, or how much damage a being
can take from that type ofattack. Secondary characteris­
tics define what degree of control the character has over
his primary characteristic.

Corporeal Forces grant Strength and Agilhy, Ethereal
Forces grant Intelligence and Precision, and Celestial
Forces grant Viii! and Perception. The definitions of
these characteristics, and how thcy affect: game play, are
listed below under their respective Forces.

Every Force of a given type gr.lnts 4 levels to spend on
its ['A'o charactcristics, and only those two. For instance,
levels from Corporeal Forces cannot be spent on intelli­
gence, because that is an Ethereal chardcteristic.

So two Ethcreal Forces give 8 (or 2 x 4) levels to divide
be['A'een lntclligellce and Precision. That could mean an
Intelligence of 6 and a Precision of 2, or vice versa, or an
C't'Cn split of 4 in both - any combination adding up to
four times the number of Forces of that £}1>C is fine, as
long as there is at least I in each characteristic.

Characteristic levels mngc from I to 11. Characteris­
tics may only be 0 if a creature has nOlle of that type of
Force.

Characteristic Ranking<
vallie Sigl1ijiamce

1 .Miserablc
2 Poor, or Human Child
3 Low-Average Human Adult
4 Above-AvernbTC I-Iuman Adult
5 Low-Average Celestial
6 Average Celestial; Excellent Human
)

8 Aoove-A\'erage Celestial; Exceptional Human
9
1O Human Upper Limit; Excellent for a Celestial
II
11 Spectacular, even for a Celestial

Corporeal Characteristics
Strmgth detennines raw physical prowess. As the pri­

mary Corporeal characteristic, Strength helps detennine
how much physical damage your body can endure. See p,
61 for combat rules.

Agility is a measure of characters' relative speeds, as
well as how graceful and dextrous they are.

Ethereal Characteristics
llltelligmce is raw mcntal capability. As the primary

Ethereal characteristic, it is affected by all damage from
ethereal sources (such as that from dream combat).

!+rcisi01l rates how well someone can focus himself on
one task, and also influences skills that require exacting
patience like Electronics or Ranged \"'ea~ns.

Celestial Characteristics
Will is the character's mental stamina, and as the pri­

mary celestial characteristic it can be reduced by celestial
attacks. If a character's WiIJ is hurt enough, he will die
forever - the Forces that composed him will disband.
(See p. 64 for celestial combat.) For demons, in trying to
inflict their own personal symphonies u~n the rest of
creation, \-Vill is the most im~rtant characteristic.

Perception is a rating of how well a character processes
his sensory input in all three re-dlms, as well as how sen­
sitive he is to the fluctuations of the Symphony at large.
For angels, trying to make sense of the many patterns
that exist in reali£}', Perception is the most im~rtant

characteristic.

A Divine £l'ample: Cllri", with 3 ofeach Force, bas 12
levelsfin' ench type ofchtlr«etn1stic (3 x 4", 12). As above, she
decides to rpm,,1 tbew till Ollt evenly, giving 1m· a rating of6
in ron) clJllrflet£'1·istie - II truly avemge IIllgel.

A Diabolical EWl1uple: Mattbew, with 3 C01prm:1I1
Forces, wltes 7 levels;n Strrllgtb tllIll 5 il1 Agility. He only has
I Ethereal Force - Sflll/etbing he mil] ll:gret Inter - so he ron­
ct:11trates 3 levels iI/ P1l:cision to help allY Precision-based skills
he might wa1l1 IlItt1; likl' f!1ectnm;a 01' Mechanic, with Ollly 1
levd i1/ IlIlelligel1ce. He W01/'t be a s1l11111 Olle, that A1arthew.
Thtll leaves his 2 Celestial Forces to be dealt with. Being «11 evil
cr1!fltltrr, he thinks it 7IIigbt be bm to t1l1phasiu his Will, but
as dumb as his ehamerer nlrrfltly is, he'd feel even W(Jf"Se ifaI/
twgd was stal1ding right ;n from ofhim in his celestial[onu
and he didn't evell know it. He P'lts 5 lrotls in Perception and
3 ;11 ~Vill. III the tIId, Manhnn tums Oil! to be very strong and
prmy fast, 1I0t very bright and Ollly rrnsonably precise, not
mtinly without will btlt pretty ptTrfptivt to make upfor it.

CHARACTER POINTS
At character creation, plarers have as many charaet"

points to buy attunemenrs and Resources as they ha\'e lev­
els of characteristics - that is, 4 times their nwnber of 35
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CHARACTER-CREATION QuICK REFERENCE
To design an In Nomine character, follow these steps.
1. Think about whether you want to play:

a celestiaL (very powerful);
a Soldier or an Undead (supernatunll humans);
a 1Jtmukme h,mlfl11; or
a RnmUl1lt (the earthly body of 3 celestial).

Discuss your ideas with the GM.
2. tf your character is human, skip to 4. If he is a celes­

tial, decide whether he is an angel or a demon. Then
choose his Choir or Band, and his Archangel or Demon
Prince. Check to see whether his ultimate Superior grants
him any special Resources or attunements. Ifhis immedi­
ate boss is not an Archangel or Demon Prince, note that
superior's Word.

3. If your character is an Outcast or a Renegade, deter­
mine what type of Discord he has (randomly, or with the
GM's advice), and give him three levels of it.

4. Allocate his Forces:
Cekstiols; 9 Forces; at least I of each type of Force.

SDldiers and Mummies: 6 Forces; at least 2 Corporeal
and I each Ethereal and Celestial Forces.

Rmmtl1lts: 5 Forces; no more than 2 Celestial Forces.
HU11lmlS: 5 Forces; at least I of each type of Force.
The total number of Forces also detennines how much

Essence your charncter can hold.
5. Choose levels of charncteristics, 4 levels per Force:
Corporeal Forces contrOl Strength and Agility
Ethereal Forces contrOl Intelligence and Precision
Celestial Forces contrOl \¥in and Perception
6. Select Resources. You have (4 x your total number of

Forces) charncter points to spend on up to 6 levels each of
artifacts, Roles, servants, skins, Songs and vessels. You
may take Discord if you like, to get extra points.

7. Develop his background: think about his appearance,
the kind of food and music he likes, the hobbies he's
picked up, how he gets along with others, etc.

8. Show the chaJ'3cter to the GM for approval.
9. Play!
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Forces. More charncter points can be earned later (see p.
202) to spend on further attunements and Resources, and
also to improve Forces and Charncteristics.

ATTUNEMENTS
Attunements are special powers granted by one's Supe­

rior. They are different for every Superior, and are
described under the listings for those celestial beings.

There are two basic kinds of attunements.
ChoirlBtl1ld Atttmements are granted automatically at

character creation, free, based on the Choir or Band you
belong to. For instance, any Mercurian in the service of
Gabriel gets Gabriel's Mercurian attunement free. At
character creation ~ or afterward, with your Superior's
permission - a celestial can buy other ChoirlBand
amrnements of that rame Superior for 5 charncter points
each, as long as the amrnement's ability does not depend
upon the resonance of its intended Choir or Band.

For example, it is the ammement ofArchangel David's
Malakim that they may, once per day, stand on finn
ground and become immovable objects. This ability, at
Davids (and the GM's) discretion, may be given to any
other angel who proves himself worthy of the gift. On
the other hand, Archangel Dominic's Mercurians can
expose a persons del,iance, bur since this abiJiry lVorks in
conjunction with their own natural resonance it could
not be granted to any other Choir of angel.

Setvitur Atttme11lel1ts may be granted by the Superior to
any celestial ofany Choir or Band - even those who serve
other Superiors. These gifts are never automatic. They
cost 10 character points each, at creation or afterward.

Or, by doing a service for a Superior other than your
own, you might eam one ... if your own master does not
object. At creation, you may not buy Servitor attune­
ments from any Superior except your own!

A Divine Example: Ctln'n, as a Malakite angel of
Michael, gets the Malokim of l#l,. attlmememfor free.

A Diabolical Exa-mp/e: Matthew, as tm undead, receives
no free attul1ementsfrom his dark lord.

REsOURCES
Resources include the skills, Songs, possessions and

other tools that help a character complete his missions.
Each resource corresponds to one kind of Force (Cor­

poreal, Ethereal or Celestial) and has a level from I to 6.
On the character sheet, a resource is recorded with a
slash between its name and its level (i.e., Driving/6, Role
(Nun)/2, Celestial Song of Lightl3, etc.).

The level of a resource determines its cost, and repre­
sents its general effectiveness; details depend on the type
of resources. Point values and game mechanics start on p.
40. The Resources chapter (p. 70) gives many examples.

DESCRIPTION
What clothes does your character wear? \Nhat social

circles does he hang out with? "Which of his Superiors
philosophies does he disagree with? How does he feel
about the War, the Opposition, and the mortal realm?
Thinking about the details often gives players valuable
insights into their characters.

Now he's done! Show the character to the GM to
make sure he accepts it; then it's time to play.
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Name: Carin

Archangel: Michael

Choir: Malakite

Wo,d, ...;W:=ar'- _

h,.
Arri&ctIl (.44)

ofThundcr/4

ofH

DodgeI4

EffieReL1L CeLe3Tll\L

li£
ho.. s.I h, ..

f''''1
lUnged W..pon/J (Pistol) CeI,,",] Song of L;ghrl6

Attunements &- Distinctions

Malakim of War

Proficiency (pistol)

Discord

Name: Matthew

Prince: Saminga

Band, none (Mummy)

Wo,d, Death In N0MlnE.

Discord

CeLeS'flI)L Attunements & Distinctions

Rite: PallbearerL£ =:J -----""""-=--""""'''-'''-----
hot. s.,,1 h".

U
Celestial Song of He2Iing/5Mechanicl4

DodgeI4

Fighting13

Coq>o«aI Soog ofHealinglS

S..tus 2 skilled Ial""...

Humanl3
..0



The lift ofthis7))()T/d is hut a spmt olUi a pastil1U.
- Conlt 6:32 (The Qu'ron)

Conflict is nOt just nanu':.ll to a roleplaying game; it is
encournged. If it weren't for the drama caused by con­
flict, we wouldn't ha\'e a game.

The rules are designed to let players get to the business
of playing as quickly as possible, rather than flipping
through books, checking charts and working on their
higher math. 111 Nomine presents a simple method of
resolving conflict, in the hope th:lt:l character~ troubles
don't result in real-life headaches,

DICE - THE 0666
God does not play dice with the universe, but we do.

Dice resolve conflict in a random enough fashion to sat­
isfy both players and GMs. III Nomine uses traditional
six-sided dice.

In most cases, players will make their own rolls. This
not only gives them a greater feeling ofcontrol over their
character's actions, but increases the tension of the
moment. There are times, though, when a character
should not immediately know the result of an action. 10
these cases, the GM may make the roll and keep the
results secret.

Sa1llple Die Rolls
Id 71/eIJ1U: Roll one die
2d 111eOllS: Roll two dice and add the results
I d...2 111eOllS: Roll one die and add 2 to the result
2d-4 ?fle/WS: Roll two dice, add them and subtract 4

from the result
d666 11Iel/1/S: Roll three dice as described below.
For e.:t:0111ple: You roll II 2ll, which is two six-sided dice, IIIUI

come up with the llumbers 5 ll1U14. A(k1illg the llumbers giva
you 9, yourfinal Ttsult,

Another example: The niles sptcifJ 1d...3, andyou n)/I II J.
Ttll.:illg the modifier into co1mderatioll, the result is Zt"rrJ.

Thed666
This is the commonest type of die roll in III Nomille.

Each pla)'cr \\ill need three six-sided dice - twO similar,
and onc that is markedly different. You 11IUst be able to tell
this third die apart from the other two. A roll of these three
dice is called the d666,

The d666 \\ill produce two results. The first result is
the toral of the two similar dice - this detennines success
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or fuilure. To succeed, you must rolla given number (the
tllrget number) or less, so roll luw. if the action is intended
to be easy, the target number will be high; if it should be
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hard, the target number will be lower, with a corre­
spondingly lower chance ofsuccess.

The second result comes from the different die; in
called the check digit. The check: digit indicates the degm
of success or fuilure, A low check: digit (lor Z), indicates
a marginal success or failure. A check: digit of 6 is a suc­
cess or failure ofgreat proportions.

Example: 011 the d666, a plnyer rolls a J and a 2, with II

6 (In the third, dijJ0Y11t die. Add the J and the 2 together to
get 3 (0 good roll, beCOUst you wn11t to roIlluw). If the utrgtt
11l1111M' was J qr higlm; tbis ,TJlI is a sucrsss, The 6 is the check
digit, and implirs n spedacuwr SUCetSS.

SETTING THE TARGET NUMBER
Many d666 rolls will be made against one of the basic

characteristics (Strength, Agility, etc.). The value of that
characteristic becomes the target number - the player
must roll that number or less on the d666. Suppose
someone tosses your character a gun. Can he catch it?
The GM would reasonably rule that Agility is the appro­
priate characteristic here. "Roll against AgiJity," he tells
you. If your Agility is 8, for instance, you'd need an 8 or
less to succeed.

Many situations call for the use of a skill or a Song. All
such abilities are based on a characteristic, and the target
number becomes your level ....~th the skill or Song, plus its
base characteristic, For instance, Fast-Talk is based on
\¥ill. If you have a "ViII of7 and Fast-Talkf3, your target
number for a Fast-Talk roll is 10,

DiffiClllty Modifiers
If the GM feels that the situation is not an "average"

use of the characteristic or skill, he may assign a modifier
for its difficulty. This is added to or subtracted from the
target number, Suggested levels of difficulty are:

-2 Very Tough
-I Tough
o .Average (no modifier)

...1 Easy
...2 Very E.1SY

EXllmple: Paul's ch,mlCter, a buman Soldier of God, if
chasinga d~nOll through a bui/dillg. Witb one well-timed Itap
dqwll the approaching stain, he might be ablt to narrow the 7­
yard gop bmL'WI himstlfIIIld the roil crt'lltltre.

Tht GM ulls Paul to roIlagninst his Agility, "'bieb is 7 ­
wry goodfor a human. Huwroer, the GM also nlltS that tin
diffimlty oflunging Jqw" II sfllmase is -J. Paul must rolla 6
(1- J) 01' less. He rolls II 2, n 2 IImlll 5 - and su«essfully Itaps
duwn the long stllirUJell. TIlt GM mit! thllt be manages to
gain 5y"rds (the checl: digit oftbe d666) 011 his '1"111'1.



Another example: The de11l0n Mynofiigith is t1"jing tJ)

brtak a (one that II priest is using to block bis way. The diffi­
tu/ty is +1 (Easy) Imd the demon:r St7TlIgth is II, 11Ieoning he
hIlS to roll a 12 or less! Success, i" this case, is IIl1t011l0ti£. (There
is1Wtbing sptrinl about this ame tbat wf)flldgive it "bit points'"
ofits fliL'1J.) Mynofrigitb rolls anyway, to get the check digit,
chtckfur ImrnJf'lItifm, alld ge1leraUy 11Iock both the priest and
tht GAt, gttting 02, a 4 and a 4. The cane mops like 0 twig
into four pitees (0 detail i1TUt1Ited by the GM from the (heck
;;giI).

Many abilities, especially the celestial resonances and
anunemems, will have specific modifiers. For e.'Clmple, a
description might say "the users \¥ill, aided by his Celes­
tial Forces.'" So his rnrget number becomes his "'ill, pillS
the number of Celestial Forces he has.

Favorable modifiers may be seen as improving the skill
or characteristic rolled against, or raising the rnrget nurn·
her (same thing). Unfavorable modifiers may be seen as
reducing the characteristic rolled against, or reducing the
arget number - again, the same result; the roll is harder.

Risk
With the GM's approval, players may choose to

increase or decrease the risk ofan action they attempt. In
these cases, the GM should require the player to describe
uaerJy what his character is doing to make the rnsk more
or less risky. If he approves, he raises or lowers the target
number by I (no more).

Increasing the risk will also add I to the check digit of
the roll, resulting in grander success or a bigger flop.
Making thc risk lesssllbtmcts I from the check digit, mak·
ing failures less severe and successes more mundane.

&'nmple: TbtJIIllls, pillyillg the de1ll0n MYllofrigith, tells
ihe GM be Wilms to sboot (It II fleeing Clfr iI/ 011 attempt to stop
it. He asks to accept 111/ mkliti011ltl l/!VeI ofrisk, e.\plai,lillg that
hr~aimhlgfor the vehic/e~ ti,"'/!S. Tbe GM is SIltisfied witb that
rxpkwlftiQlI - th"'/!S are II bardn· target, bllt will sure stop tbe
(ar ifbe bits them -1U1I1 flllffWs tbe modifier: Tboml/S will sub­
trflct I from the targf!t l/f1mher 1U1I1 fIlld I to the cbeck digit,
forbmer or wtmf!.

AlltlJ1/tatic Success
If the final target number is over J2, the roll cannot fail

(barring Imervmtion, see p. 40). The amount over 12
adds to the automatically-successful rolls check digit.
For example, with a Strength of 8 and a Fighting skill of
6, you'd ha\'e a target number of 14 to hit someone - an
automatic success with +2 to the check digit.

1HECoNTFST
Sometimes twO characters want to use their skills

against each other - a familiar trying to sneak past a

USING 'IlIE CHEcK DIGIT
The third die of the d666 is useful not only as a

nWl1ber, but also to guide the GM in adding
depth to otherwise bland situations.

Frequently, the check digit indicates something
defined by the rules, such as the amount ofdarn·
age done by a weapon or the duration of a
mirade. But what happens when definitions
aren't given?

The G\'l should simply apply the check digit in
a logical and interesting manner, based on the sit·
uation. For example, if someone tries to jwnp
from one rooftop to another, the check digit of a
fuiled roll could represent the number of inches
by which his grasping fingers missed the second
rooftop, or the number of hits ofdamage he took
from his two-story fall. Or both.

Each situ.1tion is different; the examples in the
main te."t can act as guidelines for the G}vl. \¥hen
used creatively, the check digit can bring an extra
level of depth and vividness to the game. It's a
"wild card'" provided to the GM to spur his cine·
matic imagination.

guard, or an angel and a demon wrestling for control of
a gun.

These siruations are resolved with a Contest. Each PC
rolls against thc appropriatc skill, Song, or characteristic
(as detennined by the GM). Ln the first example above,
the familiar would make a Stealth roll (his Precision plus
his Stealth skill), while the guard would roll against his
Perception. The GM may modify either sides target roll
to account for the difficulty of the attempt.

If neithcr side succceds in the roll, then nothing hap.
pens. Neither sidc gaincd an advantage (the fam..iliar
stcpped on a twig and had to stop, but the guard didn't
noticc; or the !,rrapple for the gun continues unresolved).

Ifonc sidc makes the roll and the other fails, crear this as
onc would expect: the successful roll indicates the vietor.

If both sides make their rolls, then the check digit
determines the winner of the Contest. The rolJ with the
higher check digit is successful, with the other roll being
created as a failure for game purposes.

If the check digilS are the same, the Contest is a draw.
The opponenlS may choose to continue the Contest,
rolling again for the same action the next round, or one
of the COntestanlS may choose a different action.

An Lntervention (below) will indicate a spectacular suc­
cess for one side or the other. In the unlikely event that
both sides roll an Intervention, the GM should decide
what happens ... Good Iud:. 39
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INrERVENITON

Hut is wisdtnn.
Let him that hath rmdemonding ((JIm! the m01tber of the

btnst:ftr it is the number ofn mal1; lind his number is six hll11­
dretJ three-srore mill $i,1".

- Rrodntions J3:J8

There are two specific resuhs of a d666 roll that
require special explanation; III and 666. These two
numbers hold a special significance for both celestial
camps, one symbolizing the Holy Trinity and the other
representing the legendary Number of the Beast.

Every time a character (run by either a player or the
GM) rolls an unmodified III, the Holy Spirit intervenes.
A III is a blessing for those on the angels' side, but :I

curse co demons and their supporters. The Holy Spirit
will always grant an advantage to its serv.mts, and hinder
the forces of evil.

Likewise, an unmodified rol1 of 666 indicates the per­
sonal imen'ention of infernal forces. Whatever the
siruation, the malevolence of Lucifer will grant demons
and their servants an advanrnge Q\"cr the forces of good.

When the value of a check digit is altered by a modi­
fier, the tmoltered value is all that counts for purposes of
III or 666. Modifiers, either way, do not cause or pre­
vent the Intervention.

An intervention's effectS wiJl be overtly supernatural in
nature. The exact effects ofan .Intervention are left up to
the GM to describe - but they must be spectacular.

The more important the roll, the more important the
Intervention. A IlIon a trivial roll will yield a dramatic,
but essentially trivial, Intervention. A Ilion a vital roll
should be remembered for the rest of the campaign.
However, Intervention should ne\'er destroy a PC, unless
the roll already held that PC's life in the balance.

E\:nmple: At the diwnx of (111 atlventure, a young uacber
SlOt/tis brovely to ftce tbe demon who bas hem trmnellting ha'
children . .. ond ftlls mortally wounded. Once the demon is
dispatched, Carin the Mnlnkite invokes the Corpm-eal Song of
Henling to heal the dyvtg mundane. She rolls a J11. Amidst
a /Worly light, the wounds instollt/y ckm, Il1Id the nifferu is
granted all extra Ftwu, ~amling a Soldier ofGod!

Another exa11lpk: The dn"01l MY1lofrigith, lund to a
meeting in a deserted office building, finds his way bl«ked by
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two skinhead tlmgt serving A"cbangel Dnvid. He fires hispit·
tol at one of tban, and geu a 666. Tbe infe11JOI whim D[
Ludfer inteTVtTIes. Frig's torget lurches bllck tlmmgh a 7J:m·
dow (which 11IJSteriously opens), grabbing at his friend far
mpport, and the rwofaU six stories to their d«Jm!

On the other hand, a player might roll an lnten'emion
by the opposition.

Example: Sabrinn, the Lili11l. has mddJed up to a roIitgt
student in a bar to ask a lirtk flllJ()t". She opens her eyes wUk,
puts her hand on her torget's I'nee, mllkes a suggestion in her
huskiest voice, (md invokes her resonance . .. IIlId rolls Ill.

Her victim sees Sabrinll far whlll she is, l111d lmderstlJlUis
whllt the dnnon nlllJy wllmed. Whitejaced, she walks Ollt rf
the bar. Sabrinn's whole plot has roIlapsed - she will lIrotr hr
able to lise her wiles on that girl, ar on anyone in her drdt.

AnDther exa'1llpk: The angel Orr, in the farm ofapod t{
wolves, is baying at the heels oftwo WOll1ltkd dn"OIlS. A a.­
test ofAgility (p. 39) isrolkd to rte ifhe cnuhes up . .. and hr
rolls 666. The GM decides thnt the demtms'fnst,fnikdartmrpt
to nmmltm their Demon Prince tllkes delayed tffiet (nole tbat
since a Contest was involved, it doem't really matter which sidt
rolled the 666). Belilll appellt'$ ill II puffofbrimstone, and Orr
is forced to flee in 111/ directions.

Interventions can affect all characters, not just angels
and demons. Mundanes, Soldiers and spirits might flO(

seem to be significant enough to receive personal help
from greater powers, but those who fight in the War and
associate with celestials seem to draw the attention of
both the Holy Spirit and the One Below.

RES(])URCES
A Resource is anything that a characrer can use to carry

Out his mission. You can solve problems by learning
skills, by using blessed or unholy artifacts, by performing
Songs which manipulate the very fabric of reality, or C\'C:O

JUSt by having mends to rely on.
Resources fall into six categories: Artiftcrs, Roks, &r­

vanu, Skills, Songr and Varels.



Listed after the nonnal Resources are Disrords - flaws
in a character's interface with reality. Think of these as
"negative Resources." Characters with Discord get more
character pointS to spend on other things. Discord also
adds to the roleplaying possibilities of a character.

Getti1l}! More ResQurces
Earnedcharacter pointS (p. 202) can be spent on new

or improved Resources at any time the GM permitS it.
But ifyou suddenly want to improve a skill or Song, right
in the middle ofa game session, you should offer the GM
an entertaining explanation of how you're doing it! Oth­
erwise. he may require you to wait until the end of the
session or e\'en the end of the adventure.

REsOURCE MECHANICS
Artifaas

Angels and demons aren't generally materialistic; they
leave that to hwnans. But some things are either neces­
sary for their jobs or so damned useful that they can't do
without them. Physical items bought with character
pointS are called artifacts. These can be ordinary corpo­
real objects, like guns and cars; ethereal wlismons, which
improve the user's skills; or celestial artibers - relics and
reliquaries - that perfonn Songs or store Essence.

Most artibers wilJ be created by players or found dur­
ing the course ofan adventure, but descriptions ofseveral
sample artibers start on p. 70. A player who wants to cre­
ate a new artifuet for his character must okay it with the
GM before bringing it into play.

Artifaers vary in cost; see below. The GM may grant a
player a good deal on an otherwise expensive artibct if
the player can come up with 3 good enough story about
its history 3ml how he acqujred it!

Using A1rifacts
Most artifacts can be used by anyone who picks them

up. Some are attuned only to certain types of users, or
can be used only by those who know the appropriate
blessing or curse.

But the (fWller ofany artifuet - the character, if any, who
paid points for it - is celestially aftlmed to it. A celestial
can roll against the level of his artifact, plus his number
of Forces of the same type, to hear its current location in
the Symphony. So if an angel has 3 Ethereal Forces, and
he's lost his level-2 ethereal artifact, he'd need to roll a 5
or lower to divine its l0C3tion. Use the Cherubim reso­
nance table on p. 96 for the check digit results. A failed
relJ means the owner cannot try again for a full day.

(;q,p=al Artijiuu .
Objects found during the course of an advenrure are

not corporeal artihlers. The only advantage to paying

WHEN TO ROIL
One of the biggest problems being a roleplaying

GM is when to make the players roll, and when things
just happen. \.vhen an obvious Contest is ocauring in
the game, theres no problem. But when something
would be more interesting JUSt roleplayed, don't feel
tied to the dice if they might stOp the action or move
the plot in a direction nobody w'antS to go. It's really a
maner of personal preference and group consensus ­
like the CUStoms of scanered tribes, those of roleplay­
ing groups vary from place to place. But whatever the
G\1 decides, he should stay consistent to be fair to
everyone.

Often, there's no need to roll dice at aU. Ifsomeone
with a Strength of 10 wants to lug a small TV into the
living room, the GM can rule that action a success
without touching the dice. Actions like this are auto­
matic and don't require a d666 roll - not even to ched:
for the possibility of Intervention. What, he picks up
the nr and the dark forces of the Abyss smile upon
him? This is the Game Masters prerogative, but auto­
matic actions should only be used to speed up pia)', not
to steer the game in any particular direction.

On the other end of the scale, the GM should always
allow someone to attempt something, no maner how
improbable it seems - there's always that chance of
divine or infernal Intervention (see p. 40). If there's
ever a disagreement over whether or not an action
should require a roll, let the players decide - after all,
their characters are the ones who will bum in Hell if
they make the wrong decision.

41
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IDENTIFYING AlrrIFAcrs
Artifacts, except for the oldest and most precious,

rarely look especially unusual. Any ordinary item can
become an artifact, and many do.

Any character except a mundane may recognize an
artifact as an artifact when he first sees it. RolJ against
Perception plus the character's appropriate Forces (Cor­
poreal for a corporeal artifact, and so 011.) Each character
gets another roll, with the same target, on first tQl/elling
the item. The check digit detennines how Illuch is
learned. (Angels who have an arn.mement to create arti­
facts of the same type add 2 to both their Perception and
to the check digit.)

1 - Yep, it's an artifaCt all right.
2 - You know whether it's Corporeal, Ethereal, or

Celestial.
3 - You know the above, and its level, :md the general

nature of the being that created it.
4 - You know the above, and its owner (if its a corpo­

real artifact); or the skiU it contains (for a talisman
containing a common skill); or the Song it contains (for
a relic that contains a commonly-known song); and/or
the fuct that it is a reliqu3l), (if it generates its own
Essence).

5 - You know the above, and the general nature ofwhat
it does, even if it deals with a skill or Song you never
heard of before.

6 - You know who created it and when, and everything
that it does, and the last person who handled it and when.

points to have some object as a cOflXlreal artifuct, versus
picking up the same object at the comer store, is not hav­
ing to worry about where to find one in the first place,
and always knowing where it went if it's lost or stolen.
Only celestials may pay points for corporeal artifacts.
They may be bought at character creation, or (with the
GM's pennission) later ... but to tUIll an ordill<lry item
into an artifact, the owner must spend a b'1'eat deal of
time with it, either making it, or attuning or "bonding"
to it by use. Thus, corporeal artifucts are created only as
a gift from a Superior or by the owner himself.

The character point cost ofa corporeal artifact is equal
to its level as a Resource.

Etberenl Artifncts
Objects Cln have ethereal Resources - skills ~ added to

them; such an object becomes a t/lliSlfIlI1J, an edlereal arti­
fact. The character point cost of an ordinary talisman is
twice its level as a Resource, though many have special
abilities that increase their cost; examples Start on p. 70.

Ethere:ll artifucts enhance one specific skill of the user.
The level of an ethereal artifact is added to the skill roll.
For example, a pistol may be imbued with the Ranged
Weapon (Pistol) skill. It gives its user:l skill bonus when
he tires the gun - if it's a level-3 artifact, it gives a +3.
Each ethereal artifact m:lY enhance only one skill. If the
the user doesn't have dlat skill, he still suffers the defuult
penalty even dlOligh he gets a skill bonus!

Use of ethereal artifacts does not create a f:llse note in
the Symphony, unless Essence is spent to help them.

Celestinl Al1ifildS

These come in two general Cltegories: relics and
reliquaries. The cost of a nonnal celesti:ll artibct is tbm
times its level as a Resource; see the examples on p. 70.

Relics contain SonbTS. Of course, m:lny relics have
arcane or mysterious Songs that can only be used
through the relic, but most relics contain the everyday
Songs whose descriptions start on p. 78.

""'hen someone nies to use a relic, add the relic's level
to his appropriate Forces to get dle target number to use
that Song. For example, a level-3 relic imbued with the
Celestial Song of Healing, used by someone with 3
Celestial Forces, could be used successfully by rolling a 6
or less. You don't have to know that Song, but you do
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have to be able to learn it. So Soldiers can only usc relics
that hold Corpore'll Songs, and mundane humans can't
use relics at all.

The Songs in relics still require Essence to fuel them.
Any relic can hold as much Essence as its level, or as its
Song is capable of using, whichever is lower.

For example, a level-2 relic imbued with the Celestial
Song of Light could hold only 2 Essence. Yes, that Song
can be perfonned with more Essence - bur not by this
relic, because it's only level 2. The same relic, as a level­
4 Resource, could still hold only 3 Essence, since thad;
me 11/ost Essence that can power the Celestial Song of
Light.

"'hen a relic is used, it spends 111/ of it.." Essence per­
fanning its Song. If a relic does not contain enough
Essence to do its job, the holder Illay add Essence of his
own - but, ahrain, only up to the relic's level.

Anyone but a mundane can put his Essence into a relic,
but Essence i.n a relk cannot be removed. It must be
spent powering the relic's Song. See Using Songs, p. 46,
for more infonmltion.

Note that a Relic does not give a bonus of any kind to
someone who already knows its Song, nor can similar
relics be combined for a greater effect. If you know the
Celestial Song of Light at level I, and you ha\'e the relic
described above, you can perfonn the Song yourself, or
you can use the relic, but you cannot combine them.

Reliqullries can generate and store Essence. A reli­
quary's level is the amount of Essence it can store at one
time. Anyone capable of storing Essence may pull
Essence from it or put Essence into it, but he Illust be in
physical cOntact with it. Some reliquaries :Ire attuned to
specific relics, serving as celestial rech'lrgers for these
divine or infernal weapons. And some reliquaries are also
relics - that is, they arc self-powered devices.

Reliquaries typically regenerate a point of Essence
once a day - at sunrise or sunset, depending on whether
mey were created by divine or infcrnal hands.

Roles
Roles represent positions which celestial characters

may hold in human society. They're very useful, since a
celestial's actions in the course of playing out his role may
not unbalance the Symphony as much as they might
ordinarily. Humans don't need roles; thcy're IIh'elldy part
of the worldly Symphony.

Each role is linked to a singlc human vessel (I'. 48).
Only human vessels can possess roles. An animal could
not take a role in human society!

Note that anyone could (for instance) impersonate a
policeman as part of his celestial mission. That costs no
points. But if you buy the Role of a policeman, there will
be a coffee-cup at the station house with your n:Ul1C on

STATUS
From the celestial viewpoint, the comple..'< web of mor~

tal society can be reduced to six status levels. None of
these levels is intrinsically more worthy than any other,
but they vary in their ability to affect the corporeal world.

Every role in society has one of these status levels.
When choosing a status for a role, a servant, or a human
character, use these guidelines:

1- Unskilled laborer Ganitor, ditchdigger).
2 - Skilled laborer (truck driver, electrician, cook) or stu­

dent.
3 - \Vhite-collar worker (account.1nt, middle manager).

This is a generic upper-mjddle-class social level.
4 - Successful creative worker (graphic designer, chef).
5 - Professional (airline pilot, engineer, college professor,

state politician).
6 - Wealthy professional (doctor, top executive, national

politician) or anyone at all who is "filthy rich."

Cost lind Efficr ofStiltIts
For a human being, Status costs 2 cha.r::aCter points per

Icvel, but level I is free. So Status 4 would cost 6 points.
For a celestial, Status is merely part of a Role, and

affects the cost of that Role.
Each level of Status h';ves +I on a reaction roll (see p.

44).
The player or GM should include Status level in the

character story, and make sure the character has skills to
support it.

it, and no amount of "checking up" will reveal you to be
anything but a real cop. You lire a real cop.

The cost ofa Role depends on itsstlltllS and its level (see
below). Multiply status by level, and divide the result by
two. So, for instance, a Status 4 role, at Level 6, costs 12
points.

Roles can only be bought outright at character cre­
ation. After that, the player must both spend the required
character points for a desired Role IIlId earn it in the
course of the campaign.

Role Levels
The level of a Role detennines how finnly it is worked

in to the Symphony. A level-I Role is fairly sketchy ...
the "person" will be recogn.ized by those around him, but
could vanish without being missed. At level 6, the Role is
as finnly knit to the Symphony as any real mortal life.

The higher a Role's level, the more famous that Role 43
elm be, and the more Status it eRn have. If you want a )
worldly identity as a cardinal, a movie star, a Nobel win- ""
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REACTION ROLIB
VVhen the GM hasn't already decided what a 000­

player character's reaction to a PC will be, a reaction roll
is a nice random way to paint the initial introductions. A
reaction roll detennines the NPC's initial response to the
character. This adds flavor to the game, and helps set the
mood.

The GM makes all reaction rolls. The t:lrget of a reac­
tion roll is always 6, pillS the Status (p. 43) and Charisma,
if any (p. 48) of the PC or his physical vessel. However,
the Fast-l1alk skill can be substituted for 3 "namml" reac­
tion roll. The GM may allow other skills to be
substituted as well, such as Seduction to talk your way out
of a traffic ticket.

The GM can modify the roll according to the NPC's
personality, the situation, and the roleplaying approach
the PC takes.

GMs - again - don't let dice rolls get in the way of the
action. \-\'hen an NPC needs to react in a certain fashion
to further the plot, he does. Reaction rolls are a tool for
quick improvisation.

On a Successful RoU's Check Digit, the NPC ...
I ... .is mostly apathetic, but will grant any requests that

don't inconvenience him.
2 ....is friendly and wiJl grant any requests that won't get

him in trouble.
3 ....is very friendly, might offer suggestions, and might

even bend the rules a bit.
4 ....as above, and would use his influence on the PC's

behalf if they need help from someone else he knows.
5 ....as above, and will continue looking out for their best

interests even in their absence.
6 ....as above; would do almost anything the PCS ask, and

tries to think of more ways to help.

On a Failed RoU's Check Digit, the NPC ...
I ....shows obvious distaste for the PCs, but may be con-

vinced to aid them through inaction.
2 doesn't like the PCS, but may accept a bribe.
3 doesn't like the PCS, and won't deal with them.
4 really doesn't like the PCs, and will work against

them.
5 will betray the PCS to their enemies.
6 .is direcdy opposed to the PCS and will oppose them

directly, by whatever means are convenient.

soccer mom or IRS auditor. But it's important to note
that these salt-of-the-earth roles can be taken at any
level! Taking a janitor role at level 6 does not make you a
world-famous sanitation engineer. It just means your jan­
itor is as "real" a person as any celestial can ever be.

Mnilltnining a Role
Players should develop their Roles as much as possible,

tying them into the campaign. Roles should be used both
to carry out the missions assigned by Superiors and to
further the cause of good or evil in everyday life.

They can even create pictures, press releases and news.­
paper articles about their exploits. The more creativity
the player shows, the more character points he should
earn at the end of a session.

If the GM feels that the Role is not being maintained,
things done in the name of the Role (see below) do affect
the Symphony. And the Resource level of a Role may
never be increased unless it has been weU-roleplayed!

Using Roles
Men a Celestial performs an action which would nor­

mally upset the balance of the Symphony (see Perceiving
the Symphony, p. 54), the GM may roll against the level of
the character's Role plus his Corporeal Forces, if a case
could be made for the action occurring "in the line of
duty." [f the roll is successful, then the celestial's Role has
successfully masked his meddling from the attention of
other divine or infernal forces.

For example, an angel who holds a Role as a private
detective is staking out a Soldier ofHell, and is seen. The
drunken Soldier gives chase, and shortly dies in a fiery
car crash. Nonnally, this would send out all sorts of rip­
ples through the Symphony, since it wasn't supposed to
happen: 2 Corporeal Forces in that human, +10 because
a hurnan died, plus (the GM decides) enough collateral
damage to bring the total to a "false note" with a strength
of20!

But since that could have happened to any private
detective hired to watch that man, the GM rules that the
angel's role might mask his actions. He has 2 Corporeal
Forces and a level-4 Role, so he must roll a 6 or less. The
player rolls a 5 - success! His actions go UImoticed by the
celestial community at large. Had the angel decided to
kill the Soldier, unprovoked, that wouldn't fit the role of
an ordinary detective, and he couldn't rely on the power
of his role to muffle the resulting chaos.

44
ner or an NFL quarterback, take it at level 6. A space­
shuttle pilot, TV starlet or big-city mayor had better be
Level 5 at least.

Level I is suited only for the most anonymous, faccless
roles, requiring little attention ... just another janitor,

AJso, a Role includes the skill of Knowledge [How to
be a (whatever)], at a level equal to its Resource level.
Therefore, the GM may roll the level of a character~

Role, plus either his Intelligence or an appropriate skill,
to see if he knows anything useful about a relevant issue.
The check digit indicates how much he knows.

PLAYING THE GAME



Servants
Celestials serve their Superiors, but they may have ser­

vants of their own - humans, animals or spirilS who will
(sometimes) help them out. The player ofa celestial with
a servant should come up with a story explaining how he
acquired his helper. The relation between celesrials and
their servants can make a nice subplot in an advenrure,
and the GM should reward players who excel at role­
playing the dynamic between a character and his servant,
by granting character points to the servant.

A servant will need his own character sheet, because
he's created by the standard character creation process. If
a servant works Out well and takes on a personality of its
own, you might consider giving the character to a friend
as an intnxluetion to the game!

The coSt of a servant depends on his Resource level
(which affectS the chance he'll follow dangerous or offen­
sive orders, as described below) and how powerful he is
(his Class). Multiply the servant's Class by his level as a
resource, and divide by 2, to get his character point cost.
Round up to the next full point.

You will not be able to create an angel or demon, or a
dragon, or the President of the United St:l.tes, as a servant
to a beginning character. That's intentional. If you want
more, it's up to you to sing it out of the Symphony.

Classes of servant available to a beginning character
include:
I-A Zombi (p. 193) of4 Forces, or an ordinary animal

of4 forces or fewer (see p. 191), loyal to the PC and fol­
lowing orders as it understands them. The GM need not
allow an animal (or even a Zombi) to be as SIllart as
Lassie.

2 - A Reliever, Imp or Gremlin (p. 192) with 4 Forces.
3 - As above, but a Familiar, with the extra Familiar

powers described on p. 192, or a human with 4 Forces.
4- A human being with 5 Forces, ora vampire (p. 193).
5 -A Soldier (see p. 190), or undead (see p. 193), with

6 Forces ... or a human with 5 Forces, created with 20
rxtra character points for skills, St:l.tus, Charisma, etc.

6 - An experienced Soldier or Undead, with 7 Forces.

Chrwilling Servants
A servant's Resource level reflects how much control

his maSter has over him. \¥hen the master asks him to
do something that he doesn't want to do, roll against the
servant's \NiH, minus his Resource kvel, to see if he com­
plies. A servant's \NiH may be modified by the GM in
exrreme cirCWll$t:l.nces - the more dangerous or offen­
sive the deed, the higher the modifier - but not more
than doubled for anyone roll. If a servant successfully
resists, his maSter cannOt try again for 10 minutes, minus
the servant's Resource level.

Example: Mmio, n priest, serves the demon B1'Ilxiolls.
Braxious wants his servant to 'mix a little blood in with the
sacralllt!1ltnl wine, which Father Mario is loath to do. The ser­
vant's Will is 4, aud as this is the most offt!1lsive thing Brox
has ever asked the padre to do, the GM douhles it. Luckilyfor
Broxious, his player shelled out the points to blly tbe priest as
a Se17)(trIt at level 5f To resist the demon's demand, Father
Mario must ,'Oil a 3 or less (which is bis Will doubled, mimlS
his level as a Resource). The GM tries the roll - (md fails.
Glumly, knowing he's digging himselfa deeper pit in Hell, the
priest sets about his dnrk work.

Losing and Replncing Servants
The character points spent on a servant can be consid­

ered as the cost of your Superior's pennission to have a
servant. If you lose a servant, you may St:l.rt the next
ndvt!1lturt: (not just the next game session) with another
one of the same value. Your Superior, or the GM, may
send help more quickly if you seem to be deserving - or
deny you a replacement if you lost the original foolishly.
Acquisition of a new human selVant must be roleplayed.

Exception: If your servant is turned against you by the
foe, you may deal with the problem yourself and imme­
diately recruit a replacement (again, roleplay it!) as
Nicole did in "A Bright Dream."

Skills
Through talent and perseverance, people can get

really good at some things, such as running, driving and 45
beating people into bloody pulps. These learned abili-
ties, unlike Songs, work within the Symphony - immune

PLAYING THE GAME



USING EssENCE TO IMPROVE LUCK

Even if a task seems hopeless, characters have onc
other oprion: spend Essence. the energy of the universe
itself. Every point of Essence spent before the roll raises
the target by I, improving the chances.

Even mortals can do this, though it is nonnally uncon­
scious. \-\'hen a mundane 1-rolly WIJIlfS to do something,
he (IIIt01lu'ticlll/y spends any Essence he has, ,,/I (/1 Ql1«, to
help himself. The GM will decide when this happens.

A hwnan Soldier or undead leams how to spend
Essence a point at a time, at will. Most spirits, and aU
angels and demons, can also control their Essence use.

\ Vhen a et/minl spends Essence to improve a roU,
something "otherworldly" occurs. It might be a flash of
diabolical flame, the distant ringing ofchurch bells, or an
overpowering smell of incense. The GM decides on the

effect, but inevitably some obvious, strange circumstance
accompanies the expendirure of Essence to affect a roll.
This is often a mundane's first hint that hjs companions
are othenvoridly.

For exumpk: George needs to get post the password 011

SQ1lucme's computer. S;lIet ht d«m't have the Computer Optr­
at;on skill, whicb has a default of-J, and bis Imelligmet is 7,
he has to roll a 4 ()1' less to stlereed" Hilt this is vital. George
spends 3 poi11ts offuse11ce - nil be btls - to mise bis tIIrget 1Jl/lJI­

be7' to 7 ... l"Olls, flnd stleretlls! 70 rbe obsen;m, he appears to
touch the armputer's71Ionitur;fur (t 711Oftlrot one oftbt1n thinks
be hears the srnmJ ofa thousand Chm,bs singing in htmllo'I]'
10m the .round is gone, (/nd ht's through the mllchille's stefl­

rif].
Nonnally, this special effect will be noticed only by

those who are actually present. But celestials can detect
Essence expendirure from further off (see p. 54).

Skill Drfnllits
Sometimes a character is forced to oy a skill he

doesn't know. The roll is still based on that skill's petti-

from celestial sensing - and do not require Essence to
perfoml. Humans can become the equal of angels and
demons in some ways by pun::hasing sleiUs to counterbal­
ance their low characteristics.

Each level of a skill cosrs I character point.

Using Skills
A skill's level detemlines the user's chance of perfoml­

ing it correctly. Irs check digit indicatess the user's degree
of success or fuilure. A list of basic skills starts on p. 73.

Each skill works with (and adds to) a particular char­
acteristic, as shown in irs description. The target
number for a skill roll is equal to the user's skill level plus
his level in that characteristic, modified at the GM's dis­
cretion by the action's difficulty.

Example: Plml's Soldier ofGOII lloem't wilke it olltside the
building before the dmum neals II hom from tbe tfrxk Imd
atumpts to escnpe. Pal//'s skilJ 11:ith a SmalJ Wtap(m is 4. The
S11UJ1J Wtopon skill works rrith tbt PncisiOIl chnradl'ristic.
Wirb a Pr«ision ofZ, Paul needs a 6 ur less to~ the fleeing
Diobo!ical. He rolls a J, a J and (1 2 -.ro he bits, alld pops the
tinnon's naked blKk fur 2 poinIJ ofdamage as he flees.

Allother Example: Afte7' eSCilpillg the building, Myno­
fi-;gith finds that his motorcycle bas been sIIbotflge(/. He IJ/ls
an E'Jginurillg skill ofJ and a Precision of6. 10 successfully
get his bike nmning beforr. the skinheads realiz~ he escaJnd
the trap upstairs, he'lJ lleed to rolJ a 9 or Ius. He rolls a 3, a
1 and a 5. The SInIl ofthe first r<lJO diu is only 4, .ro with a
check digit of 5 (a great fU«ess!) he scruches off imo tbe
darknus befort Dav;d's amlY enn close on him.

46
PLAYING THE GAME

nent characteristic, but instead of adding a skill level to
the characteristic, mbtrad the amount listed as the skill's
"Defuult." This represents the difficulty of perfonning
that skill ",~thout training.

Only skills may be rolled for at defuult.
Exomp/e: Paul's sbot knocked tbe fleeing fimd i1110 the

wnW: Ul1fi»twllltely, he neve,. stlldietl Swimming in IIe7110n
seboo/. The dNllon 's Ag;lity is 7, and the (Iefimlt fur the Sw;m­
ming skill is -2, S() he'J/need a 5 (7-2) to stay ajkJnt. He roJJs
a 3, a J and a 4; be Sll«udr ill dog fNJdJling, and be CilII cbug
;11 all] dincti011 fur 4 milllltes (the check digit) beforr he 1I1USl
make another default skill roll ... provided POIII'S mxJvtr
doesr' 't do him in fim.

Songs
Songs are complicated themes that <''3n change the

Symphony - miracles on call, fueled by Essence. They
affect the Symphony directly, with effects ranging from
the sublime to the rnnmstic.

Songs cost I character point per level. Unless specified
otherwise, any celestial can learn any Song.

Using Song;
Son!,"S require Essence to perfonll. In general, the

more Essence spent perfonlling a Song, the more
incredible its effects. If thc d666 roll fails, the Essence is
still spent! It's sometimes prudent to spend extra Essence
to improve your chances ofsuccess (see box abovc).

'When a character invokes a Song, hjs target number is
the level of the Song plus the number of Forces of that
type he has.

EXlmlple: }ollh· trying to possess 11 bUl111J11. Possession is (111

Ethe7T!tll Song tbllt yOIi JaJow at lroel Z. With 4 Etherta/
FOlUS, YO"111I1St roll no higher thml a 6 (4+2) to SlImed. YOII
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five minutes: +3
A full hour: +4

Peifarmollce - "Hail Mary!"
The physical ritual ofperfonning a Song, and the time

it takes, depend on the level at which that Song is known.
At levell, a Song takes requires both hand motions

and vocal perfoonance. VVith 3 successful perfonnance,
the Song will take effect that rowld. If the user is g:Igged
or bound, he won't be able to perfoml a level-l Song.
GMs may impose a difficulty modifier when a caster is
only partially incapacitated.

At level 2, the Song still requires either physical or ver­
bal riruals, but not bodl. It takes effect dle same round.

At levels 3 and 4, the Song will take effect the same
round as the gesture or spoken invocation, or on the fol­
lowing rowld with only a mental invocation.

At levels 5 and 6, the perfonner may execute the Song
mentally, without gesrure or spoken invocation, and it
takes effect instandy.

Relics follow the same rules. For example, a level-2
relic would require its user to make some kind of physi­
calor verbal invocation.

wki11g Extra Time
E.ven a poorly-known Song will have a better chance of

success if the user takes extr'".l time to prepare and per­
fonn it, without interruption and with both audible song
and physical motion.

1\vo extra rounds: + I
One extra minute: +2

mil n 3, tl 2, and n 5, Sllccessful/y controlling the vessel ofyour
victimfar 5IJQl/17,. (tbe 1"eslllt. ofthe check digit).

Success, Faillire and the Check Digit
If a song fails, the only effect is that the Essence is lost.

If it succeeds, something happens ... the degree of suc­
cess is detennincd by the check digit. Most Songs give
specific directions on interpreting the check digit.

If you know two Songs of a given type (e.g., both the
Celestial and Ethereal Songs of Healing) your check
digit is improved by I when you succeed with either one.
If you know all three Songs of a given type, your check
digit gets a +2 on any success.

Controlli11g and Ctmcelling Songs
While the check digit (in most cases) defines the dura­

tion of a Song's effects, the pcrfomler may choose to
limit its scope. For example, if the Song is described as
lasting over an hour, the user (at the time he invokes the
Song) may choose to limit its effects to minutes or sec­
onds, depending on the outcome desired. This does not
strengthen the Song's effects.

Unless specified in a Song's description, the perfonner
may cancel it at any time, just by a VViII roll. This does
not undo any effects, such as damage, it has already
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CELEsTIAL VESSElS
A celestial's vessel looks like a normal body, but

it isn't. It does not need to eat, drink. sleep, or
bother with similar basic human concerns, though
it can do all these things if its owner wishes. It
does not suffer from age, though its owner can
elect to have the vessel appear to age at a nomlal
human rate in order to maintain a Role. Ce1estials
who know the Celestial Song of Entropy (p. 80)
can make their vessels seem older or younger at
will. In addition, vessels inhabited by celestials
heal more quickly than ordinary mortal bodies;
see p. 62.

A vessel does breathe, though ... it is, after aH,
still physical flesh, and it must be nourished some­
how. Thus, a vessel is nonnaUy susceptible to
drowning, tear gas and vacuum. Also, celestially­
generated vessels have navels. You don't think
they'd overlook that, do you?

The strength of a vessel is detennined by the
Strength characteristic of the celestial. A
Strength.S celestial in a little-girl body can out­
wrestle a Strength-4 celestial in a bruiser's body.
Likewise, its "dexterity" is governed by the celes­
tial's Agility, its IQ by his Intelligence, and its
senses by his Perception.

Kyriotates and Shcdim use their own Strength
and Agility, not that of whatever host they happen
to inhabit; thus, the host may show incredible
physical strength while possessed. Similarly, the
host vessel of a Kyriotate or a Shedite will not
require basic hWl1an maintenance (eating, sleep­
ing, etc.) while it's possessed by the celestial.

Vessels in animal shape look like nonnal ani­
mals, but they have been modified so they can talk
- after all, the celestial may need to communicate!

caused. The display of power will subside almost
instantly (in I round, which is roughly 5 seconds).

Lea771;ng M:w Sonp;
After character creation, a character may only learn a

new Song if he can convince his Archangel or Demon
Prince that he needs it. (A Soldier cannot ask directly, but
may communicate though his celestial contact.) Some
Superiors are more generous than others, and the GM
may always limit availability of a Song for dramatic
effect. However, no pennission is needed to improve a
Song that is already known.

The point cost of the new or improved Song must be
spent between sessions (some practice is required).

Vessels
A vessel is the fonn a celestial wears in the corporeal

world. A typical vessel is human, but angels and demons
may create animal vessels to inhabit as well, and the ser­
vants of some Archangels and Demon Princes have the
ability to fornl vessels out of plants, rocks or even pure
energy. Shedinl and Kyriotates cannot create vessels at
all, unless a special attunement from their Superiors
allows it - they possess existing morral bodies instead.

Some celestials don't spend much on a body- after all,
it's just for getting around in. Others might own several
strong or attractive vessels, for whatever reason.

Vessels are Resources, costing 3 points per level, plus
any Charisma you choose to add (see below). Animal ves­
sels are also available; see p. 191 for a few examples. The
higher the level of a vessel, the more physical damage it
can take. See Combat and Healing, p. 61.

A celestial's human vessel may have a Role (p. 43)
attached, but that is not necessary. If a vessel is "killed" in
public, its Role is lost; that "person" is dead. If a celestial
can conceal the loss of his vessel from mundane society,
and replace it quickly with one that looks identical, he
need not buy the Role again. He will have to explain
where he was, if he vanished for very long~

Human characters, of course, get a body for free - as
do all creatures born into the corporeal world. The level
of this "vessel" equals the human's Corporeal Forces.
Extra character points may be spent at creation to
increase its level, making the hunlan body tougher, or to
add Charistpa.

Charisma
"Charisma" is the catch-all teml for any vessel quality

that generally affects reactions. If you want your human
character, or your corporeal vessel, to get a better reac­
tion from most people, buy some Charisma and describe
it in your character story.

You may take up to 3 levels of Charisma, costing 2
character points each. Each level of Charisma gives you



+1on most reaction rolls. (The GM, as part of his story,
can always say that a particular person isn't impressed by
you, or is especially impressed. It should even out.)

Charisma could come from any combination of great
looks, winning personality, blatant sex appeal (if it only
affects one sex, pay J point per level), an appearance that
commands respect (schoolteacher, priest, mastcr­
sergeant, Genuan shepherd), an appearance that inspires
protective instinct<; (cute kid, fat little puppy), obvious
power (but Status, p. 43, is different, and only applies to
mortals and Roles) ... and, of course, fame!

You may also take one or two levels of negative
charisma, each of which gives you 2 character points, for
ugliness, bad breath, or whatever. If the body with nega­
tive charisma is just a vessel, these points may only be
spent to improve that vessel's level or its Role.

Cbanging Between Vessels
Celestials may buy more than one corporeal vessel,

though only one can be worn at a time. Nonmlly, when
a character is using one vessel, the others have onJy
potential existence; they are "alternate fonns" he may
take, rather than separate bodies that exist at the same
time. There are exceptions, of course. Kyriotates (p. 101)
may occupy many hosts at once, and some artifacts (p.
70) let a spare vessel maintain a corporeal existence till it
is needed.

To switch forms, simply spend a point of Essence. The
celestial seems to shift and change shape over a period of
one rowld, taking the new form. The new vessel may act
on the next round.

Discord
Sometimes there are flaws in the way a being interacts

with the Symphony. These flaws manifest as Discord - a
fingernail across that great chalkooard in the sky. Dis­
cord can gready affect a person's attitude and ability.

Discord is also treated as a Resource - a negative one.
Like other Resources, Discord can be oought in levels
from 1 to 6 unless otherwise noted. Types of Discord are
described beginning on p. 85.

Every level of Discord taken during character creation
gives 3 character points to spend elsewhere. Also, 3 notes
of dissonance (p. 57) can be converted at any time into 1
level of Discord, chosen by the GM. Discord cannot be
converted back into dissonance, or disposed of in any
way except the gracious intervention of 3 Superior.

Carporeal Disrord
Corporeal Discord affect<; the sufferer physically. Some

of its manifestations reduce his characteristics, though
never below I. Others merely affect other people's reac­
tion rolls toward him. The GM may reduce any human

reaction roll (see p. 44) toward the afflicted character by
the level of the Corporeal Discord. Double this for
angels. Ignore it for demons; they don't react to the visi­
ble signs of corporeal discord. Some Corporeal Discord
can be hidden temporariJy, at the GM's discretion.

Ethereal Discard
Ethereal Discord causes emotional urges - such as

anger, fear or paranoia - which can be suppressed. A suc­
cessful Will roU, minus the level of the Discord, can
temporarily push away the effects of the affliction. The
check digit of the roll tells the GM how many hours the
character suppresses his Discord. The check digit of an
unsuccessful roll, plus the level of the Discord, is the
number of minutes the aftlicted person gives in to his
feelings.

Example: An Angry demon is trying to talk his way back­
stage at a ameen. His Will is 6, and he has 3 levels ofAnger
- he must roll a 3 or less to suppress hisleeling;. He rolls a 5,
with a check digit of 4 - his Anger Cfmtrols him. With his
Strength ofJ 0, the dt!1l1on picks up the bouncer and (assuming
the bouncer fails his Stnmgth roll) tosses him aside. The GM
notes that the dmum wiIJ stump around in angerfor the next
7 (check digit of 4, plus 3 lroels ofAnger) minuus ofgame
time.

Depending on a celestial's Choir or Band, certain
fonus of Ethereal Discord (see the descriptions, starting
on p. 87) ,...iII count toward his dissonance total when
making a dissonance roll (see p. 57).

Celestial Discord
Celestial Discord is like Ethereal Discord in that it can

generally be suppressed. However, characters with
Celestial Discord have other problems - see The Effects of
Discord, p. 60.

A Divine Example: Carin, playing our Malakim st!1iJant
ofMichael, has 36 poims to spelld 011 Resources. After exami1/­
ing a few of her options, she decides to purchase a .44 as Q

Corporeal Artifact at lroel I (I poi1lt;, so she won't htroe to
wurry about tracking olle duum whm she needs it. Tbf!1l she
buys the Ranged J#apon skiIJ at lroel3 (3 points) and one of
Michael's Servit01' Attullemmts, Proficiency (10 points),
toward using her weapon. With her Precision of6, she'll htroe
to rol/ (l 9 or lower to use her pirtol- which is pretty good. And
ifshe makes her Precision roll toward invoking her Projicif!1lC]
aff:1mt!1l1ent after firing her gun, she stands a chance ofmm­
blitlg the damage it does!

Cominuillg to bulk up ha' ability to make thing; get alit of
her way, Carin takes the Song ofThmlda'at level 4 (4 points),
the Celestial S01lg of Light at lroel 6 (6 points) and, just in
case, the Corporeal Song ofHealing at lroel 2 (2 points). She
doem't know tbe Song ofHealing very well (she'll hove to roll
a 5 or luwa' to successfully per[onn it), but checking the chart 49
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Regaining Essence
Angels gcnerate 1 point of Essence every moming at

sunrise. Demons and the undead are given 1 point of
Essence every evening at sunset. Spirits (pp. 52, 190)
regain 1 point of Essence a day, at sunrise for angelic
spirits, sunset for demonic ones and midnight for others.

Soldiers, humans and other corporeal animals genernte
I Essence at noon, and can earn extrn Essence by using
their greatest gift. In game tenns, a human can, once 3

day, gain 1 point of Essence by succeeding at a skill roll
with a skill known at level 6. (Bur few humans know how
to 1/se their Essence skillfully - see p. 46.)

Celestial Discord, especially a Need, m,ly interfere
with natural Essence regeneration; see p. 60.

EsSENCE
Essence makes the world go 'round -literally. It is the

energy of the universe, the backbeat of the Symphony.
Essence can be used for any number of things, from fuel­
ing a Song to temporarily increasing a skill. Players
should be careful when spending Essence: just as a
human can hear a gunshot, or smell that a candles been
extinh'1.1ished in an empty room, other angels and dcmons
can tell when Essence has been spent. The game
mechanics for this are on p. 54.

A character may never hold more Essence than the
total of his Forces. For example, a beginning PC angel is
composed of 9 Forces and can.not hold more than 9
points of Essence. [f someone tries to absorb more
Essence than he has the capacity for, it merely spills back
out and retums to the Symphony.

Celestials may freely give Essence to one another. It's
the celestial currency. \Nhen someone does you a favor,
the "thank you" sounds so much more sincere when it
comes with a bit of Essence. However, under nonnal cir­
cumstances, characters cannot combine their Essence.
YOll can give someone else your Essence, but you can't
spend yours at the samc time he spends his in order to
increase the effect, nor can you pour your Essence into
him at the same time he spends his own. It just doesn't
work. 1\'10 characters with 9 Essence each cannot spend
it al1at once in a combined effort of 18 Essence.

Reliquaries (see pp. 43, 70) are arrifuets which generate
and hold Essence; they arc much in demand. Reliquaries
have a limit on the amount of Essence they can contain,
and no nonnal reliquary ever has a limit higher than 6.
Someone holding a reliquary lllay spend its Essence as
though it was his own. So a starting charactcr with 9
Forces, full of Essence and holding a full Reliquary/6,
could spend 15 Essence all at once if necessary!

8n BEm~ CELE3T'ILiL011 p. 47, Carin notices that ifshe takes he7" time lindgives ber­
selfhilI[111/ hom; sbe (fill mise that by 2 - flnd ifshe takes (111

bOllr with it, she (1111 il1oY!ose it by 3.
With 10 points left to go, slle puts 6 Mints iI/to (llevcl~2

Hllman vessel, ami spends tbe rest 011 the Dodge skill.
A DifJboJical Example: Mnttbw hIlS 24 points to spe'nd 011

Resources, pills 10 po;'I!S ofnddltimlnl supe171fltuml pawm1m'
being lI1Jltnml1y. Bum lUltlIral1y ;1110 the corporeal world, be
gets n free hmmm vessel equal to his Cmporenl Porces. He pllts
4 points {rrward CbnrislJIll, getting It +2.

He decides to ttrke the Mechanic skill lit Iroel4 (4 poillts), lIS

well as make bimself{( skilletJ 'nlm'f1" with II StlltUS oflevel 2
(3 points). Tlml he rakes Dodge/4 (4 points), to give bim all

even cbanee of getting all! of the way, Ilnd Figbtillg13 (3
points), for when he am't. Looking at S1Ipemntuml puwen, be
puts 6 points ill 77.mgueI6, giving bim a good chfl1lCe to freak
people Ollt (Agility of 5, pIllS Figbtillg of3, pIllS 'Tongue of 5
eqllltls /31). Tben be drops 10 poiJlts 011 Songs of HenHng
(CmporenI15, CelestinI15), since ifbe dies be's detld far good!

Lookil1g (It rbe desmptioll of1!1ummies 011 p. J93, he 1/otices
that be Cl/1I spend 3points on II special rite wbicb will allQW him
to regenerate 1m extra point of Essence each doy. Reflecting
upon the 11Ilture ofhis Sliperi01; and with the GM's appmval,
Matthew decides his cbn1"fleter may net ns a pltllbetm!!' for fl11
extra point ofEssellce. He'll spentl a lot oftime hanging 01lt in
chmr:bes, very charitably offering to help om tit poorly-'ltltnded
funerals.
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Rites
There are other ways to regencmtc Essence. An angel

or demon working directly for a vVord-bound celestial
can always resort to one of his Superior's Rites, privileged
memods of Essence regeneration - see pp. 109, 157.
These methods usually reflect the Superior's sphere of
influence. For example, the servants of Dominic, the
Archangel ofJustice, rCg<lin Essence by bringing people
to justice; the crearurcs of Belial, Demon Prince of Fire,
regenerate Essence by imlllol::lting their victims; and
players whose characters work for Kobal, Demon Prince
of Dark Humor, can regain Essence by making the GM
laugh!

Outcasts and Renegades lose access to any Rites except
those they might have had for their own Vlords (and it is
rnrc for a Word-bound celestial to Str.ly that far).

THE THREE REALMs
The Symphony has three levels of reality: the CmpQreal

(Earth), the Et/m·eal (the Marches, containing the
dreamlands, pagan gods and creatures of myth) and the
Celestial (l-leaven and Hell). Each realm must be handled
differently from the others, requiri.ng a celestial to garb
his Forces in different fonns.

The Ethereal - The Marches
The mythic dreamlands of the Marches are the echoes

of the Symphony, its haunting reverberations. They're
still a vi!:.11 part of\Vhat Is, yet very different in tone and
texntre from the corporeal realm. The ethereal world is
composed of a near-infinite number ofhalf-realities, sep­
arating the corporeal from the celestial.

Theoretically, the Marches are divided between the
lands of Blandine (the Archangel of Dreams) and Beleth
(the Demon Princess of Fear). But tlle etllereal realm
stretches far beyond the areas which either Beleth or
Blandine control. There arc some dreamscapes angels
never tread, where the remnants of myth still wander
freely.

The Marches are home to many different kinds ofspir­
its, including the souls of those whose bodies died but
whose minds chose to keep dreaming. But the natives are
oumumbered by the nightly visitors. \Vhen you dream,
you go to the Marches.

Entn-ing (be Mm,bes
\rVhen humans sleep, their minds enter the Marches.

Everyone has his own drcamsClpe, drifting through the
Marches. The SOrt of dreams a person has depends on
which side of the Marches his mind travels through. If a
person had a good day or otherwise went to bed with a
feeling of hope for tomorrow (GM's decision), he begins
his evenings jOllnley on Blandines side of the Marches,
amidst fanciful visions of hope and peace. Someone who
had a bad day, or went to bed with feelings of trepidation
or fear, begins his evening on Beleth's side of the
Marches, and his dreamscape fills with shocking visions
of horror and despair. Once in Blandine's realm, a
dreamscape Cln be reached and affected by her angels.
Likewise, Beleth's demons can reach and affect the
dreamscapes which drift through her domain. Daring
angels and demons cross the invisible (and, some say,
nonexistent) line that divides tlleir mistresses'lands, hop­
ing to help or hano the dreamers.

\rVhile a human is awake, his dreamscape cannot be
found. If he awakens while visitors are present in his
dreamscape, they awaken as well (or are otherwise
ejected). \.yhen a human dies, his dreamscape vanishes _
though perhaps Blandine and Beleth can still find it.

The Corporeal - Earth
To manifest on Earth, a character must have a vessel.

Earthly creatures, such as humans, don't have to worry
about this - they're bom into vessels and spend their lives
tJ"3ppcd in them. But angels and demons must spend
character points to buy a vessel before beginning their
service on Earth.

The default In NQmine game should begin on Earth,
with characters in their corporeal vessels.

Dream to Nightmare to Dream
Skill rolls may be required in dreams - for example, a

dreamer might "see" a charging rhino, and attempt a
Dodge roll. If a dreamer on Blandines side of the
Marches fails a skill roll in a dream with a check digit of
6, he is instantly transported to Beletll's side of dle
Marches, along with any visitors to his dreamworld - his
dream has become a nightmare. If a dreamer on Beletll's
side of the Marches succeeds in a skill roll with a check 51
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digit of 6, he is instantly transported to Blandine's side of
the Marches; his lughnnare becomes, for the moment, a
peaceful dream.

GMs may allow a human's dreaming activities to influ­
ence his overall emotional state. Someone who ended his
evening of dreaming on Blandine's side of the Marches
will be pleasant and hopeful the following day. If he

ended his dreaming on Helem's side of the Marches, he'll
be apprehensive and generally weary until he gers a good
night's sleep.

Celestials il1 the MIl1"cbes
Angels and demons, wilike humans, do not have their

own dreamscapes. \¥hen they fall asleep (a Will roll is
required; if it fails, wait a half-houT and tty again) they
walk the overarching dreamscape of either Heleth or
Blandine's March, surrounded by pools ofwater, floating
mirrors, translucent spheres and other objects represem·
ing humans' personal dream worlds. They may observe
the dreamSCIpes of actively-dreaming hwnans, but may
nor affect them. Only the Songs of Dreams and various
attunements granted to Servitors of Blandine and Belem
allow a celestial to interact with a person in his dream­
scape. Waking up merely requires another \rVill roll.

If a nonhuman enrers the Marches through the mind
of a human dreamer, his corporeal vessel (if he was cor­
poreal at the time) will remain asleep until his rerum.
VYhile in the Marches, if something happens to a non­
human's vessel he will awaken immediately.

If he enters the Marches some other way (such as
through the temple of an ethereal spirit; see below), his
physical vessel will van.ish, forcing him to find a direct
route back to Earth before manifesting again.

The towers of Beleth and Blandine each contain many
exits into the Marches. VYhen an angel or a demon passes
through such a door, his celestial fonn vanishes, reap­
pearing when he rerums to the Tower. There's no such
thing as an "ethereal fonn." VYhile cruising the Marches,
most visitors look like the last physical vessels they inhab­
ited, whatever they were.

Unless he serves Beleth or ·Blandine, a character will
rarely have calise to be ethereal- most of the action in In
Nomine takes place in the corporeal realm.

A mortal's dreams may give a celestial insight into his
character, at the GM's discretion.

Elbertal Spirits
Beyond the realms of Dream and Nighonare lie

stranger lands. Here wait various pantheons of gods and
goddesses, created through the power of humanity's col­
lective dreams and nightmares. Uriel, the Archangel of
Purity, was recalled to the higher planes of Heaven
almost 1,500 years ago for slaying aU of Earth's creatures
of myth, as well as "purifying" most of Blandines side of
the ethereal realm. Beleth offered refuge to many, boch
in hopes of recruiting the more nighbnarish of the old
gods, and just (0 vex Uriel. Some of the survivors nOll'

make their home in Beleth's realm and aid her demons,
while others have fled to the Far Marches and are rarely
seen.
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Celestinl Forms 011 Etmb
But even in the corporeal realm of Earn, an angel or

demon will occasionally need to assume his celestial fonn
- as a precursor to an attempt to visit the celestial realm,
or for some other reason.

Celestial fonns are not made of corporeal matter. A
being in celestial fonn continues to see, hear and smell
the corporeal world around him, but he is insubstantial
and unaffected by gravity. He cannot touch anything, nor
can he be struck by physical weapons, or damaged by any
earthly force. He may fly and pass through solid objects
- his speed is (perception x 6) yards per round. He may
also engage in celestial combat - see p. 64.

ascends to the celestial plane within a minute of another
character, st.1rting within his Celestial Forces in yards
from where that character ascended, may choose to "fol­
low." \iVith a successful Perception roll - after making
the Will roll to ascend - the follower will manifest in the
celestial realm near the person he followed. Of course,
this will not let demons ascend to Heaven, though angels
may travel to Hell if they follow a demon.

Retunll'lIg fI) the Corpm-eal Plane
Returning to the corporeal plane normally takes no

time, Essence, or Will rolls. W'hen a celestial returns to
Earth, he reappears near the place he left it, unJess his
Superior sends him somewhere else, or he is accompany­
ing someone else to the place tbey left from.

The celestial appears on Earth in his mortal vessel (his
choice, if he has more than one). Without a corporeal
vessel, he cannot come to Earth. &ception: Kyriotates
and Shedim will manifest in celestial fo011, and have (10
times Celestial Forces) minutes to enter a host. [f they
fuil to find one, they get yanked back to the celestial
realm to face an angt)' Superior.

Perceiving a Celestial Form
Celestial forms do not reflect photons, and thus can­

not be perceived by normal means. Only characters with
high Perceptions can "see" beings in their celestial
fonns! Even angels and demons, while corporeal, can
easily overlook a celestial fonn nearby.

W'hen a being in celestial fornl is within "sight," let
each possible viewer make a Perception roll, plus the
spiritual being's Celestial Forces. The more Celestial
Forces a being has, the easier his celestial fonn is to see.
A viewer who is himself in celestial fonn adds his {film

Celestial Forces. Give a +2 to see a celestial fonn leaving
a 1JIIlt1pl host.

If a celestial fornl attempts to use a Song, resonance or
attunement on a person, that person gets another roll to
perceive it. A celestial foml is auto1J1otically perceived by

Many of these gods are supported by hWllan worship­
pers even to this day. Compounding their heresy, these
pagan spirits claim that God, the deity of the Christian,
Hebrew and Islamic faiths, has not always been the
omnipotent being He is today, but that as His power
grew He rewrote the histoty of the universe to suit I-Iim­
self. Heaven rejects this claim outright, of course.
Dominic has yet to find another Uriel, someone willing
to mount a holy crusade against the spirits of the
Marches; most angels agree that while the ethereal spir­
its are annoying, Heaven has plenty ofother problems to
wony about.

From Earth, the only direct path to the Far Marches
home ofa pagan spirit is through a temple consecrated to
that spirit. The ritual for ascending to an ethereal dream­
scape varies from god to god, from offering food to
performing incredible physical feats - sometimes even
human sacrifice - but angels and demons seldom bother
themselves with these "third world" forces in the War for
the Symphony.

The Celestial - Heaven and Hell
The celestial realm, containing Heaven and Hell, con­

tains many planes, of which the characters may reach
only the lowest. The "Earthly" Heaven, the abode of
those angels who concern themselves with the lower
realms, is the least divine of the Heavens, All of Hell is
~kewise on this lowest celestial plane.

In the celestial realms, angels and demons take on their
trUe appearance. Each Choir and Band has a different
celestial fornl. [n his celestial fonn, any Discord a char­
acter has will still be brutally apparent.

Angels who are Outcast cannOt attain their celestial
fann, and thus cannot ascend to Heaven. Renegade
demons may still assume their celestial fonm, but may
not travel to Hell, Humans do not have celestial fomls.
Some spirits do; others do not.

Heaven and Hell play little part in the day-to~day

duties of angels and demons on Earth. Earthly duty is a
great responsibility, and a celestial agent had better have
a very good reason for showing up on his Superior's
doorstep when he should be busy on Earth.

&tending fI) the Celestial Plane
To ascend, the angel or demon must already be in

celestial fonn (see p. 54). An angel at a heavenly Tether,
or a demon at his master's Tether, may ascend automati­
cally, Anywhere else, he must make a "Will roll. [f the
Will roll is failed, the celestial may not try again for (10­
"''ill) hours - minimwn 1 hour.

Normally, when angels and demons ascend to their
celestial homes, they manifest beside their Hearts (see p.
137 for angels and p. 185 for demons). Someone who
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any crearure that it actUally 3n::aOO, whether it does dam­
age or not.

Abeing in celestial form may speak to anyone who has
perceived it. He may only communicate with others if he
can use the Ethereal or Celestial Song oflon.,gucs (see p.
85) or 3 similar effect. Any being that "hears" him gets
anomer chance to perceive him.

Once 3 celestial fann has been perceived, physical
obst:tcles will not "hide" it, even v.'ithin the earth. No
matter what is in the way, ;} human will know its exact
direction until it is (perception. Celestial Forces) yards
away. A celestial or spirit will "scc" it with clarity until it
is twice that distance away, or until it would be out of
mortal sight, whichever distance is longer.

10king Crlminl F07711

In game terms, this requires a "''ill roll, modifi<:d pos­
itively by his Celestial Forces. A successful character
must pay 2 Essence. Except for Kyriorates and Shedim
(see below), a celestial may maintain celestial fonn for a
number of minutes equal to the check digit of the roll
plus his \ViII, unless he ascends to the celestial plane,
returning to corporeal sClte earlier if he chooses. If the
roll fails, he may cry again in a number of minutes equal
to the check digit of the roll, minus his Celestial Forces.

\¥hen a character "goes celestial," his corporeal vessel
vanishes, along with whatever he was carrying (clothing
and up to Corporeal Forces x 10 in other items). These
items rerum with the mortal vessel, when and where the
character returns &-om the celestial sene - they do not
become celestial themselves. Er«ption: Celestial artifuctS
enter celestial state with the person who carries them.
They can even be taken to Heaven and Hell, and
returned as well.

Angels and demons can go celestial in the Marches, bur
their sleeping corporeal vessels don't vanish. If the celes­
tial then ascends to Heaven or Hell, he may choose to
reappear either in the Marches 0" in his corporeal vessel
upon returning. \¥hile on the celestial plane, if anything
happens to his vessel, he will know it immediately.

U a celestial (usually a Kyriotate or Shedim) is occupy­
ing an earthly host, rather than a corporeal vessel, there
is no Essence cost to leave the hOSt, and the host will not
vanish when its "possessor" takes celestial fann! Those
with high Perception (see above) may even see the pas.
sessor leave the host. On leaving his celestial fonn, he
does not automatically re-occupy the same host. He
must find a host within (10 x Celestial Forces) minutes,
or be forced back to Heaven or Hell.

PERCEIVING THE SYMPHONY
Angels and demons hear the Symphony fur more

dearly than morrals - so clearly that they can detect

extemporaneous changes in the music. Their actions
interfere with the Symphon)', and they can detect inter­
ference b)' others. Humans who serve celestials directly,
having become aware of the Symphony, may also derea
celestial goings-on, but since their Perceptions tend to ~
very low, it's fur less likely.

Everything that celestials do on Earth creates foreign
notes in the Symphony. Most are small and easily over­
looked. But certain actions, if taken by a celestial, will
create dramatic reverberations which can draw attention.

\"'hen a celestial makes a major change to the Sym­
phony, all other celestials in the area may make
Perception rolls to detect it, using the modifiers listed
below. The chances of a change being heard depend 00

both the degree ofchange and the physical distance from
the event. The more extreme the change, the easier it is
to detect and the further away it can be detected. Notic­
ing that an angel across town just spent a point of
Essence is impossible, but hearing a demon kill a hwnan
a mile away is possible for the perceptive.

Spending Essence +1 per point ofEssence
Every time a celestial spends a point of Essence, this

sets the Symphony out of balance in some way, however
slight. This includes use of Essence to affl'Ct die rolls and
to perfonn Songs (even using a relic).

Resonances and attunelllems do not affect the Sym·
phony in and of themseh-es ... but any Essence spent to
fuel a Resonance or attunement creates a disrurbance.
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Destroying

Using Songs +Degree ofDisturbance
Each Song has a "Degree of Disturbance," given at the

~d of that Song's description. This is the amount by
,,'hich that Song changes the Symphony, i" addition to
me number of JXlims of Essence spent on it.

EnteringlLeaving the +1l111l,b,,- ofFOl-ces
Corporeal Plane C11terillg O1-letlvi1lg

It goes .....;thour saying that manifesting or vanishing
sends ripples through the Symphony. The s:unc is true
for assuming celestial fonn on e<lrth without actually
leaving the corporeal plane.

Appearance ofa Superior +2001- +30
When an Archangel or Demon Prince appear.; on the

corporeal plane, the modifier is +20 for ::I corporeal ves­
sel, +30 if they appear in celestial fonn. If this was the
result of an invocation, remember to account for the
Essence used in the summoning.

+1 p"- C01p01~al F01-ce
17r 4 hits ofphysical damage

Every Corporeal Force in a living being killed by a
celestial, and every 4 hits of physical damage done to an
inanimate object, sends Out a small ripple in the S}'I1l­
phony. Emotional or merely mental crauma, though, falls
under the category of Ethereal or Celestial Forces, and
few celestials are so finely ammed that they can pick out
these disturbances from the sea ofcorporeal noise.

lnjury to the corporeal vessel of another celestial does
1ItJt disrurb the Symphony!

Killing a Human +10 p,,- human
Humans are the Illost sophisticated natur:ll constnlCts

of the Symphony, :lIld destroying one before its time cre­
~(es a thunderclap of celestial noise, above and beyond
the destructive damab"C done.

Detecting a Disturbance
The basic range for detecting celestial intervention in

the workings of the Symphony is equal to the Perception
roll's modifier in yards, times the perceiver's Celestial
Forces. The more Celestial Forces a character has, the
farther away he can detect a disturbance. E\'ery incre­
ment of thjs basic range from the disturbance reduces his
chances of success by I.

The GM should Ilot tell his players what they need to
roll, as this would tell them tOO much about the disrur­
hance's distance and intensity.

Example: A demon gives in to his Anger and strikes
OUt at a fust-food clerk, killing him insmndy. The victim
had 3 Corporeal Forces, and the Perception modifier for
:I human's murder is +10. If we assume mat the average

angel or demon has 3 Celestial Forces, that makes his
base range to detect this 39 yards (13 x 3). If we also
assume that the average angel or demon has a Perception
of 6, that means that, within this range, he can sense the
ripples in the Symphony on a roll of 19 (6 + 13) or lower.
This would be an automatic success.

For every additional 39 yards dlat our average celestial
is standing from ground zero, his Perception roll is
reduced by I - from four football fields away, the average
angel or demon still has a good chance of detecting a
human's untimely death.

\.vhen severnl Symphony-changing actions mke place
together, or nearly together, in space and rime, treat each
one as a new e\'ent that includes all the preceding ones.
For example, ifan enraged and unsubde Cherub destroys
the three muggers who threatened the child she was
guarding, the first "ripple" she creates is equal to one
killing then there's a second ripple, equal to twO
killings then a third one, mking into account all three
deaths! A celestial brnwl with a lot of collateral damage
can literally echo across town.

&hoes
Once a celestial perceives an especially loud note in the

Symphony, he can hear its echoes for a number of min­
utes equal to his original base roll to detect it hod h~ bero
nonding besitk it. So, in the example above, our a\'erage
angel would be able to hear the echoes of the disturbance
for 19 minutes, no maner how far away he was when it
happened. Those who did not detect the disturbance
originally will nOt hear the echoes!

As long as he can hear those echoes, the celestial can go
toward the disrurbance, and he will know its site aneVor
its maker when he sees them! At the GMs discretion, the
cracker may be led to the physical site of the disturbance,
or the celesrial who caused it, or to both in succession.

What Happened?
,Merely knowing that a change was made to the Sym­

phony is important, but knowing whot change was made
is even more viml. The check digit of the successful Per­
ceprion roll detennines how much infonnarion the
celestial picks up from the "sound" of the change:

I - Direction of the disturbance.
2 - That, and its size, rounded up to the ne<lrest 5.
3 - That, and its general nature: "Someone pushed a

skill roll." "Someone took celestial foml." "Someone
died."

4 - Dismncc away, to the mile.
S - Dismnce away, to the yard.
6 - A demiled descriprion of the event, naming Songs,

skiUs, etc., but not naming anyone or reve<lljng whether
the deed was done by an angel or a demon. 55
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One thing that can't be perceived, unless you can track
the echoes, is what maimer of being made the change. 10
all but a few gifted celestials, a change made by an angel
sounds exactly like the same change made by a demon.

REsONANCE AND DISSONANCE
Celestial beings resonate with universal patterns, beau­

tiful and terrifying. The resonance of a celestial Choir or
Band is a way of perceiving and manipulating the world
with celestial senses, and cannot be taught or explained.
Some hold a resonance for truth and camlot be lied to,
while others may hold a resonance for particular people56
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and always know where they are. But a celestial's reso­
nance is more than just his special way ofseeing things­
it's who he is. It defines his very nature. Denying this
nature causes dissol1al1ce - see p. 57.

Inlemal resonance acts through a demon's Will, reflect­
ing his ability to impose his diabolical perspective on the
rest of the world. The stronger a demon's Will, the more
likely he is to get his way.

Divine resonance acts through an angel's Perception,
reflecting his ability to attune himself to the Symphony
and see meaning in irs myriad pattems. The greater an
angel's perceptive senses, the more likely he is to pull sig­
nal out of the noise of existence.

Resonance Mechanics
An angel's resonance comes from his Choir; a demon~

resonance comes from his Band. 1.11 general, a resonance
can be used at any time, though some resonances ha....e
special limitations.

To invoke a resonance, a celestial must make a d666
roll equal to his Perception (for angels and Lilim) or Will
(for other demons), minus bis Clf1'rent dissonance, with
other modifiers for difficulty as the GM sees fit.

A resonance, of irself, does not disrurb the Symphony.
If any Essence is spent to use the resonance or to increase
the chance of its success, this does disturb the Symphony
and may be noticed by other celestials.

Opposing Resonance
Demonic resonance is easier to oppose than angelic,

because, like any other Will-based conflict, it can be
fought. Any crearure with more than 4 Forces may make
a Will roll to resist the intrusion. Like a nonnal Contest,
the check digit of the subject's successful \\TiU roll must
be higher than the demon's check digit. For game pur­
poses, this does not rum the demon's resonance roll into
a failure - it just wasn't a great enough success to have
any effect on the strong-willed target.

On the other hand, the passive narure of angelic reso­
nance makes it difficult to deflect.

Results ofResonance Faillire
For some demons, a badly-failed resonance roll may

lead to dissonance; see the individual Band descriptions,
starting on p. 140, for more infonllation.

For angels, :J failed resonance roll usually has no
adverse effects - his celestial senses do not "lie," he just
doesn't get any feelings on a celestial level. But on a fail­
ure with a check digit of 6, his Resonance becomes
useless for (6 minus Celestial Forces) hours. . or 10
minutes even for angels with 6 Celestial Forces.

Check Digits
The effect ofa successful roll's check digit varies with the

resonance being invoked; see the individual Choir and



Band descriptions for more infonnation. Check digits for
resonance rolls involving a subject - whether failed or
successful - may be modi lied at the GMs discretion by
one of the fuctors on the chart below. (For example, if a
character's resonance specifically demands that he be in
physical contact with the subject, the GM should not
give him a bonus for doing so.) The GM and me player
should decide whether or nor to apply check digit modi­
fiers before the roll is mode.

The check digit of a foiled resonance roll detennines
how many hours the celestial must wait before he may
tty his resonance again for that specific purpose and tar­
get. In the meantime, he is free to use his resonance
toward other ends, unless it was a 6 - see above.

edemal Resonance Cbeck Digit Modifiers

+2 physical contact with the subject
+I within 1 yard of the subject
-1 direet line of sight, from 10 to 50 yards away
-1 audio and video reproduction
-2 audio reproduction only (phone conversation,

tape recording)
-3 ......visual reproduction only (photo, video)

Technology has given angels and demons sophisticated
ways to use their celestial resonances, at the cost of
reducing their effects. \Nhcn using a resonance through
a technological medium, GMs should always apply me
appropriate check digit modifiers - except for the Cheru­
bim and Djinn, to whom the modifiers don't apply.

Using a divine resonance on a mechanical reproduc­
tion (such as looking at a photo or talking to someone on
the phone) will give infonnation about the subject's state
when the reproduction was made. Demonic resonances
can also work through mechanical mediums, but not on
recordings - such as photos, videos or audio tape. But
they do work through live transmissions - sateUite
broadcasts, phone conversations, and so on.

Dissonance
A celestial, whether angel or demon, must act as his

narure demands, or risk disturbing the delicate hamlOny
belWeen his resonance and the rest ofexistence. This loss
of celestial balance is called dissonance. The more disso­
nance a celestial has, the harder it is for him to use his
resonance, and the further he moves from the clarity of
extraordinary perception.

Each Choir or Band, according to irs narure, acquires
dissonance in different ways. Each Superior also sets cer­
min requirements on his servants, and failing in these
things brings dissonance.

For an angel, dissonance comes from denying his true
naoore or acting against it. Very dissonant angels may
become OUtcilStS, unable to ascend to Heaven or use the

Rites and rituals of their Superiors. Extremely dissonant
angels can lose their friends, their purpose, and their
grace. Falling, as the angels call it, is how demons came
to be in the first place.

For a demon, dissonance comes from a fuilure to
enforce his selfish will upon reality. Grave dissonance can
lead to Discord, a painful fracture bel:\'1een the evil soul
and his personal symphony. (See p. 60 for details.)

Demons may seem more likely to be dissonant than
angels, but demons don't have the cushion of the Sym­
phony to protect them when they fuil. They're playing
with celestial fire, and it's easy to get bumed. For angels,
becoming dissonant is more ofa morn Idecision, a choice.
It's easier for angels to avoid dissonance, but angels have
more to lose and further to fall.

Celestials may choosc to reduce their dissonance by
trading it for Discord; see p. 59.

Dissonance Mechanics
Immediately after a celestial does something dissonant,

the player must use the d666 to detennine how pro­
foundly this affects his character. Dissonant angels run
the risk ofbecoming Outcasts, or even of Falling -losing
their divinity and becoming demons. Dissonant demons
may acquire Discord (see p. 60). The GM and the player
should conduct a dissonance roll in private, and need not
reveal its outcome to the other players.

Dissonance rolls may not be modified by outside
forces (such as difficulty or spending Essence). At least
one of the three dice must equal or exceed the amount of
the character's current dissonance to avoid disaster (sce
below). If the roll sllrceeds, he merely gets another note of
dissonance. For either out(:ome, the check digit deter­
mines how many hours he must wait before using 'l1Iy
supernatural aspect of his resonance agJin!

For example: A celestial witb 110 dissonance 1Ilust ,vll a J
or more 011 lit lellst one oftbe 3 dice to ovoid disasta' - ,m alltQ­
matic mccess, bllt be 11111St roll anyway. He mils II 2, II J, and
a 6. His diss01l11nce goes up olle 1lOte, 1T:dudng by J bis future
c!JIIIlCes of invoking bis resmlllnce, lind be COII't lise bis reso­
1l1l11ce.fur 6 bOllrs (tbe cbeck digit).

Anotber example: A celestilll witb 4 points of ,/issonance
1J1I1St tvllll 4 01' more on at Iellst one oltbe tbree dice. He mils
a 2, a 2, IIl1d a 4, 1l1l17VW1y flVa1ing disllste1" bllt still gaining
Imotba'llote ofdissonance.

Failure and Intervention
on Dissonance Rolls

If all three of the dice are lower than the celestial's cur­
rent dissonance, the roll is failed. Thus, a creature with
only one note of dissonance is safe. (And a 111 is always
good for angels - see below.)

Failing a dissonance roll leads to disaster. 59
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FAILING
\\Then an Outcast angel mils another dissonance roll

before getting rid of his dissonance, he Falls. A Fallen
angel automatically becomes a demon of the Band oppo­
site his angelic Choir - Seraphim become Balseraphs,
Cherubim become Djinn, etc. The only exceptions are
Malakim. They don't Fall; they just gain another level of
Discord.

When an angel Falls, any dissonance he had is lost, but
SO are any anunements. He also loses the ability to exe­
cute any divine Rites. From that point on, he generates
Essence at dusk.

A Fallen angel wilt he welcomed by the forces of Hell.
Chances to hear about d,c HostS plans first-hand are too
rarc to pass up. In filet, the Fallen may find himself the
subject of a "bidding war" between Princes, offering vnri­
ous inducements to get the new demon into their own
ranks - and not just because they want another relatively
powerful servant, but because they don't want the other
Princes to have him. To funher complicate matters, some
infernal forces may be gunning for the Fallen angel, just
to make SlIT? he doesn't fall into other hands. And
Dorninic~ hosts want his head on a stick.

Until he grants allegiance to a Prince, the newly-fallen
angel won't be able to go to Hell on his own - he has no
demonic Hean to show him the way. Howe"er, he can
foUow another celestial to Hell. Once he swears fealty to
a Prince, the dark lord attunes his new tool to whatever
\,vord the Prince SClVes and ties his soul to a new Heart.
This gives the newly-demonic character any Band attune­
ment granted to that Prince's minions, as well as access to
his Rites, but it also binds the demon to whatever disso­
nance stricmres dle Prince has set for his Scn..jtors.

Angelic Disaster: Fallingfrom Grace
If an anb»el gets a 666 on a dissonance roll, or fuils on

all three dice, he becomes an OutcaSt. He may no longer
use his Superior's Rites and rituals, or ascend to Heaven.
The doors of Heaven reopen to an Outcast only after he
dears himself of dissonance, and patches things up with
his Superior. See Plnying an Outcast, p. 30.

If an already-OutcaSt angel attempts a dissonance roll
and either rolls a 666 or fails on all 3 dice, he ",..jll have
caSt aside the last of his divinity and become a demon. At
sunset, ifhe has no Celestial Discord, he'll automatically
regenerate infernal Essence like any other demon. For
more infonnation, see Follillg, above, and Efficts of Dis­
cord, on p. 61.

For example: An O/ltC/lSt angel with 5 1UJ1U ofdissonance
must roll a 5 qr highn' on lit leaS! one ofthe 3 dice.

He rolls a 4, a 3 and II 1. He Falls.

Dnntmic Disaster: Gailling Disrorri
If a demon's dissonance roll is II t, or if it fails on all}

dice, he generates Discord as well as t note of disso­
nance. The level of Discord earned is equal to the check
digit of the failed dissonance roll. These levels Illay be
part of a new Discord, or they Illay augment :I previous
Discord, at the player's discretion. New Discord may be
chosen randomly (see p. 89), or the player may ask the
GM to assign it.

For example: A demon with 3 points ofdisso11llllct 1lJ11.Sl

1"011 a 3 or more 011 at letlS! one ofthe 3 dice. He rolls tI 2, a I,
and Illlother 2. Ht gtlills 2 lroels ofDisamJ, as well lIS nllothtr
110ft ofdissonauce. Hlmh!

FtroXJrable bUmJOuiou
On an Qngelic dissonance roU of Ill, divine forces

smile upon the angel~ acrh..jty, C\'-en if it seems to be
against his nature! No new dissonance is gained ­
instead, any previous dissonance he has accurnula(ed is
forgiven. The angel may interpret this divine message as
he likes ... and the GM should keep it in mind, too.

Similarly, if a demon's dissonance roll is 666, not on~'

does he generate no dissonance, but Lucifer himself
smiles upon the demon's activity. Any existing nO(es of
dissonance are wiped away. The player and the GM
should ask themselves wiry Lucifer is pleased ...
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The celestial realm ofeach Archangel or Demon Prince
is linked to several places on Earth. These places are
called Tethers. A Tether is a place of refuge and commu­
nion for its master's servitors and allies and an earthly
celebration of its master's Word. At a Tether, that Word
enters the mind, heart and soul of everyone who enters.

Tethers vary in size. The smallest known Tether is a tiny
room in Tol...)'o, barely large enough for the obese Baron
of Haagenti who is its caretaker. The largest is a parklike
African valley in which no man has ever set foot, where
Jordi protects creatures which survive nowhere else.

Demons in their celestial fornls may nOt approach a
divine Tether. This does not work in reverse; angels in any
fonn are free to approach an infernal Tether.

At a Tether, it is easier to communicate with the celes­
tial realm. Angels in any Tether, or demons in their
masters' Tethers, need no Will roll to ascend to the celes­
tial plane - merely attaining celestial fonn and spending
twO Essence (see p. 53) is enough. And at a 'TCther, a celes­
tial may more easily conmlUl1e with its ruler (+3 to an
Invocation). Tethers have other effects, too - some tmique
to individual Tethers, others shared by all such sites or
their caretakers.

Seneschal
Each Tether has a Seneschal, a powerful celestial

(always with over a dozen Forces, and almost always with
a distinction) who is the place's caretaker. Seneschals are
generally Word-bound to their Tethers. Some inhabit a
mundane vessel, but many - unlike most celestials
assigned to Earth - have the power to remain indefinitely
in their celestial fornls. Most Seneschals are free to leave
their Tethers, though few do so for long. An absent care­
mker will know inst:l.ntly if his Tether is attacked!

It's polite to request the Seneschal's pcnnission before
entering a lether. If your Superior is hostile to his master,
your request may be denied, though a caretaker will rarely
slam the door in the face of a desperate fugitive.

Many Tethers also have "staffs" who aid in maintai.ning
them or serving their earthly functions; the details vary
from Tether to Tether. A Tether of Novalis, for instance,
would require gardeners both celestial and mundane. A
Tether of Haagenti would have cooks, and a Tether of
Andrealphus would get a lot of business.

Serving a Tether is one way for a celestial to lose disso­
nance. If he has an appropriate ability, the caretaker may
pcnnit him to Stay and use it to serve the Tether and its
masters Word. In general, a week of service will heal one
note ofdissonance. (The GM may deal with this as he sees
fit. Ttcan be an "automatic" way to let the characters work
off dissonance, or it can require roleplaying and time
taken from other campaign efforts.)

Locations
The locations of Tethers are usually well-known to all

angels and demons assigned to the area. They are celestial
forts scattered across the corporeal battleground. Secret
Tethers 3re rare, because the activity at a Tether con­
stantly shakes the Symphony.

The most famous Tether in the Western world, Notre
Dame in Paris, belongs to no single Superior - rather, it's
the comlllon meeting place ofall Archangels when they're
on Earth, headquarters to the divine.

New Tethers may be created by powerful manifesta­
tions of a Word, with or without celestial plann.ing. For
example, the rubble which used to be Jeffrey Dahmer's
aparnllenr building in Milwaukee is a strong new Tether
of Saminga. Since D-Day, the beach at Nonnandy has
been Tethered to the floor of the Groves, the training
ground of Michael and his angels of War. The GM may
place Tethers to suit the campaign; most major cities have
at least one divine Tether and one infernal one.

Tethers may also be destroyed, their link to the celestial
realm broken. Newly-established Tethers arc compara­
tively vulnerable, but an attack on any Tether is a major
move in the War.

-,

Losing Dissonance
Dissonance, while painful and disruptive, can be

removed. Many sources of dissonance have individual
<.lIres - that is, if the source of dissonance is undone, that
nOte of dissonance \....11 vanish.

TIme spent in a Tether (above), aiding its Seneschal,
can cure dissonance. However, if a note of dissonance is
worked off in this or some other way, curing the original
cOllse of that dissonance call no longer help you - it won't
get rid of Ifnotber note.

Also, the GM may allow a character to sacrifice 10
points of Essence, once per adventure, to remove a note
of dissonance. This represents either some grave act of
divine contrition, or a gleeful renewal of his loyalty to
evil, for which the player should concoct a suitable Story.

During play, characters may choose to trade 3 notes of
dissonance for I level of Discord (see below) at any nme.
This will raise an angel's chances of using his resonance
and lower his chances of Falling, at the cost of inflicting
an unpleasant limitation on the character. 59
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REDEMPTION
A demon with too much Discord is not much of a

demon. He either has 3 hard rime following orders or he's
just not that devoted to the selfish cause of Evil. Such a
demon, if he rruly repents of the hann he caused and
genuinely wishes to serve others, may try to join the
angels.

There are practical reasons for Heaven to offer asylum
to these demons. First, they generally have a wide range
of experience to offer an Archangel, and a lot of knowl­
edge about the inner workings of the diabolical hordes.
Second, they have an incentive to stay in line - they have
nowhere else to go. Last, they're tired ofgetting knocked
around by angels on a regular basis, and would rather join
them than be slaughtered by them.

A demon seeking redemption, either through an angel
or by other means, must contact an Archangel and ­
humbly - ask for asylum in the bright celestial reabn of
Heaven. An Archangel is the onJy being powerful enough
to scrip a demon of his Discord and reattune his dark
nature to the resonance God originally intended. (This is
not always successful; sometimes the demon dies, but for
purposes of playability, assume that PC demons who seek
redemption have successful realignments.) After that, the
demon becomes an angel of the Choir opposite to his
fonner Band (Balseraphs become Seraphim, etc.). His
demonic Heart, wherever it's being kept, will shatter, and
the angel will have a new, angelic Heart in the safekeep­
ing of his patron Archangel. When the new angel ascends
to the celestial plane, he'll appear wherever in Heaven his
new Heart is located. Like other angels, he will regener­
ate Essence at daybreak.

But as far as the Archangel is concerned, the demon has
not yet proved his worthiness. While his Celestial Dis­
cord is gone, any Corporeal or Ethereal Discord remains.
For each successful mission the new angel participates in,
the Archangel removes some more Discord.

At first, the onJy supernatural abilities a redeemed Dia­
bolical has are the Songs he knows (including Numinous
Corpus), the Rites of his new Archangel and the reso­
nance granted to him by virtue of his Choir. When
redeemed, he loses all the dark attunements granted by
any Prince, including the ability to attract the dark lord's
attention. He will only acquire an Archangel's Choir
attunement through loyal service.

He does, however, still have access to any Rites he may
have gotten hold ofas a demon. If he can resist the temp­
tation to exploit them to regenerate Essence, then he
stands a chance of becoming a full-fledged angel again.
Otherwise, every time he perfonns a demonic Rite, he
generates another point of dissonance.

Also, whiJe a newly-redeemed demon is not given the
advantages of an Archangel's Choir attunements, he is
bound by that Superior's strictures concerning disso­
nance.

If a redeemed DiaboJjcal fujls a dissonance roll before
fully becoming an angel again, he~ not onJy Outcast, bur
tha~ Archangel will never, ever lift a finger to help him
agam.

Once a redeemed demon rids himselfof Discord, eams
his Archangel's Choir attunement and at least one of his
Servitor attunements, the demon will be considered a
full-fledged angel in the eyes of the Lord.

Demonic Discord
Demons get Discord when they acquire so much dis­

sonance that it fractures their selfish grasp on their
personal symphonies. When a demon earns Discord, the
GM may inflict something appropriate (with or without

Effects ofDiscord
Certain of the Ethereal Discords, different for various

Choirs and Bands, count as dissonance for dissonance
rolls (see Ethereal Discord descriptions, p. 87).

Sufferers from Celestial Discord don't regenerate
Essence naturally. At swmse for an angel, or sunset for3
demon, let the player roll 1 die. If the number he rolls is
above his highest level of Celestial Discord, then he~

able to coax Essence Out of the universe that day. If not,
then his Discord got in the way of his Essence regenera­
tion and he'll have to scrounge for some elsewhere.

DISCORD
Dissonance, uncorrected, can lead to Discord. This is

a visible reflection of a celestial's dishannonious nature,
and may manifest in his vessel (cloven hooves, a prehen­
sile tail), in his mind (extreme paranoia, schizophrenia)
or even in his immediate environment (a smell of death,
an attendant sound of bees). A Discordant angel will get
poor reactions (see p. 44) from other angels. A Discor­
dant demon won't upset other demons particularly,
except for the vigilant agents of Asmodeus ... but he's
easier for angels to notice, and may be a vulnerable tar­
get for hostile i.llfemals as well.

In game tenns, Discord is a Resource (see p. 36), rated
by levels from 1 to 6. The higher the level ofDiscord, the
more strongly it will affect the character.

A list of Discords start on p. 85, but GMs and players
are encounlged to make up their own.(1J
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SUPERIORS AND DIscORD
Only a Demon Prince or an Archangel can

remove a characters Discord. A celestial must ~

not only explain why he ended up in such a sad
state of affairs, but also convince his Superior
that he's worth the effort required for celestial
realignment. Neither of these are easy ~ both
Archangels and Princes have countless subjects
crying to be favored with attention, not all of
whom are crippled with Discord.

Luckily for pes, the Superiors aren't srupid (or
at least mOSt of them aren't). They can recognize
a good tool when they see it, and they know it's
in their best interests to keep good tools finely
honed. Bm a finely-honed tOol may be expected
to perfonn even better than before, and demons
who have just been relieved of their Discord may
be assigned some of their toughest missions ever,
to justify the Superior's energies and attention.

GMs, don't let players off easily. Only allow
characters to get rid of Discord at the end of an
adventure, to reward exceptional game play or
exemplary roleplaying illstelJd of getting charac­
ter points or a new attunement. If the PCS think
of Discord as only an occasional annoyance,
they'll be less likely to worry about generating
dissonance. If a player complains about his Dis­
cord and wants to summon his boss just to ask
him to remove a personally-inflicted stumbling
block, let him - few Princes or Archangels would
ever acknowledge such a request, much less grnnt
it.

Remind players that timing is crucial when
asking favors, and the best time to ask for a favor
from a powerful celestial being is after doing him
one ... at the end of an adventure, for example.

player input), or let the player choose it randomly (see p.
89). The check digit of a failed dissonance roll deter­
mines the level of a new Discord, or the increase in a
previous Discord. If increasing an old Discord would
raise its level above 6, then apply the check digit to a new
Discord instead. See Dmumic Disaster, p. 58, for the game
mechanics.

Angelic Discord
For an angel, Discord is a very bad thing. Ifhe does not

deal with it before someone reports it to his Superior, he
could be censured, shwl.lled, punished or - especially for
Malakim - destroyed outright.

The first time an angel notices another angels Dis­
cord, he must make a reaction roll (see p. 44), subtracting
the level of the Discord. The GM may modify the roll as
the situation demands. Particularly nasty Discords may
send people screaming from the wlforrunate one, calling
the cops ... or an Archangel. Friends may want to help
- but then again, they may simply be trying to maneuver
the sufferer into a position where they can take credit for
blowing the whisde on him.

GMs are not advised to let new angel characters start
the game with Discord - but if a player can come up with
a ,·etlily good explanation, the GM can htive him the char­
acter points and let him suffer.

Losing Discord
Discord can't be disposed of as easily as dissonance.

Only a Demon Prince or all Archangel can remove Dis­
cord with any certai.l1l:Y. See S"fIpa-jors nnd Discord (in the
box to the left), for more infonnatioll.

Other, riskier methods exist, but since a Discordant
celestial is to angels and demons what a leper is to
humanity, there's very little knowledge on the subject.

C(i)MBilT ilnD FIEHLINq
\Nhile the Archangels and Demon Princes are pulling

strings in the background, their E..1.rthly agents have the
chance to get their knuckles bloody and raise some hell.

BASIC COMBAT
The simplest way to nm In Nomille combat is as a

series of abstract "combat rounds," ignoring issues of
time and movement; any fighter can hit any other. E..1.ch
fighter names a target and rolls one attack per round ­
usually a d666 roU agai.nst his Song or weapon skill pillS
its governing characteristic.lfhe hits, add his check digit
to the Power of his attack (see PI" 65-66) to find how
many hits of damage it does to the chosen target.

If the target is wearing any amlor, subtract its Protec­
tion (see Anl1(". 7Jpes box, p. 65) from this damage. The
target may also Dodge (I'. 66), reducing the damage fur­
ther. If these modifiers bring damage below zero,
consider it zero. "Negative" damage doesn't heal you.

The GM Cln assign bonuses or penalties to any roll
due to his own conceptio11 of good or bad footing, posi­
tioning, line of sight, or whatever.

Combat continues until one side is defeated, manages
to escape (which will require roleplaying, since the basic
combat system does not account for position!) or gives
up. See the combat summary on p. 68.

Characters can do battle in any of the three realms.
Occasionally there will be two or even three kinds of
combat going on at the same time. 61
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Physicol Healiug
Morral creatures naturnlly regenerate a hit of Body

damage every (6-Stren~..th) days, with a min.imum of I
day. Celesti::als, and most spirits, regenernte a hit every

Stt/lming
Anyone who loses 25% or more of his Body to one

attack will be stunned for the rest of that tum and all the
ne~..t tum. Other things can also cause snmning, even
without actual damage. Items and powers that do snm­
ning damage list the durntion in their description.

A character can rake no action while snmned.
The GJ\l1 cm also arbitrarily rule that a defender has

been stunned, should that fit the scenario and the attack­
er's description of the attack (a head blow, for inst:lncc).

Carporeal Combat
Physical banle can take place only in the corporeal

rcalm. You cannot take corporeal damage unless ),OU are
in a physical vessel, though foes in celestial fonn can use
some Songs to :lffccr your physicli body.

A bare-handed attack is rolled :l.b",inst (Strength + Cor­
poreal Forces). A weapon attack uses the weapon skill
instead. Man}' weapons affect your roll to hit, or the
damage done, or both. See Resolving Attacks, p. 66.

The defender Illay try a Dodge roll.
PhysiC"JI damage is measured in Body bits. Your total

Body number is dCtcmlined by adding your vcssellcvcl
[Q your Corporeal Forces and multiplying the result by
your Strength.

Exomple: Jerl"minh hos :; Cqrponool Farra mid n S,rmgth
of8. /11 his (lit f0l711 (n 111tt't VfS$r//I) he bas 12 hits . .. (3+1)
times S. 70llgb kiftY! Hilt 111 bis bmJllf11 [oml, whirb is II Vcs­
sd/4, he 1)(IS (3+4) times 8 bits - (I Body "till/1m- of56!

Allothu t!..'l:01IIple: j\t!nnhew, the 1mllllll'y, has J Curpo­
mil ForrtS. TbnTjOrr, his body is (f)nsiderrd n Vmel/J, nn" he
didn't blly its 1t'Vt'1 tip. He ch()S( a SlTtngth of7. So he has a
Body of(3+3) rimes 7, fir 42. No! badfur (I hI/mail.

U you take (Body) hits, you fall unconscious. If you
rake (vcssellevel x Strength) hits after tha[, the vessel is
dead. So Jeremiah's cat fonn, once unconscious, can rakc
:momcr 8 hits, while his human foml can take 32 hilS. An
unconscious celestial can do nothing until his vessel
awakcns or is killed. If it is killed, he rcawakens on the
celestial plane (see TrIII/WII, p. 67).

Any unconscious ch::ar;lcter will aw::aken if he is healed
::above 0 Body hits. Otherwise, he aw::akens in (7 minus
Corporeal Forces) hours. He has not actually healed at
all; any funher injury will render him unconscious again.

If a celestials morral body loses consciousness, the
celestial is also unconscious until it recovers. Destruction
of the physical body will kill a morral, and haml a spirit
or celestial (see p. 67).

STRIKING AND DEsTROYING
AlrrIFAcrs AND WFAPONS

Hits
2
4
8."
4­
6-

Ring
Dagger
\\'and
Chalice
Book

Celestial Artifacts
Celestial artirncrs arc immune to corporeal

destructive forces - even the ravages of time. They
<:an onJy be hurt by celesti::al d::amage; otherwise,
roll as above. A nonnal celestial artimct can be
destroyed by (2 x Resource level) hits, regardless of
its physical appearnnce. \\'hen a reliquary is
destroyed, any Essence it still contains is lost to the
Symphony.

A weapon may be destroyed in combat, if the
attacker purposely targets it. Most artifacts are
small, hand-held items, earning attackers at least a
-2 difficulty to t:trget them. The item's user can
make a Dodge roll to get itom ofhann's way.lfthe
Dodge is successful, have the att'3cker roll again
immediately to hit, ag:Jinst the objects protector!

Some represenrative items are listed below. The
first column is the difficulty to hit the object in
combat. The second is the nwnber of hits it can
take from a weapon - blows from a hand will not
hann mOSt weapons or artifaers! \¥hen it takes this
many hits, it becomes useless. A merely damaged
artifact can be repaired to full "strength," but one
that rakes its fuJI number of hits is destroyed. E\'en
if remade, it has lost its artifact powers.

Pmnlry Hits Pmllity
-4" J Club -2
-3 2 Sword -2
-3 1 Fine sword -2
-2 I Handgun-2
-2 8" Rifle -I

A ring cannOt be hit by any nonnal attack,
though it could be lost if the h::and wearing it is
chopped or bitten off (-4 penalty to strike at a
hand). An a"crnge book can survive 8 hits of phys­
ical damage, but only 2 hits from a fiery attack. A
fine sword will nOt break unless it t3kes 8 hits from
a single strike, and some are stronger than that. A
damaged gun has a -I chance to hit for each hit it
takes.

d::ay (sunrise for angels, sunrise for demons, midnight for
spirits, as for Essence) - e\'en if for some reason they are
blocked from getting their daily Essence. But the Medi­
cine skill, and the Corporeal Song of Healing, will help
you m::ake a much quicker recovery.

GAME
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GIMME SHELTER

Damage and the Symphony
When a celestial character destroys physical items

Oct alone living beings) he disturbs the Symphony.
Every four hits of damage to an inanimate object
give +1 to the chance that other celestials will sense
the affair. See p. 54.

In the course of a game, things besides the char­
acters will get bashed around. The list below
indicates the number of hits some common fonns of
shelter can rake before they arc destroyed. 5mtistics
for walls give the strength for a one-yard-wide sec­
tion, one yard high. In other words, the size of a
hole yOll could squeeze through.
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Ethereal C'f11,bat
This is mental combat ... or, often, attacks aimed at

the mind of a helpless victim. This can take place in
either the corporeal or ethereal realm. A being in celes­
tial foml may make a mental attack while in the
corporeal realm, and may suffer such attacks fr0111 any
beiJlg that has perceived it there. But in the celestial
realm, edlereal attacks are as ineffective as physical ones.

Not everyone can take part in ethereal combat. Gen­
erally, a character must have a Song or attunenent which
lets rum do Mind damage. Roll a nonnal attack against
(lmeJljgence + Ethereal Forces). An ethereal weapon
arrack uses the weapon skill instead. See Resolving Attllcks,
p. 66. The defender may oy a Dodge roU, using Preci­
sion instead of Agility.

Damage is measured in Mind bits. Your total Mind
number is detennined by multiplying your Ethereal
Forces times your Intelligence. Ifyour JV1..ind fulls to zero,
you fill! unconscious, are ejected from d,e Ethereal
Realm if you were there, and gain one level of Ethereal
Discord (p. 87). Further attacks will not produce more­
Discord unless you have healed back to at least half your
Mind.

This is the rarest foml of combat for most angels and
demons. Note that creamres with no Ethereal Forces
cannot be affected by ethereal combat!

Etbe'retll Healing
Mind hits heal at the rates given above for body hits.

Injury to the mind can also be helped by dle Ethereal
Song of Healing.

=---------,

Corporeal flesh does not heal while its owner is in
another foml. If a vessel is about to die, and its owner
shifts to another vessel or the celestial realm, dlen it will
still be at death's door whenever he retunlS to it. Llor­
ganic vessels do not heal damage naturally and must be
repaired some other way, or replaced.

Protectitm
2
I
2
4
4
I
2
2
3
3
2
6
6

Hits
2
21inch thickness
6/inch thickness
8/inch thickness
12linch thickness
8/-4
161-8
24/-12
32/-12
60/-16
321-8
60/-20
100/-24

Sheet Metal
Wooden Wall
Brick Wall
Concrete
Reinforced Concrete
Motorcycle
Small Car
Large Car
Pickup Truck
Truck
Helicopter
Small Tan.k
Heavy Tank

On a hit, add the Power of the :ltt:lcker's weapon
to the check digit rolled, and subtract the object's
Protection. The remainder is the number of hits it
rakes. Keep tnlck ofdamage. \.vhen irs hits are gone,
it is broken, breached and, if it's a vehicle, inopera­
ble (although it can be repaired). if a vehicle's hits
are reduced to the number indicated after the slash,
il is irreparably destroyed.

For game purposes, an object provides cover wltil
it is destroyed. Vehicles are an exception; a vehicle
pro\>ides cover to its occupants only until it is
"breached." A cycle doesn't protect its rider at all
(though it's better than nodling to hide behind).
Autos only COWlt as sheet metal to protect their
occupants.

No Stats are given for the damage done by major
disasters like car crashes, because this is a cinematic
game. Important characters are expected to emerge
from a car crash scratched and angry but basically
unhamled, ready to engage in personal combat with
their pursuers.
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Celestial Crm,bat
A celestial arrack tears away at the resonance that

makes you what you are ... and ifyou are hurt too badly,
you are not.

This is soul-to-soul combat, a battle ofwills. It can take
place in any realm, but in the corporeal realm, the wearer
of a physical vessel is shielded from blows against the
wilL However, someone in celestial fann is always vul­
nerable to celestial attacks! This is the only way to do
combat in the celestial realm. Creatures without Celes­
tial Forces cannot be hamlcd by celestial combat.

Celestial forms on Earth are nOt automatically
detected (even by each other) - and of course you cannot
attack anyone you have not perceived. See p. 53 for more
about perceiving celestial fcnns.

A nonnal celestial attack is rolled against (\ViII + Celes­
tial Forces). A celestial weapon attack uses the weapon
skill instead. See Resolving Attiukr, p. 66.

The defender may try a Dodge ron, if he has that skill,
but his rarget number is (Dodge skill plus Perception).

Damage is measured in Soul hits. Your toral Soul num­
ber is detemuned by multiplying your Celestial Forces
times your \Vill. Each time the total hirs you rake in
celestial combat equal your Soul number, you perma­
nently lose one Force. Roll to see what kind of Force is
lost: 1-20= Corporeal, 3-4 = Ethereal, 5-6"" Celestial.

The victim immediately loses 4 levels of the appropri­
ate charactcristic, divided as he chooses.

Example: With 3 Celestial Forces and a Will of 5, a
demon's SOlll tlUmber is 15. Every 15 hits he tokes in celenial
aJ1nhat costs him one Puree. The first time he loses a Force, he
rolls (me die and gets a 2. He loses a Carp(flTal Force, choosing
to lose 3from his Strength and 1frum- his Agility. These mmt­
hers are changed mmudiateiy on his character sheet.

Note that damage does change the balance of a celes­
tial combat! Loss of Perception will reduce the speed at
which a celestial form can flee or pursue. Loss of either
Celestial Forces or \\Till will reduce your Soul number,
making further damage easier. And loss of other charac­
teristics will affect skill with Songs.

Battle continues until one side shows mercy, or the

6)4
other flees (see Celestial Muvement, p. 65) - or loses so

I many Forces he's out of the fight (see Celestial Death, p.
67).
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ArrACK. MODIFIERS
Event Co1ltaet
Surprise +J
Rear Attack +I
Moving Target -I
Moving Attacker -I -I
Telescope +1
Aim (one rum) +1 +1
Aim (two roms) +1 +2
Aim (three or more) +1 +3
Night or low Light -I -2
Severe darkness -4 -6

Contact bonuses apply to contact weapon
attac:ks, as well as to ranged attacks within half the
weapon's Range score. Surprise and Rear Attacks
may nOt be Dodged - they take their full effects!

Celestial Healing
Only time, or the Celestial Song of Healing, can help

a wounded soul. The hits that stripped Forces away han
no further effcct (you cannot get the Forces back by heal­
ing those hits - they're just gone). Only the damage thaI
has not yet conoibuted to loss of a Force can be heale<!.

Soul hits are restored at I per week for all creatures, in
whatever form they take.

DETATI:ED COMBAT
Players and GMs who prefer more detail in combat

may use the system below. Keep in mind that since 1"
Nomine emphasizes roleplaying over die-rolling and
damage calculation, even this "derailed" system has been
kept as simple as possible. Players are encouraged to add
to the Lists of weapons and annor that appear below, and
to customize the combat system to their Liking with their
own "house rules."

Turns
Combat is broken up into rounds, or rums, which

cover roughly five seconds of time in the game world.

Movement
A two-legged corporeal creature, without encum­

brance, on ordinary ground, can run (Agility x 6) yards
per 5-second round. Thus, an average human (Agility 4)
runs 24 yards in 5 seconds, or about 5 yards per second.
An exceptional human (Agility 8) would run twice as fasl
- an Olympic speed. The average beginning angel f.ills
midway between. Use of the Running skill (p. 76) repre­
senrs trained effort or breakneck desperation.

A typical four-legged crearure runs (Agility x 10) yards
per round, though the GM will wish to modify this for



certain creatures. A typical winged creature flies at least
(Agility x 10) yards per round.

The GM may reduce these distances for bad condi­
tions. Fleeing through snowy woods by night, one would
do well to manage (Agility X 2) yards per round.

Ethereal M(TI)ement
Movement on the ethereal plane is uncertain, since

~place" itself is uncertain. The rule is "Things work as
they do in the physical world ... until a Song, or the GM,
changes them." One can skulk and hide, or watch for
inouders, as in the physical world. But in most cases it is
easy (0 escape combat before taking severe injury, just by
making a 'Will roll to awaken. Of course, you may never
find your way back to the same "place," but so it goes.

The GM may create any number of dreamlands in
which special rules apply, and visitors to those lands may
find out the rules the hard way.

Celestial M(TI)emmt and Attack Ronge
Celestial fonns nomlaUy move at (perception x 6)

yards per round. They ignore barriers and gravity. Vari­
ous Songs may help, hinder or limit movement.

The nonnal range of a "hand-to-hand" celestial attack
is (Will) yards. Therefore, sometimes you can strike a foe
who cannot strike you. But because a celestial fonn can­
not attack and move on the same tum, that foe can move
closer on the tum you strike at him.

RANGED WFAPONS
Prnv<r Ace Rouge Sbots

Derringer -I +1 5 I or 2
Revolver 10 6
.44 Revolver +3 15 6
Sawed-Off

Shotgun +6 -I 3 2
Uzi +3 (+7) 3 30 (5)
Pump Rifle +5 25 10
Carbine Rifle +3 +1 100 10
M-16 +4 (+8) 80 30 (5)

All ranged weapons simply use the Ranged Weapon
skill with the appropriate proficiency.

Numbers in parentheses are the values used when fir­
ing in bursts.

Power is added to or subtracted from the check digit to
detennine the damage inflicted upon the target.

Ace (short for Accuracy) is the number of points modi­
fying the target number.

Ronge is an increment. At a number of yards up to the
number listed, there is no distance penalty. From Range
up to 2 x Range, take -1 to skill; from 2 x Range up to 3
x Range take -2; from 3 x Range up to 4 x Range take
-3, and so on.

Shots gives the number of shots in a fully-loaded
weapon.

ARMOR 'TYPEs

Modifier is the penalty to the anacker's "to hit"
skill roll.

Protection is the number of hits of damage the
annor absorbs. For game purposes, annor does not
itself take damage except by the GM's cinematic fiat!

CONTACT WFAPONS
Prnv<r Amlrtuy Skill Required

Punch- -3 Fighting
Kick- -2 -I Fighting
Brass Knuckles -I Small Weapon
Club +1 -I Small Weapon
Dagger +1 Small Weapon
Hatchet +1 -1 Small Weapon
Short Sword +2 SmalJ Weapon
Long Sword +4 Large Weapon
Battle Axe +4 -I Large Weapon

- A skill level with Fighting greater than 4 and
some kind of protection (steel-tipped boots, heavy
gloves) each add 1 point of Power to the kick or
punch. A supernatural level of Strength (9 or
higher) also adds 1 point of Power to the attack.

Power is added to or subtracted from the check
digit to detennine the number of hits inflicted on
the target.

Accurary is the bonus or penalty which this type
of attack gives to the initial skill roll to hit.

Armor
Heavy Clothing
Leather
Chainmail
Kevlar
Steel Plating

Modifier Protection
I
2
3 2 (-I vs. fireanns)

2 (4 vs. fireanns) 2
4 3
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ifiers are required. Ifhe misses, he nusses. Ifhe makes the
roll, the defender may try a Dodge roll (see below), m()(\.
ified by the appropriate characteristic for the combat - or
a Will roU, if applicable. Then ...

In Defense: Dodging
lit Nermill.e has one tenn for all types of defense in

combat. This is Dodge, which covers getting Out of the
way of an attack in whatever way possible, whether in
moving out of haml's way or parrying a blow.

The target of a successful hit roll can make a Dodge
roll - a roll versus his Dodge skill (or defuult) plus the
control characteristic for the realm of the arrack. This is
Agility for a physical attack, Precision for a mental one,
and Perception for a strike against the celestial fonn. If
the roll fails, the attack hits nonnally. The attacker b"Cts
no special bonus from a failed Dodge.

If the Dodge roll succeeds, its check digit is subtracted
from the damage done by the acrack

For example: Tbe df!1l1on FIlmgotb is atftlCke,1 by (m
ellmged Solt/ier ofGod swinging fm I/lmllilll/111 bllseb,dl bllt (II
dub, POWf!1' +1). Tbe Soldier 11/l/kes bis attack 7TJII, 1/ 144, mid
FI/mgotb ITJIIs to Dotlge. His Drxlge skill is 3, alld bis Agility
is 2. He rolls a 235, II success witb 11 (beck digit of5.

70 Iletf!1'mine tbe dmlll/ge, we adll the bat's Powe'" of1and
the IlftllCIt's (beek digit of4, f(ft· 11 5. Tbe 1IIIflnJ101"t!11 Fflrngoth
WOll'" bl/ve fIIkell that milch tltmlflge - 5 bits - ifhis DoJgr
blllifl/iled. 81/t his Dodge suaeeded, with a (heek digit of5. r
minliS 5 is lIothillg, so the demoll is bit but unhllrt.

The result is the number of hits the target takes. If the
result is zero or less, no damage is inflicted.

Subtract:
the defender's check digit (if he successfully Dodges)

alld
the Protection of his annor (for physical attacks) or

whatever equivalent he might have on another plane.

Add,
the check digit of the attacker~ roll

alld
the Power of the attack.

FilII Dodge
A combatant who does lIotbillg else during a round rna}'

Full Dod!.'C. He takes his Dodge roll against every attacL:
aimed at him at a +2 bonus.

DrxIgillg VS. Rr.sistillg
An attack cannOt both be Dodged and resisted. In gen.

eral, attacks which can be Dodged are impossible to
resisc, and \rice versa. In a situation where both would
seem possible, the defender must choose only one!

You can escape from celestial combat by "ourrunning"
the foe (if YOllr Perception is higher, you can move
faster); by making a Will roll and spending 2 Essence to
translate to the celestial realm, unless you are already
there; by using a Song to bame your foes in some wa}'; or
by creating an earthly debacle that distracts them.

It is also possible for one celestial fonn to "grapple"
another. The twO must be within a yard of each other.
The "grappler" can do nothing but hold on. The only
effect on the grappled form is that his movement is
halved, to Perception x 3, and that jfhe translates to the
celestial realm, the grappler can pay 2 Essence and follow
automatically (see p. 53). If the grappled celestial wishes
to break awa}', he may do so by winning a contestof(V"iIl
+ Celestial Forces) with the other figure, which occupies
him fully for a round.

Resolving Attacks
Attacks are resolved by a d666 roU (see p. 38). The

attacker rolls against his attack skill, whatever that is for
his weapon and the type ofcombat, with whatever mod-

Weapons
There are two types ofweapons in 111 Nomine: contact

weapons and ranged weapons. Most weapons are cofllO­
real, but ethereal and celestial ones exist! A few e.xamples
of each type are shown on PI'. 70-71 - the GM may cre­
ate more. Weapon characteristics are:

The skill needed to use the weapon.
!+erisiol1- the bonus or penalty to the target number to

hit
Power - the bonus or penalty to damage, if the weapon

hits. Power is added to the check digit ofa successful roll.
Ronge (ranged weapons only) - how fur the weapon can

reach; see the notes to the Ranged \'Veapon table.
Shots in a fully loaded weapon (ranged weapons only).
Eva1llple: Paul is firing his mJ()/ver at the dog-pnt"'lillg

dm/oll, 20yards trW"y. He's not aiming (11' using a srope, so he
hilS fI -2 Range mrxlifier. With his GUll skill of4 allli II p,.eri­
siOIl of2, he 1lf!eds 11 4 qr lowf!1· to hit.

Attack Modifiers
Certain siulOltions affe('1: an attackers chance to hit ­

taking time to aim, surprise, attacking from the rear, etc.
111e chart in the sidebar lists the most common circum­
Stanccs. The GM should use this list as a guideline for
other situations.

Armor
A character may want to enhance whatever physical

protection - natural or Wlnatural - he may have, by
wearing armor. The box on p. 65 Lists a very few, very
common types. Some animal vessels gi"e natural am1or.
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PREDESTINATION: FATE AND DEsTINY
Do humans have free wiU? Does anyone? Are we pup­

pets to the Divine Plan?
The angels argue these questions as bitterly as any

moma] philosopher. Some of them h3\'C the advantage of
being able (0 sec the furure. But they ha\'c also seen the
funrre change.

E\'el)' mortal has both a fate and a destiny. It is gh-cn
to some celesrials (a see hue, or destiny, or both ... to see
the potential for good or evil that each human soul has
..ithin the S}1nphony. But not e\'cn 3 celestial, at least
'Aimin the Heavens m:lt we can reach, can know the
measure of a human life before its last note is played.

A person's destiny is the brightest goal he can hope to
accomplish. his potential (a shine, (0 affect the Sym­
phony on a scale few angels will ever attain. Ir's '-cry rare
that a human rises to the challenge ofa great destiny, but
the forces of good rejoice when it happens.

Archangel Yves, and some of his servants, can see
human destinies. They know the finest things hidden in
every soul. They foretell the best that can happen, and
work to bring it about.

Fate is the opposite of destiny. It's the dark moment
when, through error or selfishness, a person dooms him-

Phyrical Death, and After
Death of the corporeal vessel will kill a mortal,

whether he's a mundane or a Soldier. Human souls may
gravirnte to the celestial realms of Heaven or Hell; or
berome spirits in the ethereal realm; or reincarnate into
another corporeal vessel; or disband entirely, remrning
their Forces to dlC Symphony from which they came.
Those souls which are nOt destroyed may sOIlle<lay
rerum to play, but this is up to the GM!

When a spirit of the Marches is slain corporeally, it will
coolesce back at its home in the Marches (I'. 51) after half
a day, minus one hour for each point of Intelligence it
has. The true crearures of dream often treat the physical
\I'orld as just another dream; at any rnte, they suffer no
Trauma, and often reappear with an inrnet corporeal ves­
sel after being "killed."

When the corporeal vessel of a celestial (including a a
celestial spirit or a child of the Grigori) is killed, his
Forces regroup in the celestial realm, but his soul may
need time to recover.

Trtlmnn
The destruction of a celestial being's corporeal fonn is

2lways a shock. He has lost a little part of himself to
oblivion, fore\-er. If he has another mortal body to go to
nght thm, he cheats death. Otherwise, he suffers Trawna.

self to aid the Diabolical. Just as your destiny is the best
you can be, for yourself and for the world, your fate is the
worst. Some unlud...y souls have a fate much greater than
their destin}'. Hider's destiny was to be an honest interior
decorator who painted for pleasure and rnught in his old
age. His fate was greater and drew him to destruction.

Kronos, Demon Prince of Fate, and his Servitors can
see these dark furures. They work aJwa)'s to guide
mankind into the snares of their own fates, and away
from the lamp of destiny.

Many people, of course, die without either falling to
fine or touching destiny. And some seem to reach both
their fate and their destiny. Hemingway was destined to
touch millions as one of the most influential writers of
his cenrury - and futed to drunkenness, despair and sui­
cide. Whether or nOt he reached that fate on his own is
unclear.

A person who reaches his destiny without sealing his
fate will certainly see Hewen. Someone who finds his
dark fate, and not his destiny, can expect to end up in
Hell. ~rnose who do both, or who manage neither, ";11
probably be reincarnated to try again. Or their Forces
will be disbanded and their souls will be gone forever.

The warrior Malakim, accustomed to death, are
immune to lr.mllla. Kyriot<ltes in multiple host bodies
suffer no Trnuma when one is killed, though they gain a
note of disson.mce when a host dies under their care.
Shedim gain dissonance when their host dies, but avoid
Trnuma ifdleycan find another host quickly enough. But
if another celestial is physie:tlly killed on £.1rth, his
Forces will manifest a few hours later, near his Heart (see
PI" 137, 185). A Traumatired being may not speak or
respond in any way to others, and should be left alone to
contemplate the srnrk reality of his death.

Recovery is slow. After a number of days equal to the
victim's Corporeal Forces, he can make a \-Vill roll to
snap out of it. (f he fails, he can try again iJl a number of
days equal to his Corporeal Forces plus the check digit of
the failed roll.

Some never get over it and spend years just staring at
the wall. Most Archangels set up special hostels for their
Traumatized servants. Occasionally, when Demon
Princes clean house, severely Traumatized demons are
rounded up as lost causes and their remaining Essence is
used as fodder for the engines of Hell.

Celestial Injury and Death 69
Celestial combat destroys the Forces that make up the )

soul. If any kind of Force is amtplett/y lost, the effect will
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CoMBAT SUMMARY
Resolve combat in the following order each round:
1. Anyone wishing to use a supernatural power (a

Song, a resonance or an anunement. either as an attack
or otherwise) may do so. The person with the highest
Perception goes first, and so on in descending order.
Making a supernarural attack counts as an action for this
round of combat. Supernatural powers which aid other
actions (such as the resonance of the Of.mim) may be
used now in preparation for the later action. Victims of
some menClI or celestial onslaughts may make \!ViII rolls
to resist; this doesn't count as an action.

2. Anyone wishing to move may do so. The person
with the highest Agility goes first. and so on in descend­
ing order. Merely moving doesn't count as an action,
but moving in conjunction with a skill (i.e., Running,
Swimming, etc.) does. However, ct/estia/ movement is an
action. A being in celestial fonn may nOt both move and
attack (in any way) on the same round.

3. Each person may make one action if they haven't
already; an attack is one action. Again, the person with

be severe. Its characteristics will become zero (unless
they had been increased by character points, and had not
yet generated a new Force).

A celestial who is completely lacking in one type of
Force gains a Discord of that type.

Los< ofCorpor<al Form
A being who loses all his Corporeal Forces cannOt take

any physical fonn until he manages to regener.1te at least
one such Force.

There is no effect on a continuing celestial combat.
except for use of Son!,"S that were based on Corporeal
Forces.

LDss ofEthtf?o/ Form
A being who loses aU his Ethereal Forces retains the

skeleton of memory and personality, and may continue
the fight. After the banle, of course, he will find himself
at a severe disadvantage, with linle or no Intelligence or
Precision left.

Loss ofC~kstilJ/Form: &arming IJ Rt1111umt
A combatant who loses all his Celestial Forces is out of

the fight. H he has no vessel, he is pennanently, really
dead. His "corpse" will shimmer, dissolve and fade back
to the Symphony whence it came.

(])8
A celestial who had a vessel will take corporeal fonn

right there (which may lead to quick physical death,
depending on the location), 01'- if the battle is in Heaven

PLAYING THE GAME

the highest Agility moves first, and so on. Those who
anempted a supernatural attack or made a skm·based
move may not make a nonnal attack as well.

4. Anyone who has been attacked this round may
anempt to Dodge any attack they did not tty to resist.

5. Resolve damage for all attacks which hit. including
possible stunning, unconsciousness and death.

The round is over; if there are any combatants left,
start a new round at step I.

Combatants who take no other action may either FuJi
Dodge or Aim for the whole tum.

Choosing to Full Dodge for the entire round gives a
+2 bonus to all Dodge rolls for that tum.

Choosing to Aim for the entire round will add +I to
hit the intended target unless the aimer take danuge
that round; this destroys his concentration and negates
the advanClge of aiming. The maximum bonus from
aiming is +1 for conl:3et weapons and +3 (three succes­
sive rounds of aiming!) for ranged weapons.

or HeU - in the last place his vessel occupied on Eanh.
He is unconscious, and will remain so for 2d hoUTS.

He has become a Remnant (see p. 30). His link to the
celestial is gone ... his Hean shaners and can no longer
be used to track him. A Remnant loses the resonance
granted by his Choir or Band, as well as any dissonance
he had. Even though he doesn't have to won)' about gen­
erating dissonance, he retains his Discord. The character
also loses any Celestial Songs, as well as any attunements
which operate off his Celestial Forces. Lacking the abil·
ity to ascend to other planes, hes just a monal shell.
Depending on which of his other Forces were stripped
away, he may be brilliant or moronic, strong or sickly.

Ifhe had a Role (p. 43), he assumes that role, remem­
bering nothing of his celestial narure, and can live out his
life as a morral. If he had no Role, he is now a person
without history or memory. He may be tonnented by
visions of the divine or infernal, but he won't understmd
them.

Without a Heart, and without any Celestial forces, a
Remnant becomes very hard to track. &scmanas iTTlJOluing
Ptretption simply don 't IJff«t him. Thus, his friends (and his
Superior) often can't find him to help, and his foes can\
locate him to finish him off. Even if they locate him, holl'
can they teU who he was? This celestial invisibility migbt
make a Remnant a good morral agent. but it very rare~'

happens. Celestials feel desperately uncomfortable and
guilty around Remnants, and most Remnants are pro­
foundly saddened by any hint of the celestial world.



Angel - a divine being, generally composed of at least 9 Forces,
working for an Archangel, charged by God with mainraining the
Symphony; a member of a Choir.

Archangel- a divine, Word-bound being of immeasurable power,
2 Superior, see p. 33.

Anifact - an object to which someone has been (or may be)
2mmed; see p. 41. Also see Rr/ic, Reliquary and Tnlismll1l.

Ammement - I) a deep and abiding connection to a person, a
place, an object or an ideal; 2) a type of supernatural ability which a
Superior may grant other celestials (particularly his Servitors).

Bands - the various types of demollS> see p. 33.

Celestial- 1) an angel, an Archangel, a demon or a Demon Prince;
2) one of the three types of Forces, governing Will and Perception;
J) one of the three realms,·cont3ining Heaven and Hell.

Choirs - the various types of angels; see p. 32.

Corporeal - 1) one of the three types of Forces, go\'eming
Strength and Agility; 2) one of the three realms, containing the
physical plane of Earth.

Demon - an infernal being composed of at least 9 Forces, in ser­
vice to a Demon Prince, charged with furthering his Superior's
Word; also a member of a Band.

Demon Prince - an infernal, Word-bound being of immeasurable
po'o"'er, a Superior, see p. 34.

Diabolical - as a noun, the demonic race as a wholc.

Discord - a pennanent fracrure to a being's soul, genemlly brought
about by dissonance.

Dissonance - the damage a celestial does to himself by working at
cross-purposes to either his resonance or his Superior.

Divine - 1) full of God's grace; 2) devoted to selflessness.

Essence - the dynamic energy of the cosmos. used to enact mimc­
ulous changes to the Symphony; see p. 50.

Ethereal - I) one of the three types of Forces, governing Intelli­
gence and Precision; 2) one of the three realms, also called the
Marches, ostensibly ruled by Blandine (Archangel of Dreams) and
Beleth (Demon Princess of Nighanares), though also containing
other lands, the Far Marches, ruled by the remaining pagan gods
md creatures of myth; see p. 52.

Falling - the corruption of a good soul; see p. 58.

Familiar - a spirit bound to a corporeal vessel; see p. 192.

Force - any of three types of energy (Corporeal, Ethereal and
Celestial) from which souls are fonned; see p. 34.

God - 1) the sum of all consciousnesses above the level of reality
inhabited by the angels and demons; 2) the consciousness which
both created the universe and is the universe; see p. 137.

Hean: - an object, genemlly residing in a Superior's realm, which
draws a celestial back to Heaven (see p. 137) or Hell (see p. 185).

Heaven - the divine celestial realm; see p. 136.

Hell - the infernal celestial realm; see p. 184.

Host - 1) the angelic race as a whole; 2) a borrowed vessel.

Human - a sophisticated corporeal creature of at least 5 Forces
over whom the angels and demons battle.

lnfernal- I) serving Lucifer, 2) devoted to selfishness.

Invocation - the summoning of a Superior.

Lucifer - first of the Fallen angels, the demons' leader; see p. 185.

Marches, The - see Ethl!T'eo/, 2).

Mundane - a moml with no supernaruml powers; see p. 32.

Numinous Corpus - special Songs which create unnatural physi­
cal appendages of great power, from claws to winb'S'

Outcast - an angel who has betrayed his Superior, his Word, or
himself, and been forced out of Heavenly service; see p. 29.

Person - any intelligent being.

Redemption - the salvation of an evil soul; see p. 60.

Relic - an artifucr imbued with a Song; see p. 42.

Reliquary - an artifuct capable of regenerating and storing
Essence; see p. 43.

Renmant - the fragment that may remain of a celestial after hav­
ing his Will demolished; see pp. 30, 68.

Renegade - a demon who has abandoned his Prince's service to
follow his own agenda; see p. 30.

Resonanee - I) the unique supernatural power granted to mem­
bers of Bands and Choirs; 2) a celestial's nature.

Rite - a special method of regenemting Essence.

Seneschal- the caretaker of a Tether.

Servant - any being bound to the will of another being.

Servitor - a celestial, not Word~bound,who serves a Superior.

Soldier - a human with 6 or more Forces (and, gencmlly, super­
natural abilities) who serves a celestial; see p. 140.

Song - a supernatural ability, fueled by Essence, which has the
potential to dramatically altcr the Symphony.

Soul- any collection of Forces.

Spirit - 1) a celestial being of less than 9 Forces, who doesn't
belong to a Choir or a Band; 2) any other being who li ....es in the
Marches and/or doesn't have a corporeal vessel; see p. 52.

Superior - generally an Archangel or a Demon Prince; also, any
person's direct celestial supervisor.

Symphony, The - I) the universe; 2) God's plan, which the Host
is bound to protect and the Diabolicals attempt to subvert; 3) the
celestials' pamdigrn for reality.

Talisman - an artifuct which enhances a skill; see p. 42.

Tether - a corporeal place linked to a site in a celestial realm; see
p.59.

Undead - I) a powerful once-human servant who has gin:n up the
integrity ofhis soul in exchange for some degree of demonic pow­
ers; 2) a mummy, a vampire or a wmbi; see p. 193.

Vessel- any fonn which a soul can inhabit to interact with the cor­
poreal world; see p. 48.

Word - a concept integral to and obvious in the Symphony, gen­
emily supported by a celestial.

Word-bound - a celestial who is attuned to a Word; see p. 28. 69
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Artifacts may be corporeal (ordinary objects wh.ich the

owner has a link to - p. 41); ethereal (talismans, giving a
bonus to sJciIl) or celestial (relics, conraining Songs,
and/or reliquaries, which gJther and store Essence).

ARnFACT LIMrrATIONS
The point COSt of an artifact may be increased by lim­

itations, increasing their value to the owner (or making
them harder to use but cheaper to buy). The GM may
introduce morc; some standard effects are:

May only he used by n SerUII11f (direct or htdint1) ofn spe­
cific Superior: +3 points

May ()JI1y be used by ongels, or only by dmuH/s: +4 points
Requires n brief; silmt invocotioll befim it is used, and ClIn­

not be /lsed withollt tbe invomtion: + 1 point
Requires n 5-1JIinute ilTuocoti(m before eoch use, mul cmmat

be used witbout tbe inVQauiOll: -2 pointS
Athmed to tbe Ullmer and Cfln be used by 110 ant else: +3

points
Can bewfJrn (lr cllrried iUIi Cflmpletely biddm WilY (0 pocket

piece,far instll1lce): +3 points
Con be W(T171, kllVing tbe 1/sn-'! bands free aud giving

IIttockn'S II 11lrxlifier (p. 62) to strike at if: +2 points.

SAMPLE TALISMANS
Each ethereal artifact, or taliJ71Ill11, enhances a single

skill; see p. 42. Any object em become a talisman, con­
taining any skill (skills arc listed on p. 73). Nonnal
talismans cost (level x 2) character points, and add their
level to the user's skill level.

Most talismans are originally created by servitors of
jean and Vapula, but there are many other sources.

These are just suggestions to get you started.

Stunt Cycle
\Nhat is it about celestials and motorcycles? [n partic­

ular, Calabim, Malakim, and Servitors of janus, jean,
Valefor and Vapula love cycles. With a Driving skill and a
srunt cycle, you can ride like a demon (or whatever).

Most cycles have the limitation "Requires brief, silent
invocanon to start" - much more secure than a key!

Blessed weapons
Possibly the commonest of all talismans are weapons

with the appropriate skill, from bnlsS knuckles including
Fighting to guns enhancing Ranged \\feapon. The mOSt
powerful ones are generally usable only by the forces that
created them.

Stealthy Shoes
Footgear enhanced with the Stealth skill help the

wearer move with ghostly silence.

SAMPLE CELESTIAL ARTIFACTS
Most celestial artifacts simply allow the user to per­

form a Song (see p. 43). The chanlcter point cost of an
ordinary celestial artifact is 3 times its level, which is cho­
sen when the relic is obtained. An artifact that is both
relic and reliquary - that is, produces I Essence.1 day lind
can be used to cast a Song - costs 5 times its level if its
Essence can be used only for that Song, or 6 times its
level if the Essence can be dnlwn for other purposes.

The GM may create artifacts which don't use the com­
monly-known Songs, producing any desired effect. Use
these samples for a guideline. One-shot artifacts (like the
Holy and Unholy Bullets) will COSt less. ArtifaCts with
special effects (like the Body Bag) will COSt extra.

When creating a new artifact that does not use an
existing Song, the GM should decide whether the new
Song is Corporcal, bct'3use that's the only kind of Song
Soldiers can use, cven in a relic.

Compass ofAttune11lent
A relatively simple relic, this usually looks like a brass

nautical compass on a chain necklace. Imbued with the
Celestial Song of Attraction, its user can amme it to any
object or person by touching it to tlle target and spend­
ing I Essence. The ;lttllnement lasts for a number ofdays
equal to the relic's level.

Therc;lftcr, the compass needle continually points to­
ward the object of its attllnement, regardless of distance.
It only works [Wo-dimensionally; if the bearer is beneath
(or above) the relic's objective, the needle spins madly.

If its target has been broken into pieces, the compass
points to the largest piece. Once the user comes within
10 feet of that piece, he can spend 1 Essence to redirect
the compass toward the second-largest piece, and so on.
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Holy or Unholy Bullets
Ammo for Holy or Unholy Pistols (see below), these

bullets can damage a celestially-generated corporeal ves­
sel. They do hits equal to the check digit of the successful
hit roll times the level of the pistol from which they're
being fired. The only difference between Holy and Un­
holy Bullets is that each mllst be fired from its respective
kind of pistol. Neither kind works in an ordinary gun!

Unlike other artifa<..'tS, these one-shot relics are not
purchased in levels; they're I character point each.

Seraphim Scalpel
This blade contains the Corporeal Song of Healing,

which requires 1 Essence to fuel. Running the blade
along the line of a wound, and making a successful roll
ag-ainst your Corporeal Forces plus the relic's level, heals
hilS equal to the check digit of the successful perfor­
mance rol1.

Fiery Sword
Anomer relatively common relic, the Sword ;lppe;lrs to

be a brass sword hilt, sepamted from its blade. When
SOllleone grips the handle with both hands, concentrates
for I round and spends I point of Essence, a 3-foot~long

blade of flame appears, creating a weapon with ;l Power
equal to the sword's level and -2 Accuracy. \Vhen its user
manifests in celestial fonn, the sword does celestial dam­
age! The Aame remains for a number of minutes equal to
me user's Celestial Forces.

Body Bag
This item - appearing in many fOOllS, bm typically a

black canvas bag - allows a celestial to keep a spare ves­
sel Oil Earth, s,wed up for a rainy day. A celestial can
climb inside and assume his celestial fonn. The corporeal
vessel in the bag does 1/0t vanish, and the user may man­
ifest ag<lin in any other vessel he owns. The "bagged"
body remains in stasis, undamaged by outside forces. If
the user's current vessel is killed, he will not return to the
celestial realm to suffer the Trauma of death (p. 67) ­
he'll wake in the b:lgged body, ready to take on the world
anew. Vessels removed from the bag will seem like
freshly-dead, room-temperature bodies, and if not
replaced in the b:lg within 5 minutes, they'll be dead.
Destruction of the B:lg destroys the vessels inside.

The B:lg acts as a reliquary, drawing Esscnce from the
Symphony to support itself, but this Essence is not avail­
able to anyone else.

A Body Bag can contain a vessel or vessels of levels
equal to its own. It costs the st3ndard 3 points per lcvel.

Holy or Unholy Pistol
Irreverently referred to by Nicole in "A Bright

Dream" as her "itty-bitty pistol," weapons like dlis are
most often used by Soldiers to level the playing lield
between humans and celestials. Tills pistol lires Holy or

,Unholy Bullets (see above).lt is a ranged weapon, with a
Power equal to its Resource level (multiplied by the
check di!,';t!) and an Accuracy of +I. Firing a special bul­
let spends I Essence. The gun can hold Essence equal to
its level, but does not generate irs own.

It can also lire secular ammo, doing damage as a der~

ringer (see p. 65). Reloading takes 1 round per bullet
with any type of bullet. This artifact is worth 6 points per
level.

R(i)Leg
Roles allow angels and demons to blend into hwnan

society. See p. 43 for complete Role niles.
All roles demand a skill or tWO, at levels no lower than

that of the role, to successfully play that part. For exam­
ple, a lawyer who c<"m't Fast-T:'llk isn't rcal1y a lawyer; the
celesti:ll must really have the Fast-"Hlk skill, at a level
equal to the level of his role.
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All roles cost 2 character points per Resource level.,
plus 2 points per level (above Level I) for appropriate
Starus (p. 43). The angel can vat)' the Status of a Role if
he has a good character Story!

The Roles given here are just a few samples. The GM
may create new Roles as the need arises, or refuse to
allow a Role, at his discretion.

Archeowfdst
Whether he's an assistant on a local dig or a dealer in

antiquities with a penchant for whips, an Archeologist
has an intuitive edge for inmlediateJy spotting and cor­
rectly identifying artifuctS of the coflX>real world.

Generally Starus 3 or 4; requires Swvival skill.

Bartender
They meet a lot of people, and sometimes bartenders

hear about things even before the news people do.
May be Starus 2 to 4; requires Fighting skill.

Doctor
From local doctors outspoken about health refonn to

the Salks, Kevorkians and Mengeles of the world, physi­
cians serve their patients in many ways.

Requires a Precision above 5 and the Medicine skill;
generally Status 4 to 6.

Entertainer
Many entertainers are attrnctive and talented, Some

are juSt smart and lud..],. The biggest advantage of this
role is that of gossip monger. Unfortunately, your char­
acter may get tied up "on the job," networking and
rubbing e1bo....'S with other big shots. While this gives
you an excuse to travel, it em also lead to nasty conflictS
between shooting schedules and exorcism deadlines.

Requires some combination of Charisma and perfor­
mance skills. Status could be anywhere from 3 through 6.

Hacker
This role gives you a basic knowledge of the public

computer networks in your area, and a better knowledge
of the not-so-public ones.

Computer Operation is the only must, though Mow:
Silently will help you out of those noisy trash bins, Hack­
ers may also wish to branch Out with the Chemistry or
Electronics skills, but it's not necessary. Starus is proba­
bly between 2 and 4.

Hunter
What better way to fight the War on Earth than to

hWlt demons in brood daylight? Just tell people you're 1

demon-hWlter, and they'll never suspect you of being an
angel, much less a demon. (Of course! Why didn't an)'­
one think of that earlier?)

You do realize that it makes you a target, though - and
you'd better have an assorunent of combat skills if roo
want to live long. Any Starns is possible; a "demon
hWlter" could just as easily be a wealthy IWlatic or 1

homeless IWlatic.

]ounzalist
From daily colwnnists to Walter Cronkite, journalists

now more than ever mold the minds of the populace.
Journalists must have Literacy and Fast-Talk, but

Move Silently, Lockpiclcing, Computer Operation,
Dodge and Escape will also come in handy more often
than not. Starns could be anywhere from 3 to 6,

Lawyer
From struggling human-rights lawyers to Daniel

Webster, lawyers define the borders ofacceptable behav·
ior in human society - but beyond the law, do some sel"\'e
even higher powers? You must have the Fast-Talk skill [0

successfully pass as an attorney. Status can range from a
starving and marginal 3 to a filthy-rich 6.

Policeman
The police are the guardians of order, for better or

worse. A policeman needs at least two skills from among
Detect Lies, Knowledge (his city or town), Ranged
Weapon (Pistol), Small Weapon (Baton) or Tracking.
StatuS is almost always 3 or 4. One or two points in
Charisma could be described as "looks like a good cop."

Politician
Politicians create humanity's social systems. Uncil

power is taken from them, the fate of the modem world
lies very much in their hands.

Lying is the only necessary skiU for Politicians.
Charisma is a must. Starns is usually 4 to 6.

Private Detective
While you may think that anyone with a trench coat

and a bad attirude is a gumshoe, this role gives you an
official license, a Imowledge of how to track people
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down, and a worse attitude. No skills are required, but
you should have a few levels of Fighting, Escape, Lock­
picking, Move Silently - and the ever-popular Fast-Talk.
Status could be 3 or 4.

Religious FiJ!Ure
From the locil AM radio bible-thumper to Mother

Teresa, religious figures shape our world in many ways.
Emote is the only required skill. Charisma is reasonable
and useful. Status could be from 3 to 6, though 6 proba­
bly implies "religious entertainer."

Sdtmtist
Of aU the modern roles, the scientist (mad or not) is

on~ of the most divinely and infernally inspired, leaping
qwckly from one extreme to another. nus position can
give characters access to all sons of toys, real or imag­
ined, at the GM's discretion.

From the guy at Texas lnsrruments who invented the
microchip on a weekend break to the savvy programmer
who parlayed rights for a third-rate operating system
intO a corporation that owns small coumries, scientists
play the tunes to which society dances. A Scientist needs
3[ least one skill appropriate to his chosen field. Status is
usually only 3 or 4, unless he's been smart ond lucky.

Sports Hero
'Were you the quarterback the year your high school

went to the state championships, or did you just sign a
muhim.illion-dollar contract with Pepsi? You must have
one athletic skill (Dodge, Swimming, Running, etc.).
Stltus for a successful pro athlete will be 4 or greater.

SeRVL\nrS
Each Servant is a character - human, undead, animal

or spirit - with his own character sheet. The Resource
level of a selVant indiCltes how Ijkely he is to obey an
unwelcome order. See p. 45 for the costs of different
Classes of Servant, and Supporting Cast, p. 190, for more
descriptions.

SKILLS
To use a skill, make a d666 roll. The target number is

given by your skill level plus its base characteristics level.
If you must roll against a skill you don't have, mbtraet its
default number from your level in its base characteristic!

Skills cost 1 character point per level.
See p. 45 for complete skill rules.

Acrobatics (Agility) Deftult: -3
nus skill covers any athletic, acrobatic action. It could

get you a job in the circus, or pull you out ofa tight spot.

The check digit simply detennines how spectacularly the
acrobat succeeded (or failed). The Acrobatics skiU (p. 74)
may sometimes be combined with Dodge.

Artistry (perception) Deftult: -2
This skill allows you to accurately reproduce some­

ching you once viewed, or illustrate a scene which never
existed - and at the same time convey both emotion and
a meaningful message.

Angelic and demonic beings can "read" art, seeing the
emotions of the artist laid bare, if they can make a suc­
cessful Artist roU. If not, then the message received is
either partially confusing or wildly inaccurate. Celestials
can also do the reverse, embedding a message no longer
than 10 words into a picture, which can be read later by
other angels and demons.

The check digit of an Artistry roll is open to interpre­
tation. It may represent how well the piece is accepted by
the public, how accurately a wimess has been able to
sketch his assailant, how many minutes an obselVer will
be compelled to stand and look at it - or how many days
the artist works on the piece before realizing it isn't going
anywhere.

This sJcill gives you proficiency in one specialty. Buy it
morc than once if you want more specialties.

Chemimy (lntelligeuce) Deftult:-5
nus skill allows you to analyze unkno.....n substances

with lab-quality equipment, or to make "chemical gad­
gets" such as saltpeter or tear gas from readily-available
materials - at the GM's discretion. If the chemist
attempts to make something explosive (and who
wouldn't?), then the check digit of a success indicates
how exactly the explosive matched the chemists inten­
tions. Other successful Chemistry check digits may
represellt the number of rounds that a foe is incapaci­
tated by your tear gas, or the accuracy of your analysis.

A failed check dihrit represents both the amount of time
you wasted (usually in hours, but it depends on the pro­
ject) and, in the case of explosives, the number of dice of
damage the chemist takes when his work goes awry.

Climbing (Agility) Defoult: -2
This is a knack for moving quickly up and down steep

surnces. A successful roll will also let an experienced
climber judge how difficult a maneuver may be. The GM
may impose modifiers to a Climbing roll depending on
the angle of the surface being scaled, its tCA'ture, and
whether or nOt any mechanical aids are being used. The
check digit ofa successful roll represents how quickly the
climb can be made (with I being slowly and 6 being
quiddy). The check digit of a failed roll represents how
much time the climber waStes, or how badly he injures
himself in the attempt. 93



Electronics
(the higber ofJlllelligcl1ce ur Precision) Default: -5

You Ilave the skill of inventing electronic gadgets and
the knowledge of how best to implement them. Like
Chemistry, the GN1 should rule on its use on a case-h)'­
case basis. This skill is also usefuJ for disanning and
disassembling electronic traps, locks and other nuisances.

The check digit of a successful roll can represent the
amount of time mken to achieve the goal, from a lot to a
little, and (like the Chemistry skill) the overall quality of
the end product. The check digit of a failed roll can rep­
resent the amount of time the character wasted before
realizing he's not getting anywhere (after which the
player call roll 3f,rain), the number of specific parts he
finels he's missing to complete his work, or the !lumber of
hits of d,ull3ge he takes when he accidentally elbows his
beer into tile works.

Driving (Precision) Default: -2
This is your ability to drive any nomlal domestic vehi­

cle, such as a car, truck or motorcycle. if someone has
driven a specific vehicle often, the GM may give him a +1
modifier for controlling it. Driving rolls are general~'

made on two occasions - when you're trying to get from
one place to another, and when some specific hazard
pops up in the process.

Nonnally, the check digit of a successful roll reflectS
how much time the dri"er was able ro aim off the nip,
while the check digit of a failed rolJ reflects how delayed
the driver is due to traffic, poor navigational decisions,
and so on. if he rolls a check digit of 6 on a failed roI~

throw a random road hazard at him. \\'hen a speci6c
hazard occurs in play - for example, when the angels
chasing the characters try to ram them, or when two Bor
Scouts randomly lead a little old lady across the street in
front of their vehicle - then the check digit of a Dri\;ng
roll reflects how spectacularly the driver is able to (or fails
to) avoid the siruarion.

Emote (peneprion) Default:-I
Emote is the skill of expressing feelings (or disb..... ising

them) through body language and vocil subtleties. A
character making a successfuJ Emote roll will appear sin­
cere and genuine about his feelings. Those who ha\"e
mastered it are both excellent communicators and excel­
lent actors.

For example, a young woman walks into the room and
wants to attract some attention; she successfully Emotes
sadness. "You think his daughter is sad," the GM tells the
players.

Detect Lies can only be used against the Emote of a
person trying to feign an emotion he doesn't feel. If the
emOter makes his roll, then subtract the roll's check digit

Compute,. Operatiou (Intelligence) Default: -4
This skill allows for the quick comprehension of a

piece of software, its operation and its function. Above
level 3, the computer operator may also use this skill in
an attempt to repair a malfunctioning piece of hardware.

Dodge (Agility) DeJillllt,-1
1bis skiU lets you reduce the effects ofarmcks in com­

bat (see p. 66).ln general, you may Dodge any attack that
cannot be resisted. Acrobatics skill can be substiruted for,
or oddtd to, any Dodge roll against nonprojecrile wC3l)()ns
- you can acrobatically dcxlge a sword, but not a rain of
bullets.

Detect Lies (Perception) Defillllt: -2
Detect Lies, obviously, lets you tell when someone is

lying. The check digit of the successful Detect Lies roll
must be higher than the check digit of the liar's success­
ful Lying roll. When someone fails a Detect Lies roll, the
suspected liar may make a Perception roll (with the check
digit of the failed roll added as a modifier) to see if he
notices that his listener doesn't trust him!
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from the Derect Lies roll; if he doesn't, then add the
fuiled roll's check digit to the Detect Lies roll!

Engineering (Precision) !?efa1~It: -!
Engineers know how to design and repaIr deVIces. I.n

which moving pam: are more important than electrolllcs.

ErUJpe
(tbe bigber ojAgility ..' Pmmoll) Defillllt: -,3

This skill brings freedom from knots, handcuffs, strait­
jackets and other annoyances. ~e check digit .represe."ts
the amount of time it takes to gam freedom, with 1 bemg
a long time and 6 being almost no ~me at all- or, in ~e

case of a fuiled roll, the amount of tune spent struggling
in the attempt.

The GM may inflict a -I penalty for each bound ann.
A separate E'..sc1pe roll must be made for each binding.

For example, if someone is bound and gagged, he mu:r
make one roll to free his mouth and another for his
hands. (Since it's more difficult to remo\·e a gag ....1th
hands tied, he should .....ork on freeing his hands first!)

Fost-Talk (Will) Default: -I
There is a differen<."C between lying and "'fast-talking,"

albeit a subtle one. Fast-talking involves quickly persuad­
ing someone to do solllcthin~ relatively. minor ~at's

against his narure - such as talklllg a secunty guard l~tO

letting you pass, or convincing a postal e~ployee t? gIVe
you a package matS not yours. Its effect CXlsts only III the
moment, a brief lapse of common sense that d~n't
change the person's basic nature: you've only conVInced
him to "bend the niles just this once."

If the character makes his roll, then the target Illay
make a \-vill roll to resist persuasion, minus the success­
ful roll's check digit.

If the target Ill:lkes his Will roll, he will get a + I to
resist further Fast-lalking by that person for the rest of
the day. The check digit ofa f.1iJed Fast-lalk. roll tells ~e
number of hours you must wait before haVIng any kind
ofchance to Fast-1:llk that target ag'a.in.

Figbtiug (Strellgtb or Will; see beluw) Defalllt:-1
In the corporeal world, this is skill at u?anned com~at,

anything from brawling to a fomlalmamal art. Celestl~ls

can use the same martial discipline when they battle With
sheer force of \ViII, instead of hammering away with
Strength. The check digit of a successful roll is generally
the number of hits ofdamage done to the target; see the
combat mechanics on p. 61 for more der:aiJs.

In game temlS, there is no difference ~tween the \'3r­

ious combat styles, but for roleplaymg purposes. a
fighter's style should be defined..Does ~e use the c.rush­
ing blows of a boxer, or the cunnmg gnps ofan Onenr:al
master?

K:Jurwledge (Intelligence) , Defalllt: -4
There are hundreas ofdifferent Knowledge skills. Any

sort of "book learning" can be a Knowledge skill - any
field ofscientific or cuhural srudy. The player may define
it as he chooses, but a general SOrt of Knowledge (like
HistOry) would be more diffuse than a specific Knowl­
edge (French history).

A character rolls against Knowledge to answer an
appropriate question. The more specifically the question
relates to his Knowledge, the more of a bonus the GM
should give him to answer the question!

A special kind of Knowledge is Area Knowledge. :'
character could have a high Area Knowledge for his
hometown - for example, Knowledgel6 (Arlington,
Texas) - he'd Imow a lot about its people, politics and
social mores plus details about things like store locations
and local ha'ngouts. For a larger area, Area Knowledge
.....ould cover general subjectS like politics and current
event5, geography, history, and so on. Because Area
Knowledge is such an encompassing skill, the GM can let
it seave for a variety of things, but often at a penalty!

The check digit of a successful roll detennines how
specifically the character can recall his Imowledge. .

E'rQmple: A dl!1m)11 is tryillg to mllember the best pion In

his tuum to dtnllp 0 body. With 0 check digit of I, the demon
(Quld (()'file up with 0 gmeral area, bllt perhaps lIot the best
pliler. With a check digit of 6, he rould ",'!e1I1h:" that. tne
mmk at the litke's f'dge with the deep snnd Pit 0.0 to the side.

The check digit of a fuiled roll represents the number
of hours before the character can attempt another
Knowledge roll on the same subject. It may also repre­
sent the amount of time he has wasted, or the amount of
trouble he and his companions get into because of his
poor memory, at the GM's discreti~ll. . .
Exnmp/~: Ifthe dcmon hfl(l failed hiS roll, a check dlgzt of1

1IIight melln he wastes 1111 hOllr ,Jriving tt,"?/~IUJ, wlSlICCesSflllly
lookingfor Ihe 1·igIJI spot. J~tIJ II cher~ t"gtl of6, Ihe,defllQlI
1I1ight pull up to 11 pm-k Illfe m the evellmg - 111Id, as. hes ~r~g­
ging the I)()(ly by ifSfiet tQ'UltmJ fhe pl"ygroIlIUJ, 1~II"Z: kes!lIst
yanls fm111 Ihe drU11ken 1Y?fI1U"lfs ofII police officm plcmc.

umgunges (/utelligel1ce) .. Defoult: -4
Every language is a different skill, wnrren as Lan·

guagel2 (French), Languagel4 (Basque), etc.. Mo~ls
automatically understand one language, their natJVe
tongue, 3t level 3; no skill roll is needed to m:e y'0ur
native tongue. Any Celestial assigned to Earth wdllike­
....1se know the language of his assigned area 3t level 3, at
no COSt.

Language rolJs are generally only u~ to ~etenn~ne

how well nonnati\"C speakers conunurucate III foreign
languages. The check digit of a su~fu1 Language roll
detennines how much of the meanmg came through. 95
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Move Silently (Agility) Default:-I
This skill covers various tactics a person could use to

pass wmoticed - such as walking without making a
sound, hiding in shadows or disappearing into a crowd.
The check digit of a skill roll acts as a modifier, negative
in the case of a successful roll or positive in the case ofa
failed one, to the Perception skill of anyone oying to
spot or follow him.

Move Silendy has no effect against the resonance of
either the Cherubim or the Djinn.

Ranged weapon (Precision) Default:-2
This skill enables you to hit a target using a ranged

weapon, such as a bow, a pistol or a rifle. It will also help
you maintain and, at level 4 and above, repair such a
weapon. See the combat mechanics, p. 61, for more
information.

This skill gives you proficiency in one type of ranged
weapon; important types include Rifle, Pistol, Longbow.

Running
(the higher ofStrength rrr Agility) Default:-I

Ths skill lets you move as fast as your legs will carry
you. In a pursuit, roll against this skill. The check digit of
a success is the number of extra yards per round gained
beyond your basic movement. A failure brings no bene­
fit - and if its check digit is 6, you fall and make no
forward progress that round.

Savoir-Faire
(the higher oflntelligeuce rrr Precision) Default: -4

This is a knowledge of worldwide etiquette. Those
with Savoir-Faire can dine gracefully at any table, and
handle touchy social situations with perfect style. The
check digit ofa Savoir-Faire roll may be added (or, in the
case of a failed roll, subtracted) from immediate reaction
rolls made by anyone observing the character.

Seduction (Will) Default: -I
This talent tells a character whether NPCs are

attracted to him - and flirtatiously encourages such inter­
est. \Vhen the object is actual seduction, if the target
would not generally be inclined toward the seducer (for
any reason ranging from marriage vows to a difference in
orientation), then subtract the target's Will from the
seducer's target number. The GM may add other modi­
fiers as he sees fit., including Charisma based on looks,
fame or sex appeal!

Usually, a failed roll represents the amount of time
wasted srumbling through the language barrier, but in a
high-stress siruation the check digit is a penalty toward
an immediate reaction roll made against the speaker by
the listener.

This skill gives you proficiency in one language. Buy it
repeatedly to learn more languages.

Large weapon (Strength) Default:-3
This ability lets you use contact weapons of great size

and strength, from swords to battleaxes. The check digit
of a successful roll generally adds damage to the attack;
see the combat mechanics on p. 61 for more information.

Lackpicking (Precision) Defil1llt: -3
This skill will let you open mechanical locking mecha­

nisms and defeat simple security systems. The check
digit reflects the amount of time it takes (with I being a
lot and 6 being a little) or the amount of time spent in
vain (with I being a little and 6 being a lot).

If a failed roll has a check dib';t of 6, it not only wasted
a lot of time but set off any alarms or traps that were
there!

Lying
(the higher oflntelligeuce rrr Perception) Default:-2

Oh, what a tangled web we weave! Well, not all that
tangled - if you're good at it. The check digit of a suc­
cessful Lying roll represents the amount of time it takes
the liar to persuade his victim of"the truth," with 1 being
a long time and 6 being a little, but the victim is free to
make a Detect Lies roll, minus the successful roU's check
digit. If the liar fails his roll, the victim shouJd make an
immediate reaction roll, minus the failed roll's check
digit.

Note that Balseraphs don't need or use this skill. They
don't think they're lying. Not really.

Medicine (Precisi!m) Default: -4
With this skill, you can diagnose sickness and injuries,

as welJ as treat the damage ifadequate materials are avail­
able. The degree to which you can heal a victim is based
on your knowledge of medicine (i.e., your skill level); see
the chart below. A patient may onJy benefit from one
successfuJ Medicine roll until he makes a full natural
recovery.

The check digit of a successful Medicine roll has no
specific meaning - except when it's a 6, in which case the
patient is helped as though the doctor was one level
higher. A failed Medicine roll has no ill effect unless the
check digit is a 6, in which case the patient takes Id dam-

96 age from his poor treaonent. However, a failed roll

)
cannot be repeated by that healer, that day, on that
patient.
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SkiD Level
1
2

3-4
5-6

Treatment Trme
1 minute

1 day
I week

1 minute

Hits Healed
Equal to patient's ST

Twice patient's ST
3 times patient's ST
Twice patient's ST



This is a lalent to be used on NPCs. The behavior of
a PC is up to the player, not the dice.

The check digit of a[ailed roll is a penalty to an imme­
diate reaction roll (p. 44) by the target. lnterpret the
results in a general fashion. Yes, it's possible to fail a
seduction attempt yet leave the "victim" smiljng.

If the seducer's roll is successful, then what happens
after that is entirely up to him ...

Singing (perceptim) Default: -2
This is skill at vocal perfonnance. A singer may add his

Emote skill to his Singing skill roll. Also, skill at Singing
(unmodified by Emoting) enhances the effects of some
Ethereal Songs.

Angels and demons with the Singing skill may use a
side effect that is seldom considered - humming. Angels
and demons on Earth can hwn back and forth to each
other, speaking "pig-eelestial," without fearing that their
communication might be intercepted (except, of course,
by other angels or demons). Players who attempt this
must actually hwn before making the sJci.U roll. The
check digit of a successful roll represents the number of
words the singer has successfully broadcast to all celes­
rials within listening range. The check digit of a failed
roll represents the number of rounds the singer (or hum­
mer) must wait before trying again.

S1IIoII Weapon (Precision) Default: -2
This skill defines a character's ability to use any kind of

small hand-held weapon. See the combat mechanics, p.
61, for more infonnation. There is a separate skill for
proficiency with each specific kind ofsmall weapon, such
as a dagger, a shoftSWord, or a sap.

SlIroival
(the higher of Will or Perception) Default: -4

This skill lets you forage for food and move easily
through one specific hostile environment (desert,
swamp, etc.), chosen when the skill is oblained. A suc­
cessful roll's check digit represents the nwnber of hours
}1)U can survive in reasonable comfon before yOUT next
roll. A failed roll's check. digit is the nwnber of hits you
take from the hostile environment; roll again in six hours.

The GM should describe the injuries taken by those
who fail their rolls, and may modify the default depend­
ing on the environment.

Swi1llming (Agility) Default: -2
Add'the Check digit of a successful Swimming roll to a

swimmer's Strength to get the distance he moves that
round. A failed roll indicates no progress; a check digit of
6 indicates a hit ofdamage from breathing water. All this
damage is temporary and will be erased by an hOUT of
rest, if the swinuner can JUSt get Out of the water.

Example: Gng dtodes to dive into the water to Ut to fW(J

Purifiers Ii"i"g ill a rowboat. Ig1JflT-ing tbeJolt thot be'/Ih'nM
to make an Agility roll to pull offthe dive, he'll need a Swim­
ming roll to see huw long it takes him t.o make it to the rowboat,
curremly 10 yards /1Way. His Agility is 6, (llld his s/.:ilI at
Swimming is 4, so he'll tlted to roll a 10 (Jr less to 1110ke it. He
does, with a (het/.: digit 0[3. With a StTe1Igth 0[6, he am close
9yards in (JIle ttfnl. Unless the people he~thasing have an om­
boanJ 11Wtor, Gng wiDgrab the boat in the next Cfmlhat rolmd.

Taeti<:s (intelligence) Default: -2
lbis is the skill of leading a small number of people

(fewer than 30) through a small area ofconflict, such as a
group of buildings. The "tactical" skirmish can either be
roUed out - with a contest between the two leaders' Tac­
tics skills - or played out, with the fighters actually
infiltrating a site, and Tactics rolls giving the adv3nlage
of SUI]>rise to one side or the other.

Throwing
(the higher ofAgility or Precision) Default: -3

This skill lets you throw a light object (such as a knife
or a grenade) accurately. The check digit of a successful
roll is generally subtracted from the target number of
your foe's Dodge roll to avoid being hit. The check digit
ofa failed roll represents the number of feet by which the
throw misses. Make a separate roll for all other potential
targets (characters or objects) within range, starting at
the originallarget and moving outward, until something
is hit. U nothing within range is hit, the thrown object
continues its trajectory to Strike hannlessly (or, in the
case ofa grenade, nOt SO hannlessly!) behind the original
larget. 77
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Objects can be thrO\vn a number of yards equal to the
character's Stren!,>"th, plus his Agility and his skiJllevel at
Throwing, plus or minus the check digit of:) successful
or fuiled Throwing skill roll. Halve the range in for every
5 pounds by which the weight of the object thrown
exceeds the thrower's Strength. Double the range for
C\'cry 5 pounds by which it is less than his Strength.

Exalllple: Gng has 0 StTrIlgth of6 ond an Agility 0[6. His
skiJl of Thrrr<l,';,tg is 3, so he (DuM tbrrm: on oljtd 1L'tigbi1lK n
pound or 1m - 111], a hoJy footbnll- at least 30 yards withom
trying too bnn/ (6 + 6 + 3, doubled btral~ its 'lL'figbt is 5
pounds 1m than his SfTr-IIgth). ifbe 1110kes bis Tlm111:ing roll,
rom 1L,jtb n11 fl1NT1I~ cbeel: digit of3 be rouid ptg a ditllt from
asfur as 36 ytmis l1i:.'flJ.

A1Jotbn- example: A profmional qllorurback has 0

StTmgtb of7, un Agility 0[9 and a Tbnr'l:ing skill 0[6. On a
gnat doy, u:;th n mamfttl Tbrrm:ing roll's ~ck digit of6, be
could gofor /M Hail Mary and land /be bal/up to 56 )'nrds (1
+ 9 + 6 + 6, doubled beea/lSI! ofits weight) tr.:Joy!

Trackillg (pemptioll) Defillllt: -2
Ths allows you to trail somcone through f.tmiliar ter­

rain. If your prey has the Survival skill, and doesn't want
to be followed, a Contest between your Tracking skill
and the target's Survival skill dctennines the outcome.
lnc check digit ofa successful Tracking roll usually rep­
resents the time the tracker takes to locate his prey, in
minutes, hours or days, depending on the situation.

For instance, tracking an imp through the woods
behind a high school might only take a few minutes, but
following a Rcneg:lde demon across a desert: may take
hours - or even days, if the quarry had a big enough head
start:. The check digit of a fuiled Tracking roll represents
how lllany minutes, hours or days the tracker will wan­
der about before re:llizing he's lost the trail.

This section describes some of the best-known Songs
used by angels and demons. Many Songs are carefully­
guarded secrets, but these are almost commonplace.

Most Sonb"S come in three versions - Corporeal, Ethe­
rC:lI and Celestial. Knowing an entire suite of one type of
Song is helpful. Someone who knows two versions of a
Song has:l +1 to the check digit if he successfully per­
fonus either. If he knows all three versions of a Song, he
has a +2 to the check digit!
(Songs may not be resisted or Dodge unless specified.

All Songs require Essence. Each description includes the
minimum Essence requirements. Any Song disturbs the
Symphony (I'. 54) by an amount equal to the Essence
spent. plus (usually) some additional amount, the Degru
ofDisturllll1Jet, given at the end of C:lch entty.

Attraction
In the Symphony, forces of attraction are capricious

and unpredictable. These frequendy-used Songs give
celestials varying degrees of control over these forces.

These Songs laSt a number of hours equ:l1 to the per­
fonner's skill level, lIIultiplied by the amount of Essence
spent in their perfonnance.

• Corpqrrnl - The Corporeal Song of Attraction is
designed to amme items to each other. Once attuned,
each "rugs" gently in the direction of the other. A Per·
ception roll, plus the check digit of the successful
perfonnance roll, must be made to correctly determine
the direction of the object's rugging.

This Song cannot be perfonned on living beings - only
on objects. Both objects must be in physical contact with
the pcrfonner's vessel when the Song's effects are aen·
vated. If one object is destroyed, the effects of this Song
end.

• Ethrrtnl- lne Ethereal Song ofAttraction makes its
\~ctil1l madly, passionately attracted to any person or
object of the perfonner's choosing. The object of atmlc·
tion must be within eyesight of the pctfonner, and the
target must be within a number of feet equal to the per­
fonner's Ethereal Forces. The target may resist with a
Will roll. If he mils to resist. he'll feel compelled to p0s­
sess and protect: the object of his desire, and to St3y in its
presence, for the length of the Song's duration. .

In a combat situation, the victim will defend hllnself
nonnally, but must In:lke a "''ill roll, minus the check
dibrit of the Song's perfOnllanCe roll, when forced [0

choose bet\'1een self-preservation and protecting the
object of his desire.

• Cele$finl - The Celestial Song of Attraction works
like the rcson:lnce of the Djinn and the Chenlbim. The
perfOnller must: physically touch the objec[ to which he
wishes to attune himself, but may then divine its location
anywhere in the Symphony by making a successful Per­
ception roll (aided by the check dit,rit of the Song's
successful !>erfonnance roll). Use the Cherubim reso­
nance chart to detemline the meaning of the Perception
roll's check dibrit.

Unlike the resonance of the Cherubim (and, in certain
circumstances, the Djinn), this Song never c-.auses its per­
fomler to gener:ue dissonance.

Erse1lfe Requin?mmt: 1.
Degru ofDistmvana: the check digit:.

Charm
It's possible to be so danm channing to people th:lt

they're stunned. The various \'ersions of this Song can
temporarily reduce a victim's characteristic by the check
digit of the perfonner's successful roll. The corporeal
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Dreams
\Nhile the servants of Beleth and Blandine are thc con­

summate walkers ofdreamworlds, these Songs let others
trace their footsteps.

• Curpo1"enl - This Song has the same effects as the
Dream H'alking ammement (see p. 110). It lasts for a
number of minutes equal to the check digit of the suc­
cessful roU plus the perfonner's Corporeal Forces.

• Ethennl - This Song lets the perfonner affect the
dreamer's skill rolls \\>ithin the dream, for a number of
minutes equal to the check digit plus the perfonner's
Ethereal Forces. Any skill rolls made \\~thin the dream,
or any check digit (but not both on the same roU) may be
raised or lowered by the amount of the check djgit of the
Song roll. ·1l1C victim may resist the first interference
with a \NilI roll; successful resist.lnce ejects the intruder
from the dream. The range of this Song is a number of
feet equal to thc pcrfonner's skill. He may affect one per­
son within that range for each point of Essence spent.

• Celestilll- This Song lets its perfonner control occur­
rences in othcr people's dreams. (He must first be in his
target's dreamscape.) The perfomler may add the checl.:
digit to his Will roll toward affecting the outcome of a
dream. If the t.lrget is in Blandine's realm, the perfonner
may sculpt a hopeful dream; if the target's sleep runs its
narural course, he regains a point of lost Will in the
Illoming. Conversely, if the target is in Beleths realm,
the perfonner may sculpt a horrifying dream; when it
cnds, dle target awakcns with a start and loses 1 point of
\ViII. This Song cannot actually cause a Force to be lost.

\Vith a check digit of 6, the performer Illay first force
his host to travel from Blandine's realm to Beleths, or
VI(."e versa.

version of this Song affects only Strength and Agility, the
ethercal version affects only Intelligence and Precision,
and the celestial version ~lffects only \Vill and Perception.
This Song cannot reduce characteristics below I.

\¥hen a Song of Chann reduces a persons Strenbrth,
Intelligence or \ViII, only rolls made against that charac­
teristic - lJO/ the damage he can take - are affected.

The range of these Songs is a number ofyards equal to
the singer's skill ~>ith the Song plus the amount of
Essence put into its perfonnance. Each additional person
to be affected penalizes the skill roll by -1 - but like all
skill rolls, each extra point of Essence spent (beyond the
first) also adds a +1 to succeed. There is no limit on the
number of people this Song can affect, as long as they're
within range and the pcrfonner has enough Essence.

The Songs of Chann work on :mimals as well as
human beings - and, of course, celestials in either fonn.

• Cmpurenl - This Song can affcct either a person's
Strength, making it more difficult for him to put up a
struggle, or his Agility, making him slow (if not unable)
to react. The effects last for a nwnber of minutes equal
to the perfonner's Corporeal Forces.

• Ethennl - "I1lis Song can affect either a person's
Intelligence, making him slow-\\>itted, or his Precision,
making it difficult for him to concentrate on any son of
complicated rnsk. The effects last for a number of hours
equal to the perfomler's Ethereal Forces.

• Cel¢i," '- This Song can affect either its victim's
Will, making him apathetic and highly suggestible, or its
his Perception, dulling his senses to ncar-imbecility. The
effects last for a number of rounds equal to the per­
fonner's Celestial Forces.

Essence R~qllinmmlt: 2.
Degru of Disturbo,,«: the check digit.
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&sma R~qllirnl1mt: I.
CRgrr~ofDistumma: the number of people affected.

Elltropy
A little chaos is a dangerous thing. Conrrolling it is

mel')', but masters of this Song are formidable beings.
• Corporral - The Corporeal Song of Enrropy gives

the caster conrrol over the ravages of rime. He can cause
something to age, or grow young, by a number of years
equal to the check digit of a successful roll times the
amount of Essence used in its perfonnance.

The subject of this Song may attempt to resist the field
of entropy with a Strength roU.

• Ethmnl- The Ethereal Song of Entropy is a mental
arrack, bringing terror and nighonare to a single victim.
The victim may make an Intelligence roll to resist. If he
fails to resist, he takes Mind hits equal to the check digit
of the successful roll times the Essence spent on the Song.

Celestials may add their Celestial Forces toward an
Intelligence roll to defend against this Song.

• Celest;al- This Song causes a complete and system­
atic breakdown of a creature's psyche. The target
hallucinates, and can take no action at all for a number of
rounds equal to the perfomler's Celestial Forces plus the
check digit of the successful roll.

Again, celcstiaJs may add their Celestial Forces to a
WLII roU to resist this Song.

Enma R~qll;n!7nmt: 1 for the Corporeal and Ethereal
versions; 2 for the Celestial Song of Enrropy.
.D~grtt of DisturlJa1Ja: the check digit plus the per­

fonner's total Forces.

Form
These are the Songs that change the shape and appear­

ance of the singer's corporeal vessel. The Songs of Form
last a number of minutes equal to the check digit of the

successful performance roll rimes the user's appropriate
type of Forces (i.e., the Celestial Song works with Celer
rial Forces, and so on).

• Corporral- The Corporeal Song of Form lets its per­
former alter the skin of his vessel. This increases his
Protection (see Amwr, p. 66) by his skill at this Song plus
the amount of Essence used in its performance.

• Ethmal- The Ethereal Song of Fonn lets its per­
fomler fade from visibility, turning his corporeal vessel
into shadow matter. While this doesn't make him insub­
stantial (he can't walk through walls), it does provide
near-invisibility. Others must make a Perception roll,
minus his skill level with this Song, to detect him. Even
then they'll only "feel" a presence - they won't be able to
make out who it is or what he looks like.

Reduce the arrack roll of anyone smking at the per­
fonner by his skiU at this Song.

• Celestinl- The Celestial Song of Form makes a phys­
ical vessel as malleable as clay. Changes are "bought" in
increments of I Essence. To change a face to match
another's costs 1j changing gender adds I; eve!)' 10 years
ofapparent youth, and eve!)' 20% increase or decrease in
mass, COSts a further I Essence.

Essellce Requ;n!71fent: I.
Degree ofDisturbance: the check digit, but only after the

Song's effects abate.

Harmony
Also called the Songs of Peace, these runes soothe

angry spirits and calm wild beasts. Their range in yards
equals the perfonner's skill with the Song times the
amount of Essence put into it.

• Corpqnal - All within range of this Song, in every
direction - including the performer! - find themsel\'es
weak and sluggish, unable (but not necessarily unwilling)
to attack. They may be verbally abusive, but the Song!
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sphere of influence reduces their Strengths and Agilities
(but not their Body number) by the check digit of the
rolL This Song won't reduce a characteristic below 1.

This Song lasts for a nwnber of combat rounds equal
to the check digit of the successful roll plus the per­
fonner's Corporeal Forces.

• Ethereal- Targers of this Song become subdued and
rational, incapable of physical conflict and able to speak
to others only in a calm and friendly maimer. Anyone
wishing to take violent action must make a \.viII roll,
minus the perfonner's Ethereal Forces.

This Song lasrs a nwnber ofminutes equal to the check
wiPe

• C~kstial - The Celestial Song of Hannony tem­
ponuily negates the effectS of Discord. It reduces any
one Discord by a nwnber of levels equal to the check
digit of the successful roll. The target must be in physi­
cal contact with the perfonner.

This Song lasts for a number of minutes equal to the
perfonner's skill.

&sma Reqllinmtem: I.
Degree of Disturbance: the number of people affected

(including the perfonner, if he chooses to be affected!).

Healing
The Songs of Healing soothe the pain of existence.

Each performance costs I Essence and affectS one per­
son. A failure has no effect other than wasted Essence.

• Corportl2l - This is the corporeal balm of regene[",l­
tion. The performer taps into the Symphony to heal hits
ofdamage equal to the Song's level times the check digit,
to himself or to anyone else he can physically touch.

• EIhtrtl2l- The Ethereal Song of Healing wipes away
chaos and insanity, healing Mind hits equal to the check
digit and instantly bringing the victim Out of a srunned
state for a number of minutes equal to the check digit. If
he could have recovered naturally from his stunned state
before the Song's effects end, then he wiJl not revert to
his previous state. Otherwise, his illness continues to run
its natural course. The perfonner must make eye COntact.

• C~kstial - This is celestial regene[",ltion. The per­
lOnner taps intO the Symphony and heals damage to the
Will. It restores Soul hirs, equal to the check digit, to
himself or others. The performer mUSt be physically
IDUching the subject.

Enma R~qui"11lent: I.
Degru ofDistrn1Jance: the check digit.

Lip;ht
COntrol over light, the most basic component of real­

ity, gives a celestial being an enonnous [",lnge of abilities.
• Corportl2l- This Song creates a glowing light around

me perfonner, extending in all directions for a number of

yards equal to his skill times the Essence spent on the
perfonrumce. it lasts a nwnber of minutes equal to the
check digit plus the perfonner's Corporeal Forces. A suc­
cessful Will roll during this time can tum it on and off.

• EIbtrtal- \.vith this Song, the perfonner can sculpt
the photons within [",lnge (a number of feet equal to his
skill times the Essence spent on the Song's perfomlance)
to create near-perfect illusions. Observers may make a
Perception roU, minus the perfonner's Ethereal Forccs,
to distinguish between reality and the illusion. These
effects last a nwnber of minutes equal to the check digit
plus the perfomler's Ethereal Forces.

The illusion can be lite[",lllyanything, as long as it's no
larger in cubic feet than the perfonner's skill at this Song.
Of course, the illusion (being crafted merely of photons)
cannot physically affect anything - but it's always great
for a scare.

• Ctkstial- The Celestial Song of Light can strike any
target within sight of the perfonner with a tightly­
focused beam of light. The victim takes hits of damage
equal to the check digit of the successful roll plus the
Essence spent, and is also dazzled (-2 to any skill involv­
ing Agility or use ofeyes) for the same number of rounds.

If the target of this Song is in his celestial fonn, he
takes celestial damage instead, but is not dazzled.

Observers must make a Perception roll, pillS the per­
fonner's skill at this Song, to see the brief flash of light
and know which direction it came from!

&:rena R~qllirmtent: I, ma:rimwn 3.
~gre~ ofDisturlmna: none.

Motion
The Songs ofMotion were created by the Ofimim, but

have spread to the fanhest reaches of the Symphony.
E.1ch rules a different aspect of the motion of the cosmos.

• Corpweal - The CO'l>oreal Song of Motion not only
grants freedom from gravity; it lets the perfonner propel
himself at great speed in any direction he wishes (but nOt
through solid matter) on the physical plane.

For a number of minutes equal to the check digit of a
successful roll, the performer can fly through the air at
his nonnal running speed plus a nwnber ofyards equal to

his skill with the Song, times the anlOunt of Essence he
put intO it. If the Song ends with the perfomler in mid­
air, he drifts to the ground, unharmed.

The performer can carry with him a number of pounds
equal to to x his Corporeal Forces.

• Ethertal - The Ethereal Song of Motion lets the
singer manipulate the world with his tllOughts. He can
mentally control a number of pounds equal to his Ethe-
real Forces times the amount of Essence spent in its )
perfonnance. This lasts for a nwnber of minutes equal to 81
the check digit of the successful roll Thro'ving some-
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These are special Corporeal Songs, useful to the
sacred and the profane alike, which enhance a vessel's
ability to defend itself. For a nwnber of hours equal to
the Song roll's check digit, you may make these bodily
changes appear or disappear at will. Each NumiJ10US
Corpus COStS 1 Essence to invoke.

Attacks made with Numinous Corpus are rolled
against the user's Fighting skill, modified by the abilitys
Accuracy. As usual, add the ability's Power to the check
digit of a successful roll to detennine the 31110Wlt of
damage caused.

\¥hen the user is in his celestial fonn, these powers do
celestial damage!

Add
You can spit acid at any target within a range equal to

your Corporeal Forces in Y:Jrds. The Accuracy of this
ability and the Power of its attack equals the level pur­
chased.

Claws
This produces retractable fingemails, 6" long, which

3ttack with a Power of +1 for every level of this 3bility,
with an Accuracy of +1. At level 4 and up, your nails are
l' long, with an Accuracy of O. \.vhile the claws are
active, all other Precision or Agility rolJs requiring the
use of h:mds are reduced by the level of this ability.

Fangs
These long, pointed teeth attack with a Power of + I

and an Accuracy of +4. However, you must be within
point-bl31Uc range of a foe to bite him!

Each level ofFangs extends them by 112".1n addition,
their Power goes up I point every other level, while
their Accuracy goes down I poi.nt every level.

Feet
This turns your feet to hooves (power +2 at level I) or

thing with this Song requires a roll of the perfonner's
Precision, plus the Song~ check digit, to hit a target.
Items thrown with this Song may be Dodged!

This Song's range in yards equals the performer's skill,
and items move a number offeet per combat round equal
to his Precision. Any attempt to use this Song to take
something out of someone's h:lnds may be resisted by
Strenf,'th, plus any Essence the item contains; successful
resistance negates the whole attempt!

• Celestial - The Celestial Song of Motion lets the

gives you spurs at the back of your heels (power +4 at
level 4 and above). You can attack with both supemaru­
rally-augmemed feet and hands at the same time, as long
as one attack is based on Strength, and the other on
Agility or Precision.

Horns
These beautiful 6" homs attack with a Power of +2

and an Accuracy of +1. Beyond level 4, the homs grow
to a foot long, with a Power of +3 and an Accuracy ofO.

Tail
There are three types of tails: at levels 1and 2, the tail

is prehensile, acting as an additional melee attack (but
with an Accuracy of -3). At levels 3 and 4 it's a fleshy
club, with an Accuracy of -2. At higher levels it's long
and barbed, with no Accuracy modifier. The taWs Power
equals the level of the 3bility.

1iJngue
This creates a long, barbed tongue coiled in your

mouth, with a Power of + I and an Accuracy of +2. Its
range in feet equals the level of the :lbility.

Above level 4, your spik)' tongue also has the adV3Jl~

tage of doing Mind hits instead of inflicting corporeal
damage, if you choose.

Wings
This creates a pair of wings, reflecting your celestial

heritage, which unfold from your shoulderblades.
\Vings only last a number of minutes equal to the check
dif,rit of a successful invocation times the ability's level.

Unlike other Numinous Corpus, wings are nOt strictly
combat-oriented. Instead, they give you the ability to fly
a number ofyards per round equal to your Agility. If this
power runs out while you're in mid-air, they will safely
carry you to the grollnd before vanishing.

singer change an object's loc.... tion within the Symphony
- put simply, it's teleportation. The object must be within
sight of the perfonner. (Needless to say, even blind, the
performer is always "within sight" of himself.) The des­
tination must be some place on Earth the perfonner has
been before. The base cost of this Song, 2 Essence,
allows someone to teleport himself and a number of
pounds equal to 10 x his Celestial Forces. Every addi­
tional 30 powlds COSts another Essence. The perfonl1er~

skill detemlines his range; I, the check digit in feet; 2, the
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check digit in yards; 3, (the check digit x 10) in yards; 4,
(the check digit x 100) in yards; 5, the check digit in
miles; 6, (the check digit x 10) in miles.

As abo,re, this may be resisted by Strength plus Essence
if the target is being held by someone.

Ermu'e RequimlltTJt: I.
Drgru ofDisturbol1tt: the check digit.

Possession
This Song allows its perfonner to wrest control of a

vessel from its rightful owner - whether that owner is
monal or celestial. For a number of minutes equal to the
check digit plus 10 minutes for each of the pcrfOnller'S
Celestial Forces, he may possess a body belonging to
someone else. A "possessed" vessel is also (''alled a bOsf.

The victim may attempt a "'\fill roll in his defense. 1fhe
succeeds, he is not possessed, and the :ltt-acker C<llmot try
again for (victim's Will) in hours. If he loses, the per­
fanner C<ln use the vessel ;IS his own, and when the
lictim's mind returns he won't remember anytlUng that
happened - the whole period of time remains a blank. As
lI"hen asleep, the host's mind may be found wandering
the Marches.

The possessor may use any ammemems the host has
for the duration of this Song. If they require Essence, he
must fuel them himself - the possessor does not get
access to his host's Essence.

This Song does not let someone inhabit a vessel whose
nonnal, physical inhabitant has more Forces than the
possessor (e.g., an Imp with 4 Forces could ne"er possess
anonnal human body, which has 5 Forces).

Although this complex Song works on all three levels
of reality, for game purposes treat it as a Celestial Song.

Essell(/! RC'luire111t!11t: 2.
Drgrce of Distlirolll1Cf: the check digit plus the per­

fonners total Forces.

Projection
In both literature and legend, a classic example of

celestial power is the ability to project the consciousness
from one plane of reality to another. The three versions
of the Song of Projection allow its user to do just that.

Projection has a basic perfonnance cost of 2 Essence.
When projected, the perfonner appears as a translucent,
shimmering "ersion of his celestial fonn. The projected
form cannot touch anything or take any ph)'sical damage,
although like nonnal celestial fonns it is open to celestial
3ttaek. It'creates a disturbance in the Symphony (see p.
H) equal to t7J,liu the Celestial Forces of the projector(s).

The singer may choose to project others along "~th

himself, if they pennit it. Each additional mind increases
both the Essence cost of the perfonnance and the roUs
difficulty by 1.

\Nhile projecting, the perfonner's monal vessel is
unconscious and em take no actions - except for those
notorious multiraskers, the Kyriotates, who C<ln use one
host to project, and control any others nonnaUy. \¥hen
someone projects from the ethereal or celestial plane, his
fonn glows a deep violet while his mind is away.

There's 110 wa)' to tell if an unconscious corporeal fonn
is projecting its soul elsewhere. If any damage is done to
the projector's corporeal vessel in his absence, his mind
(and any others he projected with him) will return home
instantly, ready to deal with the problem at hand. ifdam­
age is done to the vessel of someone he projected with
him, only the perfomlcr is aware of it. \.\fith a successful
\.\fill roll, he may end the Song ... or he may choose to
ih'110re the damage. If sOllleones corporeal vessel is
destroyed while he is being projected, he's physically
dead ... unless he is a Shedim or Kyriotate, in which C<lse
he snaps back to the site of the dead host, in celestial
fonn, and has the nonnal opportunity to find a new host.

• Crn1x!1lwJ - The corporeal version of this Song aUows
the perfomler to project himself to any place on the
Earth that he has visited before. ,.vhen perfonning this
Song from the ethereal realm, the roll is penalized by -I;
when perfonning this Song from the celestial reahn, the
roll is penalized by -2.

\Vimes.ses of a projection don't automaticaUy notice
the singer's presence. Each person within sight of the
projected foml may make a Perception roU, ,vith a bonus
equal to the perfomler's skill level with the Song.

The corporeal version of this Song lasts a nwnber of j
rounds equal to the check digit plus the perfonner's Cor- 8.
l'oreal Forces. _
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• Ethereal - The ethereal version of this Song allows
the perfOnller to project his image to any place in the
Marches (p. 51) he has visited before where he might be
welcome, or to any dreamscape he's visited before if the
owner is drearning. \¥hen perfonning this Song from
either the corporeal or celestial realms, roll at -1.

The Ethereal Song of Projection lasts a number of
minutes equal to the check digit plus the user's Ethereal
Forces. Servants of Blandine and Beleth who use this
Song instead of their natural resonance may double the
duration of their ethereal projections to the Marches!

• Celestial - The celestial version of this Song allows
the perfonner to project hjmselfon a celestial level. If the
perfonner is already on a celestial plane, he may only
project himself to places he has been before, in that
realm. (\Nhen in Heaven, he cannot project himself to
Hell, and vice versa.)

\¥hen projecting from the ethereal or corporeal
planes, penalize the roll by -2. An angel or a demon pro­
jecting himself to the celestial realms will manifest
wherever his Heart is kept (see pp. 137, 185). Humans,
Outcasts and Renegades must be at a Tether to perform
this version of the Song of Projection - the perfonner
(and any guests) will manifest in the celestial hall of the
Archangel or Prince who supportS that Tether.

The celestial version of this Song lasts a number of
minutes equal to the check digit times the performer's
Celestial Forces.

84
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Ersence Requirement: 2.
Degree ofDisturbance: Celestial Forces x 2

Shields
Classic defensive measures among celestials, the Songs

of Shields prevent or deflect many of lifes hardships­
even the tiny metal ones that move very quickly.

These Songs create temporary defenses extending a
number of feet from the perfonner's body equal to his
skill times the Essence used in the perfonnance. The
Shield moves with the singer.

• Corpureal - Manifests as cushion ofwhirling air which
buffets any Corporeal Force approaching it. The minia­
ture cyclone surrounds its subjects on all sides. It lasts for
a nWllber of combat rounds equal to the check digit of
the successful roll plus the performer's Corporeal Forces,
during which no physical attack can get through.

• EthC1'tai - Creates a green field of energy (observers
may make a Perception roll to spot it) through which no
attunement, resonance or Essence-based attack can
pierce. Physical attacks can get through, as can blasts of
pure WLII. It lasts for a number of combat rounds equal
to the check digit of the successful roll plus the per­
former's Ethereal Forces.

• Celestial - The perfOnller can artificially enhance a
previously-existing envirorunental condition (such as
smoke, fog, darkness or thick brush) to create a tempo­
rary barrier to observation. No celestial force - whether
it's a resonance or an attunement - can peek beneath this
shield. Also, any disturbances made to the Symphony
within the confines of the Shield are delayed until the
Song is over, giving the perfonner a chance [0 escape
before his mischief comes to light. This celestial shield­
ing lasts for a nWllber of minutes equal to the check digit
of the roll plus the perfonner's Celestial Forces.

Like the Ethereal Song of Shields, this doesn't defend
against corporeal intrusion, but it's a sure defense against
over-curious celestials in the area. Unlike the other [\\'0

versions of this Song, the Celestial Song of Shields is cast
on a physical area and does not move with the perfonner.

Essence Reqllin~1JIe11t: 1.
Degree ofDisturbance: the check digit.

Thunder
The Song of Thunder creates a powerful combined

attack of Corporeal, Ethereal and Celestial Forces - a
son.ic explosion across all three levels of reality.

The Song has a range ofa number ofyards equal [0 the
perfOnller'S skill level times the amount of Essence used
in its perfonnance. Everyone within range of the Song\
effeCts, except the perfonner, will be stunned for a num­
ber of combat rounds equal to the check digit of the
successful roll. Victims may resist with successful Will
ralls.
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m8C(i)RD
When a celestial ignores his true nantre, he gains dis­

sonance (p. 57) which can grow intO Discord (p. 60).
These are some forms which that Discord can take.

Discokffed
We're not talJcing racial bias, we're talJcing strange.

Crippled
Crippled characters are missing some part of their

basic anatomy, reducing their natural Strength by the
level of the Discord. At levell, the victim may be miss­
ing a few fingers or some toes. At levell, the loss is more
pronounced -IllOSt ofa hand or foot. If it's a foot, the vic­
tim walks with a slight limp, and runs only (Agility x 5)
rounds. At level 3, an entire hand or foot is missing. If irS
a foot, his capacity for running will be halved. At level 4,
he lacks an arm or leg from the elbow or knee. At levelS,
the entire limb is gone. At level 6, not only is one limb
missing, but another is crippled as if it were a level 2 Dis­
cord of its own.

CORPOREAL DISCORD
Damaged Sense

A character can suffer damage to his sense of vision,
hearing, touch, or taste/smell. Unlike other Corporeal
Discord, having :I damaged sense won't affect anyone's
reaction roll. lnstead, increase the difficulty ofall the vic­
tim's relevant Perception rolls by the level of the
Discord, or tln"t!e times this level for touch or taste/smell.

Also, its general chaos masks aU other disrurbances to
the Symphony for a number ofminutes equal to the per­
fonner's tornl number of Forces times the Essence used
in its performance.

While it actS upon all three Forces, this Song is con­
sidered Corporeal for game purposes.

Emntt &quirrment: I.
Dtgrte of Distrlrbnna: the check digit plus the per­

fonner's total Forces.

Tongzres
Among the Songs most commonly granted to hwnan

servants, the Songs ofTongues facilitate communication
in a world of babble.

When performed properly, Songs of Tongues allow
dear oommunication, disregarding most of the usual bar­
riers. These Songs may be performed on oneself, or on a
number of people equal to the performer~ skill leveL

• Corpona/ - A successful performance lets the subject
oommunicate in any hwnan language - in fact, in aU
human languages at the same time. He will understand
any text or speech in as dose an approximation to his
own language as is possible, and others will hear him
speak in the language they feel most comfortable with.
(For the Song's duration, this extends to reading what he
writes under its effects.) The check digit of a successful
roll determines the Song's duration, in hours.

• Ethuea/ - The Ethereal Song of Tongues lets the
subject conmlUnicate mentally with anyone within range
(a number of yards equal to the perfonner's skill level
times any extra Essence poured into the Song). This is
full two-way telepathy. If a receiver is unwilling to listen
to the voices in his he3d, he may make a \NiH roll, minus
che perfornler's Ethereal Forces, to push them away. The
check digit of the successful roll detennines the Song's
duration, in minutes.

• Celestial - This version of the Song of Tongues may
only be used on someone the perfonner has already met.
It allows the perfonner to bind a brief message (no more
chan 15 words) into a bit ofEssence and then loose it into
che cosmos, where it makes its way directly to the mind
of the receiver. The receiver, wherever he is, will get the
message whether he wants it or not, plus an additional
point of Essence in the bargain (if he isn't already full).
Cherubim and Djinn have a bonus equal to their Celes­
tial Forces when performing this Song to someone
they're ammed to.

There \s no way for the sender to use this Song to track
down the receiver, or vice versa - nor does this Song
open a channel for discussion. It~ JUSt a celestial message
in a bonJe which seldom fails to wash up on the right
shore.

EJsm« Rtquimnent: I.
Dtgne ofDimtrlmna: none.



Thc higher the level of this Discord, the more unnatural
the skin of the afflicted character looks. At levell, his
skin might merely be pale green or purple; at level 4, he
may havc distinctive splotches or markings; and at level
6, his skin may be covered in a fine blue fur or striped
with attractivc zebra JXlttems. The player gets to choose
his characters particular affliction, with GM approval.

Obese
The victim is undeniably, wmarurall)' large. For every

level of this Discord, an obese character is 100 I)()unds
o\'erwcight, reducing his Agility by I.

Pallid
They're not JUSt pale - they look dead; they're rotting

from within, and they smelL E\'ery Sunday at noon, the
victim takes hits of physical damage equal to the Icn~1 of
his Discord. Others react at -2 per level of pallor - thats
for the stink of death.

StifJ'IUlta
Sngmata are wounds wruch bleed openl)' and continu­

aUy, hut do no damage. They're traditionally located in
the palms, the feet, the side of the chest or across the
forehead.

The player may choose the location of his Disconl,
ha\~ngone open wound for every level ofStigmata taken.
Covering them will only work for 10 minutes. After that,
the blood Starts to seep through.

These wounds will not heal until the Discord is bought
off. Reactions to the victim are at -3 per Stigma observed.

Twitchy
A twitchy character has an odd nervous disorder,

reducing his Precision and Agility by the level of this
Discord. When he fuils a Precision or Abtility-based roll,
including a skill roll, add the level of this Discord to thc
fuiled roll's chcck digit. (Don't let him hold the nitro­
glycerine!)

U.ft vessel is just plain ugly, in both looks and "feel."
Add the lcvel of this Discord to the victim's Corporeal
Forces and subtract the result from all reaction rolls.

Vestigium
Like Numinous Corpus (p. 82), vestigium are super­

'1arural growths on corporeal vessels - except that they're
nOt good for anything, the)' don't vanish when you don't
wall( them, and they don't look scary - they look
pathetic. Typical vestigium are hairless, fleshy tails; blunt,

86 spongy horns; broken or dulled fangs; or e:<tra, shriveled
limbs. By definition, vestigium aren't good for anything
except getting you a job in a freak show - a character
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can't lISC his vestif,tial tail to open a jar or tie a bow; tht
roil's just a useless bulge in the back of his pants.

Add the vcstihtium's level to other characters' Percep­
tions (with modifiers if the victim can mask his
defonnity) to sec if ther- Sl)()( the Discordant mutation. If
so, then subtract the check digit of the successful Per­
ception roll from the observers' reaction rolls.

Vulnerable
A character ....rith a vulnerability has a specific physical

weakness, something he must a\'Did at all COSts.
A vulnerability can be anything - sunlight, running

water, or a glowing mineral from a planet orbiting a red
sun. The cost of this Discord, per level, \"3ries depending
on how &equently the sufferer may encounter the object
of his vulnerability in the course of the game. A rare or
obscure vulnerability, like holy ....":l.ter from Damascus or
a lock ofhair from a lOO-rear-01d corpse, might be worth
I point per level, while a serious impediment to getting
work done, like a vulnerabiljty to siker, may be WOM J
or lTlore points per 1C\'el, at the GM's discretion.

Wnen a character's \'esselmakes ph)'sical contact with
the object of his vulnerability, he starts taking damage­
a hit for every level ofhis Discord, each combat round he
remains touching it.

b:ample: '-1lmpires h~ VrI/llernbility/J (Sunlight). If
Vlnd bilS 2 Corpomtl Forces and a Srrmgth of4, his &Jy if
/6 (2+2, 1;'l1es 4). Ifhe tokes 3 hits roery romul, he's got 25
srcom/s - five rof/nds - to get olff of tile nm!). Otlmil.·;st, on
the n:,..,h T'Ofmd hr'lI !nllll11rol1Sciolls, and Sh0l1/y after rhm
be'll bl//7/ dl/st.

Ofanim and Calabim with vulnerabilhies must include
the level of their Discord when making dissonance rolls!



ETHEREAL DISCORD
A,,1ln'

Thecharacter is, in general, an angry person. tn a con­
flict situation, he must make:l \iViU roll minus his level of
Anger to avoid tuming violent. \¥hether or not he suc­
ceeds, the check digit is the number of hours he has until
his Angry feelings will again come into play. Ifhe fails, he
remains angry for a number of minutes equal to the
check digit of the failed roll plus the level of his Anger.

Angry Eloh.im and '-Iabbalah must include their level
of this Discord when making dissonance rolls!

Allra
Some celestials stand out in a crowd. A character's level

of Aura is added to others' Perceptions - if they success­
fully make their Perception rolls, they'll be able to spot
the celestial for what he is. They won't know if he's an
angel or a demon, but they'll know he's a celestial! If the
afflicted character belollf,"S to the Band of Lilim, and the
observer is :In angel, he'll kllqw he's looking at a demon.

Lilim with auras must include the level of thei.r Dis­
cord when making dissonance rolls!

Berserk
Ua berserker in combat wan[3; to stop fighting, he must

make a successful \-Vill roll minus his le\'e1s of this Dis­
oon:I or continue to hack through whoever's in from of
him, friend or foe.lfhe fails the roll, the check digit of a
failed roll gives the number of combat rounds he must
fight before he may roll again to suppress his blood­
dJirstiness.\

Berserk Mercurians and Impudites must include their
Je..'e1s of this Discord when making dissonance rolls!

B(Jlt11d
Being bound to his l:orporeal vessel is one of the most

uncomfortable thin!,"S that am happen to a cclestial- he

must subtract his level of this Discord whenever he
makes a \,ViIl roll to assume his celestial fonn, and he
can't ascend to the celestial plane at all.

A celestial may also be bound to an artifact. The celes­
tial generates dissonance if he allows that artifact to be
hanlled. His wm is reduced by the amoullf of this Dis­
cord when resisting a command from anyone possessing
his artifact. The only advantage to being bound to an
artifact is the ability to use it as a spare vessel ifsomething
happens to the character's usual corporeal body.

Cowardly
A cowardly character must make a Will roll, minus his

level of this Discord, before aUO\...ing himself to enter a
dangerous sit\lation. The check digit of a failed roll
dctcnnines the number of combat rounds he must avoid
conflict before trying to assert himself 3!,1'3in. The check
digit of a successful roll detem1incs the number of hours
the character can avoid worrying about this Discord.

Cowardly Malakim must include their level of this Dis­
cord when making dissonance roUs!

Fear
A fC<lrful person has a phobia, a mental trap door that

will drop hjm into the pit of irrational fC<lr. Low-Ie\'el
phobias might be tri\ial, while high-level phobias may
indicate an extreme psychosis. A character's specific fear
should be noted in parentheses after the Discord name,
such as "FC<lr/J (Clowns)."

The COSt of this Discord varies, at the GM's discretion,
depending upon how frequently the character may
encounter his fear in the course of a !,......me. "Snakes"
might only be worth 1 point, at least in an urban setting.
Something like "computers" or "mw meat" might be
worth 2 or J points per level. But use good judgment­
fears like "men with dark hair" or "cars" may make a
character unplayable. 89
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Paranoia
For tI,e paranoid, it's :1 lonely world. He J:1JflWS that

88
1 others arcn't telling him the truth - they're plotting

against him and cannot be trusted. He must make a Will
roll, penalized by the level of this Discord, before believ-
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The affiicted character muSt survive a \VilI roll, minus
the le,'eI of his phobia, or else flee - as quickly as possi­
ble - the presence of the object of his fear for a number
of rounds equal to the check digit of the fuiled roll. The
check digit ofa successful roll is the number of rounds he
can suppress his fear before he must make aJlother roll.
GMs should keep track of players' phobias and remem­
ber to trigger them.

Fearful Cherubim and Djinll must include d,eir level
of this Discord when making dissonance rolls!

Gens
A geas is a forced oath, a promise which must be kept.

A geas is the only Discord that angels do not see as a sign
of weaJ.,:ness, but it does imply that the character cannot
be held to a nOnTlal promise. Once the promise required
by the geas has been fulfilled, this Discord will vanish.

The geas' level as a Discord reflects the expccted
lenbrth of time to complete it. Pick a task that is reason­
able for the chosen length of time. An unreasonably hard
task incrcases the level of the geas ... for instance, if
"write an adventure" is a reasonablc levcl-4 geas, which
ought to require a month, you may rcduce the incrcmcnt
to the ncxt level (a week!) and make it a level-5 geas.

A human mkes physical hits cqual to the Celestial
Forces of the person the geas is owed to (maximum 6)
for every increment of time that passes before he fulfills
his promise. For example, if a person is under geas to
deliver certain photographs to his demonic master within
a week, he will lose a le"el of Strength for every week he
avoids doing it. Once the geas is lifted, the humans
Stren!.rth will be insmntly restored.

A celestial gains I note of dissonance for every incre­
ment of time that passes before he fulfills his promise,
but dissonance acquired from a geas doesn't require a
new dissonance roll (see p. 57). Once the geas is fulfilled,
the associated dissonance vanishes.

A character may not take a geas as his Discord at char­
acter creation, nor may a geas be bought off with
character points. If the GM is inflicting a geas, it should
be related to whatever misstep he took to eam the Dis­
cord. The Lilim resonance (p. 147) can also inflict a geas.

wei TIme
1 An hour
2 .A day
3 A week

Level TIme
4 .A month
5 6 months
6 A year

ing what anyone else 53)'5. If he fails his roll, the pla}u
should come up with an alternate spin on the situation,
as funmstical as possible. The character must then act as
though he belie,·cs the new, paranoid premise to be true,

regardless of the consequences. \.vhen a paranoid is pre­
sented with cvidence that disproves his thcory, his player
muSt make another Will roll - again, minus his Discord
- to change his par:ll1oid mind or else continue with the
same fantastical premise as before. (This being a role­
playing game about the world's oldest conspiracy,
between the ultimate forces of good and evil, the fdntas­
ti<""al premise might be the right one ...)

Paranoid Seraphim and Balseruphs muSt include their
level of this Discord when making dissonance rolls!

CELESTIAL DISCORD
Celestial Blindness

Victims of Celestial Blindness subtract the level of this
Discord from their Perceptions when attempting to
detect the presence of celestial beinf,"S or effects. The
effects of this Discord cannot be suppressed.

Gluuonous
Celestials don't need to cat, but a gluttonous person

wants to eat anyway.
Ifhe has not eaten in the last day, at the sight of food a

glutton must make a Will roll minus his level of this Dis­
cord or begin eating for a number of rounds equal to the'
check digit of the fuiled roll. The check digit of a suc­
cessful roll detemlincs thc number of hours before he'
may again be tempted by his stomach.

In some circumstances, the GM rna)' modify this roD
(when a glutton sees food in the middle of a chase, etc,).
Use common sense.

Greedy
Greeay people have an amazing hunger for money and

its trappings. Make a 'Will roll minus the characters level
of Greed when he is presented ....tjth an opportunity to

expand his material holdings.

Lustful
Lustful characters are strongly enamored of the plea­

sures of the flesh. In the presence of someone attractive'
- anyone appropriate to the lustful person's sexual orien­
mtion, ....tith any Charisma described as attractiveness ­
the "sufferer" must make a Will roll minus the level of
his Discord to keep from attempting to seduce the object
of desire.

Mercifill
Characters with mer<.."y have a hard time killing their

enemies ... and for a Soldier in the War, that's some-



times a problem. Make a successful Will roll minus a
charncter's degree of mercy before he strikes to destroy a
helpless opponent. The check digit of a failed roll is the
number of minutes he muSt Struggle with his morals
before oying again, if he intellecrually believes he should
strike to kill.

Murderous
In a combat situation, the character goes for the kill,

regardless of the consequences. At the start of a fight, he
must make a successful \NiH roll, mjnus the level of his
Discord, to lIVoid trying to kill his foes. The check digit
ofa failed roll detennines how many rounds he will fight
[0 kill before his murderous nature is sated. The check
digit of a success tells how many rounds he can suppress
his rage, if combat continues, before he must roll again.

Need
This is the worst of the Discords, as its mere presence

prevents the victim from regenerating Essence naturally
- his connection to the Symphony is so twisted that the
energies of the universe don't flow to him in their nonnal
patterns. Instead, the Needful one has some dark prereq­
uisite to fulfill daily before his Essence regenerates.

The GM is welcome to apply his own point value for
dl.is Discord, depending on its degree ofseverity. A rela­
O\'Cly simple Need, like inflicting pain on a random
manger, may be worth only 1 point per level, while the
Need for blood may be worth 2 or more, depending on
its availability in the campaign. Other Needs might be
sex, violence, fluffy bunny rabbits, gaming - you name it.

RANDoM DIscORD

\oVhen a character has Discord inflicted upon him,
he may choose it randomly, rolling twO dice:

Corporeal and Ethereal Discord
2 Discolored
3 0bese
4 Pallid
5 Stigmata
6 vesrigiwn
7 .Aura
8 Be ck
9 Bound

10 Fear
11 .Yulne..ble (chosen by the GM)
12 Roll again on the table below.

Celestial Discord
2......If the character is an angel, he may cry again on

the table alxwej if he is a demon, he must roll
again on this table, and the Discord he ends up
with will be I level higher than before!

3,4 Celestial Blindness
5 Gluttonous
6 Greedy
7 Lustful
8 MercifuJ
9 Murderous

1O Need (chosen by the player, with GM
approval)

II .51othful
12 .If the character is a demon, he may cry again

on the table above; if he is an angel, he must
roll again on this table, and the Discord he
ends up with will be 1 level higher than
before!

If a celestial's Need is fulfilled, and it was his greatest
Celestial Discord, then he does not roll to see if he nat­
uralJy regenerates Essence that day. Having fed his Need,
he will regenerate Essence nonnaUy.

Slothful
At any chance he gets, this character unloads his work

onto other people. He must make a 'Will roll, minus his
level of sloth, to begin a new task or to do any hard work
in general (anything involving a roll with less than a 50% 89
chance of success) or else he will avoid his duties for a
nwnber of hours equal to his Celestial Forces.
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A cap ofgood acid costs fiv, dolla", and for thai yon can
hear lhe Univ",al Symphony wil/, God singing solo aud Ih,

Holy GI,ost on drums.

- Huuter S. TlJompson,
as <luot,d hy Willia", F. Buckley, Jr.
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Cnons OF ANGELS

\
Bright creations of strength and nobility, the

Choirs of angels are God's agents of order in the
Symphony. They act within certain boundaries as
defined by GOO, the A«hangel they seno< - and
themselves.

Each Choir has a rtSrJ1lII1l«, a specific naturt 10

which its members must be true. Acting against
this nature is dissonant to the Symphony and
pushes an angel away from his true self. The strug­
gle to maintain a personal balance in an uncaring
world is one of the trials ofserving God - and pan
of the price of being an angel.

By Any Other Nil11re. , ,
S<s.."'opbhn....'im Tris:agionists, The Most Holy
a.aubim Hayyoth, The Guardians
<>&aim Thrones, The Wheels
EJobim Dyrwnis, The Powers
MaWdm Kings, The Vtrtues
KyNJoaus Hi\'cs, The Dominations
.Mc:n:urimI lntereessionists. Friends ofMm
Gripi Giants, The Watchers



8ERHPI=IIM
'"IFie M08'T I=l0L1JJ

"1 thinkyou're hidingsomethingfrom u.s, "said thejim fig­
/ITt, finally getting through to the (()uch potato.

"Huh?" said the mnll. "I don't Imaw nothing!"
"Liar!" the secondfigure screeched, twitching as thQugh he'd

bem spit UP(n1. "lOu disgrace yourselfby bringing falsehood to
aperfect SympMny. "

"Ulhat'reyOlt tolkhlg about, man?" laughed the guy on the
rouch, tUn/ing back to his TV shuw. "And bere I th(mght yOll

brJys were serious. "
"I'm fRI/y tellingyou the mah," said theJim {mgel,jerking

a thumb at his partner. "Believe me, he kmlws fivm t17lth."

Tall and proud, the Seraphim stand alone as the most
divine of all Heavenly Choirs, created from the essence
of all that is perfect.

Of aU sacred crearures, their relationship with the
Symphony is the deepest, resounding from the most fun­
damentallevels of abstract reality.

REsONANCE
When Seraphim are paying even the slightest atten­

tion, no one - human or celestial - can lie to them
without it ringing false. A lie is a stain that spreads across
creation, undeniable to a perceptive Seraph. These
angels don't like pop culture; they cannOt stand to watch
television.

Their preoccupation with the h1..Ith and their pro­
nounced lack of restraint in expressing it make them very,
very annoying to some angels, particularly Mercurians
(see p. 103). Few Seraphim, most divine of all Choirs and
farthest &om what it is to be hwnan, have any sense of
tact. They regularly blunder into uncomfortable situa­
tions in which they feel obliged to point out a truth that
others gracefully ignored. They loathe dealing with
humans on a one-to-one basis anyway, so the other
Choirs have learned when to take control of a siNation
away &om the socially-awkward Seraphim. This espe­
cially bemuses those born diplomats, the Mercur:ians.

DISSONANCE
It's not that a Seraphim can't lie, but since it goes

against his basic nature, it causes him a great deal of
anguish and generates dissonance. To avoid this, many
Seraphim have become adept at the art of "conversa-
tional misdirection." Not so much a skill as a 93
rationalization, they resort to this when approached with

CHOIRS OF ANGELS
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SERAPHIM CHEcK DIGIT REsuLTS

I ....You know whemer or not the speaker thinks he is
lying.

2 ....you know the above - and, if the speaker lied,
which st3temcnt in particular he thinks is most
false.

3 ....You know all of the al)(wc - and why the s~ker
chose to Lie or to tclJ the truth as he knows it.

4 ....you know all of the :-.bove - and what the speaker
believes the truth to be.

5 ....You know all of the above - and whether or not
the speaker actually knows the Truth.

6 ....You know aJJ that - and what the Truth really is.

uncomfortable questions. Seraphim are constantly tom
between telling the truth in all things and holding to the
angelic duty of maintaining the important secrets - such
3S keeping humans in the dark about the truth of the
Symphony.

A Seraph may find it dist:lsteful to st.llld by while any­
one - especially an angel- tells:l lie, but he will make no
effort to clarify somoone's facts if it might draw him into
revealing more than he cares to.

MANNER AND APPEARANCE
','lith the distance granted by such great divinity, they

often have a better perspective on situations than those
closer to the minds ofhumanity. Among similarly-ranked
members of other Choirs, a Seraph's opinion is the final
word; only angels of higher mture can ignore him.

In his celestial foml, a Seraph resembles :l winged,
many-eyed sefPCnt. On E.1rth, a Seraph's corporeal ves­
sel is generally tall and thin, long-fingered and bony,
clean-cut and welJ-kept. Their mo\'ements are smooth
and precise, as befits celestial nobility.

AJthough the Seraphim are not the perfect creatures
they aspire to be, other angels have a great deal of respect
for them. Fortunately, it is in a Seraph's n;lture to act so
as to deserve that respect.

They prefer to think of themseh'cs as stringed instru­
ments, from harps to pianos, with a piercing sweetness
and clarity that lingers when the note itself seems to be
gone". You haven't lived until you've heard a SerJph play
a violin.

GAME MECHANICS
Seraphim have the ability to see into mens heans to the

reality within. The truth, by its narnre, can be elusive;
g.lme mechanics should not be. These should be dear

enough to solve most problems that arise during play. If
difficulties arise, as they may when debating "the truth," it
is important for the GM to rule consistently so all players
feel they're being treated fairly.

For game pUI"JX>SCS, mere are two sons of truth to con­
sider: the mlth as ule speaker wldersrands it, and clle
absolute Ti-utll as the Symphony knows it, the actual fact
of the way things arc. "The light bulb is green": yes, it is.
It is rare for people to actually say these sons of Truths;
most "truth" is actually opinion from observation, com­
paring or contrasting perspe<:tives: "He's huge!"

Oncc a Seraph invokes his resonance, the next thing he
h<..'3rs which relates a faet or expresses an opinion will be
s<..iUtinized for accurncy with respect to the speakers point
of view in the SpTIphony and, if the Set3ph is Iud.]', as it
relates to the Truth at large. This will last for tcn minutes
minus onc minute for every point of the Sllcccssful rom
check digit. So a Seraph who successfully tunes into his
resonance, with a check digit of 3, will be attuned to the
truth (to the degree described on the chart below) for
seven minutes.

Opinions, by their very nature, arc subjecti\·e. Unlil:.e
facts, they em't be judged against some univers:'ll measure­
ment of mle :lllCl fJlse - "This game stinks!" - but people
can still lie about their opinions, and a good Seraph can teD
when they do.

Nolt to piaym: Remember that this is a celestial power,
nor something to oifle ....1th. If you use it on a whim and
a<..-cidcntally bungle it b:lCUy, the feedb:'lck \villmake a mess
of your usually delicate relationship to the Symphony for
a while, the way your ears ache when you sit too dose ro
the moo at a concert. (See p. 56.)

Nou to GA;Is: Remember that few Seraphim are srupid;
they can "feel" the difference between literal and
metaphorical statements. GMs who abuse player trust b)
purposely misl~ding them :'Iml hiding behind semantics
may vanish some night as a \varning to others.

CMERUEIPI
~ne QUHRaIHN8

"Tboll sbalt 110t be (fraid of !be tmw' by nigbt, nqr IIx

m1TlWS that flirth by doy, firr He will give His iwgeLr (hl1l'fl
ffr.JtT ther. " - PsoJm 9/

The Cbmlbflowed tbrollgh the mr.od, (lppronthiug the am­
dhum 1I.Iitb nil open pi""', The InfllulII grnbbrd tbe angtff
o/lfstreubed hmuljust like he'd sbnken rollllfless otlm"S 011 tht
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ctl1npllilP' nnil. The IIngei locked eyes with the 1111111 IIml the
1·est oftbe wftridfell IIWlly fit,. IIUHJme1lf.

""" proted yOll, " tbe Cberllb sllid.
Tbe CIIndillll1e stood speecbiess, puzzled, 'lIntii the 111otioll of

the crowd lind tbe pushing ofbis 1JlI:II1mJVed hillllllong towllrd
bis limo.

Tbe IIngel Pllt II cigar in bis womb IImi lit it, wfI!cbing the
long white IIl1tO pllil IIWIIJ witb its police csCU/1. Stretching Ollt
bis celestilll perceptioll, be coliM feel tbe cll1ulidflte ns be 1JIuueli
tbrollgb the Sympbony, II stendy tbrob pulsing dow1lfowll.

He boppetl 011 bis 11IotO'rcycie nnd followed dawn II pllmlle!
SN-eet. Litm"Iy, he'd be dImmed ifhe let 1I11ytbillg IHlppen to
tbm 1J1f1ll.

Stout-hearted and srrong-willed, the Chembim are the
most generally reliable and fanatically loyal of the Heav­
enly Choirs. If the Seraphim are celestial nobility, then
the Chembim are dleir knights in shining armor,
guardians of things held dear.

REsONANCE
The Chembim were created from the stoic forces of

stability. Their relation to the Symphony is one of ulti­
mate devotion - with a touch, they can attune themselves
to something (or someone), and as long as it exists on the
corporeal plane, its perceptive protector will have a gen­
eral feel for its location and condition. If it is desrroyed,
or in immediate mortal danger, he will know instandy.

This sort of single-mindedness is the most basic
expression of their nature: constant ;lnd solid, aware and
vi"rilant. This simplicity of thought is entirely alien to the
Kyriotates, whose nature for multiplicity finds the
Cherubim most confusing. Cherubim and Kyriotates,
both representing animal'lrchetypes in Heavenly society,
are notorious for getting on each other's nerves.

DISSONANCE
For a Cherub, betrayal of devotion is the most serious

sin, and generates dissonance. As long as he is attuned to
something, he is its caretaker - its guardian angel - and
won't do anything that would bring it hann. Only phys­
ical contact and force of will can remove the divine
attention of a Cherub. Failed attempts at erasing an
attllnement are also painful; an unsuccessful betrayal
through rejection generates dissonance ::as well.

Because of these dangers, the Chembim are selective
in applying their resonance, the better to handle sticky
situations while maintaining their integrity. There's
nodling worse than foolishly granting devotion to some­
thing unworthy of such respect.

But even aside from applied resonance, a Cherub must
never betray his Superior, his friends, his ideals or him- 95
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CHERUBIM CHEcK DIGIT REsuLTS

I You know the direction of the ammed object.
2 You also know its general condition, including haz­

ards which aren't immediate or life-threatening.
3 ....You also know its approximate distance from you

(within miles).
4 ....You know the attuned object's direction, general

oondition and approximate distance (within yards),
5 ....You know aU of the above, as well as whether or

not it's moving.
6 ....you know all of that, as well as whether it is in any

danger, even in someone's most remote plans.

self. Doing so would be to sink below h.is capacity for
nobility, the first step down a short road [0 selfish malev­
olence. For this reason they srruggle (sometimes in vain)
not to divide their loyalties.

MANNER AND APPEARANCE
Cherubim move slowly but with severe purpose, their

bright eyes missing no detail of their surroundings.
Their human vessels are usually shon and scad:y, com­
pact and powerful. In their celestial fonns, Cherubim
look Like enornlOUS, winged animals - lions, bears, etc. ­
suffused in golden haloes. Why ,"'estern artists began
depicting them as cute, pudgy, winged babies several
centuries ago remains a mystery. The Chenlbim were
not amused; most suspect the Diabolicals' influence.

As the ultimate celestial protectors, Cherubim are the
best angels to ha.\"e guarding your back - and although a
Cherub may say he needs no protection, the best angels
of the other Choirs, led by the Cherubic example, make
it a point to look after them anyway.

Musically, Cherubim prefer one-handed homs before
sundown; at night, they pull out their saxophones.

GAME MECHANICS
The Cherubim resonance is for location. They can

attune themselves to as many different items as they have
Forces. A Cherub generates dissonance when he allows
an object of his atnmcment to be destroyed (itS Strength
reduced below zero), although this does nOt remove his
ammement. If the object of a Cherub's ammement is
broken and its parts separated, he can only detect the
individual pieces on a check digit of 6. If he can success­
fully restore the destroyed item to a whole state ­
unlikeJy in the case of living things - then the dissonance

%itS destruction generated will disappear.

)
A successful Will roll can negate an ammement. A

failed attempt sounds a note of dissonance.

CHOnS OF ANGELS

<DFHNIPI
Toe WHEELS

I appHerl f!nSJ7lre to the childi wound, hoping that tilt
Ofallitei reckless driving waf'll moking thin?} worst. }Ou
hovt to worch it1JJith then bod boyr- they'refost, hutyou am}
imngine thot thq're pnymg onenhon to what they're domg
just. by looking at ont.

"Lift-left-left!" 1shouted, jlniHng madly.
"This ways qllicker," he soid, smiling with a mrled lip,

1DTenching the steering wheel right. "1 (1111 fnl it. "

Manic and fleet, tensed for action and wired to the
gills, the Ofanim are the Easy Riders of the celestial
realm. Forged from the smffofspeed and madness, they
are Heaven's swiftest instruments and, once set in
motion, implaClble and unstoppable forces of action.

REsONANCE
The resonance of the Ofanim is motion. They just

don't Stop. \.vith an almost abrasive insistence on action,
the OF.m.im are the Choir that produces the most tangi­
ble shon-tenn reswts. Whenever an Ofanite needs to go
someplace, his divine perception of the Symphony
instandy reveals the quickest path. He won't ever take tht
scenic route when another way is faster. Constant tra"d­
ers, they have an inruitive kl10wledge of the Jay of the
land. City-dwelling Ofanim are particularly useful and
their navigation skills seem truly miraculous.

They are also very whimsiClI creatures (some peopk
prefer the more traditional tenn, "insane"). Even by the
loosest celestial standards, they seem crazed. The typical
Ofanite likes to watch television as he paces, one hand
clenched on the remote control as channels speed past,
ranting loudly and gesruring Ijke an ampheclInine-dosed
spider monkey.

Of all the Heavenly Choirs, Malakim have the hardest
time getting along with the Of.utirn; the speedsters' mad
frivolity is directly at odds with the warrior caste's coM!
seriousness.

DISSONANCE
The primary dissonance of the OF.m.im is inaction. IT

they see the opportunity to indulge their nlobilena~
they feel compelled to do so. Being imprisoned, bound,
or otherwise unable to act is frightening to an Ofanite,
but being physiCllly free to act and nOt doing so is rerri­
fying. Inaction in the face of an overwhelming
compulsion is darkly dissonant, and has put as many
Ofanim in the grave as it has dropped into Hell.
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MANNER AND APPEARANCE
In their celestial vessels, Ofunim appear as giant wheels

of holy fire, whirling across the sky. Their hwnan vessels
reflect their manic narures: wide-eyed, thin-lipped and
gaunt, unkempt and disheveled, radiating heat from a
heart bearing tOO quickly. Their eyes may betray mad­
ness, but show no trace of fear.

Racing from one edge of the world CO another, they are
the border crosser'S and message bearers, celestial worka­
holics in the uhimate high-pressure office. Ocher Choirs
respect the Ofunim, though they sometimes also pity
them.

Ofanim are crearures of percussion. In modem times
this translates as everything from frequent. random cym­
bal crashes to techno-across-Europe at 140 bpm.

GAME MECHANICS
The resonance of:m Ofanite is for movement. In game

tenns, this works for them in three different ways.
First, the check digit of a successful resonance roll can

be added to the target number for any roll against Agility
itself or an associated skill. Sure which ron is being
enhanced before rolling the resonance; the resonance
modifier will only work with that skill.

There is no penalty for f.tiling the resonance roll itself.
However, if the resonance roll succeeds, failing at the
modified Agility (or skill) roll generates dissonance in the
Ofanim when the check digit of the failed roll is 6 or
higher. Skill modifiers obtained through resonance are
not cumulative; an Ofanite generates dissonance if the
skill modifier is not used before he invokes his resonance
agam.

Second, an Ofanite may add the check digit of a suc­
cessful resonance roU to the target number of any Area
Knowledge skill roll. Since these angels have an inherent
grasp of the patterns of location ill the Symphony,
they're able to "feel" their way toward any general site­
"the nearest convenience store" - or a specific place ­
"the nearest gas station that sells diesel." Their resonance
is only for established locations that exist in the publjc
consciousness, not the precise t:r3cking of particular
objects that is the trademark of the Cherubim. GMs
should apply penalties to skill rolls if the desired results
are too specific ("2708 Charlesworth") or subjective ("the
best place to buy CDs").

Trurd, by invoking his resonance an Ofanite may
travel a number of miles equal to a successful roll's check
digit - in a single minute! - when in his celestial fonn. He
rolls again for each minute he wants to continue. This
makes it simple to travel very quickly across the corpo­
real world, but compromises secrecy and opens the angel
up to the possiblity of taking celestial damage. 99



EL<DMIPI
P<DWERS

DISSO ANCE
Subjectivity is dissonant to an Elohite. They fonn

opinions from trusted filet and careful observation (the

REsONANCE
Ideally. Elohim perception is objective, snipped c1e2J1

of the sttin of personal prejudice. Just a glance at somr­
one gives an EJohite an immediate feel for that persons
psyche, his emotions as they exist at that moment. Aper·
ceptive Eloh.ite can use this knowledge to accurately
predict how a person wiD react at that moment lO any
given action, barring the intervention of celestial forces.

Only the Elohim's reserved namre allows them to
profit from their perceptions; a good Elohite never
stoops to "taking sides" beyond the direct instrucUOO
received from an Archangel. Elohim deny themsehoes a
personal point of view to surrender to the glory of exis­
tence as an inS01.lInent of the Symphony.

There is no particular Choir with which they have:an
inherent conflict. As the incarnations of balance, the).
recognize the purpose of each Choir and hold bi2s
toward none. The other Choirs, while reciprocating
respect, think the Elohim focus tOO much on the forest 3t

the price of losing sight of its trees. Angels who are mort
outspoken find Elohim boring in their reserve, empty in
their lack of passion and frustrating in their inability to

seize a single subjective perspective and take a stand.

"Ami wben WIIS fbe I"st time Jail SIrw your dnugbtt1·?" rbr
EJobitt asked tbe crying woman.

"Ob God, ob God, .. she wailed. "Db God. "
"Pltflg, mo'om," be soid, pUffing II gentle hand un btr

shoultJer: He didn', lIud to invoke his diville resonance to fmm:
what she WIlS feeling. "Please. When did ](Ill lost m your
dnugbftr; and what is the errdi, Hill;' on the sroJm corrJ?"

"'You don't corr what Jftt~" the 'W(l1nnn crooned, big-rynl
"'You'rt heartless,]Ou orr."

Tile angel dosed his eyes lind pursed his lips.
"Not heartless," be wbisp~d, "no, no, no. I am 111m~

nstTa;ned - nl1d by n«mity, JM:nirrYOll. "

Calm and self-restrained, the Elohim sit dispassion­
ately at the midpoint of the divinity ladder. They are the
Symphony's expression of balance, the compromise
between thought and feeling, the middle-Cs of the
Heavenly Chorus.

)

(
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EwHIM CHEcK.I>IGlT RFsuLTS
1....You understand the target's current emotional

state - harried. peaceful, sluggish, melan­
choly, etc. - in a broad and general fashion.

2 ....You understand the target's current emotional
state and single strongest emotion - fear, con­
fusion, love, etc.

3 ... .You understand the above, and the emotions
current motivation - fear (because you're
about to kill him), confusion (because he just
lost his job), etc.

4 ....You understand the target's current emotional
state, his nYQ strongest emotions and their
current motivations.

5 ....you understand the preceding, as well as how
the target would react at that moment to any
one action.

6 ....you understand the above as well as how the
target would reaCt at that moment to any nvo
actions.

For game purposes, an "action" means anything
that could be done in no more than one round of
combat. Use common sense: btmling the flag is an
action, but burning the flag and running naked
down the street with it while singing the preamble
to the Constitution would take twO actions (three, if
you weren't already naked).

inherent subjectivity of obsetvation being a heated topic
of discussion for this Choir), but refuse to allow them­
selves the vanity of acting as their passions might dict:.lte.

This isn't to say they don't feel emotions: the Elohim
JUSt don't allow themselves to act upon them. "Vhen an
Elorute alters the namre of the Symphony out of selfish
desire, he pushes himself farther into a subjective mode
of action, away from grace and closer to damnation.

MANNER AND APPEARANCE
A Seraph's opinion, focused strongly on "the party

line," is supposed to be the final word in celestial debate.
But before the last word is spoken, the counsel most
sought-aftrr comes from an Elohite.

Unlike the Seraphim, they're not above getting their
hands dirty. They're found just as often in bars and
brothels as libraries and diplomatic embassies. None of
mese places would make an Elohite feel uncomfortable;
mey are above judging that one place is any better than
another - you are where you are, and if you want to be
somewhere else, go there.

On the celestial plane, Elohim have va!,'1.lely human
shapes with smooth and idealized fearures. They are
androgynous (although sexless would be just as good a
description), with slender necks supporting hairless
heads holding large, perceptive eyes.

In general, the Elohim lack the conceit to slip into
many of the traps that lead an angel to Fall, and cherish
an ultimate goal of perfect objectivity. And even though
stripping away the subjectivity of passion is an Elohite's
dearest desire, other angels fear their success - the prin­
cipalities of Hell are filled with heartless angels.

As far as music goes, while Elohim seldom let their
passions show, they have a certain affection for (and iden­
tify strangely with) bells, chimes and xylophones.

GAME MECHANICS
The Elohim resonance for emotion, [ike the Seraphim

resonance for truth, is a strangely objective vision of the
most subjective ofhuman experiences. The check digitof
a successful resonance invocation signifies the degree of
precision with which the angel has read the target's emo­
tions. See the sidebar on this page for details.

And remember, Symphonic observations don't t:.Ike
into account the activity of Celestial Forces, such as the
t:.Irget's own "ViiI. It's nOt precognition, but it's good
enough for rock and roll.

I held the creatm'f down while Carlos lashed it to the pole.
U/e backed lip once he WllS done and watched it flail about and
kick up the dust in a bigcircle. Wben it looked like it was going
to map tbe pole witb its tlIggil1gS, Carlos would give it a big
wback with the two-by-four be'd pulled out ofthe shed.

"A1'f you mre sbe's a demon,r' I asked him.
"It," he corrected me witb II scowl. "It's an it. No hml1an

would've put up tbe kind offtgbt it did, and it's mch II sinkhole
ofselftsbness that. I'm guessing it's a Balsemph. "

He Illughed, balancing tbe bot/rd in his hands like II batte''­
stepping up to tbe pilite.

"See there," he Itmghed, S1JlIlcking tbe mllture I/cross one of
its beautiful cheekbones lind arching fl sprllY ofblood down its
wbite satin gown. Sbe - it - screamed, dtrWillg at the collm'
around its neck. I instinctively flilldJetI, expecting the kind of
repemlSSioll yOll get fivm the SympbollY when yotl injure fl

human, bllt there WIIS nothing.
"See there," he Il1Ilghed, taking flJJotber good wback at the

demon. "That's wbllt happen to Se1'llphim 'wben they go bad." 99
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"What bappens to Ma/akhn wben they go blld?" lilsked.
He lowered the bOllrd alld stllred lit tbe bleeding creatlire.
"Ma/akim den 't go blld, " he murmured.

Malakim embody the purity ofHeaven's honor and the
swifmess of its wrath. No one else has the right to be as
openly arrogant, painfully tyrannical, frequendy cruel
and generally destrUctive as the Malakim are.

REsONANCE
The Malakim's resonance is honor, a framework of

integrity even more sacred to them than their own lives.
They can see in a human the purity of his nature and the
virtue of his principle - how selfish or selfless that per­
son's nature is, and whether he nies to rise above it or
allows himself to sink below it. A perceptive Malakite can
always spot the weasel in a crowd. A human who draws
the attention of the Malakim can rela.x. \Nithin the next
30 seconds, he'll either be out of whatever jam he was in
or on hjs way to the security of the next life.

Everything is deadly serious to the Malakim, and they
feel charged to make as much of a difference as possible.
Malakim insist upon honor from those surrounding the.
They don't have time to straighten out every human
wretch they meet, but neither do they shrink away when
honor is obviously lacking. There is a war going on out
there, people are dying, and all the Malakim demand
from their servants and their peers is discipline and
respect.

Of the other Choirs, the Qfanim accept the urgent
seriousness of the Malakim with the least grace, eager to
give a Malakite's honor a metaphorical wedgie just to see
how starched his mental underwear really is.

DISSONANCE
Naturally, the greatest dissonance for a Malakim is dis­

honor. He would rather have his Forces ripped from his
soul one by one than shirk his duties, real or imagined.

There are no Fallen Malakim; they enjoy the heU Out

of their jobs. They point to this as evidence that they are
incapable of Falling, but other angels - without denying
the Malakim's strength of character - speculate that its
more a sign of how serious they are about policing them­
selves. (See Archllngel D0111inic, p. 114, for more
infonnation.)

But with the ability to recognize honor comes the
desire for it in one's own self. Each Malakite has his own
separate code of honor, based on his personal principles
of right and wrong, that he expects those around him to

!(XJ
' follow - which can make meeting new Malakim very

interesting. Malakim will take no fewer than four oaths
toward their codes of honor; most have more, but two
are constants.

CHOIRS



MA1AKIM CHECK DIGIT
REsuLTS

Those Malakim who stoop to simple personification
think of themselves as heavy bass drums, setting the
rhythm of the Symphony with the work of their strong
hands and cold hearts.

D<DMln.6..T'I0nS

The Kyriotates have given up on 4/4 time altogether.
The second-least divine Choir, they are also the most
fundamentally alien. They are collections of primal
urges, briefly manifesting in borrowed flesh before mov­
ing on to other hoslS. Taken on their own tenns, these
rampaging discordians are powerful forces that can be
channelled in any direction - but they also illustrate all
too welJ just how ephemeral reality can be.

'Tfie

REsONANCE
The Kyriotates' resonance is for multiplicity. Blessed

with the ability to control multiple vessels, yet seldom in
the same body for as long as a week, Kyriotates don't
have a single, consistent self-image from which to craft
their own unique fomls. They must borrow the bodies o£
other living beings to make their mark on reality.

\Nhile possessed, the host consciousness roams the
Marches and will have no memory of the events which
occurred during the divine takeover. Kyriotates have no

GAME MECHANICS
The resonance of the Malakim relates to personal

honor, or lack thereof. W'ith a successful resonance roll,
a Malakite can size someone up and make a snap judg~

ment about his integrity. Compare the roll's check digit
to the chan below for a description of the resonance's
degree of success. When the chart says "noble or igno­
ble," the GM may choose which to provide to the player.

In the body of&1'1 Anderson, a young sock clerk, J walked
quietly through the pm'king lot. 111 tbe body ofa rmall bird, J
flew over tbe b/ncktop, past my bmmm bost, until I picked Olit

the thief He'd bidden between lImini-van and fl Mercedes.
I /nnded on tile boot! oftbe Mercedes and ston.ed to (/IW. The

thieflooked up, and at we same time Ilenpt around the CfJ17ler

behind bim lind !mocked !Jim unconscious wit!J 0 single blow.
God, I tove tbm hick! Mmz, wporenl vessels nxk - lind

more is always bettn:

kWRI(])lH1E8

t ....you know the most noble or ignoble thing
that the person has done that week, relative
to his own moral standards.

2 ... .You know the most noble and ignoble things
that the person has done that week, relative
to his own moral standards.

3 ....you know the three mOSt noble or ignoble
things that the person has done in the last
year, relative to his own moral standards.

4 ....you know the three most noble and ignoble
things that the person has done in the last
year, relative to his own moral standards.

5 ....you know the person's greatest vimJe and his
worst sin.

6 ....You know the height or depth of spirit the
person truJy aspires co, as well as his full
potential for divinity or malevolence in the
Symphony. This will nOt allow a Malakim to
automatically detect demons - there are
plenty of humans who are more selfish than
most Diabolieals ... except for Balseraphs. As
the mo~t selfish of demons, extremely percep­
tive Malakim know a Balseraph for what it is.

First, a Malakite will never suffer an evil to live when
it's his choice. Ifyou see a Malakite tell a captured demon
he can live if he cooperates, you've just seen a Malakite
lie to some poor bastard demon who's about to die.

Second, Malakim will never surrender in a fight, nor
will they allow themselves to be caprured by the annies
of Lucifer. Surrendering to Hell would be to dishonor
Heaven. Death is preferable. Most Malakim are used to
corporeal death. They've lived through it hundreds of
times, and are unaffected by ilS Trauma.

MANNER AND APPEARANCE
In their celestial fonns, Malakim appear as shadowy

hwnan figures, large black wings glinting with purple in
the light. Like the Cherubim, Malakim don't go for any­
thing elaborate in their human vessels. In clothing, they
are purely.utilitarian, but prefer real animal skin, prefer­
ably animals they hunted and killed themselves.

As the mOSt honorable of the Heavenly Choirs, their
actions may seem ruthless but their motives are beyond
question. But out of feelings of caution and self-preser­
vation, the other angels watch the Malakim carefully,
while staying on their good side. }O}
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access to their hosts' memories. Possessions range from
one to six da)'S, after which control of the vessel reverts
to the original o"mer. \Vhile not in a ....essel, a Kyriotate
has very little rime to roam the corporeal realm in his
celestial fonn, searching for another host.lfhe can't find
one, he will ascend to Heaven, where he will have a lot of
explaining to do. To avoid this, many Kyriotates have a
dose-knit group of sympathetic selVants, human or oth~

crwise, who take rums being ridden by these str.mge
spirits.
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Of all the other Choirs, Cherubim appreciate KYJ»
tates the least. \.Vhile they're both guardians after t

fashion, valiant spirits of animal nantre, Cherubim con­
sider Kyriotatcs far too cavalier with their host bodies
and wildly irrational in their reasoning. On the flip side,
Kyriotates are puzzled by the single-nunded devotion
that is the hallmark of the Cherubim.

Str.mgely, as polar oppositcs on the objective/subjec­
tive scale, the Kyriotates get along very well with
Elohim, and vice versa. Elohim love hearing about all the
different perspectives a Kyriotate runs across in his ''''all­
derings, and Kyriotatcs love hearing Elohim struggle to
be subjectively objective.

Drsso ANCE
Although sworn to protect their hosts, KyriotateS

invariably get into trouble in their borrowed \-essels. A
Kyriotate generates dissonance when he leaves a body in
worse shape than he found it. The closer a Kyriot3te
comes to the day he must leave his vessel, the more care­
fully he tends it. Most Kyriotates learn the Corporeal
Song of Healing at a high level as a security measure.

MANNER AND APPEARANCE
The Kyriotates are very smooth characters, at home in

ahnost any vessel an:ercountless years ofsurfing an QCe2fl

of flesh. They are always relaxed, dressed casually and
comfortably, but are quick to action.

In their celestial fonns, Kvriorntcs are multi-<:olored
douds of random limbs, 11l0~ths and eyes that pulse to
the beat ofno particular drummer. People who have seen
a Kyriotate unclothed by corporeaJ skin have been
known to be snmned, praying for the refuge of insanity.

Although they switch vessels as though they were
channels on n~ Kyriot:ltcs manage to hold on to the
threads of what make them uniquely themselves. They
prize their subjectivity. Without any ocher constants in
life, it's the only thing they've gOt.

I-laving abandoned standard musical notation, they
prefer improvisational woodwinds, whether it be the
srnrkness of a clarinet or the piercing drive of a flute_

GAME MECHANICS
With a willing subject, a Kyriotate need only make a

successful \.vill roll to invoke his resonance and allow his
Forces to invade the gracious host. lf the host is unwill­
ing, he may make a \.vill roll of his own in an attempt to
counter tile intrUsion. If tllis roll succeeds, or tile angel~

own roll f.lils, the Kyriotate cannot enter tllat vessel,
though he may try again after a number of hours equal to
the check digit of the subject's Will roll. If che Kyriotate
is successful, his check digit represents the number of
days he may stay in that host.



A Kyriotate may simultaneously possess and control
any number of vessels whose combined Forces are not
greater than the angel's own. For example, a starting
Kyriotate with 9 Forces could not take over two nonnal
humans, but could occupy a human and two dogs, or any
other combination that added up to nine Forces' worth
of flesh. (Note that animals possessed by a Kyriotate may
only "talk" to the extent that their natural fonn allows it.
Parrots are OK; dogs are very hard to understand; hum­
mingbirds are right out. But a Kyriotate in an insect
S\l"aJlTl can produce an eerie, buzzing speech.)

Any human (including Soldiers, but not the undead)
who successfully spots a Kyriotate in his celestial fonn on
Eanh must make a Will roU to avoid being stunned for a
number of rounds equal to the angel's Celestial Forces.

If a Kyriotate has at least 3 Forces not being used to
animate hOStS, he can manifest his celestial fonn (p. 53)
at the same time as he runs a host. That fonn need not
be in the same place (or the same plane) as his host body
or bodies, but he can never have more than one celestial
fonn at a time.

Kyriorntes cannOt spend more than (10 minutes times
their Celestial Forces) in celestial fonn without 'my host
\"eSSels. Aher this time, their souls are snapped back to
Hea\'en, to deal v.~th an angry Superior.

PIERCURIHN8
FRIenD8 0]? PL:~n

"Hey, " I ra;d, strolling up to rbe dom"'/ook;lIg 111111/ 011 tbt
park beJIcb. "Came ofcbess?"

"Cbtss," be sa;,I, bis filet b,.igbtelling. "UThy, I b'lVeJI't
pluyed ag'fme il1 years! How ,lidJOII know I love,I (bess?"

"Just a Kuess, " I smiled, setting up tbe botml.

From divine diplomats to heavenly socialites, Mercuri~
ans are the developers of politics and the arbiters of taste,
bringing the discipline of abstract structures to the cor­
poreal realm. Since the exile of the Grigori (see p. 104),
Mercurians have been the least-divine Choir of angels­
and, ultimately, the mOSt human.

REsONANCE
Mercurians have a resonance ",~th the patterns of pol­

itics in the Symphony. Their perceptions are so acute
that they can walk into a room full of people and imme­
diately grasp the relationships at work - who has control,
who is submissive, etc. On an individual level, a Mercu­
rian can comprehend at a glance the relationships and

responsibilities a person mainmins (fumily, work, friends,
etc.) and the importance of each in that person's life.

With the least-divine perspecr:ive of all the Choirs,
many of these angels allow themselves the arrogance of
judging people by their aesthetics. Style counts a lot with
Mercurians. But even toward the fashion-impaired, the
Mercurians' sympathy for the human condition and gen-

crall}' friendly natures make them affable companions }(J"3
and wonderful conversationalists. No one likes humanity
as much as the Mercurians - not C\'en humanity.

CBOIll.S OF ANGELS



MERCURIAN CHEcK DIGIT
REsuLTS

i ....you can sense a person's estimation of himself,
relative to those currendy around him.

2 ....you can sense that as well as how those people
actually regard him.

3 ....You can sense those things, the name most people
he knows call him, geographic and cultural ori­
gins, and major items of interest (job, hobbies,
etc.).

4 ....you can sense all that and how many relationships
he maintains (work, school, family, etc.).

5 ....you can sense the preceding, and how imponanr
he perceives the relationships to be.

6 ....\Vith a glance, you can see a person's background
as though it were written across his fuce - up to
and including to what degree his relationships
acrually do control his life.

In addition, a Mercurian may use his resonance on a
group of people to see the degree of interrelationships
between them, affecting a number ofpeople equal to the
successful roll's check digit. The player may choose who
within range is affected.

Of the other angels, the Seraphim are the most puzzled
by this Choir's unconditional acceptance of individual
humanity, but have resigned themselves to the obvious
explanation that it's in their nature.

rian would be seen in public in an unattractive vesse~

unless ugliness were the desired aesthetic. Fashion critics
all, Mercurians aim to be the best-dressed in the room;
barring that, they'll be the most suave.

Lowest of the high, savior-faire incarnate, Mercurians
move smoothly through human society, surfing the sea of
human relationships. No other angels have such an abid­
ing understanding of the human condition, and perhaps
that's for the best.

Musically, a Mercurian prefers the instrument most
frequently at hand - himself, whether singing, clapping,
stomping his feet or all of the above.

GAME MECHANICS
The Mercurians' resonance is for politics. Properly

focused, this can detennine of the social standing of any­
one within a number ofyards equal to the angel's Forces.
An e,"(ceptionally perceptive Mercurian wiJl also know
what most people call the subject (not necessarily his real
name) and what peripheral relationships he maintains­
friends, fumily, etc.

The check digit of a successful resonance invocation
should be compared to the chart on this page. The
effects of a Mercurian's resonance will last for ten min­
utes minus one minute for every point of the successful
roll's check digit. A Mercurian who successfully tunes
imo his resonance with a high check digit will be pre­
cisely attuned to invisible social relationships for a brief
period of time, while a similar angel whose check digit
was very low wilJ be tuned less precisely but for much
longer.

104

DISSONANCE
Violence generates dissonance in Mercurians. It is the

antithesis of politics, the dampener of reason. \Nhen they
let themselves faU under the spell ofviolent passion, lash­
ing Ollt madly makes them feel better but pushes them
farther away from their resonance - except against
demons, who deserve such attention. They particularly
enjoy taking out their violent urges against lmpudites,
their Fallen brethren. This doesn't mean they don't
advocate violence; they just don't induJge in it them­
selves. \rVhen negotiations break down, a Mercurian has
to know when to step aside and wave in the sharp knives
of the Malakim.,.

MANNER AND APPEARANCE
10 their celestial fonus, Mercunans look like the tradi­

tional Western image of an angel: a winged human with
smooth skin, a bright smile and an open heart.

More than the other Choirs, Mercurians are the most
concerned with appearances. No self-respecting Mercu-

lME qRlq(()RI
Tfie 01.1\'TCfieR8
The mysterious eighth major Choir ofangels, the gen­

tle Grigori, were created by God to be Earthly shepherds
for the first hwnans. The Grigori were both physically
and spiritually gigantic, at least by the standards of the
people who later wrote about them. They served early
humanity as vast reservoirs of infonnation concerning
the finer points of civilization, and their selflessness was
beyond compare. They were also called the Watchers, as
it was their job to observe human.ity, lending a helping
hand when necessary but not interfering in the course of
their development.

But as we have seen, angels - although filled with
God's divine grace - are eminently corruptible when in
the corporeal world and, perhaps more important, in the

CHOIRS OF ANGELS



THE EIGHIH CHoIR
AND FREE WILL
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presence of hWllans. The Grigori, designed to be the
angels farthest from the Divine, proved to be so much
more corruptible that their enOnllOUS zest for life tripped
them up, spiritually speaking. They chose husbands and
wives from among the humans and led greatly
debauched Jives, neglecting their heavenly duties.

Legends say that the children the Grigori created were
hideous, misshapen monsters, now known in demonic
circles as the NephaUim, and that angels were quickly
dispatched to destroy the half-breeds, after which the
Grigori were damned to remain on Earth for the remain­
der of their long lives.

This is mostly true. The Grigori, both for the sin of
lust and for neglecting their mission, were excommuni­
cated from Heavenly society, doomed to spend the
remainder of their days roaming the Earth trying to

teach humans which sticks to rub together, and when.
The Seraphim Council believes even speaking the Ilame
of the Grigori disturbs the Symphony - they refer to
them as the Watchers, since that was their original duty.

\Nhat few angels know, even today, is that beyond their
gigantic spawn, the malevolent NephaUim, the Grigori
also engendered half-breed children, seemingly hWllan
yet part-angel. Angels are strictly forbidden to associate

The plight of the Grigori adds substantial fuel to the
debate about free will, particularly as it applies to
supernatural beings.

Consider: could it be possible that God knew the
Grigori would be so wonderfully conuprible, end up
playing a major role in hwnan affairs and eventually
become a powerful supporting force for the other
Choirs in their weakest hour?

It's possible - after all, Hes God. Understandably,
the thought that God would plan the corruption and
persecution of one-eighth of his divine anny, just to
gain an advantage millennia down the line, is very dis­
turbing to some of the angels. It implies that God
probably has plans for all of them, and has removed
any choice they might have had in the matter.

It may flesh Out your character's motivations to
decide whether or not he believes that, as an angel, he
has free will. Angels who do not believe they have free
will see themselves as the literal and not the figurative
"Hands of God." Existing merely as an extension of
the Will ofa greater being will certainly give you a dif­
ferent perspective on life.



with the Children of the Grigori or, God forbid, any
aet\lal remaining Gogori they might run across in the
course of a mission.

THE CHll.DREN OF THE GRIGORI
It is impossible to speculate on the number of true

Grigori still alive on the E.mh. Current estimates r;mge
from 50 to none, with most guesses at the low end. The
reader is welcome to infer from their inclusion here that
belief in their extinction is wishful thinking.

Their direct descendants, most of whom are unaware
of their heritage, are uncountable. A few underground
groups of crossbreeds have fonned to locate and protect
one another. Most believe themselves to be remnants of
an ancient race - refugees from the mythical sunken con­
tinent of Atlantis, for example. There is a grain of truth
to this. They are descendants of kind and gentle beings
who came from a faraway place to teach and to inspire.

Most of the half-breeds can, consciously or nOt, e~ert

some small degree of control O\'er the Symphony that
rings in their heads. Sometimes they do deliberate hann;
more often it's accidental. Children of the Grigori are
most dangerous in their teens and earl}' twenties, when
for the first time they find their minds pounding with a
heavenly cacophony as the Symphony chimes through
their celestial genes. For this reason, many ha\'e been
labeled witches and warlocks to be feared and shunned.

If)f Still, several of these unwitting sorcerors have altered

)
the course of hjstory as radically as any celestial agent ­

, and lllore often for good than for evil. This is why a
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ANGElS AND THEIR COlAS:
AN ABsTRACT ExERCISE

These examples illustrate the natures of the var­
ious Choirs by showing how they would each deal
with getting a drink out of a soda machine, in the
abstract.

Confronted '"~th a soda machine, a Seraph
would disdainfully ask another angel to handle the
matter for him.

Confronted with a soda machine, a Cherub
would wait to watch someone else use it first, tllen
find some way to get money, buy a cola and give it
to someone he thinks needs a drink.

Confronted '"~th a sod3 machine, an Of-mite
would rip the door off its hinges, grab as many
drinks as he could and spiral out over the night
before arousing any more 3rrention.

Confronted with a soda m3chine, an EIohite
would recognize it as merely an extension of a
giant m3rketing machine, designed to suck money
and soul from its customers. He would take it
home to disassemble at his leisure, marvelling at ilS
simplicity of design and complexity of purpose.

MaIakim find no redeeming qualities in carbon­
ned beverages.

Confronted with a soda machine, 3 Kyriotate
would pull out his twO qU3rters and ... hey, this
guy's got somc cool stuff in his pockets.

Confronted with 3 soda machine, a Mercurian
would put two quarters in the slot 3nd punch the
burron of the drink hc w3nts. (Mercurians alw;IYS
have a bit of change in their pocket'S.)

growing number of angels consider the Children of the
Grigori to be, not a loose cannon, but a sacred "ace in the
hole," and dream of organizing these lost cousins for
help in the 'War.

Regardless of what they are called, they are the Chil­
dren of the Grigori. True to their heritage, they're one of
the last major human forces fighting the flow of civiliza­
tion toward the Pit.

But while they shun demons almost instincri\'ely, the}.
have lime love for the angels. Those who understand
their herirnge, and know about the \;Var, are as wary of
those who want to manipulate them as they are bitter
toward the proud relatives who pretend they don't exist
Any efforts to reunite them '"~th the Heavenly Host will
require a great deal of finesse.
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. "- ....
"Samet;mes . . ,yOIl jUJ1 have to dQ whnr YOU'll! told."

- The (luge! Simon, on obeying ffftiers, ill The Prophecy

An Archangel is an entity of immense power, who has
passed beyond the boundaries of being and attained a
higher perspective on the Symphony. Each Archangel
has a near-absolute hold on a piece of Heaven; they use
angelic Servitors - such as the player characters - to con­
solidate their hold on reality even farther.

UnJike other celcstials, Archangels arcn'r defined by
mere characteristics and Resources. They embody con­
cepts and powers on a larger scale than can be measured
\\-ithin the scope of a game - or, perhaps, of human
understanding. Thus, their motivations will sometimes
seem unfathomable, but they are not completely inhu­
man. Archangels are proud and powerful, but just as
susceptible to feelings of fear, doubt and b"Uilt as any
other being.

The Archangels are played by the GM, who interprets
their personalities at his discretion. Of course, there are
many more Archangels than the 13 described here.
These are simply the ones who are currently most
prominent in the Earthly phase of the VVar.

THE AROIANGEIS

B1andine, Archangel of Dreams - page 110
David, Archangel of Stone - page 112

Dominic, Archangel ofJudgmem - page 114
Eli, Archangel of Creation - page 116
Gabriel, Archangel of Fire - page 118

Janus, Archangel of the Wind - page 120
Jean, Archangel of Lightning- page 122
Jordi, Archangel of Animals - page 124

Laurence, Archangel of the Sword - page 126
Marc, Archangel of Trade- page 128

Michael, Archangel of War - page 130
Novalis, Archangel of Flowers - page 132

Yves, Archangel of Destiny - page 134
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Choir and Servitor Attunements
These sections outline the typical servants of each

Archangel, and describe the special abilities, or attllnt­

mellis, that Archangel grums to his servants.
There are two sorts of atrunements for each Arch­

angel: Choir and Servitor. Choir atrunements, different
for each Choir, come free to members of that Choir;
other angels of that Archangel must pay 5 character
points each to purchase them at character creation.
Servitor atrunements are available to all servants of that
Archangel, but cost 10 character points to obtain at char·
acter creation. After character creation, new attunemems
can only be obtained as a reward from the Archangel.

An attunement genernlly has no Essence cost and is
automatically successful during nonnal game play unless
otherwise mentioned. In combat, an attunement takes
one round to invoke; its effects start the following round.

Archangels possess all the abilities they grunt to their
servants, and many more, regardless of what Choir the
Archangel actually belongs to.

Distinctions
Each Archangel, except Eli, has a set of rankings with

which he can reward his Servitors for exceptional service,
distinguishing him from most other angels. Each disrinc·
tion (rnnked "Vassal," "Friend," and "Master") grants a
special ability related to that Archangel's Word. Distinc­
tions cannot be bought with charncter points.

A distinction often brings command of other angels
and a higher place among the Host. Other angels will
respect, and demons will fear, the holder of a distinction.

One Archangel could grant a distinction to a servant of
another, much as one nation may grant a military de<:<r
ration to a soldier of another nation. Almost always this
is done by agreement between the two Superiors.

Relations
As they battle the demons, Archangels struggle with

one another over whose Word will dominate the plans
for controlling humanity and waging the war on Hell.
On Earth as it is in Heaven, angels do not always wo&
well together.

Heavenly politics are complex - a web of alliances and
antipathies, both fonnal and infonnal. These alliances do
change, though not swiftly. Some archangels, such as
Blandine and Eli, have dropped out of the political arena
and inevitably lost influence by doing so. Jordi, on the
other hand, maintains his position despite his disinterest

Archangel. These things, different for each Archangel,
cause notes of dissonance in the offender. If the problem
can be corrected, the dissonance can usually be removed.

Dissonance
Just as angels of all Choirs can do things against their

natures and thus gain dissonance (see p. 57), a servant can
do things which go against the basic nature of his

DESCRIBING THE ARCHANGELS
The following pages describe the individual Arch­

angels in detail, covering everydllng from their personal
philosophies to their views on other Archangels.

Every Archangel has a Word and a philosophy. There
is no single way to interpret the meaning or purpose of
the Symphony, and each Archangel represents a different
facet ofTruth. Each of these princes ofHeaven thinks his
own'province is the central one, and expeets his servants
to folJow his lead.

UNIVERSAL
INvOCATION MODIFIERS

Most angels were created by their Archangel, molded
from the purest p:mems of the Symphony.

And most angels remain in Heaven. But many are
assigned to Earth. A few, favored servants, communicate
directly with their Superiors ruther than having their
actions directed through a hierarchy of go-betweens.

Beginning angel characters are (in angelic tenns)
young and of ordinary stature, but they have caught the
eye of their Archangel, who favors them with a relatively
independent assignment on Earth. They will eam boons
- such as special attunements, Rites and more powerful
Songs - in retum for loyal and effective service; see p.
202. But poor servants will be punished. Ultimately, the
disobedient or iJlcompetent may be cast out of Heaven.

-4 Angel makes futile demands
+2 Angels co'l)()real vessel is at risk of death
+3 Angel is at a divine Tether
+3 if the celestial is in the presence of enemy celestials

(Diabolicals with the Host, or the Host with the
Diabolica.ls, or +4 if the celestial is in the presence
of an enemy Superior!

-10 if the Superior being sununoned is not the celestial's
own, unless the celestial is currently on a mission
for that other Superior or has an ammemenr
belonging to that Word.

TIme s11la Inst irrvrxlltirft/: -3 if less than a day, or -2 if
morc than a day but less than a week, or -1 ifmore
than a week but less than a month, or +1 if over a
year!
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in most issues ... his support C3n be had, if one is per~

suasive enough, and others work hard to persuade him.
Ofcourse, Servitors on Earth are expected to C3ny out

these policies, giving aid to other angels in proportion to
the degree of friendship between their masters.

To the Servitors ofArchangels listed as "Allied," angels
must grant any assistance necessary, or face the wrath of
their master. To the Servitors of Archangels listed as
WAssociated," angels are expected to grant assistance
within reason. Servitors ofArchangels listed as ''Neutral''
are to be helped where possible - we're all selVants of
Heaven, after aU - but payment is expected for the favor.

Some Archangels are actually hostile to one another.
The interactions of their SeIVicors will vary, depending
on their Choirs and personalities, the exact relationship
between the unfriendly Archangels, and the situation. Ic
could mean refusal to help - even in dire need - subtle
sabotage, distraction and misdirection. An especially mil­
itant angel, or one who sees his Superior's Word
opposed, could even attack a rival.

Anything that actually forwards the cause of evil, of
course, may cause dissonance in an overcompetitive
angel. And anything so clwnsy that it creates a politiC31
incident in the courts of Heaven may earn public cen­
sure, possibly softened by private rewards.

Rites
An angel can do things, beyond an assigned mission,

which support his Archangel's Word in the Symphony.
These are calJed Rites, and they vary from master to mas­
ter. \Vhen an angel perfonns one of his master's Rices, he
regenerates Essence.

Angels who perform significant labors for Archangels
other than their own may be rewarded with one of that
Archangel's rites. Unless specified otherwise, e3ch Rite
may be used only once per day, and grants one point of
Essence.

The Basic Rites listed for each Archangel are available
to all his selVaHts (see p. 51). GMs and players are wel­
come to create other rites that could support an
Archangel's Word, a.nd allow them in play if the rest of
me group agrees. These would most likely be arcane
Rites, granted by the Archangel only as a special reward.

Any Word-bound angel gains at least one special Rite
(see p. 28) which he may share with his own SeIVitors.,.
Invocation

An angel in trouble can always call his Archangel for
help, and a good selVant will report to tlle boss occasion­
ally before the boss finds it necessary to check up on him.
But the rulers of Heaven have a lot on their minds and
are not easily swnmoned.

An Archangel's Chance of Invocation is the (rather
low) number an angel must rolJ on d666 to call his
Archangel. Various artifacts and situations enhance the
chance that the Archangel wilJ respond. Some are uni­
versal - see Ul1wersal Invocati()1l Modifit1"S, p. 108 - and
work for any Archangel. Special invocation modifiers,
listed for each Archangel, work only for that Archangel.
Unless specified otherwise, only one of these special
modifiers can be used per attempt!

Invoking an Archangel takes 2 rums - roughly 10 sec­
onds. No Essence is required for an invocation, but, as
with all roUs, every point spent raises the Chance of
Invocation by I. Failed invocations simply have no effect.

Yes, it's possible to summon an Archangel other than
your own Superior. But it is very difficult, unless you are
working with that other Archangel.

The check digit of the invocation roll can be used as a
guide to the Superior's mood when he appears, with a 6
indicating "friendly and talkative," down to a 1 meaning
"distracted, busy, grumpy." Of course, the news the ser­
vant brings is the most important thing. Even a grumpy
Superior will lighten up jfhe gets good news, though he
may not reward the bearer - and even a happy Archangel
will frown when told of disaster.

An Archangel will not appear in his glory in a public
place. For instance, if you summon Novalis at a Crash
Worship show, she'll be the girl who pUl:S her hands over
your eyes and says, "Guess who?"

Even a successful invocation will yield a very brief
response. Typically, a Superior might appear for a few
moments, minutes at most, to answer a question or
receive an urgent report. If the selVant is in trouble, the
master mjght instantly translate him to a place of safety,
such as a local Tether, before hearing his report. Only a
few Archangels, such as David and Michael, are at all
likely to jump into battle for their Servitors.

Less.pressing problems may be answered with a bit of
cryptic aid, requiring the angels to solve a puzzle or
deduce how to best use a tool or helper. Archangels are 1(J'9
very busy, and help those who help themselves. I _

ARCHANGELS
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i1RCfiflngeL (ill' DReflM8

The world is 0 drrolll. nothi1lg 1Ilort.

Some dreams are more solid than others, and
81andine5 servants are charged with protecting dreamers
and helping them battle their fears. The minions of
Belem, Princess of Nightmares, are her dire enemies.

Blandine is a Cherub, and somedllng of a loner. ~
such, she prefers to avoid Archangelic politics. But just
because she's removed herself from the planning of the
\,Var doesn't mean she's not fighting. It's generally (if
grudgingly) agreed that, ofaU the Archangels, Bbndine
has done the mOSt measurable good for mankind. She
humbly carries out her orders and foUows her "'ord,
helping the human race achieve its goals and dreams with
as Little celestial interference as possible.

Blandines ser....-ants are rarely combat monsters. Like
their mistress, they prefer subde background manipula­
tions to force, and seldom involve themselves in outright
violence.

E\-ery evening is an advenrure for the servants of 131:10­
dine, who muSt use caution during the day, saving their
Essence for the night in dreamworlds fur from £::Irth.
After a long night of walking the ethereal Nbrches of
Dream (p. 51), her angels typically spend a few lonely
hours nursing their empty souls before reaching the
morning light and its rush of rejuvenating Essence.

On the few occasions when she manifests in the cor­
poreal world, Blandine prefers ro appear as a beautiful
woman in her carly 20s with black hair and green eyes,
wearing b'T3y clothing with elaborate embroidery.

DISSONANCE
An angel of Blandine may not take his celestial foml in

the mWldane world, nor usc Celestial Songs on Earth.
To do so generates dissonance.

Most of Blandine's angels have been assigned specific
dreamers to guard. if one of her servants knows his
charge is in danger, he must warn him in his next dream
or suffer dissonance until either the dreamer has been
adequately warned or the dangerous siruation is resoh'ed.

CHOIR ATrUNEMENTS
Seraphim

Blandine5 Seraphim inunediately recognize intruders
in another person's dream. Add their Ethereal Forces to
any Perception roll made in the Marches.

Cherubim
Cherubim of Blandine may automatically enter tht

dreamscape of a sleeper to whom they're attuned.

Ofani111
Ofanim feel at home in the Marches, moving comfon­

ably through ethereal reality. When Dream \>\'alking(sec
below), they can stay in a dreamscape for a number ri
minutes equal to the check digit of their successful Per­
ception roll times their Ethereal Forces.

Elohi1ll
in the Marches, the narural resonance of Blandine\

Elohim for emotion is consnmtly active; no resonance
roll is needed. Consider the "check digit" as being equal
to the angel's Ethereal Forces. They may make res0­

nance roDs in an attempr to improre me check digit.

Malnkim
Blandine's Malakim are not noticed in the Marches

unless they \\'3Ilt to be. Modify any Perception roll 00

notice one of these MaJakim by the angel5 Ethere21
Forces - even for Blandine's Seraphim.

Kyriotates
\¥hile asleep, a Kyriotate may be in more than one

IXlrt of the Marches at a time. His consciousness mar
simultaneously {:.'(tend to a number ofdreamscapes equal
to his Ethereal Forces.

Mercurians
Bbndine's Mercurians can use dreamers as conduits,

moving from one person~ dreamscape to another's with­
out needing to roll- but only if the two people are close
to eaeh other (GM's discretion) and currently on the
same side of the Marches (either Blandine's or Beleth~).

SERVITOR ATTUNEMENTS
Dream J¥alkinlJ

A servant of Blandme may enter the Marches through
the mind of a human dreamer. The angel must be asleep,
and must make a successful Perception roll. He must
have seen the person before, but the two can be any­
where in the world; ...2 if they're physically touching.
The subject must also be asleep, and in B1andine5 realm.
The check digit gi\'cs the number of minutes the angel
may stay in the subject's dream - or, if the roll failed, me
number of minutes before he may tty again.

Healing Dream
This extremely powerful attunement allows its user 00

scan a person's memory for a certain topic, then modi~'

it. The tart.'Ct must be within half a mile, asleep.

hCHANGELS



Some parts of a person's mind are blocked from tam­
pering: finn convictions, memories from the previous 10
)-e1rs (minus the angel's Ethereal Forces), as well as pho­
bias, insanities and other major traumas. (\'Cs, a demon
and his actions are considered to be such blemishes.)

Using this power costs 6 Essence and takes an hour. It
also requires a successful Will roll at -2 on the pan of its
user, and may be resisted by the patient. If the attempt
bils, the patient wakes up, and remembers a dream about
the subject with which the angel tried to tamper.

DISTINCTIO S
Vassal ofDreams

The angel can send blissful dreams to any sleeper
within 500 yards. Both the user and his target are drawn
intO Blandine's dream world.

Friend ofSleepers
The angel can detect when someone in his presence is

me target of a celestially-inflicted dream or nigholl3re.

Master ofthe Realms ofNip;ht
A Master has a +2 bonus to succec(l on any rolJ made

while walking the Marches.

RELATIONS
The Archangel of Dreams considers the other

Archangels too political and not sufficiently dedicated.
Like Jordi, she strongly prefers that her servants avoid
the complexities ofl-leavenly politics. She is listed as hos­
tile to four other Archangels, but this is merely because
they often work against her Word. "Coldly neutral"
might be a better description. I-Ier agent... will not sabo­
tage other divine servants except to protect dle Word
that is Dream. They might heed a genuine call from help
from any angel, even a servant ofviolcntMichael, ifitdid
not interfere with their duties.

Blandine herself never leaves the Marches for matters
of merely political concern. Traditionally, one of her
angels of Hope, the Menunim, carries her sigil to the
most important meetings, where her vote is cast at the
discretion of Yves.

Allied: No one
Associoted: 11ics
Hostile: David, Jean, MfI1T, Micbael

BASIC RITEs
• Sleep for four hours without visiting Beleths realm.
• Spend eight hours successfully protecting a sleeper

from active forces of danger. (+2 Essence)

CHANCE OF 1Nv0CAI10 2

1Nv000TIO MODIFIERS
+1 A book of fairy tales
+2 A sleeping potion
+3 A handwritten collection of lullabies
+4 A bed in which;l demon slept while in the Marches
+5 One person, dreaming peacefully while traveling

in a car, train or airplanc
+6 Nincty people in a room, peacefully dreaming
+8 At the top of Blandine's Tower (see p. 138)

in
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The world is strong and hard. Be harder, be stronger.
David is 3 Malakire. He and his angels created the first

human shelters, and his disciples taught the arts of pot­
tery, metal-working and building construction. He also
helped to find new and better ways for people to beat one
anomer to bloody smears.

Since David and his followers helped mold early
humanity, he feels a responsibilJty to finish the job. His
angels strengthen people by forcing them (0 endure ter­
rible labors. David believes this is necessary if humanity
is to survive the rimes ahead.

His Servitors encourage people to join together in
strength for murnal loyalty and protection, even to the
point of fonning street gangs and militias. They proudly
count skinheads among their followers. Some angels
think the servants ofDavid are too brutal, but they them­
selves wonder if they're brutal enough. David's followers
are blindly loyal, and do not tolerate anyone questioning
their masters decisions.

David's human vessel has a commanding presence,
with steel-gray eyes set in a strong face. He rarely wears
clothes, preferring to be naked as stone. He can manifest
more subtly as a mound of rock ... which can, at need,
ttke a roughly humanoid shape, speaking through the
grinding and scraping of the stones.

DISSONANCE
Stone is immovable, incorruptible. Angels of StOne

will never sttrt a fight, but they'll always finish it. Being
provoked into attacking first generates dissonance. Also,
David's angels gain dissonance if they sully their hands
with rnnged weapons; they prefer close combat.

CHOIR ATrUNEMENTS
David's angels are attuned to minerals, such as stone,

mettls, gems, sand - even in altered fonus, like glass and
asphalt. Grassy dirt, organic material, and artificial sub­
stances such as plastic are barriers to their abilities.

Seraphim
David's Seraphim are heavenly miners, charged with

teaching people how to live off the land. They can detect
the presence and quality of all minerals within I yard of
their vessels for every Corporeal Force they possess.

Cherubim
David's Cherubim enjoy hard labor, like facrory work

or blacksmithing. They are attuned to forces of attrac­
tion. They can create a pseudo-magnetic field which can
puB into their hands any object made mostly from min­
erals, as long as it's within (Corporeal Forces) yards. An
object's holder can resist with a Strength roll.

ARCHANGELS
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Ofal1111t
The Earth parts for David's Ofanim, allowing them to

m<n-e slowly through any sort of mineral matter, taking
along onJy what they're wearing. Each foot of progress
takes one round through earth, 2 through stone or brick,
3through glass or metal. The passage closes seamlessly
behind the angel. If he can't see through rock (see D,ep
Gr..e, below), his connection to the Earth aUows him to
retain a sense of up and down.

EIobim
David's Elohim are attuned to the planet as a whole;

they have absolute direction, and always know exactly
where they are and what time it is.

These celestial hennits accept students, humans and
angels alike, whom they train in the ways of stone.

Malakint
Once a day, a Malakite serving David can plant his feet

on solid ground and become inunovable and indestruc­
tible. His senses still work, but he can do nothing except
to answer mental communication if it is received, and to
m"ert to nannal with a Will roll. David's Malakim are
charged with training hwnans in the arts of self-defense.

Kyriotates
kyriotates serving David may create their own vessels,

but only of stone. These are bought and treated as simi­
1M human or animal vessels, but move at half speed,
strike at +2 Power with bare hands, ignore weather and
any temperature that wouldn't hann a statue, and have a
natural Protection of 5. No dissonance is suffered when
astone vessel is damaged or destroyed.

Mercurions
David's Mercurians are charged with making places

safe for humans to live. They can recognize a building's
date of construction and what material was used to build
it.

They have a feeling for buildings constructed from
minerals, a sense which grows stronger as the angels
move through them. It's like a blueprint in their heads,
omitting non-mineral elements (like people) but reveal­
ing any secret doors and hidden compartments, and
showing the...quicL:.est way through any mare ofcorridors.

SERVITOR ATTUNEMENfS
Deep Gaze

Fueled with I Essence, this lets the user see through a
number of yards of stone or earthy material equal to his
Corporeal Forces.

Cold TOlu:b
\Vith a mere 6 Essence, and a successful Will roll, the

angel may tOuch a foe and turn him to unbreakable
stone, conscious but unable to move or speak. Celestial
victims may resist with their Strength plus their Corpo­
real Forces; others must resist on Strength alone.

After 10 minutes plus the angel's Corporeal Forces, the
victim may try a Srrength roll (plus Corporeal Forces, for
a celestial) to recover. If he fails, he may try again after
the same amount of time, until evenrually he succeeds.

DISTINCTIONS
Vassal ofStone

The physical vessel of the angel cannot be hanned by
earth or stone.

Friend ofthe Subterranean World
The Friend automatically detects the presence of

underground cavities (rivers, springs, cellars, caves, etc.)
within (Corporeal Forces) x 100 yards.

Master oftbe Granite Hand
In unanned combat, multiply the check digit of any

successful Fighting roll by the angel's Corporeal Forces.

RELATIONS
Vlhile it's no secret that David thinks he should be in

charge of the War, he and his servants are ultimately
loyal to Michael and the rest of the military faction. He
has privately instructed his Servitors to aid Glbriel, as
well, but to avoid spending their energies to aid others
unless it advances David's plans as well.

Allied: Gabriel, Micbael
Associated: Jean, Jordi, Laurence
Hostik: Marc

BASIC RITEs
• Spend four hours resting in a mine or a cave.
• Spend one hour praying undisturbed in a church

made of stone.

CHANCE OF INvOCATION: 3

1Nv000TIO MODIFIERS
+I A small, smooth stone
+2 A stone statue of a male figure
+3 A marble statue of a male figure
+4 A gathering of 50 gang members without guns
+5 A stone carving more than 1,500 years old
+6 A rock used to kill a demon H3

ARCHANGELS
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D(uMlnIC
i1RCFiiln2;eL (ill' Jl:.JD2;MenT
Tht world is ",Itd by urdn: ~Vitbolllltrw. all ir Cilrophony and

mndnm.
Dominic and his servants have been charged with

maintaining order by rooting out corruption in the Sym­
phony, even among angels. Especially among angels.

Dominic is a Seraph. He moves slowly under his heavy
black robes, coundess eyes peering from his celestial
head. In the corporeal realm, he manifests just as fre­
quently as a man (Dominic) as he does as a woman
(Dominique).

Known as the most tyrannical of the Archangels, he
heads the Divine lnquisition. I-Us servants root out dis­
sent within the Host and deal with troublemakers, such
3S severely Discordant angels and Outcasts. They've
even been known [0 help the Servitors of Asmodeus
track down demonic Renegades. Dominic won't
acknowledge this, but his serv:mts' cold silence on the
subject tells the whole Story.

The Divine Inquisition is organized in triads - groups
of three angels. Each triad includes a Cherub, ammed to
the subject of inquiry; :1 Seraph, to resolve his true culpa­
bilil)/; and an angel of another Choir to carry out the
senrence.judb"ment is by a majority vote of the triad. If a
guilty party is of higher rank or srnntre than the angels
assigned to the case (or if one of:1 triad dies and the vote
is deadlocked) a more powerful triad must be called in to
add their votes and help carry our the sentence.

Only his rnostMfavored Servitors, such as the player
characters, operate autonomously, and Dominic reserves
them for missions which require the unnost discretion.

Dominic has little imerest in the laws ofmankind - or,
for that malter, its problems. An angel of Dominic will
help execute a JUSt hWll3n law, especially by aiding
human police and courtS, but will also ignore a law that
fuils to serve his master's severe justice.

DISSONANCE
\o\lhile the Servitors ofjudgment condemn with heavy

hands, with an Old Testament "eye for an eye" philoso­
phy, it's dissonant for them to inflict a punishment
greater than the crime, or to snmd by while the innocent
are punished unfAirly.

It's also dissonant for them to overlook what tbty feel
to be heresy in an angel.

CHOIR A'rruNEMENrs
Seraphim

Dominic's Seraphim are the chief inquisitors of the
celestial realm, seeking our corruption both internal and
external. Angels who fuil to answer their questions may
be dernined for investigation.

Resonance rolls to derennine a subject's honesty art

based on their Perception, plus the nwnber of Celestial
Forces these Seraphim have.

Cherubim
When ammed to a subject of inquiry, Dominid

Cherubim generate no dissonance if the subject is hun.

0fa1li711
Dominies Ofunim can hear the enrropy of Discord liU

a wailing scream. Within a number of feet equal to rom
Celestial Forces, they can teU exactly what Discord he
has, and how much.

Blohim
When a person feels guilt - justified or not - Dominic\

Elohim can see the guill)/ feelings dripping across his
fuce like bloody sweat.

Malakim
Malakim working for the Archangel ofJudgment can

hear dissonant tones in celestials, JUSt as his Ofunim can
hear Discord in humans. If they come across M.alakim
with more than one note ofdissonance, they must report
it to an Archangel immediately.

Kyriotates
bominic's Kyriorntcs generate no dissonance for tak­

ing poor care of a host, if that person has Discord.

MercuriallS
The natural resonan(.'C of Dominies Mercunans will

tell them not only the usual information (see p. 103), but
also what a humans most deviant behavior is and how
long ago he committed it. Also, these Mercurians gener­
ate no dissonance for spilling the blood of the guilty, as
long as the punishment fits the crime.

SERVITOR ATTUNEMENTS
Incarnate Law

The angel has an innate Imowledge of which rules and
regulations have been agreed upon by a places human
inhabitams.

Heavenly Judgment
The angel may ask higher powers - whisper not the

name - to make an immediate mal, for the modest sum

ARCHANGELS



of 7 Essent.'e. The accused must be within the angel's eye­
sight and suspected of no less a crime than murder.

If the accllSt.~ is truly guilty, a luminous sword appears
in the angel's hand that very second. "Let justice be
done," a voice booms from nowhere - and ulxm hearing
these words, the sword flies to the arrack, striking the vic­
tim oncc a round for 7 hits of damage. This arrack lasts
until either the guilty p:my or the angel ofJudgment is
dead, or until the invoker wills the judgment to end.

DISTINCDONS
J1lssal ofCOllscie:m:e

The angel may imbue his gaze with such severe
reproach that those ",~th the weakest wills - a Will of 1
or 2 - confess to their crimes immediately.

P,jend ofJudJ!:l1lent
As alxwc, bur w~lIs of 3 and 4 also confess!

Master ofLow
The Master automatically detects any crime commit­

ted \\~thin 10 )"3rds times his Celestial Forces.

RElATIONS
Dominic has remained completely uncommitted to

any divine fuction, though of course he listens to Yves.
Other Archangels, especially Michael, think Dominic is
too narrow-minded; bur, over-zealousness aside, he and
his servants do get their jobs done.

His current main objective is the removal of Eli, who
he feels is mad and dangerous. Few of Eli's scattered
angels serve Dominic, nor does he seek their aid.
Dominic also looks with a jaundiced eye on Gabriel (also
insane, bur protected by Yves for some reason), Janus
(theft should be wrong, cvcn for an angel) and Novalis
(too airy and infonnal for her rank).

Allied: Yv~,

Associated: No olle
Hostile: Eli

BASIC RITES
• Spend twO hours defending an innocent in court.
• Help deliver a guilty mortal to corporcaJ justice.
• Slay the vessel ofa demon or Fallen angel. (+3 Essence)

CHANCEOF~OCATION:NoNE

Dominic cannot be summoned, but he appears to each
of his Ser.~tors approximately oncc a week to check on
their progress. us



116
ARCHANGELS

The world is crtlltion, tbe appliuztion ofwil/against t7Jtropy,
bringing lift ami btlJuryfrom the void.

Of aU the Archangels, Eli produces the most comra­
dietary images in the hearts ofangels. He is both cre:ltor
and destroyer - fuU of life and hope, his future wide­
open, but Out ofcontrol and out ofrus mind. His servaJllS
embody the Eanh's primal creative forces. Casual and
disorganized they may have become, but they remain
makers of beauty and servants of Heaven.

Eli is the quintessential Mercurian, a member of me
most human of the Choirs. But a few decades ago, EJi
abandoned his divine mosque, stripped himself of his
memories of the past and disappeared into the corporeal
masses. He's seldom heard from, and even his mOSt
ardent followers are afraid of what he's become.

The Archangel ofCreation no longer seems to care for
protecting his Word. It's in no danger, though - Creation
is certainly not slowing down. In fact, it's coll1plete~

overrunning everything else in creation.
Now Eli walks the Earth in various guises, and not

even the other Archangels know for sure what he's doing.
lnsane bacchanalia? Hidden meditation? Consorting
with Evil? Gossip is rife, and Eli just smiles vaguel)~

At the beginning of dlls century, Eli gramed dOmUUOll
of most of his Servitors to the other Archangels. So, for
instance, one might be "a Malakite of Eli in service to
Gabriel." They retain the powers listed below, and get no
new abilities unless their new masters grant them rites or
attunements - which rarely happens.

A few of Eli's most favored Servitors still do his direct
bidding. ('"Do what thou wilt," he told them, "but be
cool.") They go on esoteric errands at his whim, and
often don't understand what they're doing, or why. They
keep their own Hearts, hiding them where they can.

Scattered in service to various Archangels, seemingly
abandoned by their master, Eli's Servitors have every rea­
son to be frustrated and confused. On top of that,
Dominic has been making the supposed heresies of Eli
the focus of his dark scrutinies.

DISSONANCE
The servants of Eli have nothing unique which make

them dissonant to their Word. Go play, have fun. Those
in service to the other Archangels do not acquire the dis­
sonance of the Archangel they serve.

CHom ATI1JNEMENfS
Seraphim

Eli's Seraphim can recognize gifted individuals. Cele:r
rial talent scouts, they know how adept someone is at 11

skill just by thinking of the skill and performing their rer
onance upon the wget. On a check digit of 6, they know
the subject's fujI potential with that skill, as well



CHANCE OF INvOCATION: VARIES

BASIC RITEs

H7
ARCHANGELS

INvOCATION MODIFIERS
+1 A paint brush or a musical insrrument
+2 Some fonn of birth conrrol, unused
+3 A hwnan family getting along with one another
+4 A blueprint of the building you're standing in
+5 The work of a blind sculptor
+6 A unique plant, animal or mineral

DISTINCTIONS
Eli, alone among the major Archangels, does not offer

distinctions to his servants. Further, an angel ofCreation
in the service of another Archangel, though certainly eli­
gible for that master's distinctions, seems to have to work
twice as hard to be noticed. Heaven isn't always fair.

Roll I die; the result is his chance of invocation for all
attempts made that day by any angel anywhere.

• Succeed at 3 Precision-based skin rolls in a row.
• Spend an hour having (consensual) sex.
• Calm a group of more than three crying children.

RELATIONS
Since Eli "dropped out," his reputation has grown tar­

nished among his peers and his influence is waning. [fhe
ever bothered to defend himself, Eli would say that he~
doing more than most Archangels by living among the
hwnans and surfing where the Symphony pulls him.

Many in Heaven consider Eli's servants to be latter-day
Grigori, corrupted by the delights of the flesh. With
Dominic's crackdowns over the last decade, this reputa­
tion has diminished markedly. Still, there are no greater
debauches than those thrown by the angels of Creation.

Allied:Jordi, Novalis
Associated:Janus, Yves, Blandine
Hostile: No one

TranSllbstantiation
The angel may imbue inorganic elements with the

complex organic energies of life. For each point of
Essence spent, he may convert I quart ofcommon liquid,
such as water or ammonia, intO a complex organic solu­
tion, such as wine or blood; or a cubic foot of common
material, such as sand or S<Xliwn, into a common (though
relati\'e1y more complex) organic pattern, such as bugs or
fish. He may also convert small amounts of one organic
substance into another, at the GM's discretion.

SERVITOR ATrUNEMENTS
Abracadabra

The angel can create base matter from nothingness.
For each point of Essence spent, he may create a tenth of
an ounce of a rare mineral, such as a precious metal; I
cubic foot ofa common metal or material, such as iron or
sulfur; or I cubic yard of simple, mundane and common
earthly substance, such as rock, iron or water.

Ofani1lt
Eli's Ofanim can slow down, speed up or even reverse

the aging process, both in their own vessels and in oth­
ers'. Once a day, an Ofanire selVing Eli may make
physical cootlet with something and adjust its age by a
number ofyears equal to his Predsion. Also, their vessels
heal fast - a number of hits per day equal to their Cor­
poreal Forces.

Flobi1lt
ElalUm who serve Eli hold the secrets of binding

Songs into physical objects to create relics and reliquar­
ies. It takes one month of finding and preparing materials
for each level of Song in a relic, and/or every point of
Essence the reliquary is to contain. The angel must also
know Transubstantiation (below).

Malaki1lt
Even working for the Archangel of Creation, Malakim

are still powerful forces of destruction; they fight cre­
atively. Anything they pick up can be used as a weapon
with a Power equal to the check digit of a successful Per­
ception roU, for the length of a single combat.

Kyriotates
These angels may perfonn the Celestial Song of Fono

on their hosts at no Essence cost! The Song's effects end
prematurely if the angel abandons his host.

Mercurians
These Mercurians, counterparts to Eli's Elohim, are

the makers of talismans. It takes one month for every
Ie>.·el ofa skill the artifact is imbued with. The angel must
also know the skill.

Cberubi1lt
A Cherub working for Eli may hold any item in his

hand and bow who created it and when. The angel may
learn Little beyond the mOSt basic factS about the maker
(G.\1's discretion, guided by the ched:: digit, but the
question "hwnan, angel or demon?" will always be
answered.) However, he may use his natural resonance to
IJ'1ck down the creator.



Tht Wflrid is t11trgY, bot lIudfluid.
This energy ctn fuel the hearts of men and women,

bringing joy and inspiratioll; it can also burn the unwise
and the unfortunate. Gabriel's servants are fire im:amate.

US
ARCHANGELS

Gabriel is an Ofanite, an ancient and inscrutable crea­
ture. She and her servants may conduct themselves in an
honest and simple fashion, but their uue natures art
complex.

PhysicaUy, she's perfect. Her male body is just as flaw­
less as her female vessel, which she prefers in modem
times. In any foml, she's a powerful, obstinate 6ghter.

Mentally, however, she's unstable. Gabriel W':lS present
at the conception of twO major religions (literally, in tht
case ofChristianity - for Islam, she recited the Qu'ran to
MohanUlled at Yves' iJlStruction). Although she was only
following orders, Dom..inic (who, along with L:lUrence,
supportS Christianity in panicular) declared her hereric:al
and tried to have her ex..iled from I-leaven. Yves and
Michael defended her, but she stonned away angrily and
has yet to return. That was over a millenniulTl ago.

Besides the \Nord of Fire, Gabriel has other offices.
Her most important duty is to punish the cruel, which
she does ....1th a vengeance. She was once Heaven's mes­
senger, but since her tragic mission to Mohammed, she
has refused the role of divine courier.

Gabriel is tOO unstable to manage God's annies, tOO
disturbed to rehabilitate and too powerful to destroy.
She's a primal force which can occasionally be channeled,
but ne\'er controlled, by the rational factions of HeaveD.
And still those who move against Gabriel6nd themseh"tS
balked by Y,·es.

She still walks the Earth, a\'oiding other Archangels
and perfonning her role as she has since ancient rimes.
Sometimes she talks to herself, sometimes she screams;
sometimes she I:mghs for no apparent reason. Her ser­
vants love her madly, and bum to follow in her footsteps
across the hot coals of life.

DISSONANCE
Gabriel punishes the cruel. They need not die, but

they must know God's wrath. Gabriel doesn't insist that
her angels clean the Earth of every human louse they
encounter - but each time they finish with one, they
must deal with the very next one they meet.

The cruel must feel Gabriel's fire ....1thin a number of
days equal to the angel's Celestial Forces, or the servant
generates a note of dissonance. This dissonance vanishes
once justice has been sen'ed.

CHOIR ATrUNEMENrS
Most ofGabriel's angels are ammed to specific kinds of

cruelty, which they can detect at a glance.

Seraphim
Gabriel's Seraphim stalk those who profit Imowingly

from the suffering of others, or who lie to themselves



about what Illonsters they really are. Sweat-shop busi­
nessmen, slumlords and politicians are their special prey.

Cheruhim
It is the role of Gabriel's Cherubim to burn those who,

within the last year, have horribly betrayed someone
devoted to them. Look for them, smiling, outside dh'orce
and custody courts.

Ofollhn
Charged with pursuing those who flee justice, Of:mim

in Gabriel's service are immune to damage from corpo­
leIl heat. radiation and electricity. Their vessels' energies
balance automatically, with an}' excess being distributed
:across the rest of the Symphony, and any deficit made up
&om it. E,'ery time one of these celestial bounty hunters
fills into lava, the sun bums that much more brightly.

FJohim
Gabriel's Elohim can sense those who delight in

inflicting psychological or emotional pain upon others.
They themselves mke no pleasure in the pain they inflict.

Malakim
At ....~Il, these Malakim can encircle their hands with

green celestial flames, burning e"erything they touch. As
a.....eapon, this is a hand~to~hand attack \\~th Power equal
to the angel's Celestial Forces and Accuracy of -1.
Gabriel's Malakim are given specific assignments rather
than blanket job descriptions.

Kyriotates
Kyriotates serving Gabriel arc attuned to people who

enjoy inflicting physical p:'lin upon others. Pimps, prison
guards, and school cO:'lches feci their wrath. Unlike her
Elohim, these angels enjoy the punishments they visit
upon the wicked. After :'Ill, they're helping people.

Mercurial1s
Glbriel's Mercurians can recognize those who delight

in being cruel to themselves. Rather than punish these
people for their dark natures, these Mercurians must pre­
vent each one they mcct from hurting themselves, for a
single day. These angels enjoy such roles as bartenders,
therapists, prostitutes and other secret confessors.

SERVITOR ATTUNEMENTS
Dance ofthe Atoms

The angel may control the ambient temperarure
within his field ofvision, up or dO....'Tl IO"F for each of his
Corporeal Forces. The change is almOSt instantaneous,
but cannot be used [() reduce (or raise) a persons body
temperarure to the point of death immediately ...

Smite
The angel may lash out \\~th a fiery anack at anyone he

can see, within 10 yards times his Corporeal Forces.
It gets a +I to Accurney; if it hits, it does a number of

hits equal to the check digit of the roll times the Essence
used to power it. It bypasses all nomlal physical anllOr
worn by the target.

DISTINCTIO S
Vassal ofFire

A Vassarof Fire may strengthen or reduce any nonnal
fire within 50 yards by 500 per round, for a total change
equal to 1000 times his Corporeal Forces, by the strength
of thought alone.

Fritmd ofthe Divine Spark
The angel em amplify a human's burning passion (for

a thing or a theory), which the ,~ctim must then obsess
over for an hour each day. This lasts for a nwnber of
weeks equal to the angel's Ethereal Forces.

Master ofthe Light
In combat, the angel can pay I Essence to create a

luminous sphere around his body, with a mdius of 5
yards, lasting until the battle ends or the angel wills it off.
Any foe entering the sphere (or present when it appears)
must make a Strength rolJ to avoid being dazzled (-2 to
skills involving Agility or the use ofeyes) for a nwnber of
rounds equal to d,e angel's Celestial Forces.

REIATIONS

Allied: No one
Associated: Janus, Yves
Hostile: Dominic

BASIC RiTEs
• Spend three hours near an intense heat source (a huge

campfire, the fUnlace of a crematorium, etc.).
• Spend an hour in intense conflict, mental or physical.
• Kill a demon with fire. (+3 Essence)

CHANCE OF INvOCATION: 3

INvOCATION MODIFIERS
+1 Prnying before a fight
+2 Cleaning a piece of metal in flames
+3 The life's blood from a betraycr
+4 The tomb of onc who died to protect others
+5 In, or surrounded by, flames
+6 \.vhile actually engaged in monal battle H9

ARCHANGELS
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The Wqr!d is a whirlwind. It weeps across bodies alld henrts,
bending the soft things and destroying the rest.

The servants of Janus are Heaven's agents of change,
charged with shaking up the establishment and making
the static into the dynamic. They are also divine thieves,
confounding the wicked with their daring exploits.

Janus, a broad and brawny Ofan.ite, is one of the oldest
Archangels. Although his mission is to promote change,
he himself has changed very little in the past millennia.
In fact, like many Archangels, he seems increasingly set
in his ways as time goes by.

He's ve'Y gregarious, but just as quick to condemn a
friend as to praise him. Then, after his firs of criticism
pass, he is very. very apologetic. \\'hile some worry about
his stability,lanus' usefu]n~ is sometimes the only thing
Gabriel and Dominic agree on. After all, his mood
swings reflect his role in the Symphony.

Janus' angels aim to disrupt nonnality and cause as
much chaos as possible without upsetting the overall bal­
ance of the Symphony. In a typical scenario, an angel of
Janus comes to town, scopes the place out, and mayhem
ensues. Actually, almost any adventure of these angels
ends with "and mayhem ensues."

The servants ofJanus are easy to spot: reckless youth,
hanging out of the side of a speeding car to regenerate
Essence, waming from one town to another, attending
rallies, blowing up cars, agents of change. They're also
known for their light fingers and bulging jackets.

DISSONANCE
It's dissonant for servants ofJanus to stay in the same

locale for more than three days. Each city is a locale, but
some cities (New York, Los Angeles, etc.) sprawl over
enough land that different districts could be considered
different locales. But it's important for those who serve
the "VVind to keep moving, at all costs.

CHOIR ATTIJNEMENTS
If the wind stops, it dies. Janus' servants have an

attunement for motion much like that of the Ofanim.

Seraphim
The Seraphim of Wind can add the number of their

Celestial Forces to their Fast-Talk skill rolls. They still
cannot lie without generating dissonance, but they can
sway someone's opinion with the overall hope of greas­
ing the wheels of the Symphony.

Cherubim
Cherubim working for Janus can only attune them­

selves to one person at a time, but the subject of that
attunement becomes enthralled with the Cherub (the



equivalent of a Servant Resource at a level equal to the
angel's Celestial Forces), acting as his servant for as long
as the atnmement lasts.

Ofanil1t
Ofanim supporting the Word of Wmd may add thei.

Ethereal Forces to any roll involving breaking locks,
opening doors or otherwise freeing themselves o. others
from corporeal restraint.

EWhil1t
Barring the intervention of Celestial Forces, Elohim

serving Janus can look at the sky and accurately predict
the weathe. - down to the minute - for a numbe. of days
into the future equal to their Ethe.eal Forces.

Ma/akim
The dark riders who serve the \.\find are extraordinary

demolition experts. They may add the number of their
Ethereal Forces to any roll involving making, setting and
using (including throwing) an explosive device.

Kyriotates
Kyriot3tes serving Janus may assume a gaseous form,

manifesting in the corporeal realm without the need of a
host vessel. They can't communicate verbaUy or interact
with the world in any significant way, and move at one­
fourth their normal speed. In this form, they can be
spotted with a successful Perception roll, made easier by
every note of dissonance the angel has.

Mercurians
Janus' Mercurians can move through crowds like eels

through coral. Waves of humanity part for them,
whether or not the angel is visible. The angel can also tell
at a glance if an object was acquired honestly or not.

SERVITOR ATTUNEMENTS
Passage

With a successful Agility roll, the angel may open any
lock... Some are harder than others:

Diffiadty Typt ofMtcbanism
o Simple mechanical (handcuffs, deadbolts, etc.)

-I ~mplexmechanical (combination locks, etc.)
-2 Simple electronics (card-based systems, etc.)
-3 Complicated electronics (voice prinrs, etc.)

Swipe
Fo.2 Essence, the angel can make a corporeal object

(no heavier in pounds than his total number of Forces)
vanish for a number of minutes equal to his Celestial

Forces. It reappears later with the angel, wherever he is,
and it makes no disturbance in the Symphony as long as
no one observes the vanishing or reappearance.

DlSTINCTIONS
Vassal ofthe Wind

Vassals of the Wmd can communicate among them­
selves, as clearly and quickly as in human speech, in a
silent language of gesture.

Friend ofthe Unseen
Angels with this distinction always know if they're

being watched, listened to, or otherwise spied on.

Master ofMotion
The angel moves silently and at great speed. Double

his flying speed ifhe has wings. He may add 4 to his Run­
ning skill befort any roll, or to the check digit of any
Running roll that succeeds without assistance!

RElATIO S

Allied: Dtroid, Gabrie4 Michael
Associated: Yves
Hostile: LallrC1Ue

BASIC RITEs
• Spend I haUl in 80+ mph winds (for example, in a

windstonn or in a convertible with the top down).
• Spend 2 hours meditating on a moving roller coaster­

it can StOp to let others offand on, bur the angel has to
ride it through.

• See a vehicle flip and roll at more than 60 mph, or
watch a multi-story building demolished, in person.
(+2 Essence)

CHANCE OF INvOCATION: 0

1Nv000TIO MODIFIERS
Just because a storm can't be sununoned doesn't mean

there aren't ways to attract its attention ...

+I Steal a newspaper
+2 Demce a public street sign
+3 Reroute a set of "Detour" signs
+4 Blow up a car
+5 Have a tornado in direct, unaided line of sight 121+6 Fall through the air for more than 10 seconds I,J

ARCHANGELS
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Cherubim
From any telephone, Chembirn of Lightning can con­

nect to the phone nearest an object to which mey'lt
attuned. If mere's no phone near the person or object

DISSONANCE
It is dissonant to let a technological secret or celesti31

technolobrical device fall into the hands of a hum:an
before Jean decides it is time, though anything r:ht
humans tmly work out for themselves must be accepted
as part of the Symphony. It is dissonant to allow an infer­
nally inspired technological innovation to go unopposed.

The world is ligbmil/g, the spark of lift mul the flash t{
insight.

Servants of Jean control the various energies which
course through the corporeal world. Slowly, they dok
Out their secrets to mankind.

Jean is an Elohite. He manages the technology ci
humanity, and their knowledge and comprehension ci
the physical world. He charges his Servitors with dC\"tJ.
oping and experimenting with new high-tech devias
designed to reduce the selfish desires of mankind.

He and his Servitors don't think very highlyofhuman­
icy. "Bue in spite of their tinycnmial mlumes," he admits.
"they still manage the occasional flash of insight." Jean
usually chalks this sort of thing up to Lucifer and Vapub
(prince ofTechnology) who slip secrets of the Syrnphoo)'
to human scientists in e...:change for dark currency.

Jean is a middle-aged blond man, just over six feet W1,
with 3 face that looks like it was carved by a knife. Ht
avoids the other Archangels, preferring to work on his
own schemes - and those of God, of course.

His personality is proud and pedantic. He~ a micro­
manager, who prefers that his angels nOt take tOO much
upon themselves - especially when it comes to human
innovation. As Archangels go, he is easy to summon, and
usually grumbles, "You did the right thing to call me.~

Jean is a hard worker, but likes to do it himself.

Seraphim
Jean's Seraphim have photographic memories. Also.

for I Essence, they can temporarily conjure up a floating
video display and show to an observer anything the,'
themselves have ever seen or heard.

CHOIR ATTIJNE.MENTS
BecflUse of their natures - they're the only Servitors

who spend Essence to enhance the effects of their Choir
attunements - the angels ofJean tend to create the lIlost
collateral disrurbances in the Symphony at large, and are
seen by most other angels as lacking in subtlety. They
couldn't care less.

T
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they're attuned to, they can spend 1 Essence and tem­
porarily (10 minutes) cause a cell phone to materialize
lIithin 7 feet of their :munement!

Ofallill1.
An Ofanite who serves Jean is one of the fastest crea­

tures alive. \.vith a suitable conductor - a phone line, an
electrical line, the metal side ofa building - he may tem­
porarily convert his corporeal vessel intO electricity,
traveling a number of hundreds of yards in a combat
round equal to his Corporeal Forces, for a number of
rounds equal to his Ethereal Forces. He may recorpore­
a1ize at any point along his metal pathway; how~·er he
ends his trip, he does 3d hits of damage (Iighming blast)
to his entry and e.xit points.

FJohim
The Elohim ofJean are the only angels \\ith the calm

precision to create microchips and circuit boards from
thin air. For I Essence, they can temporarily create a
pocket-sized computer lasting a number of minutes
equal to their Ethereal Forces. Il has a high-speed wire­
less link to the Internet (allov.ing the angel access to
anythjng the GM rules would be available on the Net,
such as e-mail.Usenet.etc.).Itis inunune to electro­
magnetic pulses, requires no power, and has an unlimited
1I110unt of storage. Its cables can connect it to any non­
encrypted computer system with a serial port - and it also
increases the user's ability at Computer Operation by the
amount of his Celestial Forces.

Malaki",
The M:llakim ofJean are cre:ltion's finest mechanics.

They may :uld their Ethereal Forces to any roll involving
me skills Chemistry, Electronics, Engineering - or any
other roll to repair a tcchnolobriC:t1 object.

Kyriotates
These angels of multiplicity can possess corporeal

objects as their vessels for a number of nunutes equal to
meir Ethereal Forces. If your computer seems haunted,
perhaps you have one ofJean's bodiless angels.

through whatever he touches. The Power of the attack
equals the Essence spent (at least 1) plus the angels Cor­
poreal Forces. A living target will be blinded (-2 to all
skills involving Agility or vision) for 10 (plus the Essence
spent to use Generator, minus the victim's "Vill) seconds.

Remote Control
Angels with dlls attunement may mentally contrOl any

device cmfted by the hand of man from a number of feet
away equal to their total Forces. They can make it do
only those things that its regular controls would pennit,
and only one command per round.

DISIlNCTIONS
Vassal ofLighming

The angel is a lighming calculator - to simulate this,
the pla)'er may keep a calculator on hand and use it for as
long as he needs to arrive at a correct answer. He also has
the power to recognize all possible applications for any
technological object.

Friend ofthe Illuminated
The angel can detect the cause of a malfunction in any

technological object, or predict a problem a number of
rounds equal to his Celestial Forces before it happens.

Master ofthe Machine
The angel can instantly "heal" damage to any device at

the rate of 3 hits for every Essence he spends.

RELATIONS

Allied: No one
Associated: Eli, Yves
Hostile: Jonli, Micbael, Novalis

BASIC RITEs
• Rest for an hour touching the turbine in an electric

power st,1tion.
• Rest for twO hours plugged into a wall socket.
• Spend an hour in a thunderstonn, on a cliff.

Mercurial1s
Jean's Mercurians all know the Ethereal Song of

Tongues, al\4ays succeeding at its perfonnance. (Con­
sider the angel's Ethereal Forces to be both the level at
which the song is known and the check digit.)

SERVITOR ATrUNEMENTS
Generator

The angel becomes a high-power generator for one
second, pouring an incredible amount of electricity

CHANCE OF INvOCATION: 3

INvOCATION MODIFIERS
+I A scientific fonnula
+2 A demonstration of mathematics
+3 A microscope
-+4 A complete laboratory
+5 A new, working scientific theory
+6 The Grand Unification Theory 123
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TIu world is all tm;'lIld, wild Dnd quitk.
Ignore the lie that is "civilization," the shared halluci­

nation which humans call society. Hea\'cn has erred
grievously in allowing humanity to keep its artificial tr.lp­
pings - mankind must regain its wild nature, or die.

Jordi is a Kyriorate. \.vith a strong aversion [0 mOSt cl
man's works, he spends most of his time "'alldering'
across the world's countrysides in animal fonn. Lucifer
did his best to play on Jordi's disdain for mankind, but
Jordi was never tempted. He remains completely loyal to
the Divine, whatever he may think of the current state cl
the world. And he accepts as allies those humans who
share his love for the animal kingdom.

Angels who don't work for him consider Jordi to be
completely insane. M:ld or not, he's e.xceptionally intelli­
gent and wildly perceptive, and always willing to give a
bit of leeway to supplicants who show consideration of
his ecccnnicities. His servants may be wild and untame­
able, but they're not cruel - they act as they must, with
passion but without hatred.

Jordi prefers to grant audiences in the counery, and will
appear in a city (other than places like! ew Delhi, of
course) for only the most dire emergencies.

DISSONANCE
Jordi's angels cannot allow themselves to be swayed by

the concerns of human society, its rules or its expect)­
tions of behavior.

They gain dissonance if they value human life aoo..'C
animal life. When they kill, it must be cleanly and with­
out pain, as is the custom of]ordi.

CHOIR ATTUNEMENTS
Servitors of Jordi arc well-versed in the laohruage and

culrure of animals. Each Choir is ammed to a particular
type of animal, noted below, and can communicate basic
concepts to those creatures through sound and gesture.

lordi's servants, except Kyriotatcs, must purchase at
least onc animal vessel. Nothing they do in their aninul
vessels, e:\:cept the performance of Songs and other
e.xpenditures of Essence, will disrurb the Symphony!

Seraphim
Jordi's Seraphim are attuned to amphibious and marine

life. They prefer to work in the relative peace of the
underwater realm, rooting out those Diabolicals who m'C
secretly in watery darkness.

Cherubim
Jordi's Cherubim are attuned to C3ts. They are usually

assigned to urban settings, to watch over the residents'
pets and punish those who tonnent them. But they can
also take the big cats as vessels ...

ARCHANGELS



O{antnt
jordi's Ofan..im are ammed to flying animals, such as

birds and batS. It is their duty to exact revenge upon
those who mistreat the crearures of the air, or desrroy
them for any reason except food. They still mourn the
passing of the pterosaurs.

EkJhim
Jordi's Elohim are ammed to reptiles. They're crea­

tureS of the desen, dUSty angels of open spaces. The
range of their resonance extends without diffio.lhy as far
as they can see in any direction.

Malaki'm
jordi's Mala1cim are attuned to dogs, wolves and other

pack creatureS. In the moml world, they are eco-terror­
ists supreme, protecting nature from humanity's works.

Kyriotates
These areJordi5 eyes and ears across the globe, able to

enter many corporeal hosts at once. A Kyriocare ofJordi
C2Jl contrOl animal hostS whose toeal Forces are equal to
his total number of Forces t;mts his Corporeal Forces!
They are particularly arnmed to insects; each insect
swann (see p. 191) counts as one Corporeal Force for
purposes of concrol, so a powerful Kyriotate can man­
ifest as dozens of swanns at once.

Mercurians
Jordis Mereurians are especially ammed co apes.

They're charged with studying all animals in their nat­
ural habitats, and helping humans to see the similarities
beI:Ween themselves and the cousins they so carelessly
dispossess and enslave.

SERVITOR ATTIJNEMENTS
Call ofthe Wild

For 2 Essence, the angel may summon a small group
of local animals. The player may choose what sort of
creatures arrive, as long as no one of them has more total
Forces than the angel's Celestial Forces.

Roll a number of dice equal to the summoner's Corpo­
real Forces to detennine how many appear - they'll
arrive in 2 minutes. They aren't at his control, but nei­
Iher will they~hann him.

Animal Magnetism
For I Essence, the angel may chann any single animal

within eyesight which isn't already celestially influenced.
11Us is limited to animals whose total Forces are less than
or equal to his Corporeal Forces.

DISTINCTIONS
Vassal ofAninzals

Jordi's VasS3ls always know the intentions (arrack,
flight, etc.) of any animal they see.

Friend ofBeasts
The angel wilJ never be attacked by wild beasts ­

although trained or charmed animals may srill hann him.

Moster ofthe Creature Within
The angel knows, at a glance, how much a given

human likes animals and how he tends to treat them.

RELATIONS
Jordi cares little for celestial politics, bur doesn't ignore

it. Ths gives him c10ur as a swing vote, and different
sides try to influence him - through his servants, if nec­
essary. If sufficiently motivated, he will appear, cast his
vote, and leave. Rarely will he lx>ther speaking.

He cares nothing for the political arena because he
feels the other Archangels care nothing about him and
his goals. He's basically right; they think he's mad. He
gets along with Novalis, who sometimes carries his proxy
in a fonnal vote, bur he'll shun other Archangels before
giving them a chance to shun him first.

Allied: N(fValis
Associated: Eli, Yves
Hostile: Jean, Man, Michael

BASIC RITEs
• Spend eight hours with no trace ofcivilization in sight.
• Live in a city for one full day as an animal, without

spending Essence.
• Rescue an animal endangered by man's works or mans

carelessness.

CHANCE OF INvOCATION: 2
Add 2 to the chance of invocation, and 2 to the check

digit of the summoning roll, if no human buildings,
roads or vehicles are in sight.

INvOCATION MODIFIERS
+ I A street mutt or alley cat
+2 A work of man, created out of sincere love for

animals
+3 An egg of an endangered species
+4 Twenty cats,living in the same dwelling

+5 A mountain gorilla 125
+6 A panda
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The wqr/J is n blade tbat elliS Ihl' tt117JJary. R~ct the Jm:1"
that romn with your ffiJI;t)ll. Kr~ JOtmdffindy 1xmnJ, and
UnitT allSl' to bt vigi/nllt iJ,.'brn hunting the Diabolicnl.

Laurence is a J\<talakicc, honorable to a f.tult, and me
supreme commander of God's anny on Earth. He~

responsible for training Soldiers and assigning them to
angels, coordinating official missions and keeping track
afme Foe.

He hasn't always been an Archangel. His previous
Superior - Uriel, Archangel of Purity - oversrepped his
'Word by slaying all of the Earth's remaining crearures of
myth (the fairies, the dragons, etc.). Laurence, the finest
of all of Heaven's dcmon~hunters, ascende<1 to his cur­
rent stature when Uricl was recalled to the higher
cele.~tial realms, vanishing from the ken of ordinary
angels, in the year of our Lord 745.

Since then, Laurence has not only been orchestrating
the armies of God, he's also become the parron
Archangel of Christianity, actively promoting irs growth.
In particular, he supportS the Pope and would like
Catholicism to become the sole religion of humanity.
(Dominic is the only major Archangel who vehemend)'
supportS him on this.)

Laurence appears most often on Eanh as a snull
skinny man, with long, black hair. The youngest of the
major Archangels, he's a real phenomenon in a fight, but
as a planner he is still too idealistic. He tends to forget
that even his own angels aren't perfect, and that the other
side fights very, very dirty. When plans go wrong, he
invariably calls in Nlichael, the old warhorse, to sway the
course of the battle back to the side of good.

As the angels' primary strntegist against the demons,
Laurence is in a stid.:y position. He must keep the peace
among Archangels, not threatening anyone's power or
position, while at the same time remaining stcadfust, not
budging an inch when threatened.

His servants never have a spare minute. \¥h.ile other
angels only grudgingly drop whatever they're doing to
help Servitors of the Sword, Laurence's angels feel that
the others are too quick to beg for help - which his ser­
vants feel obliged to give, instead of solving their 0 ....11

problems first. Between their honorable idealism and
their prowess as Heaven's greatest questers, they have :a
great deal of potential, if only they can survive long
enough to fulfill it.

DISSONANCE
Laurence is more rigid than any Archangel except:

Dominic himself. He holds his troops in strict regimen­
tation, demanding precision in all things. Disobeying
either the word or the spirit of his orders generates dis­
sonance in an offending angel.



CHOIR ATTIJNEMENTS
Laurence's angels are fighters, questers and demon­

hunters, and their attunements reflect this.

Seraphi"t
The Seraphim of the Sword can [eLi at a glance

"nether or not the foes the)' eng-age in banle are ulti­
mately on the side of good or evil.

Cherubim
Cherubim worling for Laurence may utilize their nat­

ural resonance ofanunemem not with a rouch, but upon
anything they can see.

Ofanim
In combat or in pursuit, Laurence's Ofunirn may move

an e.ttra (2 x Agility) yards when in corporeal fann, or (2
x Perception) yards in celestial fonn.

EkJhim
With his natural resonance, an Elohitc working for

Laurence can feel the emotions nOt onl)' of the people
presendy in his general vicinio/. but those from the paSt
as well- a number of hours through the past equal to the
angel's Celestial Forces.

Mala/rim
Laurence's Malakim are the most honorable fighters in

existence (as opposed to Michaels, who win more onen).
When using their resonance, they may add their Ethe­
real Forces to the check digit of a successful roll.

Kyriotates
Laurence's Kyriotates are bound into the vessel of a

w-arrior who died :lJl essentially meaningless death before
finding his destiny (such as a Marine caught by a land
mine while on leave, a policeman shot by fellow officers
in a drug raid, etc.).

The vessel will seem to survive its wounds. The angel
continues the human life as a Role (see p. 43) of level
equal to his Ethereal Forces. Neither the vessel nor the
Role costs character points. Other hosts may be pos­
sessed at the same time, using nonnal Kyriotate rules.

The angel can't abandon this vessel, but generates no
dissonance if it's damaged or destroyed. If it is destroyed,
the angel must buy this ammement again.

Mercurums
Laurence's Mercurians, while non-violent, can read an

opponent's body language so well that they rarely get hit.
They may add their Corporeal Forces to their Dodge
skill, or to the roll's check digit (decide before rolling!).

SERVITOR ATrUNEMENfS
The Blade Blessing ofLaurence

The angel may give a divine edge to any blade by
touching it and spending 3 Essence. It has +5 Power for
the next number of combat rounds equal ro the angel's
Celestial Forces. The effects of this ammement, of
course, are not cumulative.

Hunt
This attunemem !:,'T3nts to a Servitor the ability to

unerringly track any being he has fought, however great
the distance between them. He may keep track ofa num­
ber of his opponents equal to his Ethereal Forces.

DISTINCTIONS
Vassal ofthe Sword

LaWTence's Vassals can remain serious under any cir­
cumstances, even demonic provocation, and can judge
the seriousness of others.

Friend ofthe Lord's Troops
The angel can judge a person's courage (for example,

knowing whether his opponent is going to crack or not).

Master ofthe Armies ofGod
The angel can State a refus:lin so severe a tone as to

discourage the other party from reiterating his proposi­
tion - it is, in essence, the power to end a conversation by
JUSt 5.1ying, "NO."

RELATIONS

Allied: David, Dominic, Jean, Michael
Associated: EVf1yone else, except . ..
Hostile: Eli, Novalis

BASIC RITEs
• Slay an evil creature.
• Spend a whole night hunting your prey.
• Spend four hours resting in an annoI)'.

CHANCE OF INvOCATION: 4

INvOCATION MODIFIERS
• t A practice sword
.2 A book of milital)' preceplS
.3 A high-quality sword
+4 Ordering a !:,'TOUP into battle
.5 A fine sword engraved with the Lord's Prayer
+6 A ,wonl blessed by the Pope 129
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The world is trade, the give and toke ofdoy-to-doy lift.
Commerce has complicated the lives of humans, but

has lowered the amount of violent conflict in the world.
Wars cannOt be fought without spilling blood - but in
commerce, paper and numbers and the strucrures inside
people's minds are the only casualties.

The Archangel of Trade is a Mercurian, well-suited to
the human-level complexities of the fiscal world. He and
his servants are divine diplomats, Heaven's negotiators.
They lie only by omission and always for good reason.
Marc can be counted on, as long as one reads between
the lines and pays attention to the fine print.

Marc bears the heavy burden (his words) ofpromoting
the abstract concept of currency and of managing the
divine fortune. He does it well, occasionally reimbursing
himself for his time. (He invented the concept of a
"salary," and doesn't stint himself.)

Snappily dressed, fashionably polite, Marc is one oftbr
celestial in-crowd. He has occasionaDy stumbled, dUJirlr
times of turmoil when his Word was nOt given proper
respect, but nothing major has ever stood in his w~:y

except the hordes of Lucifer.

DISSONANCE
It is dissonant for angels serving Marc to break their

word when they have given it freely. They know the cost

of cheating on a deal.

CHOIR ATI1JNEMENTS
Most of Marc's Servitors are ammed to the abstract

strucrures of commerce and ownership created in the
minds of humanity and which extend into the Symphonj'.

Seraphim
Seraphim are Marc's traders and managers. They can

look a person in the eye and know how much money he'd
pay for something, so he might as weD go ahead
write the check. Also, when these angels fail a resonance
roD they may try again not within minutes but within
seconds.

Cherubim
D~'oted angels of protection, the Cherubim serving

Marc can know, with a touch, any object's true owner.
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OfanhlL
"'You want it there when?" Marc's Ofanim are the best

shippers in the business. They know the fastest way to

get anywhere, with anything. (AetuaUy doing so is
anomer matter.)

FlohhlL
Divine appraisers, these Elohirn can tell the fair mar­

ket value of an item they touch.

Malaki1lt
Malakim, ever the darkest of the angels, are Marc's

elite espionage agents. After looking a person in the eye,
they can tell what something means to him. ("That fold­
er's the monthly expense account he's trying to hide from
his boss." "That's not JUSt any old pen; it's the one the girl
he had a crush on in third grade gave him when he
didn't have anything to write with.")

The effects of this attunement work on anything
IPtimin the angel's eyesight, and last for a number of min­
utes equal to the angel's Ethereal Forces, and can only be
perfonned on one person at a time.

Kyriotates
Marc's Kyriotates can automatically enter a host; make

a resonance roll anywa)'. just to get the check digit. The
subject may resist with a Will roll.

Mercurians
As an additional aspect ofhis natural resonance, a Mer­

curian working for Marc can look back over a nwnber of
months equal to his Celestial Forces and tell how much
money a person has received, and what he did to earn it.

SERVITOR ATruNEMENTS
Divine Contraa

The angel may write a contract (on paper) between
twO or more people. Ifa party who signed of his own free
~ilI voluntarily goes back on his word, the deal breaker
I2kes the amount of Essence bound into the contract,
multiplied by 6, in hits ofcorporeal damage.

HeadofaPIN
Once a day, a Servitor of Marc may extract (from 1m

ATM or by wire transfer, but not from a human teller)
SIOO in the local currency, multiplied by the. Essence
spent toward the arnmemem's use.

No one loses by this tranSaction; the money miracu­
lously comes from cash lost or destroyed elsewhere.

DISTINCTIONS
Vassal ofTrade

A vassar of Marc who succeeds at a Perception roll
(one attcmpt per target per day) can discuss a deal with
someone and know exactly what the)' hope and intend to
get out of it in the long run.

He also knows, at all times, the exact location of any
person who's broken a contract with him (using Divint
ContrQrt, above).

Friend ofthe Shareholders
The angel can read any agrccmcnt, in any lanb'uage,

and discovcr any hidden unf.limess or "escape clauscs"
intended by its creator.

Master ofFinances
The angel has the skill of Fast-Talk at level 6, or adds

6 to his existing skill, in any financial discussion.

RElATIONS
Trade is Marc's "'ord - giving of oneself in an agree­

ment rather than taking by craft or violence. "'orking
with the abstract srrucrures of the corporeal realm has set
him in a unique position of go-between and diplomat
between those who deal with the beauty of celestial
abslT3ction - such as Blandine, Dominic and Gabriel ­
and those who deal with corporeal reality - such as
David, Laurence and Mkhael. Servants who support
these camps are frequently at odds with each others pur­
poses, and the agents ofTrade help smooth things over.

Allied: No one
Associated: Janus
Hostile: No one

BASIC RITEs
• Make a \00% profit on an honorable mmsaction.
• For at least an hour, possess an object or document

worth more than SI0,000,000. (2 Essence if it is worth
more than Sloo,ooo,ooo.)

CHANCE OF INvOCATION: 3

INvOCATION MODIFIERS
+1 A donar someone gave you for nothing
+2 S100 in cash from each of 3 different countries
+3 Ulegal goods, smuggled from another counuy
+4 A contract worth at least $100,000

+S A contract worth at least $1,000,000 129
+6 The beads that bought Manhman
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MICI=IllEL
L\RCnL1n~eL (ill? \VL\R

Thr 1:..VJrld is n 71.:0r, raging fll7'T)SS nality.
The first angel created by God, older than any Celes­

tial bur the ineffuble Yves, Michael is a Seraph and he
tells it str:l.ight: Things aren't run in Heaven like they
used to be. It's not his job to bitch about things, SO he
generally doesn't - bur he's getting tired of pulling Lau­
rence's fut out of the fire every cenrury or two.

As the most IXlwerful angel, in mind and in body,
Michael bested Lucifer in hand-to-h,lIld combat and
personally kicked his red ass out Heaven's door. (.JOe
remaining rebels, damned by God, conceded the battle
and found their 0\\1l way out.) For this, God made
Michael the Archangel onva... \·Vhile Laurence niles the
amlies of God, Michael is the commander of those who
fight alone, relying only on their own weajX>ns.

His servants fight vigorously so that one day the ,.var
will end. They are proud, powerful and never back down
from a fibrin. But they're also sympathetic to the human
condition, and try not to miss out on an opportunity to
relieve a human of his pain, if only by Ijstening to his war
stories.

Michael is a warrior. He lives only for God's struggle.
The fuet that he doesn't use a noble weapon (he prefers a
battle axe to a sword) has earned him the disdain of many
Archanbrels - except for Laurence, who has crossed iron
with Michael and has humble memories of the occasion.

Pig~headed and individualistic, t\!1ichael doesn't molly­
coddle his serv<lnLS - but he does protect them from
Dominic, whom he calls "the hyena of Heaven." Many
millennia ago, Michael was the target of an inquest into
vainglory, chaired by Dominic. He accused Michael and
his Serv<lllLS of encouraging heathenish traditions (col­
lecting trophies, promoting warrior cults, sporting
blasphemous hernldry, etc.). God intervened and acquit­
ted Michael, nOt because he was innocent but because
without pride and glory - and Michael- Heaven's great-
est battles would be lost. -

DISSONANCE
Retreat from any conflict without a direct order gener­

ates dissonance in Michael's senrants. An agent of
t\!1ichael must othenvise be beaten into unconsciousness
and dragged bodily from the field of batde.



CHOIR ATTUNEMENTS
Seraphim

The anacks ofMichael's Seraphim tend to strike home.
At.trget may Dodge (see p. 66), but at a penalty equal to

the Seraph's Corporeal Forces.

Cherubim
If, barring the intervention of Celestial Forces, some­

one to whom a Cherub of A1..ichael's is arnmed will die in
the next 24 hours, that angel ",~II feel it in the pit of his
StOmach.

Ofallil1t
The speed)' and unpredictable Of.mim who work for

the Archangel of 'War invariably get the drop on every­
one else, e\"en when mort:3l1)' wounded! In combat,
Michael's Ofunim alW3}'S go first.

EJohim
Calmest of their whole stoic Choir, these Elohim can

look into people's eyes and tell just how serious they are
-how much they're willing to risk in a situation.lfsome­
one is resigned to killing, or to dying, these angels will
know it.

Malnkim
Malakim of \-Var can hear the sound of danger sweep­

ing through the Symphony, beginning as many minutes
ahead of time as rhey have Corporeal Forces and grow­
ing louder until the moment of conflict.

Kyriotates
Michael~ Kyriotatcs, unlike their brethren who scrve

orner Archangels, e(1II gcneratc their own vessels - they
need not find a host to manifest on the corporeal plane.
And like others of their Choir, they may still inhabit as
many Corporeal Forces' worth of hosts and/or vessels
as the toral amount of their Forces. But they cannot
abandon the vesscls they make, and acquire a note of
dissonance whcn such a vessel is destroyed.

MerCllrians
Michael's Mercurians are his only diplomats. They

know the price of peace - what, if anything, will resolve
aconflict between any two people they have met. ~

Howl
\¥hen the servants of M-ichael howl their frightening

war cry, it stuns all foes within a number of feet equal to
the angel's Corporeal Forces on the next combat round,

DISTINCTIONS
Vassal ofWar

Angels of this rank can sing the cclestiallanguage while
in their corporeal fonus. 'Iltis lets them communicate
6\'e times as quicldy as any Earth..ly language. Any angel
within hearing can understand, but only other Vassals of
\-Var will be able to reply in kind. Demons will recognize
the tongue but will not understand. Mon::als wiD hear
only whistled snatches of urgent, martial song.

Friend ofthe Fighters
Angels at this rank are immune to the effects of fear

(natural or otherwise) as soon as they commit to a fight.

Master ofVizlor
Angels ofthis rank may grant the above ability to their

comrndes in anns for a single comOOt.

RElATIONS
Alone among the major Archangels, Michael is hostile

to Yves. It was not always thus ... but over the past few
thousand years, as the \-Var went from ood to worse,
M..ichael has grown increasingly distrustful of the motives
of the mysterious crearure who wears the mantle of
U Archangel of Destiny."

Allied: No one
Associated: David, ]01"di, Laurence
Hostile: Blandine, D01/linic, Navalis, Yves

BASIC RITEs
• Spend three hours in anned practice.
• Duel with a Diabolical.

CHANCE OF INvOCATION: 1

INvOCATION MODIFIERS

•

SERVITOR ATTUNEMENTS
Proficienry

This gives a special expertise with one type of weapon.
The angel may make a Precision roU before amcking
with that weapon - if it is successful, he adds the check
digit of the Precision roll to the Power of the attack!

... I Howling a war cry

...2 A knife
+3 A battle axe

+4 An ancient battie axe 3
+5 A casde under siege 11
+6 A battleground on the d,y of the battle

ARCHANGELS
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The world is a gardm - ptaciftllullril dist'llrbtd by the Jtri.
dent voias ofthe sovagt a"d tbt ertlt/.

The servants of Novalis are charged with calming the
souJs ofhumanity. She is a powerful female principle; her
"'ord in the angelic tongue resonates with tones of
growth, nurturing and peace.

Navalis is a Cherub. She most often uses a human ves­
sel, looking like a cross between a debutante and a flower
child - elegant, earthy, flamboyant and introspective by
rums. She may also appear as a young girl with a basket
of flowers, or a spry. cheerful old gardener. In any fann,
she is light and quick, both in body and spirit.

Her servants lllay be as precise as a new bonsai, or as
wild and mad as a valley of l..'udzu, but none would have
felt out of pbce at a Dead show.

Navalis' kindness is unequalled; she avoids direct con*
flier as much as possible. Her servants are just so damned
friendly that other angels can't help but get along with
them. Howeverj,.she doesn't like to see her servants aid·
ing ovenly-violent missions uruess there's a good chance
that their presence may prevent bloodshed.

DISSONANCE
Angels of Nov3.1js earn a note of dissonance for per­

fonning or allowing an}' '~olence that is not absolutely
necessary. Killing a human ....~II earn the offender at kJlSt
a note of Dissonance, plus whatever other discipline
Nova(js herself thinks fit. Demons may be destrOyed if
they make it necessary ... slow to anger, the Archangel
of Flowers will show her thorns if pressed. 8u/ evt1I

tuwnrd dNIIOns, Novo/is iJ,ill try kindness jim.

CHom ATTUNEMENTS
Seraphim

An aura of peace emanates from the Seraphim of
Navalis. To t:lke a violent action in the vicinity of such a
Seraph, anyone muSt m:lke a \ViII roll minus the angel5
total Forces, +1 for every yard apart they are.

Cherubim
The Cherubim of Navalis, peaceful angels of great

devotion, can take upon themselves the corporeal dam·
age of those they touch.

Ofani111.
An Ofanite serving Navalis may collapse the pattern of

his being into an energy capable of traversing the web of
plant life which graces the Earth. Once a day (or after
completing one ofNovalis' Rites) he may move, instantly
and invisibly, from any plant he touches to any other
plant he can see, or within (total Forces) miles.



FJohim
Navalis' Elohim can sense the scrange feelings of

plants. By couching one, they can feel what emotions
were loosed in its vicinity in the past week. A SlIccessful
Perception roll gives infonnation about the source of the
emotions; the beneT the check digit, the more is learned.

Ma/akim
Foliage pans for the J>3SS3ge of a Malakite of Novalis,

allowing him to move freel)., Plants may also enungle his
enemies if the angel is within a number ofyards equal to
his Corporeal Forces. reducing the foe's movement per
rum by a number of yards equal to the angel's Celestial
Forces! {1'lovalis has few Malakim; they are too violent.}

DISTINCTIONS
Vassal ofFlowers

The angel can detect the degree of love or hate
between twO people within his line of sight.

Friend ofthe Gardeners
The angel can, a number of times per day equal to his

Corporeal Forces, bring a single large plant or a square
yard of small plants to perfect health. For the next week,
those who rest on or against the blessed plant(s) will have
any applicable die roll modified by I in the direction of
peace or healing, and against conflict or haml. The GM
and the players may interpret this small blessing as liber­
ally as they can imagine.
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CHANCE OF INvOCATION: 4

1Nv000TIO MODIFIERS
+I A peace symbol from any culture
+2 A large bouquet of flowers
+3 Ten plants, removed from their pots and replanted

in the ground
+4 A nuclear power plant, shut down
+5 A large outdoor concert (Lollapalooza, etc.)
+6 Fifty thousand people, congregating for peace

Master ofPeace
The angel can calm an irrational individual or smooth

over small misunderstandings, like those caused by Mal­
phas' factioning attunements (p. 174). If a subject resists,
make a Contest of \lViII, adding the angel~ Celestial
Forces to his target number.

RuATIO S
Some of the martial angels think fovalis blasphemous,

both because she would rather reach out to the demons
than kill them, and simply because ofher corporeal dress
(Hawaiian shirtS and Birkenstocks, sarongs and sandals).
Dominic grumbles but has caken no overt action. Novalis
smiles and compliments the appearance of her critics.

Allied: Eli, Jonli
Associated: Yves
Hostile: David, Michael

BASIC RITEs
• Sleep alone in a garden, from sWlSet to sunrise.
• Dance for two hours to live music among the throngs

of humanity.

SERVITOR ATIUNEMENTS
Nothing But Flowers

If the angel hides behind or within plants, he call1iat be
spotted without a Perception roll minus the angel's
Celestial Forces. If the angel hides amongJ1owm-, he is
completely invisible!

Crown ofJoy
The angel can weave a crown of multicolored flowers,

spending a half-hour and I Essence. It looses a cloud of
nearly invisible pollen when shaken, some six feet across.
The cloud requires a Perception roll to spot.

It remains in the air for a number of rounds equal to
the user's Corporeal Forces. Anyone entering the cloud
is filled with limitless kindness, and dances about joy­
ously for 5 minutes (or seconds, if the victim is a demon),
plus the amount of E.s.sence used to create the crown
(minimwn I). Targets may make Will rolls to resist.

Mercurians
In their celestial fonns, Nov-dis' M.ercurians fill per­

ceptive humans with great joy. If a human makes his
Perception roll to see a celestially.manifest Mercurian,
then the target number of the next roll lte makes for a
nonviolent action will be raised by the check digit of his
successful Perception roll!

Kyriotates
The Kyriotates who serve the ""ord of Flowers can

take a plant or plants as hosts, up to r,:,;;« their total
Forces.

A Kyriotate in uee (onn, for instance, keeps the
strength and narural Protection of the tree (GM's deci­
sion on details) but has his own Agility and can grab or
strike with his branches.
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Th~ 'u:orld bas its (IlL'1I desti"y. Accept it, (:111171"0(( it a11d help
things alollg wbm possible.

Legend has it, Yves was the first soul created by G<xI.
AnllCd with his knowledge of the universe from its most
primal state, he and his Servitors have a mir.lculous abil­
il')' to predict the Symphony's future.

Though he serves as an Archangel, he bcloll/,"S to no
Choir. The other inhabimllts of the Earthly Heavens
speculate that he represents a higher order of being, sent
to guide the angels as the angels are sent to guide man.

It was given to Yves (0 name God, after God named
Yves. Some divine theologians argue that Yves, by /,';ving
God a name, created not merely the distinction between
Good and E,~I but that he created God Himself. Others
belie\"c that by naming a darkness for light to stand
ag-ainsc, he facilitated the original Fall.

Y,"CS is perpetually quiet and rational. He intervenes
,-ery rarely on Earth, spending most of his days in serene
mediration. On every plane, he manifests as an elderly
man, rndiating calm good cheer and spiritual strength.

He and his Servitors are the givers of names, the
guardians of knowledge. In the modem era he concerns
himself most with philosophy, having delegated the
sphere of technology to Archangel Jean. His Tethers are
almost all in libraries, and his own Library is connected
throughout the world (see p. 139).

Yves used to promote relibtion as a w:ly to brighten the
hearts of humanity, but this has not always worked out as
well as it might have. His last major attempt W:'lS the
founding of Isbm, which led to the bloody earthly Cru­
sades with warrior Archangels on both sides, and the
unjust he::lvcnly persecution of loraI Gabriel.

Y\'es is not omniscient, but he knows the names of all
things, c\-crything that has ever been written down, and
- as Archangel of Destiny - all of the best and brightest
possibilities for the world. He is the most respected soul
in Hea,-en. Of the Archangels, only Michael is hostile to
him, and Yves himself is hostile to no one.

DISSONANCE
The angels of Yves, holy messengers and divine crea­

rures of knowledge, are charged ",tith helping people
achieve the greatest heights of their destiny. They may
not rake any direct action to move a person toward his
fate. See p. 67 for a discussion of fate and destiny.

CHOIR ATnJNEMENI'S
Each angel of Yves has inherent knowledge of a differ­

ent aspect of the Symphony. This information comes in
flashes, but merely reflects the Symphony as it should bt
- which is to say, barring celestial intervention.

Seraphim
A Seraph of Yves is linked to Y,-es' Book of Names. He

knows the true name of everyone he contacts physically,
and of every item that he sees clearly or handles, pro­
vided it bas a name in an Earthly language that he knows.
Knowing truth, he penetrates illusions widl a touch.

Cherubim
A Cherub of Destiny knows if (and when) a person to

whom he's atruned will dic within the next year from
"narural" causes (disease, stepping in front of a bus, etc.).

Ofanim
Of.mim of Destiny can add their Celestial Forces to

any lntelljgence- or knowledge-based skill roll.

Ewhi1Jl
Yves' Elohim automatically succeed in their resonantt

rolls when physically touching their targets.

Malaki11l
Yves' Malakilll, agents of honor, can tell a dh~ne dis­

rurbance in the Symphony from a diabolical one.

Kyriotates
Kyriot.ltcs of Destiny have complete access to the

memories of their hosts, including any of their Skills, as
long as they remain inside that host.

Merrnrian
Yves' Mercurians, through physical contact, can intuit

a persons fortune - lovcs, career, etc. - for a number of
months into the furure equal to the angels' toral Forces.

SERVITOR ATrUNEMENTS
Divine Destiny

For 1 Essence, the angel can see both fine and destin}'
in a morral's face. He knows the greatest thing that per·
son can achieve, as well as the weaknesses which might
seal his fate.

Divine Logic
The angel can make prJctically anyone concede prac­

tically anything, as long as he believes it himself. Ln twO

minutcs, with a successful Precision roll, he will prove to
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his tlrget by simple logic that a + b '" c, therefore he is right
and any other possibility must be absurd. The victim may
resist with an Lntelligence roll.

Obviously, don't try proving to a Demon Prince that
good is bener than evil. Somehow, it never works.

DISTINCTIONS
Vassal ofDestiny

The angel may immediately comprehend any printed
material he sees, even if irs only flashed before him, and his
indelible memory will never forget it.

Friend ofthe Sages
The angel has a general, college-level education ... in

every subject. He has the equivalent of a skill of II in any
SOrt of general Knowledge, except Area Knowledge. To
simulate this, the player Illay consult the en<.:ydopedia or
general reference rook of his choice.

Master ofDivine /(nlYWledge
The angel is so much in rune with the Symphony that he

gains the natural resonance ofanother Choir! However, he
becomes bound by the dissonance rules of that Choir - for
enmple, if a Mercurian Master of Divine Knowledge
acquires the resonance of the Seraphim, he can detect the
auth but generates dissonance for lying.

RElATIONS

Allied: No 01le
Associated: Blandi1le, Gal7riel, Jea1l
Hostile: No one

BASIC RITES
• Spend two hours in deep philosophical discussion.
• Spend four hours teaching willing students.
• Spend six hours studying in a library or meditlting.

CHANCE OF INvOCATION: 1

lNvOCATIO MODIFIERS
+1 A detailed city map
.1 The Encyclopedia Britlnruca
+3 Solve Tbt Nnv York Tnms' Sunday crossword puuJe
+4 Successfully apply to a major college
+; Read materials in 10 languages
+6 Recite the Bible from memory for an hour 135
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HEAVEN

Hidden, but accessible to those with the perception to
see it and the will to get there, is a special place. Humans
have called it Elysiwn, Ni1V31l3, Asgard and Utopia. lIS
inhabitants know it as Heaven.

It exists in the rcalm of the celestial, at the edge of
human comprehension. There are many different Heav­
ens (not merely seven) inhabited by even greater celestial
powers than dlC Archangels. Only the lowest plane of
paradise is accessible to the player characters of In
Nomine - souls who attain higher levels do not return to
the lower planes. Ie's speculated that once the Symphony
is brought back inro hamlOny- which is to say. after the
demons have been defeated - the rcst of paradise will
once again open up to the angels. But there are no
pronuses.

Heaven will accept anyone who com:ains benevolent
Essence and possesses at least one Celestial Force
Angels who are not Outcast (or, of coone, Fallen), can
ascend to the Heavens almost: at: will. See the discussion



GoD
God was a lot more accessible when the uni­

verse was just a compressed ball of energy. He
didn't have much to distract Him.

In the modem age, He no longer involves Him­
self much in the Li\oes of humans or angels ­
especially since the Fall. It's assumed that
Archangel Yves has His ear, but God has a lot of
other things on His mind. By definition, He has
tvtrytbing on His mind.

Players of angels should accept that the Divine
Plan won't call for them to deal personally with
God. His influence may manifest from time to
time, generally in the form of a miracle following
a roll of Ill, hut the GM should resist any urge
to involve the Supreme Being direcdy in game­
play. Let the Archangels do their jobs, as best they
understand them, and let the players serve as best
they can.

of the Celestial Realm on p. 54. Living humans, even
Soldiers, cannot ascend to Heaven while their physical
fonns are alive, but someone with the Song of Projection
(see p. 83) could arrange an our-or-body experience.

Heaven's inhabitantS speak the angelic language, a
musical tongue which (unlike corporeal speech) cannot
express falsehoods. Each word is a pure concept, res­
onating with the Symphony, from which it is derived.
Nonnally, the angelic language can only be sung while in
celestial fonn, though cemin angels can use it on Earth.

CATHEDRAlS
Each Archangel has a cathedral, a holy structure of

almost infinite space housing the angels and other spirits
who serve that Word. Each celestial cathedral is linked to
several Tethers (see p. 59).

Space doesn't exist in Heaven in the same way people
are used to imagining it on Earth, so visitors should find
a guide before uyiJlg to go from one cathedral to
another. But again, the PCS aren't expected to spend
much time in Heaven anyway - much less the home of
an Archangel other than their sworn Superior - without
a very good reason.

The Council Spires
Most of the older Seraphim, and all of the Archangels

who live in Heaven, are voting members of the Seraphim
Council. They assign \-Vords to worthy angels and arbi­
trate disagTeements among celestials - even the
Archangels. They also assist Laurence in coordinating
the activities of the bodhisarrvas, the powerful hwnan

ANGElS' lIEARTs
Tb~ art plnas in t:Vn'J Archangel's HelTlJt7J whkh I1rt

troIud with pnrti('tl!nr mJertna - bright grottIJs, onTjulJy­
maintained Iuums or stony ha/h;;1lJ5 inset with (rltlntltsr
nooks. These plaa:s art fuD ofg/Qwmg globes, from pinpoints
tJ) basJmhalls, whuh sum to ~ mmk of crystJ11 and whuh
weigh muth 1m than you'd up«t.

But don't toudJ tbrot; they're angels' Hearts. Ifyou puked
one up, it 7JXmJd protest slightly and sbriD a ftw mammts,
noting tht time ofits thift-.

This ont'syours. &e huw it g/Qwsforyou.
Isn't it Iovtly? No maner huw bardyour road or bow dark

your nights, your Heart wiD a/w1lJ5 con for you. Ifyou've
gone misring, and a frimd GIn rtluh your Heart, Q frw
tlumlmts ofmtditatirm wiD sbuw him, insitk the globt, whtrr
you art.

\Vhjle an angel is on Earth, his Heart acts as a bea­
con, guiding him back home. When he ascends to
Heaven, he always manifests right by his Heart. If an
angel is in Heaven, his Heart glows like a small star. If
an angel's Forces arc disbanded completely, his Heart
will shaner as well.

Many angels leave their Hearts sitting in fields (or on
lawns, or in nooks ...) at home with countless others.
Sam! take their Hearts and lock them away in crystal
towers, safe from prying eyes - but an angel may not
remove his Heart from his Superiors realm without
gammg a note of dissonance. Hearts cannot be
removed from Heaven.

Some angels give their Hearts to their friends, so they
can find one another if they've gonen lost - and so
they'll have an excuse to see one other when in Heaven.

souls who choose to remain in this lowest level of the
divine realm rather than ascending to their greater
reward.

Dominic and his Servitors make their primary head­
quarters within the Seraphim Council Spires.

The Citadel ofFire
Gabriel's fortress sitS near the edge of Heaven, in the

caldera ofa volcano the size of Everest. While shes aban­
doned the War's politics, she maintains this dark
cathedral carved into the mountainside as Heavens &ont
line ofdefense should the demons make it past Blandine's
Tower.

Commerce Park 31
This near-infinite scretch of bustling marketplace is 1

home to Archangel Marc and his SeJvitors. The angels of I
HEAVEN



BLANDINE'S MARCHES
Blandine's Tower strnddles the borders of the

dream world and Heaven. \¥hen one of her
angels ascend to Heaven, he finds himself in the
entryway to his lady's ivol)' tower, :l{ the foot ofa
grand staircase. Climbing the srairs, he'll find
himself on a balcony atop the tower, the highest
point on the angels' side of the Marches.

Against one horizon, he can see Gabriel's vol­
cano outlined against the radiant intensity of the
Eternal City. The other horizon glows a deep
orange, against which is silhouetted another
tower, a dark reflection of Blandinc's own. Tbis
is the home of Belem, Princess of Nightmares,
one-orne lover of Blandine and sworn enemy of
her Servitors.

Blandine will almost always appear to her
Servitors when they ascend to the balcony of her
Tower (+8 to an Lnvocation). She will not be in a
mood to grant favors, hut - if asked nicely - she
will transport the angel to any point in the Sym­
phony.
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HEAVEN

EMPTY CATHEDRALS
And abom tbt ninth hour ]aus mtd with n kmd

voice, saying, FJi, FJi, /mIlO SIlbotbthani? that is to say,
My God, l1ry God, v.:by bllSt tholl [rmakm 11It1

- St. MUNht'W Chap'" 27, Vtn"t 46

Most of Heaven is bright and active, but the
War has left ic; mark. The cathedrals of lost or
wounded Archangels stand empty and deserted.
There is no dust in Heaven, but clean desolation
is all the sadder.

Eli5 Halls ofCreation, once the greatest gallery
and concert hall of the Heavens, now stand in dis­
3IT:1.Y. MOSt of his angels' Hearts (see p. 137) are
in the cathedrals ofother Archangels, as are many
of his priceless works of 3rt.

The Castle of Uricl stmds empty, its banners
somehow dimmed. Mute trophies, the sl..'Ulls of
dragons stare sightlessly from its walls. Laurence
tooL: over Uriel's position, but rules from the
Etemal City. The castle of Purity stands pure and
empty.

Saddest of all are the ancient precincts of the
fullen Archangels. Some have been taken over by
successors. Others stand empty, seeming to weep
for glory lost to selfishness. No one goes there.

Tmde each have their own tent - which, while the angel
is on Earth, is closed to everyone but Marc - where mey
may store their Hearts as well as their goods. Many re~cs

and reliquaries appear in this marketplace, offered for
exch:m!:,"C or for me right price in Essence.

The Eternal City
1l1e Eternal City is the (;enter of Heaven. It's currently

mled by Laurence, Archangel of me Sword, and is home
to his Servitors.

It conmins the Halls of \,vorship, the meeting place for
the angels and saints who deal with E:lrth's religions.
Every corporeal creed is represented there, both by itS
patTOn angel and by the blessed souls of human follow­
ers. The Halls are glorious in their diversity but united in
love of God. A quiet discomfort fills the Halls now,
though - Archangel Laurence himself is the patTOn to

Christianity, and makes no secret of his desire for mat
religion to dominate the Earth.

The Glade
Novalis' comer of Heaven stretches along the edge of

the Groves (see below). It's a green home to the angels of
peace. Novalis holds court in its center, where a never~

ending party hosted by Heaven's finest musicians echoes
its message of peace and love to a Symphony out of har~

mony with the rest of creation.



The Halls ofProgress
Just outside the Etemal City, and rumored to have

secret passageways to Yves' Library (below), arc the Halls
of Progress. Archangel Jean has made this the celestial
base of his experimcnrntions. From here, he can work to
refine technology without wonying that his secrets
might slip through the Symphony into the mind of a
human scientist.

The Groves
The Servitors of David,Janus and J\'tichael make their

homes here, among these enonnous trees. Janus' ser­
v:mts live among the treetol)S, where much of Hea\"ens
hwnan population is located - mostly bodhisattvas.
M.ichael's troops camp among the mighty trunks, con­
st::mtlyon maneuver, preparing for the \Var's final battle.
David's Servitors li\"c underground, in his Caracombs
carved among the roots of the Grove.

It's very rare that any of the Groves' ruJers - David,
Janus or Michael- are seen in Heaven. They spend most
of their time on £anh, supporting their \Vords.

Jordi's Savannah
This low, rolling plain stretches along the fur side of

Heaven, and is home to all the animal spirits who have
re:Jched this high level of consciousness. Jordi a;{d his
angels live herc; although no fonnal buildings are
allowed, there is :l constantly-burning campfire around
which his Servitors meet to discuss how best to handle
their mutllal problem, humanity.

Yves' Library
vVondrous even in 1-leavcll, Yves' Library extends

throughout reality. It's centered beneath the Eternal
City, but it's cOIUlccred to evcry repository of knowledge
in the Symphony, whether on Earth or in dreams, even
to Kronos' dark pool of wisdom in Hell.

These gateways will opcn only for Yves himself and the
innocent at heart - children, mostly. It's not unconmlOn
for a young reader to lose himself in a city library, stum­
bling through an accidcntally-opened b'<lteway to bright
rooms full of strange books, and later tell of the kind old
man who led him out again. Blessed arc these children,
for they are pure of heart; may the}' stay that way.

If someone else finds a way into the Library, he will
quickly become lost in its archives. After the im'3der
stumbles around for 1d6 hours, the Library will route
him through one of its many gateways - and he could
find himself anywhere, from the halls of the Vatican
Library to the aisles of a video store.

''''eg' Library has a consciousness all its own, which
constantly changes the organization of its contents.
Among other things, )"'es records the collecti\'e memo-

ries of everyone who has passed on, in the fonn of writ­
ten autobiographies. \","hell Yves needs anything from his
Library, he only has to hold a hand toward any shelf and
the Library will produce it for him. Since all repositories
of knowledgc are connected to his, he can do this in any
place from tlle halls of the v.'ltican Library to the aisles of
a video store.

Servitors ofY\,es, when in Heaven, may take advantage
of the research opportUnities the Library offers. It takes
a number of days equal to 10 minus the angel~ Celestial
Forces, to find the book desired.

As for what one can find here ... well, Yves collects
everything: nOt just books, but nil knowledge, whether
created or merely dreamed. For many cenruries, Blan­
dine has collected for him books which only exist in an
author:S mind as a dream. So if an angel wants to know
what happened in the fourth volume of Lord ofth~ Ringr, 1j9
or needs the true secret behind Tu'in Pmks, then he can
ask Yves - and perhaps make a deal. "-

HEAVEN



Also Kn(YlJ)n As .

When the angels Fell, they became demons 3S they
pushed I leavens mercy from their hearts. E3ch fallen
Choir became a Band of demons; the fullen Seraphim
became Balscr.lphs, the Cherubim became Djinn, and so
on. 1\ l:my I:ncr demons were created in the image of the
tirst Fallen, so the Bands continue. There arc many more
Bands, but the sc\'cn most important arc described here.

A Band is a category, not a social circle. A demon
undersunds his O ....'ll kind, but that doesn't necessarily
mean he likes them, or (GOO forbid) trusts them.

Like the Choirs, each Band has its oym general nature,
:1 resonance, which its members must maintain in order
to SUl"\~"C. ''''hen :I demon goes against this resonance, he
generates dissonance (p. 57). Too much dissonance can
lead to Discord, :1 se\'cre fracture between the Diabolical
and the source of his power. Discord em manifest in a
variery of ways, nOlle of them pleasant. Vlhile a demon
can, slowly and ll3infully, rid himself of dissonance, Dis­
cord is much more pcrmanent - only a Dcmon Prince
can reverse its awful course.

Demons possess their own evil symphonies, each sepa­
ratc and uniquc. I.n a very real sense, every demon dances
to thc beat of his own personal drummer. A dcmon's
symphony is nothing in comparison to thc awesome
power of the truc Symphony. But they're shockingly
effective abrainst individual angels, who lllust sharc a sin­
glc Symphony with the rest of the universe. And though
most demons are cut off from the true Symphony, thcir
carthly actions can still upset it (see p. 54) :lnd they still
retain the IXlwer to dctect such upsets created by other
cclestials. And, like :lllgels, they can still draw Essence.

.'

Bill

BANDS OF DEMONS

'4
•

IIalscraphs
Djinn
CaIabim
Habbalah
Lilim
Shedim
Impudites

Serpents, The Liars
Binders, The Stalkers
Freaks, The Destroyers
Horrors, The Punishers
Daughters, The Tempters
Fleshless, The Corruptors
Channers, The Takers



EHL8ERHPM8
LIL\R$

"BlIt won't my pannts IN ltpm?" the link bcry asJ{(d. "I'm
1101 supposrd to tlllk to strangtn. "

"Don't wfIrT], "[laughed, winking lit him. "'An unck's not
Il strtmg"'- They 1VtJn't rom knlTW Jwas htre. Trost 11U."

Second anJy to Lucifer as the greatest creatures of
deception, the Balseraphs are powerfuJ celestial beings,
the most deeply malkious of all the Bands of demons.
No other SOrt of being is so tightly wrapped in his own
sel6sh perspective.

Balseraphs. widely regarded by the rest of Creation as
the universe's biggest (jars, don't see it that way. A Balser­
aph cares for nothing save his own point ofview, however
warped and twiSted it may be.

REsONANCE
To a Balseraph, everything is a struggle, aU motivations

are suspect and there are no innocents. They have the
perverse ability to see only that which supports their
paranoia. This unity of perspective characterizes a
Balseraph's personal symphony, and keeps his Forces
from falling apart without the ultimate truths of the
Symphony to support the weight of his soul.

A Balseraph can, through a minor exertion of will,
extend his personal symphony into other people's hearts,
imposing on them his paranoid point of view. This abil­
ity serves a Balscraph well, as long as he avoids tripping
over himself ...

DISSONANCE
Broken angels or not, a Balseraph is still a Seraph at

heart. A Balseraph would no more lie to you - from his
perspective - than hjs Heavenly counterpart would.

In order to lie, a Balseraph first creates an entire real­
ity within himself in which the untruths he teUs are true
- not could be true, butare true, must be true. Passionately­
earnest certainty is the devils finest instrument.

But the lies ofa Balseraph, being lies, are imperfect cre­
ations. [f a Balseraph's lie is contradictory, then his
synthetic truth fractures and he generates dissonance.
Should a victim find the strength of will to see through a
Balseraph's lie, this can also create a nOte ofdissonance.

MANNER AND A!'PFARANCE 141A Balseraph is gracefuJ and hypnotic in the corporeal
realm. He dresses smartly, giving the same attention to
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his appearance that he does to his lies. In his celestial
Fann, a Balscraph, like a Seraph, looks hke a many-eyed
winged serpent, although the distinction is imme&ltcly
noticeable. These most maleficent of demons shroud
themselves in mystery and rescnrc, in contrast to the
truthful opcmless of the Seraphim.

Other Bands don't question the Balseraphs - not that
they'd ever think Balseraphs telt the truth. Questioning
their honesty makes you look gullible (as dlOUgh you
think the Balseraphs might nor lie to you), as well as stu­
pid (as though you think they'd admit they were lying),
Asking a Balseraph if he's really telling the truth is like
asking a politician if he really cares about his constiruents
- and besides, it's rude.

Balscraphs are also the most freakishly paranoid of the
Fallen. Since they can seldom be troubled to tell anyone
the whole mlth, they aSSW11e no one else does either.
Naturally, they trust other Balseraphs the least.

Like their divine analogs, Balseraphs think of them­
selves as strinb"Cd insmmlents, from guitars to violins.
The delicacy, precision and grace required to play such
instruments serve to reinforce their slllug vanity.

GAME MECHANICS
Balseraphs lie like rugs. A Balseraph am invoke his res­

onance for twisting and distorting a person's reality,
persuading a number of people at a time equal to his
Celestial Forces. In combat simations, this ability may
only be used on a single person at a time, and rcqures 3
turns of lUlimerrupted concentration - the demon must
avoid both rakiJlg damage and having to make a Dodge
roU, etc.

The target of the lie may resist widl a \<\-'111 roll of his
own. This is not a contest: the victim need only roll his
\ViII, or lower. If successful, the ensuing backlash wiU
prevent the demon from using his resonance on that vic­
tim for a number of hours equal to the check digit of the
victim's \<\-'ill roll. If the check digit is a 6, the demon will
suffer a note of dissonance! This dissonance disappears if
the Balseraph can successfully apply his resonance to that
victim in the fumre. If the target fails his \Vill roll, the
words of the Balseraph can influence him for a number
of minutes equal to the check digit of the demons reso­
nance roll.

When resisting the lies of a Balseraph, a Seraph adds
the number of his Celestial Forces to his Will roll,
whether the angel is aware of the liar's true nature or not!

Once a Balseraph makes his resonance roll, the Detect
Lies skill will always show him to be truthful.

A deceived victim will consider almost anything the
Balseraph says to be absolute truth. Of course, some lies
will never stand - no one will believe the sun is really the

moon. But any fact or opinion which can't be proven bl'
hard reality is the playground of the Balseraphs. Once ~

Balseraph convinces someone of another person's opin­
ion ("He doesn't love you"), even if that other person is
right there contradicting him ("But I do! I do love you!"),
the will of the Balseraph rules the day.

But when a Balseraph contradicts himself by word or
action while the target is still under his sway, this gener­
ates a note ofdissonance until he can cover it with a new
lie. For example, if he convinces a woman that he's not
going to shave her head, and then ties her down and does
so, he'll still generate a note of dissonance, but only until
he can bring the victim under his sway again with a new
resonance roll ("I didn't shave your head, you did.")

No matter how many times a Balseraph uses his res0­

nance on someone, he can only have a single note of
dissonance from that person at a time. Once that note is
cleared up, he can suffer another point of dissonance
from that person.

Note that, any desire to stay in character aside, it's bad
fonn for players to lie to the GM.

DJlnn
'TFie gT~LKeRg

Il'n(!7J) wbere be was, right bcbilld tbe blencbm. Fram half
a 1I1ile IIway, I knew it - 1could bear bim, I could smell him,
1could tllste bi111. I took 1I1y time; be wasn't going lIuyplace.

"Gkkk," be cboked, coughing up blood - 1I111st bttue hem
from tbe pole tbrougb bis chest. "Help me."

"No (1m (10, .. said I. "Against the 17IIes." I sat dUWll1/o1 to

bim mul fOils/cd bis bnir.

Sarcastic and disdainful, the Djinn don't get excited.
That would be admitting they Cared about something
besides themselves. Instead they move slowly, noncha­
la.ndy, slouching through life without regard for anyone
or anything. They just don't give a damn.

REsONANCE
Prized for their dogged nature, Djinn are the infernal

counterparts of the divine Cherubim, those eternally­
vigilant guardians of things held dear. Like a Cherub, a
Djinn's resonance is for the set of pattems he's ammed
himself to through physical contact. These patterns can
be anything - a person, an object, a place. While the
atnmement lasts (usually less than a week), the percepr.i~·e

Djinn will know its general location and condition.
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The Shedim and the Djinn are notorious for their
vicious distrust ofone another. The Fleshless move freely
and frequently from vessel to vessel, and the resonance of
the Djinn can't crack them as reliably. The Shedim resent
the fact that the Djinn would even try to keep crack of
them - and compound the Djinns feelings of impotence
by making them the bun of nasty tricks.

DISSONANCE
The frustration which the Djinn feel aoout the Shedim

just shows how much they really do care aoout things, no
maner what their poker faces lead others to believe.

Djinn are in a constant struggle between their refusal
to care aoout anything and their need to feel cared about,
a sad relic of the Cherubic nature. Unlike a Cherub, who
gains dissonance when the object of his attunement is
hurt, the Djinn could care less about what happens to a
pattern to which hes attuned ... but he can't bring him­
self to cause it hann by his own hand. The only exception
is when a person to whom the Djinn is attuned asks the
demon to do something. In this case, the ensuing may­
hem doesn't generate dissonance in the demon.

Unfortunately, since the Djinn give their celestial
attentions without the caution of the Cherubim, this can
cause them to fixate on the strangest things. It can also
trdp them in a net of divided loyalties. 'When disposing
of an anunemcnt, a Djinn may find he can't get it Out of
his mind. His resonance begins to act like a Cherub's,
causing dissonance if he betrays the object of his irra­
tional attachment. A Djinn's obsession is his darkest
secret, to be hidden until his infatuation begins to fude
and his black heart' returns to a state of tranquil apathy.

MANNER AND APPEARANCE
Djinn are the sort of demons most likely to be found

alone in a dark comer, brooding. Their hearts are deso­
late frOlll pushing their naturally wann and sentimental
souls away from divine glory. In the Pit, there are no
greater cynics than the Djinn, brassy instruments of dia­
bolical anger wailing lonely tunes in the night.

Their corporeal vessels tend to the Stocky side, dense
and strong. Most put no effort into their outward
appearances, considering vanity a weakness and the opin­
ions of others unimportant. Some are misernbly,
compulsively neat and organized.

In their celestial fon115, Djinn appear as various dark
animals, escapees from a surrealist's dream. Only the
hated Shedim look more hideous, a fact that the glower­
ing, pessimistic Djinn never let the Shedim forget.

Djinn get along fairly well with their own kind. They'd
never admit it, but they know that no one else can ever
understand just how lougb it is to be a Djinn. 143
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"The dwr," mid tbe Bnlsempb, pointing ot;t while he JOIm­
tertd Ollt of111Y range. "Toke it Ollt. "

"No problem, " I mid, concentJ·ohng on the door: It wllm't
hllge, hilt it was dqinitely in tbe way.

I tOllthed it,feeling the gmin oftbe 11letol. In 111Y mind's eye,
the door wam'tjuS! a door; it was a bllnch oflittle pieces ofstuff
all crammed together imo a door-like shape. And if yoll
thought obollt it, then wasn't rroUy au that 1muh betwet1l all
the linle pi«tS.

The trick it making the door think about it.
"Thanks, 111nn, "said the &Istroph, hisfiet lTTlnching f1lT()SS

tirrd nmolJIokts as he walked through the doorway.
"Got anyth;'lg (1st forme?" Ismiled. "I think I'm on a roO...

CLlLLlEIM

GAME MECHANICS
With a touch, a Djinn may attune himself to as many

patterns as he has Celestial Forces. The check digit of a
successful resonance roll is the number ofdays the Djinn
will be attuned to the object ofhis limited devotion. Aher
that, the Djinn must again make physical contact to
renew the attunement, though no roll is needed. Bur if
the check digit of a successful resonance roll is a 6, then
the attuncmcnt will stay with the Djinn until he makes a
successful Will roll to remove it. At any point, a Djinn
may ~lI(J1Jt an attuncmcnt with a successful "'ill roll,
minus the number ofdays left on that attunement.

A Djinn may use his resonance on an object to which
he's already attuned. See the Cherubim chart on p. 96 to
detennine the check digit's game effects.

"Vhile attuned to something, the Djinn himself cannot
cause it haml, either physical or emotional. if following
his rnrget5 desires brings it hann, and if the attuned per­
son relieved the demon of resjX>nsibility. then the Djinn
acquires no dissonance from the action.

"'hen a Djinn fails a Will roll to remove 3I1 atnme­
ment, he gains a note of dissonance and loses himself in
unholy, selfish devotion. For a number of days equal to
the check digit of the failed roll, the Djinn's resonance
will act like a Cherub's, ClUSing him even more disso­
nance if he betrays, denies or destroys the object.. (See
Cbmlhim, p. 94, for more details.) \¥hen the atnmement
finally fades, the dissonance generated by the devotion
will fude as well.
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The Calabim have no goal except wanton descruction.
They are prized by the Princes and feared by angels - but
demons fear them as well, because they invariably lose
control and start destroying everything around them.

RFsOANCE
A Calabite is surrounded by an invisible field of

entropy that can break down any ordered scrueture
'iithin its reach. At will, the Calabim may impose their
whirling energies on their surroundings or, when in
celestial fornl, on any other celestial within range.

DISSONANCE
If a Calabite invokes his resonance only to have it

deflected from its targe[, the energy recoils upon him.
He must either absorb its descuctive energies into him­
self, which causes him dissonance, or lash out at some
other target within range until he does some damage.
They usually choose to lash Out, which is why it's not safe
to be around a Destroyer at work.

MANNER AND APPFARANCE
Even by Hell's standards, the Calabim are odd. They

all have some Discord, but its through this crack in their
Forces that they pour desmJction upon the world.

When they're nOt smashing and killing, Calabim secm
calm, almost distant. They're descended from the
Gfanim, the angelic agents of motion. To strike the bal­
ance to exist in Hell, Calabim have externalized that
sense of motion, converting it into their whirlwind of
entropy. They consider themselves insane instruments of
painful percussion.

But don't let them fool you. At all times, the mind of a
Calabite is turned toward taking things apart. Other
demons don't let them near mechanical devices. They
know they'll come back to find the Calabitc looking
sheepish, surrounded by a disassembled contraption.

They're loyal to their Prince, but easy to anger and
hard to calm down. Calabim leave behind them a trail of
toppled mailboxes, broken windows, puncrured tires and
fist-shaped holes through doors. If a Calabite doesn't like
what you say, he won't think twice about slapping you
around, unless he's specifically been told not to.

In their celestial vessels, Calabim are nasty, grubby,
leering demons, red-faced and bat-winged. On Earth,
they prefer rough-and-tumble vessels, the better to
spmwl about. \Nhatever clothes they put on ....'ill quicldy
get dirty and wrinkled from their ever-present aura of
entropy. Calabim let their long hair get messy, smiling
hugely from beneath shaggy manes. They're the Cal­
abiln, and they'll be damned if they let you get in their
way.

GAME MECHANICS
All Calabim begin play with I Discord, of any type, at

a level equal to the number of Forces they have of that
type. For example, if a CaIabite wants to take Stigmata, a
Corporeal Discord, and he has 3 Corporeal Forces, then
his Stigmata is at level 3. A Calabites initial Discord can
never be bought off or taken away, unless he redeems
himself (see p. 60), but it can be amplified.

When successfully invoked, the Calabites resonance
does Bod}' hits to corporeal targets equal to the demon's
Corporeal Forces plus the check digit of the roll. In his
celestial fonn, it does Soul hits to celestial targets equal
to his Celestial Forces plus the check digit. If the demon
fails his resonance roll, he cannot use it again for a nwn­
bel' of minutes equal to the check digit of the failed roll.

A Calabite's resonance is cffective against anything
within a nwnber of feet equal to his \,viIL Living beings
may attempt a Strength roll to resist the infernal forces
of entropy (or a \-Vill roll, when resisting celestial dam­
age). \Nhen a Calabite's resonance fails, he cannot repeat
the attempt against the same target for a number ofmin­
utes equal to the check digit of thc target's resistance roll.
Inanimate objects Illay not resist.

"''hen a Calabite's target resists his attack, the demon
may either take a note of dissonance or lash out at some­
thing else within mnge. If he chooses to lash out, he can
do nothing but invoke his resonance against other targets
within mnge (including himself) until he finally does
some damage.

I=ILl1313LiLLifi
'Tne pl:JnI8n:eR8

"It just dceSf/ 't solll/(1 good," I said quietly, trying to affirt
some lone ofsympathy. )'011 (an't htroe sympathy for the weak,
bllt its easier to control them iftbey think yOIl tbJ.

"No . .. 1/0, he couJdn't htroe, " said the bonker, shaking his
hend. "Then! 110 way."

I jllst sbnlgged, brrathing Ollt slowly as the frres ofemotion
leaped O(7T)SS the room. His ryts grrw wide, hisfaa tunJed red,
bis nostrilsflared - all good signs.

"I'll kill him," he soid, breathittg more and 71Ufff quickly in
an ejfrJrt to keep lip with his mr.o-Taang heart. "I'D kiJJ tbem
both. ..

"lOll tbJ that~ rrrdJOOy, " / said, patting the felt poll(h with its 145
roJd metal tool ofpllltishmtnt.
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The Habbalah are obsessed with punishing those they
consider weak. In the face of massive evidence to the
contrnry, these demons believe with all their black heans
that they work directly for God. They see themselves as
the only true Choir of angels, seTVing God where His
hand is needed most - the abattoir.

REsONANCE
The Habbalah came from the ranks of Fallen Elohim,

beings of objectivity. Their perspecth"es are so fracrured
by their Fall that they'\'c opened the floodgates of em0­

tion, allowing those feelings to rule their actions. This
doesn't mean that a Habbatire is an}' more emotional on
the surface than an Elohite. He still handles his emotion
coldly and rationally: he simply doesn't question its ori­
gin or its influence on his point of ,~ew.

A Habbalite's resonance is for emotion, with a dark
twiSt. Like an ElaNte, he can tell what emotion a person
is feeling. He can also tell what emotion would C2USt

someone the mOSt hann, accent that feeling in his per­
sonal symphony and then let it loose. This does
incredible psychic damage to his victim.

DISSONANCE
Unfortunately, the demons emotional anack doesn't

always work. If a victim resists, the resulting whirlwind of
feeljng may engulf its maker. A Habbaljte may display
these feelings, or he may swallow them without mani­
festing his madly-raging emotions, but the laner course
caUSL'S him dissonance.

MANNER AND APPEARANCE
The Habbalah have an ill-concealed disdain for the

other Bands of demons - and resent being referred to as
such. "I'm an angel," a HabOOlite will say, "an Hugel, got
that?" The Balscraphs love them dearly, believing them
Hell's greatest self-deceivers. As instruments, modem
Habbalah see themselves as synthesizers of emotion,
with punishing feedback loops.

1J1 the co'l>oreal realm, the Habbalah are very beauti­
ful, very sexual beings, rebelling against the androgynous
Elohim and dressing their vessels to maximize theiremo­
tional impact. Celestially, their true narures are very
clear. Mangled and mutilated, elaborarely tanooed and
riruaUy scarred, the Habbalah are broken and resentful,
out to prove to the world thar they are not the weak ones..

GAME MECHANICS
The HabOO/ah are like psychic surgeons, carving and

shaping the souls of those around them. With a success-­
ful resonance roll, the demon am inflicr a powerful
emotion upon his victim (or himself, if hes not careful).
There is no effect if the demon fails his resonance roll.



In addition to suffering the emotion, the victim's lntelLi­
gence or Precision is reduced by the amount of the
demon's Ethereal Forces. Both the emotion and the char­
acteristic it cripples must be chosen before the roll is made.

The feelings have variable durations based on their
intensities and the check digit of the roll- see the exam­
ples below. GMs and players are welcome to craft their
own emotional effects.

The victim may make a '"'Viii roll to resist the demon's
emotional intrusion. tfhis Will roll succeeds il.'itb 0 highrr
cbtck digit tho" thot ofth~ dnllo", the resonance will back­
fire.IIthe Habbalite doesn't wish to suffer under the O1Jel
hammer of his own resonance, he can re-absorb the feel­
ings at the cost of a note ofdissonance.

Elohim, unaccustomed to the ravages of emotion, are
at a disadvantage when dealing with the Habbalah. Their
"''ill rolls to resist are reduced by the nwnber of the
demon's Celestial Forces.

EMOTIONAL EFFECfS
Fury

\.vfiatever the victim is looking at when this emotion
strikes him (or, at the Habbalite's discretion, the current
subject of conversation) upsets him - n lot. The victim
will feel an irresistible need to lash Out at the object of his
anger, in S\\~ft and furious action, a number of times
equal to the resonance roll's check digit or for a nwnber
of minutes equal to the demon's Corporeal Forces.

Sadness
The victim is struck to the core with a deep melan­

choly. For a number of hours equal to the resonance roll's
check digit, he will be unwilling to move much or to
speak at any length, wanting only to crawl into a cold bed
and be left alone.

DO
~~ent subject ofconversation offends the victim

greatly. It is an abomination, nOt to be endured. For a
number of days equal to the resonance roll's check digit,
the victim must :lVoid the object of his revulsion, bolting
away at full tilt. tf he can't avoid it, he'll loudly proclaim
his disgust to anyone who will listen. tf the object of his
disgust touches him, he must make a \.viII roll to keep
from vomiting.

Love
The victim is greatly enamored by the current subject

of conversation - or the next thing his eyes focus on, at
the Habbalite's discretion. The demon must decide
before making the roll.

This irresistible anrnction will last a number of days
equal to the reson:lllce roll's check digit. During this time
the victim can do little but think about the object of his
love, whatever it is, and devise ways to be closer (Q it.

E11lptiness
nus is the opposite of other feelings - the absence of

all emotion. The victim will seem drnined for a nwnber
of hours equal to the resonance roll's check digit. During
this time, his Agility is halved and other characters can
t3ke two actions for every one of his.

Emptiness is the most dangerous state of emotion for
a Habbaljte ro enter. It not ani). causes him dissonance,
whether he absorbs it or not; it also leaves him drained of
evil to such a degree that there's a chance - albeit a very
low one - that his narure will revert to divinity! U the
demon makes a Ilion his dissonance roll, he is reliC'o'ed
of his delusion 300m his status, nature and servitude. He
then has the option to tty to redeem himself and rejoin
the ranks of the Elohim; see R~dnllptioll, p. 60, for more
infonnation.

LILIM
"Anw 't yOll jllSf I,,/omble? Now, ifyOIl couldjllst do m~ this

olle little favo,. ... "

The Lilim are the daughters of Lilith (see p. 149), cre­
ated in her image. They know what you need, whether
or not you realize il yourself, :md tllcy're not above giv­
ing it to you ... in retum for a little favor.

E.1ch Lilim, more than any other demon, wants to be
completely free, answering to no one. But most of them
are bound to various Princes or to Lilith herself, trapped
in the complicated web of favors that is the sisterhood of
the Lilim.

REsONANCE
The resonance of the Lilim is to extract a favor in

exchange for services rendered. This supernatural
promise is called a g~as; once triggered, it wears a....lly at
the ,~ctim's will until he honors it. For celest:ials, it is a
fonn of Discord.

A Lilim can look into a person's eyes and see his need 14':1
or his weakness - what she could give him to win his )"1
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word. After meeting her side of the bargain, she can then
impose a geas upon her victim. \¥hen she calls in a favor,
a victim mUSt resolve it quickly, or pay a heavy price.

FREELillM
A newly created Lilim need not serve a Prince; she may

instead owe Lilith nine f.lVOrs - one for each Force she
has. These favors, which may be called in at any time, are
inflicted upon her as Ceases, at level 3. Lilith can and will
trade those favors to others, such as demons (even
Princes), other Limn, or Lucifer himself. Lilith may just
as easily trade favors with a human, or an Archangel or a
spirit of the Marches. She knows kJts of people.

Such a Lilim will of course have no Prince-granted
rites or attunements when first created. But as she gains
experience, she may have the chance to earn them, or
trade for them.

Most Lilim never work their way out of this indenture,
making the tenn "free Lilim" a bitter joke. They find it
aU tOO easy to promise more favors in exchange for cov-

DISSONANCE
A victim may resiSt. If his ",rau roll to resist succeeds,

the Lilim earns a nOte of dissonance. This dissonance
....rill vanish if she can snare that victim later.

And if necessary, a Lilim can make a promise of her
own, imposing a geas upon b~1f to ensure that she
makes good on her own promises. This gives her disso­
nance until she fulfills her word, as she may not resiSt her
own geas. This makes a Lilim a paradoxical thing, a
demon whose word can be DUSted - which is both an
advantage and a curse.

MANNER AND APPEARANCE
The ultimate party demons, Lilim are warm, sympa­

thetic, sensuous and fun. They're nothing if not fun.
Not all Lilim consider themselves female. Many of

them use male vessels, but since the majority prefer to
appear as women, demons refer to the Lilim as female
when speaking of them as a group.

Lilim get along with most other demons and work well
among themselves, though their sisterly rivalries can
sometimes tum violent and occasionally final. The only
major Band they really detest are the Shedim; they find
the Fleshless both abhorrent and despicable. The
Shedim, say the LiJim, give demons a bad name.

Tn celestial fonn, Lilim look like their corporeal vessels
but with green skin and tiny horns. It doesn't please the
Lilim to think of themselves as insnuments, as the other
Bands do. Rather, they consider themselves players;
other people are their instruments.
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eted Resources, Essence, or jll5t help at a bad momem,
sliding deeper imo kannic deb£.

Thus, a Lilim could appear with almost any campaign
group, as a PC or as hired help. But no one can be sure
of her whole agenda, especially when the demon herself
doesn't know who will call in that next favor, or when.

GAME MECHANICS
A Lilims resonance can perceive what a victim needs,

and inflict a geas on her target after softening his will.
\¥hile making eye contact with a target, the demon

may make a Perception-based resonance roll, like that of
an angel, to detennine the target's needs. The check digit
of the successful roll is the degree of need which the
demon has uncovered, and reduces the victim's \NiH roll
to resist doing whatever favor the Lilim asks once she
grants his desire. (If she fails her roll, she may not tl)'
again on the same target before waiting a number of
hours equal to the failed roll's check digit.)

Example: Josephine, a Lilim, sits at a bll1: Over the edge of
ber d1ink, she makes eye co1ltact with a businessman on the
other side of the room. She mokes her 1TSQnance roll with a
check digit of4, detecting afairly 111ajur 'Iced ()11 the part ofher
victim. The GM tells the player that the tIIrget has bad bltsi­
ness debts ofalmf)St 40 grand, and the bank is threatening to
repossess his house ifhe can't pay up. She strolls OVC7; sits dtTwn
next to him and says, "How wouldyou like to mllke $40,000
the easy way?" Not an entirely stupid mlll1, he asks, "j·Vhllts
the catch?" "A little fuvrn;" she says coyly, "nothing mluh,
rrally. Jjust like helping people who clln help me. "

The Lilim may then fulfill her victim's need, a task
which should be of a degree of difficulty to the victim
equal to the check digit (see Geas, p. 88). A check digit
of 1 indicates a simple need, easily met. A 6 might require
an advenrure in itself for the average human - but a Lilim
has more means at her disposal than the person she's
helping! GMs should be creative when inventing needs,
basing them on the target's personality and problems.
Note that the Lilim does not have to meet her victim's
needs; she can always choose to walk away.

If she helps her victim, the Lilim may, at any time in
the furore, ask for something in return. The check digit
of her original roll is the level of Geas she can inflict on
her victim; the bigger a favor she did, the bigger a favor
she gel'5. A level I favor is m.inor, almost trifling, and
breaks none of the target's moral codes. A level 3 favor
awakens twinges of resistance, and a feeling ofbeing used
- but after aU, a promise is a promise. A level 6 favor may
be life-threatening, either to the victim or to someone he
cares about.

VVben the victim hears what the Lilim wants, he gets a
Will roll to resist - though his effective 'Will is reduced

by the level of her initial favor. If he resists, the Ulim
gains dissonance! She may repeat her request once more
(and only once) in a number of days equal to the check
digit of her target's successful \Nill roll, and he must roll
again against unm.odified \Nill. If this trapS that victim
into making good on his promise, or if she ever puts
another, successful geas on him, the dissonance gener­
ated will vanish.

Favors are cumulative. If a persoll owes a Lilim two
Geas/3 favors, she may call them both in at once, result­
ing in one Geas/6 favor! A smart Lilim can get a lot of
good out of a small favor. A Geas/4 favor couldn't be
used to make someone murder his boss, but she could
just say, "Hey, can J come to your company's Chrisnnas
party? I know it's supposed to be private. Please?"

Lilim may only impose geases 011 those whose needs
they've attended to. After fulfilling his end of the bargain,
the target's geas vanishes.

REDEMPTION
[f a Lilim truly repents and wishes to join the angels

(see p. 60)- and yes, it can happen - she does not become
part of any angelic Choir. There is none corresponding
to her Band. She remains a daughter of Lilith, keeping
only the abilities that are basic to the Lilim.

Switching sides in the War does not excuse a "free"
Ulim from paying back any favors she still owes. This, as
they say, presents a difficulty.

No one knows how many "bright Lilim" there are.
They are rare and valued tools of the Ardlangels who
rescue them, as long as they use their powers for good.
Their ability to persuade and lay geas is no more inher­
ently evil than a Malakite's ability to smash skulls;
perhaps less so. But the essence of Lilith is selfishness,
and rare indeed are the Daughters who can bum this
from their souls and devote tllemselves to others.

LILITn
PRInCeSS (ill' l?ReeOOM

The warM is Whilt you make of if.
Long before the Fall, Lilith walked the Earth, beauti-

ful and immortal. Created as the first wife of Adam in 149
God's famous experiment in the Garden of Eden, she
exercised her free will and walked away.
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Lucifer offered her power, dark Essence, and the ","'ord
of Freedom. Lilith accepted, but has insisted that inde­
pendence means far more to her than power over others.
She is the Demon Princess of Freedom, and she means
it. She holds no Principality and commands no Sen~tors.

\¥hen she wanlS something, she'll trade fa\·ors. If she
comes out ahead ... well, that's how it goes. Thus, her
power is far less than that of the major Demon Princes.
Technically, shes nOt even a demon; she's just Lilith,
unique and exquisite, whom no one can ever own. 8m
her infernal coronet remains secure, lx."'<."'3use she pro­
vides what no other Prince em: the bewitching Lilim.

Each Lilim is all individual creation of Lilith herself.
Other Princes have engendered their own ideas of the
perfect infernal seductress, but no one can duplicate the
Lilim. Having created her children, she leaves them free
to succeed or fail on their own. If someone else gclS the
better of a Lilim in a fair deal or a fair fight, then Lilith
doesn't care. It's whcn Lilim are victimized or treatcd as
disposable that shc's been known to ~t involved.

Lilith can lie almost as well as a Balscraph - though she
thinks of it as "changing her mind" about her own inten­
tions. If shes accepted a scn~ce, she'll always keep her
end of the bargain, unlike the other Princes. She can
Geas herself if she has to, but it's nonnaUy beneath her
dignity to lie to a being as lowly as a beginning PC, and
she'd be very unlikely to Geas herself to anyone e..~cept a
Superior - and even then, only to make a point.

She gelS dragged into Hell's politics only when it's
completely una\'Oidable. She'd Ijke to be completely free,
of course, but how likely is that really? Lucifcr is a pow­
erful protectof, al1d hcr experience with the I-lost
involved being a morral's slave. Many Archangels would
still like to destfOy her, though nOt all - Jean in panicu­
lar.

Lilith has no pennanent Servitors, deeming th,1t too
much like slavery. Shc acquires temporary Servitors by
trading favors. She will trade favors with anyonc who
will work with hcr, and she likes to keep her options
open. Tcmporary Servitors have access to her Rites, but
they must also accept her Dissonance.

DISSONANCE
Whilc in Lilith's service, it is dissonant to accept

restraints or ordcrs except as part of a freel}' negotiated
agreement. Actually being imprisoned would not bring
dissonance on its own; failure to attempt to escape ·would.

ATTIJNEMENTS AND DISIlNCTIONS
Since Lilith has no pennanent Sen;tors, she has no Bandi.SfJ· or Servitor Attuncments, nor docs she commonly grant dis­I tinctions.
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RELATIONS

Allied: And,-enlplms, Villejar
Associated: All others (nnd nil others would

trent h"," tf1upomry servita" ns Associnted,
unless they w",'e 1l0171lnlly servnllts afn
hastile pllWer)

RITEs
• Spend an hour encouraging people to resist the ger.'.

emment, question authority, quit their jobs, or leave
one-sided relationships.

• Free a human frolll physical bondage. (+2 Esscnce)
• Destroy, physically or socially, a morral enemy of

freedom. (+3 Essence)

CHANCE OF INvOCATION: 3
AIry celestial can try to summon Lilith, though she is

unlikely to answer a call from anyone but a Lilim or a
great celestial power. (And most angels would be in big
trOuble if their Superiors found out they had spoken to a
Demon Princess!)

Why would you summon Lilith? To ask a favor and
offer a trade, of course. You might want to ask for a ser·
vice from one of her LiJim. Or you might want to rra<k
for a favor that someone else owes her.

Ifyou promise Lilith a favor as you summon her, eeas.
ing yourself to do her will, you can earn an invocation
modifier equal to the level of the Gcas. You owe her
nothing if she does not appear ... but if she docs appear,
you are bound, even if she denies whatever it was that
you summoncd her for. (Remember, she's quite likely to

trade this favor to someone else, and it might be some­
one your Superior doesn't likc.)

Note that a Geas to Lilith cannot be escaped; if you
makc:1 deal with her, you get no Will roll to let you avoid
yOUf end of the bargain. The LiJim can sometimes be
cheated ... but Lilith, never.

INvOCATION MODIFIERS
-6 for anyone but a LiJim or a Superior
+ Geas Jevd if )'ou promise her a fa\'or, Geasing your-

self, as you summon her.
+I A pair of broken handcuffs
+2 A piece of the Berlin \~'a11

+3 A caged cre:1nJre set free
+4 A banJctield where a tyrant feU
+5 A human prisoner set free
+6 Overthrowing a government - any govemmcnt



8I=IEaIM
'lfie C(i)RR1:JPT(i)R8

A posrnl t1Jlployrr drives to TlIf.Irk with on outumatic weapon
lind opens fit? A ut1I0gtr assnults a bumeless 1lIm110n, cnlm/y
mtting out hrr tyts alld tougue so sIN can't idmtifJ him. A
tlmtist holldtJgts his bittro finK" ond then smiles, udotts tbe
Jtnmlting child, ondfills the ClIp next to the choir with l«tb.

Sumnxhtrr, a fksblm dnmm n"iles and 11IUlJeS rm to his
nat bon.

The human rncc holds as much potential for evil as it
does for glory, but sometimes jt needs some help. And no
Band of demon contribures more (0 the day-to-day cor­
ruption of humanity than the perverse, bodiless Shedim.

REsONANCE
Like their heavenly counterpm1S, the Kyriotates, the

Shedim cannot generate their own vessels on Eanh, and
manifest by possessing the bodies of Living humans. Bur
the fallen Shedim don't have - or cannot bear - the self­
lessness that comes of controlling multiple hosts at the
same rime. The Shedim resonance is much morc treach­
erous than that.

While possessed, the host consciousness floats in a
serene, dreamlike smte. Unlike Kyriomtes, Shedim have
full knowledge of their hosts' thoughts, feelings and
memories. Although fully aware of what its body does, it
believes that it's still in complete control of itself - and, in
a way, it is. A Shedite desensitizes his hosts to obscenity
by bending their minds to his celestial will, convincing
them that such perversion was tbeir idell.

These body-hoppers cannot pass a (by without incit­
ing someone to do something despicable (see Dissonllnce,
below). They aim not only to keep people from doing
things that generate benevolent Essence, giving power to
the side of good, but also to further the cause of evil.

Every Prince instructs his Sh<..'CIim very carefully, for
next to the Cabbim these demons are the most danger­
ous to loose upon the Earth.

DISSONANCE
A Shedite cannor fulter in his constant drive for cor­

ruption. The demon generates dissonance every day in
which he does not force his host to further corrupt its
narure. This needn't be anything big; some of the great-

est evils start out with the tiniest of indiscretions. It must, 151
however, be an act of selfishness that indisputably hanns ,
someone: stealing or destroying property, infringing

BANDS OF DEMONS



152

upon the righrs of others on purpose or through care­
lessness - the usual.

Each time a host crosses a moral Line, a new standard
is set. The next day must bring worse corruption. If not,
me Shedite mUSt either le,we or gain dissommce. For this
reason, Shedim often pick the quiet ones - nannal-look­
ing folk full of inhibitions and hang-ups. A Shedite who's
on a roll can start: a host our by blo....ing his nose all a
restaurant napkin, and raise the ante a day at a time until
he's sniping lTom a tower. At that point the Shedite ab:l.Il­
dons the wretch to fucc the aftemlath alone. 1\'1:111)' hosts
who are driven this far kill themselves, :ldV3ncing the
cause of evil even farther by robbing humans of justice.

[f a Sheditc's victim is reduced to unconsciousness, the
demon is expelled 30 minutes !:Iter. Bur if he dies while
the demon is still inside, the dark soul gains a notc ofdis­
son:mce from being drawn so close to oblivion. However,
it avoids the agony of Trauma (p. 67) if it finds :lllother
host before being pulled back to Hell. It has (10 x Celcs·
tial Forces) minutes to do so.

MAM-.'ER AND APPEARANCE
If any demons among the throngs ofHelJ em be called

genuine "devil worshippers" - demons who genuinely
and de"outly owe their ultimate loyalty to Lucifer - it's
the Shedim. They're the ones who spray-paint penta­
grams in alleys, the ones with the tattoos ofhomed heads
and blazing pitchforks. They stand at concens with
thumb, index and pinky fingers outstretched, stickingoUl
their tongues and screaming, "Hellfire, I serve ...
YOU!"

The twisted Shedim rev the enf,rine of evil which idles
in every human's mind. They're the Band most generally
despised by the angels, and some demons don't care for
them either. Shedim don't get along with the Djinn - the
Stalkcrs are disgusted with how hard it is to keep track of
the Fleshless - and the Lilim absolutely despise them.

The Djinn and tile Shedim share an utter disregard for
the state of their lxxlies, but the Shedim are much worse
about it. A Shedite treats his body as though he were an
indesrructible drunk with an endless supply of rental cars.
He'U run a corporeal vessel into the ground, leaving JUSt
before its death to avoid dissonance.

You can't compare them to any instrument crafted by
human hands. In celestial form, Shedim are shimmering
black clouds of limbs, wings, eyes and other (mercifully)
unidentifiable organs, pulsing to a mad, infemal beat.

GAME MECHANICS
To possess a victim, a Shedite must make a successful

\-\lm roll to invoke his resonance and enter the victim5
body. If for some reason the hOSt doesn't want to be pos­
sessed by a demon, he may make a WlIl roll to resist.

The check digit of the Shc<lite's successful roll adds to
his \VilI when he tries to control his host for the remain­
der of that possession. The check digit of an unsuccessful
resonance roll (or of the intended ,rictim's successful \\rill
roll. whiche"er is higher) dictates the number of days hr
must wait before attempting again to possess that victilIL

\-Vhile a Shedite inhabits a body, the host conscious­
ness goes along with most actions the demon tries to t2kt
- talking to people, walking around, ctc. In a fog of
dream-logic, seeing angels and demons won't disrurb the
fiend's host any more than it disrurbs the possessor. In a
siruation which is o<ld but not against the hosts narurt,
the chances are that if the demon is comfonTIble, then the
victim will be too.

At least once a day, thc Shedite must win a COntt'S[ of
\·Vills with his victim, and make his host do something
evil - somcthing tllar hamls someone, whether or nOi
that person is aware of it. Each action must be JUSt a lit·
tle worse than anything the victim has yet done,
worsening the persons corruption. \\/hether possessing
an accountant or butcher, a teacher or a pedophile,
Shedim know things that even the most cruel and abu­
sh'e hosts find repulsive. If a day goes by without this
happening, a Shedite gains a note of dissonance. This
dissonance goes away if the demon "makes it up later.~

The demon muSt win a contest of "\'iUs for each t\i1
act that it suggestS. Because of this, mOSt Shedim avoid
multi-part crimes (such as planning and executing a kid.­
napping or bank heist), unless they utterly dominate
their hosts. They prefer quick and easy evil.

Once a da)', at any time that the Shedite attempts to
sway his victim, the host consciousness may make a Per­
ception roll to realize hC5 not really in control. Give the
hapless human a +1 bonus to the target number for every
full day he's been possessed tllis time around.

A successful Perception roll while possessed modifies
the host's Will by that roll's check digit when he is fight­
ing off the demon's dark urgings. This advantage lasts
until he gets a good night's sleep. Once rested, the hosris
JUSt as vulnerable to the Shedite's powerful will as before.

A Shedite may Stay as long as he likes, but his victim
grows more and more difficult to handle as the days pass..
The demon can leave his host at any time, manifesting in
his celestial fonn, but must make a successful resonant(
roll to enter another vessel.

The demon automatically returns to celestial form and
can look for a new host. Like a Kyriotate, a Shedim stunS
mortals who see his celestial fonn -see p. 103. Ofcourse,
he's vulnerable to celestial attacks in this fonn - and he
must find a new hOSt soon. The demon has 10 .ninutes
times his Celestial Forces to find a new host before his
diabolical soul will plummet back to the Hell he came
from - to fuee his Superior.

BANDS OF DEMONS



IWtPtJDITe8
The dtmon walktd UlWarn the two WQ71l0l, onns 0111­

smuhtd. "Grnruimn.''' bt snid, bugging (me ofthe ltuJi~ tight,
mddng (JUt tht mngies ofher mill.

"W'bOf a nia ]OlIng 1110n!" said herfrimd.

Thefre the nicest people you'll ever meet. You work
with them; you live next door [0 them; some of you may
have married them. You think they're just swell folks.
And for their part. they truly, devoudy love the throngs
ofhumanity, and they're so damned channing that they'll
not only steal the wannth ofyour heart, but the energies
of your soul as well

REsONANCE
The Impudites deal with humans on a one-to-one

basis more than the other Bands generally do. They're
"people" demons.

They don't wam to live in Hell, among the mad and
despairing souls. lmpudites want to spend their existence
among the living, breathing, sleeping, fearful, wonderful
humans, whom they love dearly.

Impudites know a great deal about how the collections
of Forces called humans snnuble through reality, as well
as how Ethereal and Celestial Forces connect to Corpo­
real Forces. This gives them a frightful control over the
ways in which souls attach to bodies, and the ways in
which human souls generate and spend Essence.

It also gives them the ability to chann almost any crea­
ture and suck away its Essence for their own purposes.

DISSONANCE
More than other demons, Impudites love hwnans and

can't bear to see them destroyed. Personally killing a
human - through action or inaction - causes dissonance
in lmpudites. It's such a waste.

MANNER AND APPEARANCE
The most human of the demons, Impudites dress

pleasancly and comfortably, radiating good will and
hannlessness. TO one is more gregarious than the Impu­
dites, except perhaps their divine analogs, the
M.ercurians.

They work their way into human communities and 3
steal Essence from their new friends - if suspicions arise, 15
the demons move on. One reason the Impudites love this

BANDS OF DEMONS



DEMONS AND 'THEIR BACKRUBS

mcxlem age is that Westerners don't rellily believe in
demons any more. ATaker in a slllaLi group of humans is
an effecti\'e jinx, sucking a....'ay all their Essence - but
moving among a large enough group, who notices a bit
less "good luck"? And he's so 1/iet.

An Impudites celestial fonn looks like his most recent
vessel, with leathery wings, horns and a dark halo. In
their own symphonies, they're singers, front-men in dia­
bolical Bands, surrounded by adoring human funs.

These examples illustrate the natures of the \"3rious
Bands by showing how they would each deal with get­
ting ~ backmb from a human being.

A Balseraph "-ouJd go into a massage parlor claiming
to be a revie.....er for BacJrntbs lH(J71tb/y.

Djinn couldn't care less about backrubs.
A CaJabite would rum to someone and say. "You

know, when I get these knots in my muscles, it makes
me want to break things."

A Habbalite would [QrttJre someone with guilty feel­
ings until he broke dO"11 and rubbed the demon's back.

A Lilim would walk up [0 a stnI.nger, bite her lip and
say, "Don't you owe me a backrub?"

A Shedite would possess one person, Shm him giving
someone else a backrub, then move into the other per­
son's body to enjoy the experience.

An Impudite would rather gi...-e a backrub - and take
adv.mrnge of the oppommity to steal some Essence.

154

GAME MECHANICS
lmpudites em roll against their resonance to lll:mipu~

late a sow in twO ways: Chonn, and Stelll &mcr.
Both actions rcGu1re a nonnal resonance roll, with a

penalryequal to the victim's total number ofEthereal and
Celestial Forces. Some Princes grnnt bonuses to their
Impudite servants toward using their resonance on dif­
ferent types of souls.

Charm
An Impudite can usc his resonance in its simplest fonn

to ch:mn people. The chamled victim simply feels that
the lmpudite is his dose, tlllsted personal friend. \.vhile
a channcd persan may be more likely to go along with
his channer's wishes, the demon has no re.ll mental con­
trol over his victim.

This effect lasts for a number of minutes equal to the
check digit of the demon's successful resonance roll. The
vicom may resist anlmpudite's chann with a WIll roll. If

the victim Illakes his roll, he will be immune to the res0­

nance of that Impudite for a number ofhours equal to his
Will roll's check digit.

Steal Essence
An lmpudite can use his resonance again to rob his

chamled victims of Essence, if they have any. The aver­
age lmpudite has no way oflmowing whether or not any
Essence is a\'3i1able, but it doesn't hurt to try. He can rob
as many poinrs of Essence at a time as the check digit of
the successful roll. (Note: a nonnal human, with 5
Forces, can hold 5 Essence ... bur he's rarely full.
Humans waste their Essence constantly, any time they
really want to succeed at something - see p. 46. The ran­
dom lOami on the street lnight contain Id-4 Essence.)

If the Impudite fails his roll, he can't steal from thaI
victim for a number of hours equal to the check digit of
his fuiled roll.

The victim is allowed a Will roll to defend the energies
of his sow. If the check digit of his successful roll is
higher than the demon's successful check digit, thaI
amount of Essence moves from the demon to his victim!

Remember, a being cannot hold more Essence in its
soul than its total number of Forces. The demon will
only be able to siphon off as much Essence as he can
hold, and no more.

Angels and 111lplldites
An Impudite can 'have his way with any collection of

Forces bound to a corporeal vessel, even another demon
- or even an angel.

The average celestial starts the game with 9 Forces, 6
of which are probably Ethereal and Celestial. The aver·
age celestial's "''ill is 6, putting the chance of an average
Impudite doing much to an average :mgel at CX:lctly zero.
But since an Lmpudite can improve his chances in various
ways, depending on his Prince, it's not impossible. Of
course, even if the demon makes his resonance roU, his
victim may still make a "''ill roll to resist.

If an lmpudite uses his resonance on a Cherub, an £10­
hite, a Kyriot:ne or a Mercurian, tllen the angclnot only
gets a Will roll to resist but a Perception roll as well. The
Perception roll's target number is raistd by the number of
Forces the demon has, but rrduad by the check digit of
the demon's successful resonance roll If the angel makes
this Perception roll, he realizes that he's being attacked
by an lmpudite and can shut tile demon out before any
infernal liberties are taken.

Also, if the angel makes his Perception roll, as his next
action he can oy to invoke his Choirs resonance upon
his violator, no matter where the demon is, as though the
two celestials were physically touching.

BANDS OF DEMONS



You 1IIay dmy it, but tvtry Joy )011 do thtir biddillg. l&u
wrrr forgtd aud traintd by the 'wild forrts u:bo btar tht title of
Pri'l«. They txpert )Our luyalty -l'7"W1 thnll at )Our pml. JILl1

drm't mum 0" tht1llfor htlp whro sm1lWlt derida to sJxr<1J you
r:hot )01I1ooJ: like 011 tht iltsidt.

The Diaboljcals - the celestial beings who caLi them­
selves demons - originate &om the angels who Fell,
although few veterans of the Vlar's first battle remain
today. Most demons bear little resemblance to their
celestial ancestors, and only a handful are as strong as the
average angel. Lucifer, angel of Light and first among the
fallen, chose numbers over power - both to increase the
ranks of demons as quickly as possible, and to reduce the
threat of rebellion from his own servants.

But some demons are potent indeed. These are the
Demon Princes, the rulers of Hell. Almost every demon
who is not a Prince HTVtS a Prince, and partakes of his
Prince's nature, both to his own advanrnge (Rites,
Attunements) and to his peril (Dissonances). Even Rene­
gades throrttically serve a Prince, and it is he who will be
most eager for their destruction.

The player characters, of course, are nowhere near as
strong as Princes, but they are among the few demons
whose might can match or exceed that of an angel.

More than likely, the PCS were "bom" and trnined in
their master's Principality in Hell, a11d have only recently
been fiwored with a chance to advennlre in the corporeal
realm of Earth. And with this honor comes risk, and the
oppomlllity to be sacrificed on a whim.

Theoretically, a Prince will help out his earthly Servi­
tors when he can. In fact, your Prince will write you off
ifthe cost of replacing you - or your mission - is less than
the risk of helping you.

And there's always the chance that he set you up to fuil.
Hell is an intensely political place, where your greatest
risks often come, not from your rivals, but from your
Superior and your subordinates. Most Demon Princes
rose to the tOp by playing the corporate game, weeding
out the too-bright and too-ambitious from their
gemployees...

If you can please )'our Prince without exciting his fear
or jealousy, he can grant boons in the fonn of amme­
ments, Rites or distinctions (see p. 156). Displease him,
and - if he lets you live - he can inflict dissonance, or
a'en Corporeal or Emereal Discord.

THE DFMON PRINCES
Andrealphus, Prince of Lust - page 158

Asmodeus, Prince of the Gome - page 160
Baal, Prince of the War - page 162

Beleth, Princess of ighonares - page 164
Belial, Prince of Fire - page 166

Haagenti, Prince of Gluttony - page 168
Kobal, Prince of Dark Humor - page 170

Kronos, Prince of Fate - page 172
Malphas, Prince nf Factions - page 174

ybbas, Prince of the Mewa - page 176
Saminga, Prince of Death - page 178
Valefor, Prince of Theft - page 180

Vapula, Prince of Technology - page 182

Lilith, Princess of Freedom - page 149

DESCRIBING THE DEMON PRINCES
The following pages describe a few of the most potent

Demon Princes: their Words, thcir powers and philoso­
phies, and their relationships wjth Lucifer and the orner
Princes. Of course, the dark lords described in this book
are merely SOIllC ofdlC most visible of Hells royalty - the
GM is welcome to invent his own Princes to further flesh
out his braille world.

A.. part ofdle politics of I-lei I (and to curb player abuse)
the exact range of any Prince's power and influence is
unknown even to their closest confidants. In me game,
this means their Resources are left unspecified. No
Demon Prince would evcr reveal the full extent of his
abilities; an un('''ertain foc is a respectful one. The GM
may use his discretion when resolving conflicts involving
Demon Princes - and it's a good id(."3 to keep mem off­
stage except, perhaps, as the finale to a campaign.

Every Prince is an individual, a character the GM must
portray to the players with his own infernal style and
motivations. Also, each Prince deals with his servants in
a different fashion. Some give a measure of respect and 155
freedom to the demons mey control, while others treat

DEMON Pll.INCES



their servants like mindless tools, to be used and caSt
aside when they break.

And every Prince sees the world and the ';Var in a dif­
ferent way. Every Prince is ultimately selfish, and his
philosophy defines not just how he acts, but why. Since
there arc so many ways to corrupt the Symphony to evil
purposes, the chiefs of the damned see no reason to act
other than according to their own whims - and their ser­
vants, no matter how favored, muSt follow suit.

Dissonance
JUSt as any demon can go against the nature of his Band

and cause dissonance, a demon can also violate the basic
goals and philosophies of his Prince. 11tis also causes
notes ofdissonance in the offending setvant - but some­
times the dissonance may be removed by correcting the
problem. Sometimes, of (."(mrse, the Prince will remove
the offending servant first.

Band and ServiUJr Attzme71lenlS

156 Each Prince h>Tants certJin special abilities to all his
setvants, according to their Band. These "Band attune-
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ments" are free to Servitors of that celestial race; other
demons mUSt pay 5 points each to purchase them at
character creation.

A Prince may also grant "Servitor attunements" to his
favored creatures. These COSt 10 character poinlS at cre­
ation. After that, they can only be obtained as a reward
from that Prince. That is, they must be eamed by role­
playing. The character point cost must still be paid.

During normal game play, an arrunement generally has
no Essence cost and is automatically successful unl~

otherwise mentioned. In combat, an attunement takes
one round to invoke, and will manifest its effects the fol­
lowing round.

Regardless of the Band they belong to, Princes have aD
the abilities they grant to their servants, and many more

Distinctio1lS
Each Prince may grant funher special abilities, called

Distinctions, to an especially favored underling. Each
Distinction works in a unique way, as described, and car­
ries ilS own title - e.g., "Captain of Cannibals.­
Possession of a Distinction is a tangible sign of the
Prince's attention and fuvor, and other Celestials will
react appropriately.

The Distinctions are granted in order, a Prince will
nOt grant his second-level distinction (usually Captain)
without first granting the first-level one (usually Knight).
The three basic Distinctions are liSted for each Prince;
some Princes have more.

A Knight will probably command several of his mar
ter's demons; a Captain may command dozens or
hundreds, either direcrly or through Knights.

A Prince is free to grant his Distinctions to any demon
he pleases, including servants of other Princes. But
accepting a Distinction from a Prince other than your
own is a political act ...

The Demon Princes possess all the abilities they pass
along to their servants (and more), regardless of what
Band each Prince actUally belongs to.

Relations
Lucifer encourages his Princes to quarrel and even war

among themselves. \Nith no restrainlS on their actions,
most parts of the world would quickly become uninhab­
ita.ble. Besides, if they ever united, they might bring him
down.

Demon Princes keep careful track of favors owed,
requests shunned, insullS dealt and compliments given.
To the Servitors of Princes liSted as "Allied," demons are
expected to grant any assistance necessary or face the
wrath of their Superior. To the Servitors of Princes listed
as "Associated," demons are expected to grant assistance



if possible, but to expect compensation for their trouble.
On the other hand, the Servitors of Princes listed as
"Hostile" may not be aided. In fact, they may be hin­
dered and hanned in any way that won't blow up into
open warfare. Most Princes also have one or two definite
Enemies, whose Servitors should not only be balked and
bashed, but destroyed if possible.

Other Princes are considered neutral; they may be
aided or ignored, depending on the advantage of the
moment, but are nOt to be angered ",~thout good reason
lest their Prince take it personally.

Of course, working on Earth, a demon often won't
ItmrdJ who commands the demons he meets, nor should
he reveal his own master without good reason. Some­
times orders come down to "cooperate with this one, and
don't ask questions" - other times, there will be no guid­
ance. "'hen you don't know the affiliation of another
demon, it's best to treat him as Neutral and tty to swap a
few favors. You never know.

While the Princes battle with lies and threats in the
drawing-rooms of Hell, the rough sruff will fall to their
famred Servitors, the PCS. Don't forget who your
friends are and who your enemies are, or there'll be Hell
(Q pay.

Rites
Once attuned to the ,.vord of your dark Prince, there

are certain things which bring you fresh Essence. These
are called Rites, and they involve creating a specific pat­
tern, either in the physical world or in your mind, which
pulls celestial energies from the Symphony.

Unless specified otherwise, each Rite may be used only
once per day, and grants one point of Essence.

All demons of a given Prince share iJ1 his basic Rites.
Each Prince has other, arcane Rites which he can grant
to f.wored underlings, his own or others; the GM may be
creative in inventiJ1g these.

Any Word-bound demon gains at least one special rite
(see p. 28) which he may share with his own Servitors.

Invocation
Some days, a demon really needs to talk to the boss,

either to ask for help or pass along something really
urgent. But the Princes are busy: like the Archangels,
they're constandy juggling plots on every level of reality.
A Prince's "Chance of Invocation" is the number a
demon must roll to successfully summon his dark master.
It's generally a poor chance, but it can be improved in a
nwnber ofways.

Some artifactS and siruations create patterns which are
pleasing or compelling to a panicular Prince, increasing
the chance of a successful invocation. For instance,

weapons - the bigger, the better - will help attract Baal's
attention. The special modifiers listed are guidelines.,
rather than strict rules, and the GM should reward cre­
ativity. Invoking Baal while perched atop a Doomsday
Bomb would be quite likely to succeed ...

Special modifiers for one Prince do not affect orner
Princes. A few modifiers affect all Superiors - see Uni­
vmnllllvocntit)1J Modifiers, p. lOS.

Invoking a Prince takes 2 rums - roughly to seconds.
Failed invocations have no effect, except to reduce the
chance of another invocation working any time soon.

When a Prince is successfully invoked, reactions vary.
The check digit of the reaction roll will give a guideline,
from I (short-tempered) to 6 (hellishly happy). The typ­
ical Prince (whose dutiful servant, by whom he is
disrurbed infrequendy, invokes him at a moment of
extreme duress) will probably foUow the quickest route
to save the troubled demon - usually "pulling the plug"
and moving him to a place of safety, sometimes taking
him directly to a local Tether for questioning. A Prince
who feels he was invoked unnecessarily will make his dis­
pleasure very evident.

Princes will not appear in their celestial fonn if mun­
danes are around. The dread Asmodeus may be the bug
on your shoulder; lybbas may speak to you from a 1V

Only a few Princes will actually fight for their Servitors
(Baal and Belial come to mind). Others will provide less
(or subder) assistance, seeing every situation as a test
which will weed out the losers. 159
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Thr ilJOrItI is lusting, w;thillg with derirt!.
Andrcalphus and his demonic Servitors are the most

hot-handed and cold-he3rted crearures ever to crawl out
of Hell.

The Prince of Lust, Andre to his &iends, is a perfect
Impudire. He enjoys worldly missions of glamour and
politics. \.vhen subtlety is required, Andrealphus has
many eager servants.

He and his Servitors arc well-liked by all the Princes
\\~th a taste for pleasure. Andre frowns upon any demon
whose gener.t1 appearance is even the least bit monstrous,
preferring to deal with "pretty people." His servants, and
even other Princes, often have trouble contacting him ­
he's always got a rendezvous to attend to.

In recent decades, Andrealphus has been working with
Nybbas, the Prince of the Media, to create a new para­
digm for religion, based around the kind of selfish

158
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freedom which demons best appreciate. Between Nyb­
bas' deliciously deceitful media and Andre's diabolical
chann, they expect to found 3 new religion of entert.tin­
ment in the cracks of the corporate state before the end
of the next cenrury. In the meantime, Andrealphus has
committed his Servitors to teaching humans d13t some­
times it's good just to lose yourself in the pleasures of the
flesh.

DISSO ANCE
These demons stay physically close to their victims,

but dist<lnt from any emotions. It's dissonant for Andreal­
phus' Servitors to feci sympathy for a human, and they
are strictly prohibited from feeling or showing concern
for the fleshly beings surrounding them. Mortals exist
only to be ruthlessly manipulated.

BAND ATTIJNEMENTS
Balseraphs

A Balseraph who works for Andrealphus can force t

victim to enjoy any single physical sensation he chooses
to inAiet upon them, for a number ofminutes equal to his
Celestial Forces. A victim may resist with a \ViII roll, but
if that roll fails, a cheCk digit of 6 indicates that he is now
pennanently wired to feel that experience as extremely
pleasurable, however hannful it may actuaUy be.



Dji""
Andrealphus' Djinn, who couldn't cue less anyway, are

the best at faking affection. They have the uncanny abil­
ity to keep a person in mental "cuddlespace," that
post-coital afterglow during which a person is most sus­
ceptible to a demon's JXlwerful will. As long as the demon
continues touching an awakening human, or maintains
physical contact with a parmer after satisfying sex, the
hwnan will remain calm no matter what is going on ­
and the demon may add his Ethereal Forces to any "Vill
roD made to influence his victim and to any resonance
roll thereafter if he is attuned [0 the target.

Calnbi1ll
The Calabim of Lust may do celestial damage to any

target they can touch - e,-en one protected by a corpo­
real ,"esse!. Sadly, this attack will 1101 do the final hit of
Soul damage that would COSt the victim one of his
Forces.

Habbalnh
The Habbalah who serve Andrealphus never suffer a

reversal of thei.r resonance if meiT target resists; the emo­
tional stonns they generate merely spin randomly into
the world and afflict someone else. Also, these demons
may add their Ethereal Forces to any resonance roll
against a victim with whom they have physical contact.

Lili1ll
The Lilim of Lust arc Andre's favorite minions. (He

asked for a full page in which to express their virrues, but
it boils down to, "If you ever get a chance with one, you
should take it.") They automatically detect what a victim
needs if they em make physical contact.

he'll have no goal e."(cept to satisfy his desire, for a num~
ber of hours equal to the demon's toml Forces.

Kiss ofDeath
This power pennits a demon, by succeeding in a \\'ill

roll, to anempt to kill somcone with whom he is having
sex. This is considered a physical attack, doing hits equal
to (the check digit times ru:irt the Essence spent).

DISI1NCTIONS
Knight ofInfernal PleaslIres

The demon can detect an individual's degree of sexual
fulfilJment, both at that moment and in his life as a
whole. Andre always grants this rank to any of his
demons who seduces an angel ...

Captain ofDiabolical Delight
Andre's Captains can bring a person instant pleasure

with a touch, increasing their reaction roll to the demon
by +4.

Baron ofEtemal &:stasy
A Baron of Lust can make someone he's seduced do

lillything sexual with the demon, even something the vic­
tim wouldn't n0n11ally consider.

RElATIONS

Allied: Nybbas
Associated: Villefo,.
Hostile: Baal, Haagenti
Enemy: Salllinga

Shedinz
Andrealphus' Shedim, by making physical conmct, can

move at will into any vessel experiencing an orgasm.
Also, they may add their COT"JXlreal Forces to any reso~

nance roll ag'3inst a person they touch.

BASIC RITEs
• Spend half an hour participating in sexual acts.
• Spend an hour reading an illustrated magazine in a

public place and smiling ,'cry pleasantly at passers-by.

bnplldites
Impudites who serve the 'Vord of Lust may add their

Corporeal Forces (award using their resonance on any­
one they've had sex with.

CHANCE OF INvOCATION: 1

INvOCATIO MODIFIERS
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+I A dirty pictUre, scrawled on a wall
+2 An issue of Pltryboy, well-thumbed
+3 A good~loolcing person having sex
+4 An extraordinarily beautiful person having sex
+5 A person having sex for an audience
+6 Ten people having sex for an audience

SERVITOR ATrUNEMENTS
Dark Desire

This power COSts I Essence, and allows a demon to
imprint any desire upon a person's psyche. The victim
may make a "''ill roll to resist his urges, but if he fails,
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The WOT!d is a game, whose ruks 11111St bt foIlowtd.
Asmodeus and his Servitors are Luafers secret polict,

responsible for hunting down renegades and other trai·
tors to the infernal annies.

The Prince of the Game, a Djinn, is probably the sec·
and-most powerful of Hell's royalty, after Kronos. He is
widely feared and roundly hated by his peers. His agents
always have at least one cover identity, and only unmask
themselves upon making an "arrest."

They are charged with slaying the corporeal vessels of
any renegades they encounter. To Asmodeus and his ser­
vants, a demon is renegade (and within their jurisdiction)
if he acts against the expressed or implied wishes of his
Prince, if he possesses any Celestial Discord, or jf his
actions call his loyalty to evil into question.

Above all, Lucifer uses Asmodeus to weed OUt demons
who might defect to the angels or threaten Lucifer's own
plans. He is the counterweight to the unrest that Mal­
phas stirs up. \Vhile any Prince may calJ upon the
Servitors of Asmodeus, most prefer to deal with prob­
lems in their own way rather than risk scrutiny.

Asmodeus usually appears as a rail man with burning
eyes - the lnquisition made spirit.

DISSONANCE
Servitors of Asmodeus generate dissonance by dis­

obeying any ofhis direct orders or by helping a renegade
to escape judgment.

BAND ATrUNEMENTS
The Servitors of Asmodeus are ammed to the mem­

bers of their respective Bands, and can identify them, and
their dissonance, with a Perception roll For example, his
Balseraphs can make a Perception roll to correctly iden­
tify someone as :} Balseraph, and they also know how
much dissonance that demon has at that moment.

All his demons also get 12 extra character points which
must be spent on a Role, or skills for that Role. See p. 43.
Asmodeus' Band attunements are for his Servitors only.

Balseraphs
Asmodeus' Balseraphs typically take cover identities as

casino clerks, stockbrokers, meteorologists and other
positions which require creative lying_

Ditllll
Djinn worlcing for Asmodeus prefer roles such as secu·

riry guards, accountants, police officers, members of the
military and other positions which require them to keep
careful track of people's comings and goings.

Call1bi11l
Asmodeus' Cabbim enjoy physical labor, raking jobs as



construction workers, loggers, oil tanker captains and
other posts which let them destroy with impunity.

Habbalah
The Habbalah who work for Asmodeus enjoy cover

jobs such as therapists, school counselors, private detec­
tives, fast-food clerks and other occupations which allow
them to be overly inquisitive without raising suspicions.

Lilim
Asmodeus' Lilim show up most frequently as hookers,

snippers, substiune English teachers and other roles that
let them get kinL:y in plaid private-school uniforms.

Shedim
Asmodeus' Shed.im need nOt wear om their welcome

by perverting their hostS - they have other duties. They
may Stay in a borrowed ,"esseI for a number ofdays equal
to the check digit of the successful resonance roD and
don't generate dissonance if they fail to comJpt their
host.

Im/nulites
These lmpudites become doctors, lawyers, or other

roles which provide endless streams of people to "help.n

SERVITOR ATrUNEMENTS
Dissonance Binding

This attunement, for 3 Essence, pennits its owner to
bind a demon in his own dissonance, creating ghostly
chains which restrict the demon's movement. The vic­
tim's Agility is reduced by his dissonance pillS the
Celestial Forces of the binder for the binder's total
Forces in hours. The bound demon may not spend or
regenerate Essence. This power may also be applied to
dissonant angels.

DISTINCTIONS
Knight of:ftulJ!:1lle1lt

The Knight has me power to inspire confidence in the
hwnans he meets. They will respect his opinions and v.'ill
not dispute his judgments.

Captain ofIntegrity
Asmodeus' Captains can compare a person's spoken

words to his secret feelings - basically, this is the ability
to detect a liar or hypocrite.

Baron of:ftlStice
The demon may identify those whose opinions are

JUSt, fair and accurnte. His Celestial Forces indicate how
much detail the demon gets about their judgment.

RELATIONS
Note that :I demon of Asmodeus will never ignore

treason out of"friendship." Asmodeus is allied "'ith Kro­
nos, but Kronos' demons are cut no slack. In fact, some
Inquisitors might let treason in a hostile force fester a bit
longer "just to see who we can smoke out" ... any extr3
damage in the enemy ranks is just the fortunes of war.

Allied: Kro1los
Associated: Baal
Neutral: Beleth, Molphos
Hostile: All the others
Enemy: Villefm"

BASIC R:rrEs
• At sunset, Asmodeus' minions regenerate 2 points of

Essence, nOt JUSt I.
• Eliminate a renegade demon. (3 points)

CHANCE OF INvOCATION: 1

INvOCATION MODIFIERS
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Regardless of invocations, Asmodeus pemmnlly checks
in on each of his Servitors, roughly once a month, to
assess their progress. Any dissonance they've gained will
be immediately noticed and require an explanation.

+1 Remonstrate with a child
+2 Attend an important legal suit
+3 Use exhaustive evidence to bog down a trial
+4 Bring an innocent to trial and see him convicted
+5 Defend a criminal, and "prove" him innocent
+6 Clear the name of a Nazi war criminal

Humanity
This attunement lets a demon pass as a human under

any circumstance, to anyone - except Lucifer.
It COSts 1 Essence to activate and remains in effect for

24 hours. During this time, nothing the demon does cre­
ates ripples in the Symphony. He becomes hwnan in
almost every regard: his vessel requires food and mainte­
nance, he can't perfonn Songs, regenerate Essence
naturally or assume his celestial fonn on Earth. He may
use attunements, both passive ones and those which
require Essence to fuel them, as well as his basic res0­

nance. He may SIM::nd Essence to enhance die roLls, but
while the demon is "human," he may not freely exchange
Essence with someone else.
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The wrmJ is n wor - ond tbe demQ1JS are out to wi" it.
'With Baal leading the troops, their chances are better

every century. A Balseraph and a warrior, Baal is:m ill\'ct­
crate liar with a stTI1nge sort of honor. He is IlOt a brute,
but a cultured killer, with more class than Belial and
more brains than Smninga.

Baal has made combat a way of life. Unlike Michael,
Archangel of War, Baal is finnly at the helm of I-Iells
military, more general than fighter. But wrule he prefers
to appear as a respectable statesman, he keeps other ves­
sels in reserve; powerful alien fomlS of enonnous
physical prowess. At other times, he may appear as a nor­
mal human, wearing plain clothes and radiating a
powerful charismatic aura.

His demons are sent to Earth to encourage the self­
desOllcrion of humaniry and to help other demons
defend against the angelic menace.

Baal holds his disciples in an iron grip, checking in on
them frequently to be assured of perfect service. He is a
prime example of the great contradiction of the Diaboli­
cals; Baal fought like a champion at the start of the War
for the right of the demons to rebel, yet he has slain
many of his finest servants fOT threatening to rebel
against him.

Like ValefoT, he seldom stays long in the same place.
Not just because he despises mOSt of those he encounters
- and their unworthiness as opponents - but because he
is pressed for tillle: somewhere, it seems, there's always
an anny waiting to be led to victOry for Lucifer.

DISSONANCE
As with the angels of \¥ar, retreat from any conflict

without a direct: order generates dissonance in Baal's
demons. A demon of \<"ar must be beaten into uncon·
sciousness and dragged bodily from the field of battle.

BAND kITuNEMENTs
Balseraphs

In Baal's ranks, Hell's greatest liars are also the best
reinters - their opponents must subtract the demons'
Corporeal Forces from any attempt to Dodge their
unpredictable attacks.



Djinn
Baal's Djinn automatically detect the presence of any

flesh - alive or dead (or undead) - within a number of
yards egu:!1 to their Corporeal Forces.

Calabim
The Calabim of "Var are attuned to how flesh is

fanned, and may add their Corporeal Forces (0 any re­
sonance roll to tear it apart.

Habbalah
A Habbalite of ""ar can feel any physical conflict

around him, ranging 10 yards for each Corporeal Force
the demon owns.

Lilim
Few of Baal's Lilim are geared coward combat; they

prefer to work behind the lines, spying and indulging in
the occasional sabotage or assassination. They add their
Corporeal Forces to any attempt to chann someone.

Shedim
,.var's Shedilll add their Corporeal Forces to any \.vill

rolls designed to urge their hosts into physical combat.

Impudites
Impuditcs who serve Baal acquire no dissonance by

killing a human in honorable combat.

SERVITOR A'ITUNEMENTS
Art ofCombat

This atwnClllcllt gives a Semtor of Baal additional
attacks in ,I single combat round, up to the demon's Cor­
poreal Forces: one tor c\'ery point of Essence spent in its
invocation. These attacks can be physical as well as men­
tal, coming from powcrs or weapons, but the demon may
not use the samc atmck more than once.

For example, a dcmon with 3 Corporeal Forces who
ll10WS the Art of Combat may spend up to 3 Essence in
a single round and make 3 extra attacks that round. He
could perfonn a Song as well as use both a gun and a
sword in that round - but could not fire the gun twice (or
s.....ing the sword twice).

This atnmement allows a demon, with a \:Vill roll, [0

assume his celestial fonn without creating any UIltO....'3rd
ripples in the Symphony.

DISTINCTIONS
K1.ight ofthe Black Order

Demons of this ranL: can, at a glance, judge if a person
has the will to fight, if not the skill.

Captain ofthe Infemal Am.ies
The demon knows, at all times, the exact location and

state of health of every creature under his command.

Baron ofVictory
Baal's Barons can predict, I round (5 seconds) in

advance, the actions of an adversary in physical combat.
The demon's foe mUSt decide at the beginningofa round
what he plans to do, and tell the player of the Baron. If
an opponent catches on (by making an Intelligence roll,
or by knowing who he's dealjng .....~th), he may make a
Will roll at the beginning of each rum to change his
action at the last moment, thwarting predictions.

REIATIONS

Allied: No one
Associated: AS1Ilodeus, Belial, Samingo,

Vilpllla
Hostile: Andrealpblls, Beletb, Knmos,

Nybbas, Villefo'r
Enemy: Malpbas

BASIC RITEs
• Kill an 3dvers:uy - th3t is, an opponent who puts up a

fight. The massacre of innocents does nOt count, nor
does a smb in the b3ck. (2 Essence)

• Enter into a duel with a Servitor ofMichael.

CHANCE OF INvOCATION: 1

INvOCATION MODIFIERS

State ofDohis
Ophis is widely thought to be the celestial who came to

Adam and Eve in the Garden of Eden, spoiling God's
early experiment with humanity by suggesting that they
use their free will to disobey I-Lis wishes.

+ I Brass knuckles
+2 A pistol
+3 A machine gun
+4 A 20nun cannon
+5 A heavy mnL:
+6 A destroyer 163
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BELETI=I
PRInCESS 0f NIlSfiT'MLlRE:S
"It is hard to fight an memy who has outposts in your head."

- Sally &mpum

The world is terror, n nelJer-mding 71ighrmart.
The crearurcs of Beleth defend themselves from life by

becoming the most terrifying things in it. Even the
Malakim. those stcclywbright angels of war, exchange
nervous glances when discussing the Servitors of Night.
mares.

Beleth, one of the first celestials created, the angel of
Fear, is now a Djinn. Full of hate for humanity, she sided
with Lucifer against the wishes of her lover, Archangel
Blandine.

The Princess ofNighonares thinks the other Princes­
especially those who merely kill weir prey - arc tOO soft
on mortals. The other Princes know that she spies for
Lucifer, and seldom visit her dreamland when they sleep,
if they sleep at all. to import3nt Prince is her aUy. None
will even work with her except the austere Kronos and
Asmodeus, who have no reason to fear her, and the cal­
lous Malphas, whose ""ord she enhances as she spreads
paranoia.

Beleth and her servants have worked harder than any
other Diabolicals to promote fear and general mis01lSt.
That they do it to mask their own insecurity is a weak­
ness they would never confess.

DISSONANCE
The agents of Bclcth are classic demons from Hell.

They gain dissonance by taking their celestial fonn on
Earth. But unlike Blandine's servants, they may use
Celestial Songs.

BAND ATrUNEMENrS
Balse:raphs

The Ba1seraphs of Nighonares can create irrational
Fear (see p. 87) in anyone who they subject to their res­
onance. The level of the Discord is the check digit of the
resonance roU. This Discord is a lie: it is temporary, last­
ing days equal to the demon's Ethereal Forces.

I>jinn
Beleth's Djinn are charged with physically terrorizing

people, stalking rhem and making their lives miserable.



They possess the ability to enter the nighonares of their
attuned, no matter what the distance.

Ca/abi1n
These Calabim are the greatest sadists in Hell's armies;

they automatically know what would most sum or terrify
anyone they see, sending them into a state ofshock for a
nwnber of roWlds equal to the demon's Ethereal Forces.
The victim may resist with a Will roll.

Habba/ah
Beleth's Habbalah see themselves as the healers of fear,

but in outh they simply move it around. If they success­
fuUy invoke their resonance while touching a stunned
target, he will come out of his stunned state.

However, the next person they afflict with painful
emotions is stunned for twice the rime that the previous
target was saved from being stunned. For example, if a
Habbalite brings a victim out of his shock 2 rounds early,
then his next target will be stunned, frozen in place, for
4 rounds.

Lilin,
\¥hen a victim of these Lilim fails to perfonn a geas, in

addition to the nonnal penalties, he suffers a level I Fear
(p. 87) of the demon's choice, which worsens by a level
each increment of time until the geas is perfonned.

Shedim
Since the Shedim drive mad all those who see their

oue shapes, these are the only demons of Beleth who
may take their celestial fonns in the corporeal realm.

Impudites
These demons may add the number of hours most

recently spent in a target's nighonare to any resonance
roll against that victim.

SERVITOR ATTIJNEMENI'S
Dream Walking

The servants of Beleth, like those of Blandine, can
enter the Marches through the mind of a human
dreamer. The demon must be asleep, and must make a
successful Perception roll. He muSt have seen the person
before, but the two can be anywhere in the world; +2 if
they're physically touching. The subject must also be
asleep, and in Beleth's realm.

The check digit of the successful roll is the number of
minutes the demon may stay in the subject's dream. The
check digit of a failed roll is the number of minutes
before he may try again.

Terror
The demon can haunt the nighonare of a person he's

seen before; the target must be ,vithin 500 yards of the
demon, and in Heleth's realm. It costs 3 Essence. The
demon's attunement summons up an incarnation of the
target's fear and confronts him with it while he sleeps.

The victim may make a "'ill roll to resist. Hhe fails, he
awakens immediately and takes Soul hitS equal to the
check digit times the demon's Celestial Forces. This
won't reduce a person's Soul below I.

However, if the victim makes his Will roll, he has suc­
cessfully confronted his fear and is no longer under its
influence. (Ifhe had the Fear Discord, remove one level.)

DISTINCTIONS
IU'ight ofRestlessness

Beleth's Knight can afflict any sleeper within 500 yards
with a delirious state of fearful dreaming. The dream has
no fixed effect, but draws both the user and his target
intO Beleth's dream world.

Caproi" OfHeadha""ters
The demon always knows if any person in his presence

has had a celestial visitor in his dreams, or experienced a
celestially-inflicted dream or nighonare, in the past day.

Baron ofScreams
This distinction gives a +2 towards the success of any

roll made while walking the Marches.

RELATIONS

Allied: No one
Associated: Asmodeus, Kronor, Malphas
Hostile: All tbe otbm
Enemy: No one

BASIC RITEs
• Spend six hours in Beleth's realm.

CHANCE OF INvOCATION: 1

INvOCATION MODIFIERS
+1 A Stephen King novel
+2 In a theater showing a hOTTOr movie
+3 More than one hit of LSD
+4 Frightening more than 20 people
+5 A person confronting his phobia in a nighonare
+6 In an asylum for the violently insane 165
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PRInCe (ill' FIRe

Tile world is buming - like tlu ovms at Bclsm, like the eyes
ofa 1110dmllll, like the bcmt oftile Prince ofFh-e.

He and his minions know that ifyou're nOt fire, you're
fuel. Belial would Ict the whole world bum before admit­
ting defeac. The Calabim Prince of Fire is a fighter,
rarely maL.;ng a personal appearance wtless force - or at
least a threat - is required. The Adversary himself likes
Belial well enough, but limits his power, some say. for
fear of treachery.

Belial takes himself very seriously, even by demonic
standards. He wears vessels that are strong and well­
built, hating any implication of weakness. He likes to
dress well, and affects sophistication, but is never without
a weapon. It wouldn't be out ofcharacter for him to show
up in a three-piece suit, toting a flamethrower on his
back. His Servitors may be grubby or elegant, as suits
their Bands and their whims - but they all smoke, if only
because it's an excuse to cany a lighter.

He was a servant of Gabriel's before the Fall. Lucifer
swore thar he could have the word of Fire after they
overthrew God, and he kept his promise as best he could.
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Belial represents only the literal power of fire - its
destnlctive nature - and nor its conccpulal power, as
Gabriel frequently does. The rivalry between the two
Words of Fire is legendaty, and the enmity beI:Ween their
respective disciples rivals the heat at the heart of a Star.

DISSON CE
It's dissonant for Belials demons to be burned by a fire

they created. "t1ke this memphorically: a Belial demon
brains a note of dissonance any time he is hurt, physically
or otherwise, by his own schemes.

BAND ATrUNEMENTS
Balseraphs

The Bafseraphs of Fire can insmntly heat up any metal
object no heavier than their total Forces times 10, in
pounds. It doesn't get hot enough to melt, or even to
start tires, but it will be too hot to hold. This power has
a range equal to the demon's Corporeal Forces, in yards.

Djillll
A Djinn of Belial can brand a victim with the dark sym.

hoi ofhis name. ·l1le demon is then pennanentlyammed
to tile victim, who doesn't count against the total possi·
ble targets he may attune himself to! The only way to
escape is to have the branded flesh flayed away, one inch
all either side of the brand and a half-inch deep. A victim
who does so is pennanently immune to all powers of that
Djinn, and often gains unpredict3ble abilities of his own.



A further drawback to this powerful anunemenc: Any­
one in the presence of the branded victim (or simply the
branded flesh) can use the Celestial Song ofAttraction to
hunt down the Djinn! Other Djinn - or Cherubim, for
that maner - don't even require the Song; their natural
resonance can crace the Hnk back.

Calabi...
These demons may double their Corporeal Forces

when adding them to the check digit of a successfuJ res­
onance roll ... and the Calabim of Fire do not disturb
the Symphony when they use their powerful resonance!

flames, recovering a number of hits in damage no greater
than the demon's Corporeal Forces. This doesn't make
the demon immune to heat, nor to heated objects (red­
hot pokers, etc.), only to energy manifesting as flame.

DISTINCTIONS
Knight ofthe bifernal Furnaces

The demon knows (to the nearest degree) the ambient
temperature, as well as the temperature of anything else
within eyesight. Demon with this ability can "see" in the
dark, detecting people and some things by their heat.

Habbalah
lnstead of inflicting vicious emotions on their victims,

Habbalah of Fire can use their evil resonance to make
someone they touch believe he's on fire for a number of
rounds equal to the demon's Corporeal Forces.

Captain ofthe Eterl1al Fire
The demon may snap his fingers and ignite a fingertip.

The flame is the equivalent of a cigarene Ijghter - not a
weapon. Also, flames ne\'er block his vision. For example,
no vision penalties apply to the Captain if he is fighting
through flames.

BASIC RITEs

CHANCE OF INvOCATION: 1

INvOCATION MODIFIERS

• Immolate six humans - nO( necessarily all at once.
• Spend an hour resting in Iloor heat.
• Spend half an hour in 250°F heat!

"Tile being must be innll/me to fire to benefit from tbis!

Baron ofthe Demonic Brazier
Demons of this rank arc completely immune to the

destructive power of all kinds of heat, not just flames.
'''lith a touch, they may pass this immunil)' along to any­
one else for a number of minutes equal to the demons'
Celestial Forces.
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+1 A match
+2 A charcoal briquette
+3 Fifteen gallons of gasoline
+4 A can of n3J>3lm
+5 A forest fire
+6 A SL:yscT3per on fire

REIATIONS

Allied: No ol1e
Associated: Baal, T1Ipulo
Hostik: Al1dreolplms, Hoogenti, Knbal,

T1Ilef01'
Enemy: No ol1e

Firewalker
Demons with this atnlnement don't take damage from

fire - they 10\'e the licking, tidding flames. In fuct, once
a day they can heal lost Strength when touched by

Shedi...
lnstead of entering a human heart, Shedim selVing

Belial may possess flames - one square yard of flame for
each Force they possess. They (.uncrol the fonn of their
energy, and may urge the flames to consume in one
direction or another, or to refrain from bunting some­
thing in their midst.

bnpudites
Belial's Impudites add their Corporeal Forces when

using their resonance on :'I victim - to Chaml or to steal
Essence - in the presence of fire. The fire must be within
a number of feet equal to the demon's total Forces.

SERVITOR ATrUNEMENTS
Incendiary

The demon may ib1'Jlite anything or everything con­
sumable by fire within a T3dius of (6+Corporeal Forces)
feet. Ths power costs 2 Essence and does not cause any
damage the first round, doing 1d of damage to every
chosen item every round after that.

Lili:m
Belial's Lilim add their Ethereal Forces to any attempt

to use their resonance to geas someone into an act of
mayhem or destruction.





Devour
The demon can consume (10 x Corporeal Forces)

pounds of nny matter in a minute. It requires a Strength
roll to invoke. He must have Fangs (see p. 82) to break
up anything the GM rules is harder than nonnal food.
For I Essence, this can also be used as a Power +5 attack.

A demon who uses this power more than once in an
hour, and mils the second or any later success roH, wiU
nmu[ up what he consumed earlie•. This does a number
of dice of damage equal to the number of times the
power was successfully used earlier that hour - the dam­
age is infljeted on the demon himself and on anyone
directly in from of him!

DISTINCTIONS
KJ'ight ofBanquets

The demon can detect every Conn of nourishment
(anything edible by a nonnal human) within a 4O-foot
radius. Note; humans, living or recendy dead, qualify.

Captain ofCannibals
Haagenri's Captains gain the ability to give any flavor

to anything they touch, for 1<16 minutes.

Baron ofSatanic Dishes
The demon can make anything he touches look and

feel like an equal mass of food for Id6 minutes. This is

just an illusion, which is not apparent until its effects
pass.

RElATIONS

Allied: Kobal
Associated: Samillga, Nybbas
Hostile: Belial, Malphas, i1rlefvr
Enemy: AS1llodells

BASIC RITEs
• Cause someone to eat 15 pounds of food (the equiva­

lent of at least a dozen large meals) at a sitting.
• Absorb 200 pounds through DrooIlr7l1g. abo\·e.

CHANCE OF INvOCATION: 3

1Nv000TIO MODIFIERS
+I A piece of candy
+2 A Big Mac
+3 A oonna1 meal
+4 A luxurious meal (pate de foie gras,

champagne, etc.)
+5 Fifty pounds of fust food
+6 Ten thousand whole fried chickens
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"Tragedy is wbm I CIIt my finger. Cumedy is 1J.,lml ]011 fall
through al1 opm SWtr «lid fJi/!." _ MtJ Brooks
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The warid is ajoke, and humanity is the ptmchli71e.
Kobal, an Lmpudite, is Hell's court jester. Kobal seems

to have a special place in Lucifer's heart; the Lord of Lies
permits Kabal to say, with wicked wit, what no other
Prince would dare ~·en think.

On Earth, humor is one ofGod's greatest gifts, making
friendships easier and lightening misfortune. It is Kobal's
talent to skillfully pervert the art of humor into mockery,
hatred and despair. His demons serve Evil by turning
thought to laughter, concern to callousness, reverence to

blasphemy - and all in thc name of good clean fun.
Kobal m:m.ifests in a different guise every time he

appears, all the better to fool people - but his servantS
always recognize him. Sometimes he appears animated;
these days he is often depressed and caustic. He special­
izes in word games and intelligent hUTllor, leaving the
crudity of visual gags to his "brother," Haagenti.

The Prince of Dark Humor used to spend much more
time on Earth - after all, he's an lmpudite. But with the
da.....ning of the 20th cenrury, he began to spend less and
less time walking the corporeal plane. He's heard aLi the
jokes - he's jaded, and hc's beginning to get bored and
angry. Now he rarely comes to Earth, except to help one
of his Servitors out of a jam or to enjoy some especially
brutal practical joke.

In the depths of Kobal's mind, the ultimate joke is
slowly taking shape, whether or not he's consciously
aware of it. '¥hen he plays it, and upon whom, might
make aLi the difference in the world to the ""ar.

DISSONANCE
It is dissonant for a Servitor of Kobal to go a single day

without worsening someone's misfortune by laughing at
him or making others laugh.

BAND ATTUNEMENTS
Each Band under Kobal has a special way of regener­

ating Essence by demeaning hum:m.ity in specific ways.
These attunements are considered Rites, and as such
may onJy be used once per day. Each invocation regen­
erates 1 Essence - or twice that if the demon can laugh
in his victim's face afterwards!

Balseraphs
Kobal's Balseraphs gain Essence when they lie to

someone and make others think he's stupid and gullible.

I>j;""
Djinn serving Kobal regenerate Essence by embalT3SS­

ing a person to whom they're arnmed, by making a scene
or implying some dark secret on the part of the victim ("1
didn't hear you leave this morning ... j.



Calabim
Calabim of Dark Humor regain Essence when a

human discovers at a particularly ironic moment that
something important co him has been destroyed (by the
demon, of course).

Habbalah
Kobal:s Habbalah get Essence by making humans

embarrass themselves with inappropriate emotional out­
bursts, such as laughing uncontrollably during a funeral.

Lilh"
Lilim serving Dark Humor regenerate Essence for

successfully daring a human to do something patently
foolish and dangerous.

Shedi11l
Humans possessed by Kobals Shedim find no cnd to

life's little ironies - these demons add their Ethereal
Forces toward making their hoses do anydUng darkly
silly or degrading (singing "Frere Jacques" sarcastically
during a business meeting with French tr3ding partners;
greeting a date wearing nothing but a condom, and so
on). Ifsuccessful, they also regenerate a point of Essence.

Imjnulires
KobaFs Impudites reg'aill Essence by playing the kind

of practical joke that makes the victim's life miserable.
These Impudites don't generate dissonance if one of
their jokes kills a human.

SERVITOR ATTIJNEMENfS
Prank

This attuncment allows the user to create an illusion
worthy of the greatest cartoon madness. It requires a
\Vill roll and 2 Essence co invoke. Anyone within the
illvokers sight can be affected; the number of people
affected is equal to the check digit.

Pranking creates a convincing but "canoony" illusion
which breaks the basic laws of reality. The best pranks
scare some people and amuse others - such as a giant
chicken growing out of a car, or dead bodies of secre­
taries arranged on a boardroom table \vith apples in their
mouths. Above all, the illusion must serve a humorous or
ironic purpose. Victims are permitted a Perception roll,
minus the demons Celestial Forces, to resist.

If the power works correctly, the victims will genuinely
believe the illusion for a number of seconds equal to the
check digit of the demon's Will roll pitts the check digit
of the observer's failed Perception roll.

DISTINCTIONS
I6lif{ht ojDerision

Kolials KnightS can make anyone see the humor in a
cruel situation, laughing at the unforrunate. This must be
roleplayed. If the victim cannot resist with a Will roll, he
demeans both himself and the object of his scorn. Note
that, by proxy, this also fulfills the Kobalite requirement
to avoid Dissonance!

Captain ofRepartee
A demon of this rank can make any hwnan within the

sound of his voice shrug off the importance of any C\'ent
he's just wiUlessed or any news he's just received, merely
by making a pithy remark about it. The subject may
resist with a Will roll.

Baron ofHysteria
These demons, at 3 glance, know which kind of humor

would affect a target. They can then use their sharp witS
to distract that person for I round (5 seconds), during
which his success rolls will be reduced by the demon's
Celestial Forces. The subject may resist ",~th a \ViII roll.

RElATIONS

Allied: Haagt!11ti
Associated: Malphas, Sa1lli1lga
Hostile: Baal, 1<1-01l0S, Valeft'­
Enemy: ASlllodells

BASIC RITEs
• Make someone laugh just before he dies.
• Make a psychotic joke at the expense ofany other celes­

tial- and make the GM laugh at it.
• Disrupt 3 serious occasion, involving at least 30 people,

with inappropriate laughter.

CHANCE OF INvOCATION: 3

INvOCATION MODIFIERS
... 1 An original, crucl joke
-+2 A five-minute comedy sketch that makes the audi­

ence enjoy something basically evil
-+3 A busy stretch of road rurned slick (with oil,

banana peels, small animal corpses, etc.)
+4 A malicious stand-up routine lasting an hour
-+5 Something that would make Kobal smirk

(CM's discretion)
-+6 Something that would make Koballaugh 1':11

(again, GM's discretion) 1
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PRInCe (i)f FL\'fe

The world is slidillg !llUJnrr} the Pit - but not '1u;£kly tnough.
Krenos is the most powerful of Hell's Princes. He

doesn't care about most of the people in the world, only
those who aspire to greatness, who hear the call of their
bright destiny. Those are the ones whose great potential
must be crushed by the dark hand of Fate.

He and his Servitors are the only demon'i with a trut

connection to the Symphony at large, charged with per­
verting its workings from the inside out. Dire enemy of
the angels of Destiny, Kronos operates by forcing pat­
terns in the Symphony down paths ofweakness. Without
the demons of Fate to stalemate Yves, the angels might
have already WOIl the War.

Kronos, a Balseraph, presents himself as all older man
of small stature. He rarely speaks, but when he does in
always with calm authority. Sometimes this is more than
a little annoying, but other Princes, while jealous of his
position, respect the vastness of his knowledge.

pjinn
The Djinn of Fate know when an object of their

attunement is slated to be destroyed in the next 24 hours,
barring the intervention of Celestial Forces. Also, their
attunements to objects negate the attunement of any
Cherub attuned to the same object.

BAND ATrUNEMENTS
Balseraphs

Kronos' Balseraphs, at character creation, may choose
to emulate the resonance of anyone Choir of ollgtl.
However, the resonance's prohibitions, as fur as disso­
nance is concerned, also apply. For example, a Balseraph
can have a Mercurian's resonance in addition to his own
- but if he kills a human, he'll generate dissonance JUSt as
a Mercurian does.

Calabim
Kronos' Calabim start the game without Discord.

Also, when they use their resonance for destruction, they

DISSONANCE
It's dissonant for an agent of Kronos to help a human

achieve his destiny (see Pntkstination, p. 67). It's also dis­
sonant for an agent of Kronos to prevent a hwnan from
meeting his fate. This only applies to those whose des­
tiny or fute the demon has discovered through the Fated
Future attunement, or whose potential futures have been
revealed to the demon by Kronos himself. If a demon
urrwittingly helps a hwnan achieve his destiny, or preven15
him from meeting his dark fate, he won't generate disso­
nance - but Kronos will be severely displeased. Because
of this, the demons of Fate meddle in the affairs of
humanity only when they feel confident in the outcome.
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Jruly choose to make it look as though the target was
wracked and wrecked by the passage of time. For exam­
ple, a hwnan victim will become a rotted corpse or a
dusty pile of bones.

Habba/ah
Habbalah using the attunement Fated Furure (below)

automatically know what emotion to inflict on a target to
best serve the cause of evil.

Li/im
Kronos' Ulim can see Discord in the eyes of others.

Also, they can add their Celestial Forces to any attempt
to inflict a channed person with their infernal geas.

Shedim
Once a day, a Shedim may alter his host's perception of

time and mortality. He may convince his host that there
is time enough for everything, and the human can afford
to give in to the demon's agenda - or that there is no time
to do the "right thing" and haste is required. Either way,
the victim's Will is reduced by the demon's Celestial
Forces when resisting his guest's dark urgings.

Impudites
The lmpudites of Fare can touch a person and, with a

successful Perception roll, know the story of his past
from his own perspective.

SERVITOR ATrUNEMENTS
Fated Future

Some people have the destiny to rise to greatness; oth­
ers are fated to fall. Some will meet both fate and destiny
(see p. 67). For 1 Essence, a demon can tell at a glance if
a person has great potential either way. For 2 more
Essence, he'll know his target's brreat destiny and dark
fate.

Temporal Projection
Ths attunement works on any being within 2 yards of

the demon, launching the victim through time and space.
TernJX>ral Projection only works on a creature bound to

a corporeal vessel; he can resist with a Wtll roll.
U the target is unable to resist, he will vanish from the

corporeal plane for a nwnber of hours equal to the
demon's Celestial Forces times the amoWlt of Essence
spent to fuel the attunement.

He will reappear a random distance from his starting
point times the Essence spent to fuel the attunement.
Roll I die: on a I, he finds himself feet away from where
he was; on a 2, yards; on a 3, tens of yards; on a 4, hun­
dreds of yards; on a 5, miles; on a 6, tens of miles. The
GM may rule exactly where this is. The victim won't

appear in solid matter, in mid-air or any other immedi­
ately descructive setting - although not being able to
swim may present certain difficulties ...

DISTINCTIONS
K:llight ofthe Winged Chariot

The demon alwa.ys knows the time, down to the sec­
ond. He also knows the age of any inanimate object he
touches. By spending I Essence and making a Perception
roll, he can find the darkest deed in any object's past.

Captain ofthe Infernal Hourglass
,4,e demon can spend one Essence to perfonn an

hour's worth of non-combat tasks (but not movement or
travel) in half the nomlal time, or he can spend twO

Essence to let any other being do the same thing.

Baron ofthe Book ofDays
This rank grants detailed, uue knowledge of world­

wide human affairs (equivalent to what would have been
reJX>rted in the newspaper headlines, had there been
newspapers) for anyone cennuy in the last twO millen­
nia. To simulate this, the player may refer to any
applicable history book, or the GM may feed him infor­
mation as necessary. Or just assume that all relevant
Knowledge rolls are passed with a check digit of 6.

On occasion, Kronos has granted this distinction more
than once to the same demon, covering different periods.

RElATIONS

Allied: No one
Associated: AS11lodells, Baal, Beleth, Nybbas
Hostile: Andrealphlls, Hflogenti
Enemy: Kobal, Villeft,-

BASIC RITEs
• Spend SL" hours observing the passage of time (listen­

ing to a clock tick, watching a second hand spin, etc.).
• Prevent someone from achieving his destiny.
• Help someone meet his f.ue.

CHANCE OF INvOCATION: 1

INvOCATION MODIFIERS
+1 A quartz watch
+2 A wind-up clock
+3 A hand-written autobiography
+4 A cenrury-old grandfather clock in working order ~
+5 An incredibly large clock (Big Ben, etc.) 19
+6 An atomic clock of unprecedented accuracy

~
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The wurld ;s /I cbootic ptltt1!17l offilctions within factions ­
bllt ;11 the Old, we hiTVf! 110 nINes or 0/1. web ofIlS is II [aaion
%ne.

Malphas, a Shedim, presems himself as an older man
of mean disposition. I-Ie could easily be mistaken for a
war criminal or a deposed tyrant. The Adversary uses
Malphas and his servants for diplomatic missions of the
greatest importance.

He is in fa\'or with Lucifer, and liked by almost all the
other Princes. He does not return chis affection. Malphas
prnctices his art among his peers as much 3S he does on
eanh. Lucifer approves; in faet, that's one reason Mal­
phas keeps his high state. As long as M31pl13s is playing
his games, the Demon Princes will never unite 3hrainst
Lucifer ... they'll be squabbling among themselves.

Malphas is cordial with his servants, willing to listen to
the complaint'S of even the least of them. This is not
kindness, of course; it's the faction game. Each of his
demons is convinced that Malphas is a tough but fair
boss; each onc thinks he has a special "in" with Malphas.
His organization is not especially efficient ... none of his
demons trust one another enough to cooperate really
well ... but it's completely reliable. His demons are
always alert for excuses to denounce each other to their
immediate boss or to Malphas himself.

Malphas is never violent except in the last exrremity of
sclf-defense, :lJld insists th:lt his minions follow his exam­
ple. Inciting violence is fine; using it directly is the mark
of a failure. (And Malphas secretly believes that most of
his fellow Princes are clumsy dolts.)

DISSO ANCE
It's dissonant for the Servitors of Malphas to go more

than a day witilOut creating division between two people.
A missed day can be made up for by staning [WO fights
on the next day ... but after a day, the note becomes per­
manent and must be worked offanomer way.

BAND ATrUNEMENrS
Balseraphs

Malphas' Balseraphs shine in the modem age as the
ultimate talk-show hosts. These divisive liars can make
one person at a time take the demon's opinions as their
own for a number of hours equal to his Ethereal Forces.

Vjinn
Djinn working for Malphas can make a person to

whom they're attuned hate any person or object which
the demon points out, for a number of hours equal to me
demon's Ethereal Forces.

Calabi11l
Malphas' Cabbim can destroy rellltiol1Sbips by making

their resonance roll. Their victims won't care about a
relationship of the demon's choosing for a number of
hours equal to the demon's Ethereal Forces plus me
check digit of the resonance roll. They may resist wim
their Will mjnus tile demon's Celestial Forces.

Habbaloh
These Habbalah can make a person mke an Wl\va\'cr­

ing stand on any ofh.is opinions for a number of minures
equal to the demon's Ethereal Forces. Anyone who dis­
agrees during this time will sufter a violent response ­
physically violent if the target can't make a Will roll.

Lili11l
A Lilim who selVes Malphas can use her resonance to

distrnet a target's attention for a nwnber of minutes equal
to her Ethereal Forces. The ,rictim will ha"e no time for
anything bur the demon ... ignoring spouse and friends,
which may cause all kinds of trouble.

Shedim
Malphas' Shedim drive away their host's minds entirely

and need no \-Vill rolls to assert control, bur they retain
access to the host's memory while possessing him. (Tbey
must still perfonn diabolical acts, but need not souggle
with their hosts over it.)

Imfrudites
An lmpudite of Factions can make a Perception roll to

discover how to destrO}f a person's trust in anyone or any·
thing. The check digit of the successful Perception roll
reflects the importance of the trust, and the amount of
work it will take to break. This may require some work
on the demon's part, but after doing so he may steal from
his victim an amount of Essence equal to the chL'Ck digit
of the original Perception roll!

SERVITOR AlTUNEMENTS
Imbroglio

\Vhjle this power is active, everyone in range will take
everything said to them in the worst possible way - every
compliment is misunderstood as sarcasm, every com­
ment as disagreement. Victims must make Perception
rolls ro avoid miscommunication.

DEMON PRINCES



This power has a range in )'3.rds equal to the demons
Ethereal Forces, and lasts a number of minutes equal to
the Essence spent to activate it.

Polarize
The demon may ignite conflict between any {WO pe0­

ple - they find, guess, or imagine something to fight
about. (For example, a father suddenly "realizes" that his
daughter is pregnane, or a child decides that one of his
friends stole his crayons.) Only one of the victims need
be within the demon's sight.

Essence spent on this roll adds to the check digit as
well as the demon's Will. The check digit detennines the
seriousness and duration of the arb'1.1ment, but the demon
may choose a lesser effect than indicated.

The victim with the hjgher Will may try to resist.

Cbrck Digit Type ofPo/m7::.1ltio11 Dumtio11
1-2 Cold separation I day
3-4 Argument 3 hours
5-6 Screaming argument I hour
7-8 Punch, slap, scratch 6 minutes
9 Any weapon that's handy 6 seconds

DISTINCTIONS
Knit;ht ofDeception

This rank grants the abiljty to detect the degree of
hatred between any two people within the demon's field
of vision, and to accurately intuit its probable origin.

Capra;'. ofthe Broken Promise
The demon knows, with a touch, who his target has

most recentl)' becrayed, and how the betrayal was accom­
p~shed.

Baron ofInner Torment
With a touch, the demon knows any painfuJ secrets his

victim keeps - such as a son hiding his homosexuality
from his famil)', or a "~fe who cheats on her husband ­
including Ethereal Discord.

RELATIONS

Allied: Beleth, NybbllS
Associated: AndrelllphlLS, Kobnl
Hostile: Blllll, HnngCllti
Enemy: Sn11lingn

BASIC RrrFs
• Initiate conflict between twO people; this rite may be

used m~ce in one day.

CHANCE OF INvOCATION: 2

INvOCATION MODIFIERS
+I Giving bad directions to 3 stranger on the street

+2 Leading a blind man astray
+3 Convincing someone to betra), his spouse
+4 An employee cheating his boss for over S20,OOO
+5 Selling illegal anTIS WOM at least S2 million 1':15
+6 Involving at least 100,000 people in a conflict: I "I
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Th~ world is what]Ou think I SO] it is, halfoffthis 011t-time

SlJle. Call todoy!
Nybbas is an Impudite, and the newest major Prince in

Hell. In 1884, with several hWllan allies, he invented the

196
DEMON PRINCES

television. His immediate crowning by Lucifer was unex­
pected - Nybbas was a low-ranked servant of Vapula at
the time, without even a '~'ord of his own - and caused
great controversy on both sides of the Celestial front­
Television has forever changed the way mankind thinks
and dreams. Nybbas' plot to mold the psyches ofhuman­
ity is working all tOO well.

The Hollywood style of stOrytelling best embodies
Nybbas' unrealistic attirudes: to the Prince of the Media,
the world is a beautiful place inhabited by beautiful pe0­

ple, and everything will turn out fine in the end. His
manner and appearance is worse than that of the most
horrifying game-show hosts, his grinning countenance
terrifying to even the most cheerful Girl Scout troop.

He is full ofdisdain for everyone he manipulates - and
he feels, not without reason, that anyone who helps him
is his puppet. Although he works very closely with
Andrealphus and Vapu!a, the other Princes of Hell see
that he hardy tolerates them. They fear that he is gear­
ing up for rc,-enge against those who slighted him when
he was an underling. The parallels to Haagenti are too
great to ignore.

DISSONANCE
The Servitors of Nybbas acquire dissonance if they do

not spend at least an hour every day contributing to th~

growth of the world's media_ This encompasses every­
thing from writing a newspaper article to creating a "Veb
page. Once caught up, this dissonance vanjshes.

BAND ATrUNEMENTS
Nybbas gives each Servitor a human servant, a media

junkie or other paMl of the media. The servant is worth
character points equal to twice the demon's Celestial
Forees. Thc dcmon can spend points to improve his ser­
vant's Status or resource level, at the usual rate.

Balseraphs
By using his resonance to impose his dark WiD up::m

any medium - typically a television or a magazine,
though computers are also vulnerable - a Balseraph
working for Nybbas can make it say anything he desires
while his victim is reading or watching.

tybbas' Balseraphs typically command entertainment
lawyers, script writers, producers and other highJy paid
liars.

Djinn
Nybbas" Djinn create group e,-ents which bring people

together for insane public displays of violence and may­
hem. Put simply, they have sports heroes serving them.
As:I Iud,")' side effect, these demons are always attuned to



their servants, who don't count against their total possi­
ble atnmemcnts.

Calabi",
Bouncers and bod)'guards, Nybbas' Calabim are found

on srudio sets, location shoots and homes of the famous
- perfect positions for action, any time. They tend to
make friends with humans working at similar jobs, and
have at least one vicious selVant who'll comc when called.

Habbalah
Habbalites of the Media arc associated with New-Age

metaphysical freaks, who hungrily take credit for the
demon's celestial actions. These demons create no dis­
turbances in the Symphony when their doings appear to
ha\·c been perfonned by their "psychic friends."

Lili11l
Lilim arcn't assihrned to stars; they m"e SL1rs. For free,

each Lilim starts with a Role at a level and Status equal
to her CorpqrtoJ Forces. Her selVant is a faithful fan.

Shedi",
These demons may inhabit the servants whom Nybbas

assigns to them for as long as they like, without making
Will rolls as they come and go from their servant hosrs.

111lp'lldites
lmpudites are the uJrimate groupies. They cling

relentlessly to their idols, who are actually their servants,
sucking the Essence from them as their stars shine more
brightly. These demons are generally assigned to humans
who excel as entertainers.

SERVITOR ATTUNEMENTS
Soundtrack

It's a loose tie to the Symphony, but better than noth­
ing. For 1 Essence the demon hears a soundtrack inside
his head which reflects the mood of the moment, lasting
(10 x Celestial Forces) minutes. For example, if the
demon is in trouble, he hears a foreboding theme; if he's
in the clear, he hears triumphant crescendos. It's hard to
surprise such a demon; if his luck suddenly changes, he
knows it a round in advance.

Subli",inal
The demon can bind a Song or an atnmement into a

medium (such as film, art, videotape, or audio recording).
This takes rn~ce the power's nonnal Essence cost, or 1
point for a power that nonnally requires no Essence.

The embedded power affects the first person to under­
stand the message (with a Perception roll). The GM .

decides which abilities can be embedded in this fashion.
The person embedding the message must specify any

variablc cffects. For example, when embedding the Ce­
lestial Song of Fonn in a newspaper, the demon must
decide what effect it will have on the user's fonn.

The user can, if he desires, affect multiple people by
spending more Essence. (For example, a piece of music
carrying the Ethereal Song of Projection can affect I
person for 4 Essence, 2 for 8, or 3 for 12.)

DISTINCTIONS
IU'ight ofInfluence

Demons of this rank have an hour of radio or 1\1 air
time per week. at their disposal (as newscasters, invited
guestS, musicians, etc.) in which to inundate the public
with strange new media conceptS. Each time they suc­
cessfully put on their show, they regain 3 Essence.

Captain ofSwank
Demons of this rank raise their reaction rolls by 3 for

people who follow any sort of media (n~ sports, etc.).

Baron ofthe Fourth Estate
Demons of this rnnk can use the Subliminal attune­

men( on ten people for the same cost as on one. For
example, the Corporeal Song of Ch<lnn c;m affect ten
people for 2 Essence, 20 for 4, 30 for 6, etc.

RElATIONS

Allied: Andrealphll'
Associated: Knbal, Knmos, Vflpula
Hostile: Baal, Samiuga
Enemy: No one

BASIC RrrFs
• Spend three hours watching television.
• Spend six hours listening to the radio.

CHANCE OF INvOCATION: 4

INvOCATION MODIFIERS
+ I A color television
+2 A depafUl1ent store display "'~ndow

+3 At the editor's desk of a major newspaper
+4 On the set of a live television broadcast
+5 The physical location of a web site in the top In

percent of hits per month.
+6 On the set of a live television bro:tdcast being }':J':J

viewed by more than 10,000,000 people 11
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Calabi11l
Death's Calabim always know how much damage a

creature can take before dying - that is, they know just
what it would rake to kill anything they em lay eyes on.

Shedi11l
Samillb'il's Shedim may possess :l COlvse for a number

of days equal to their Corporeal Forces. No corpse may
be possessed more than once by the same Shedim. Only
cada\'crs can be possessed; lleshless skeletons cannOt be
ammated this easil)'.

A demon gets the Co'l>oreal Discord of Pallid while
living in a co'l>SC, made worse depending on how long
the body's been dead (GM's discretion).

Implldites
Death's Impudites are the ultimate vampires. They can

pull Essence from rorpsn, as long as they h:we been dead
for no more hours than the fiend has Corporeal Forces.
They earn no dissonance for killing humans.

Habbalah
The Habbalah who serve Saminga may use the Song

of Possession to great effect - they may possess a body
for a llumber of minutes equal to ten rimes (the check
dibTit of the successful roll pillS dleir Celestial Forces).

Lili11l
A LiJim starts with an undead servam(s) (p. 192) worth

character points equal to 3 rimes her Celestial Forces.
Few Lilim serve Saminga; Death is no fun.

SERVITOR ATrUNEMENTS
Zombi

The demon can tum any fresh corpse into a zombi (see
p. 193). He must make a Will roll, adding his Celestial
Forces but subtracting the originaJ Forces of the corpse
he's trying to raise. For example, a human corpse, which
housed; Forces while alive, would subtract 5 from the
mrb"Ct. If this roll fails, he cannot zombify that co'l>SC.

If the roll is successful, then an alllount of Essence
equal to the corpse's original Forces must be spent. In II

number of hours equal to 6 minus the roll's check digit,
the subject will reanimate as his zombi servant. It has the
same Forces that it did in life, but all its Celestial Forces
are replaced by Corporeal ones. It has a le\·el-3 Need (p.
89) and a Nmninous Corpus (p. 82) at a level equal to its
new Corporeal Forces.

It will have the memory and instinctS that it did when
alive (at least until it starts to rot) - but the original soul
is completely gone. It's just an animated co'l>se.

Djim,
These Djinn don't generate dissonance for killing an

object of their anunement. In addition, they C3n detect
the presence of the undead within a number of yards
equal to their Corporeal Forces, rimes 10.

8Lil'v1INqLl
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DISSONANCE
It's dissonant for Saminga's demons to encourage life.

(For example, never give wholesome food or drink to a
mortal- it just encourages them to go on living.)

BAND ATrUNEMENTS
Balseraphs

Balseraphs serving Sam..inga may kill a human with
their own bare hands without disturbing the Symphony.

The WQdd is dend; it jllst doem 'f Jmuw it yet,
Saminga is a Shedim. The lord of Death wears a rot­

ting corpse when he appears on Earth; his celestial image
is thar of a mass of decaying bodies.

Only three miJlennia ago, S:uninga was an ordinary
demon. He learned the secret of mwnmi6cation (p. 193)
from the ancient Egyptians and used it to cre<lte an anny
of undead sorcerors. Soon his occult power exceeded that
of many Princes.

Lucifer considered slapping him down, but Smninga's
nor trying to take over I-leU. He has everythjng he wants,
and lets the other Princes manage those thinb"S that bore
him. Arrogant and JXItrOnizing, he thinks death is the
ultimate evil, and since he is Death, he muSt be the ulti­
mate evil. That's fine with Lucifer, who finds the Prince
of Death pathetically easy to manipulate.

The desmJction of property or animals doesn't amuse
Saming:l; only the death of an intelligent being, prefer­
ably in fear and agony, fuels his dark symphonic theme.
That's amusing.

The Demon Prince of Death always prefers dead pUI)­
pets to living mortal servants. As this might indiC3tc,
Saminga isn't particularly bright- He makes up for it with
paranoid savagery, especially when he thinks a Servitor is
being even the least bit insolent.

Fi8
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Mlmpiric Kiss
With physical contact and a successful Will roll, the

demon may "suck" the life force out of a ",~IJjng (or
chamled) victim. This power cannot be used on an
unwilling victim.

The check digit gives the number of hit'> of Strength
lost by the victim. The demon gets that much Essence,
or all the victim has, whichever is less. The Essence thus
gained must be spent before the next use of the power.

DISTINCTIONS
KJlight ofthe Dead

The demon knows the cause ofdeath for any corpse he
touches, and can see the last thing the corpse saw.

Captilill Ofthe Infemal Legion
The demon can seem dead in every way - temperntuTe,

skin color, respiration, etc. - for as long as he pleases.

Baroll ofthe Undead KinJ!du11l
The demon knows, at all times, the exact position and

location of all corpses within a number of yards equal to
his Celestial Forces. He also knows the location of any
undead who serve him, much like Baal's Captains.

RElATIONS

Allied: Baal, Kabal
Associated: Belial, Haagenti
Hostile: Everyrme else
Enemy: Al1d,.ealplms

BASIC RITEs
• Kill ten humans - not necessarily all at once.
• Kill the vessel of a being with more dIan five Forces.
• Sleep in a cemetery for six hours.

CHANCE OF INvOCATION: 2

INvOCATION MODIFIERS
.1 A human bone
.1 A human skull
.3 A human cadaver
-+4 Ten human cadavers
+5 One hundred hUlllan cadavers
+6 Fi\·e hundred human cadavers
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Tbe worM is r!Jere[(fl' fbe tllking, so ttlke wbo/eva"you ClIlI.

Ever since humanity learned to tell one cave from
another, it has struggled with the concept of ownership.
Valefor delights in the conflicts between those who have
and those who want.

Valefor is a Calabite, thin and suave, with an unusual
scnse ofstyle for his Band. He appeared on the scene sev­
eral cenruries back, having liberated the true prophecies
of Michel de Nostradame, better known as Nos­
cradamus, from Yves'library. He rapidly made a name for
himselF, since then he has personally stolen everything
from the sealant for the Spanish Annada's gunpowder
barrels to Nikola Tesla's electrotherapy cure for cancer.

More important than Valefor's flashy personal thefts­
though they do raise a lot of !-leU in the mortal world
without disrupting the Symphony - is the constant strain
that the demons of Theft put on moml society. A linle
theft is often the door to fur greater sins, especially since
Nybbas started cooperating by promoting stylish thieves
as cool media heroes, from Robin Hood to Di!ljnger. In
addition, theft tends to promote gTeed and anger in its
victims - bener and bener!

Lucifer made the daring thief a Prince. But most of
Hell's more austere rOYAlty - Asmodeus, Baal, even Kro­
nos - think there's something terribly wrong and
dangerous about Valefor. For example, the rivalry
between his Servitors and those ofJanus seems "tOO pat."
Surely, they argue, there must be some reason they and
their Servitors bear such an unClnny resemblance, if not
physically, then concepruaUy.

But Lucifer finds Valefor a useful tool. And in fact,
when any Prince of Hell needs something stolen, on
Earth or anywhere else, he's likely to call directly or indi­
rectly on Valefor.

DISSONANCE
It's dissonant for servants ofValefor to stay in the same

locale for more than three days. Their Prince claims this
keeps them from being recognized. A locale, in the mod­
em world, can be interpreted as a city, but the largest
urban sprawls contain different locales. It's also dissonant
for these demons to recognize society's "rules" ofowner­
ship and personal space.

BAND ATTIJNEMENTS
Hesitation can be futal for a thief, Valefor's demons are

attuned for motion. Almost all of them fuvor speed, dex­
terity and c1evemess over raw power of any kind.

Balse:raphs
Balseraphs of Theft add the nwnber of their Celestial

Forces to the target number of their resonance rolls.



Djinn
Djinn working for \T,'llcfor can only attune themselves

to one person at a time, but the subject of that amme­
ment becomes enthralled with the demon (the equhralent
of a Servant Resource at a level equal to the being's
Celestial Forces), acting as his servant for as long as the
attunement lastS.

Calabi",
Calabim thieves, aided by their auras of entropy, may

add the number of their Ethereal Forces to any roll
im"Olving breaking locks, opening door.; or otherwise
freeing themselves or others from corporeal restraint.

Habbalah
Barring the intervention ofCelestial Forces, Habbalah

serving Valcfor can look at the sky and accurately predict
the weather for a nwnber of days into the future equal to
their Ethereal Forces - down to the minute. They're
excellent at devising precisely-orchestrated burglaries.

Swipe
For 2 Essence, the demon may touch a corporeal

object (no heavier in pounds than his total number of
Forces) and make it vanish for a number ofminutes equal
to his Celestial Forces. It reappears later with the demon,
wherever he is, and it makes no diseurbance in the Sym­
phony as long as no one observes the vanishing or
reappearance.

DISTINCTIO S
K>light OfKleptos

Valefors' Knights can commwt.icate among them­
sekes, as clearly and quickly as in human speech, in a
silent language of gesrure.

Captain ofConain
Demons with this distinction always know if they're

being W3tched, listened to, or otherwise spied on - which
is great for finding out if any wimesses are going to PoP
up later to ruin their day.

Lilhn
Valefors seducers may add their Ethereal Forces to any

attempt to geas 3 victim into any fonn of theft.

SERVITOR ATTIJNEMENTS
Passage

With a successful Agility roll, the demon may open any
lock. Some are harder than others:

Impudites
Valefor's Lmpudites can move through crowds like eels

through coral. Waves of humanity seem to part for them,
whether or not the demon is visible. The demon can also
tell at a glance if an object was acquired honestly or not.

Shedim
Shedim serving Valefor may assume :\ gaseous (ann,

manifesting in the corporeal realm without the need of a
host vessel. They can't communicate verbally or interact
with the world in any sif:,"tli6cant way, and they move at
one-fourth their nonnal speed. Ln this (onn, they can be
spotted with a successful Perception roll, made easier by
every note of dissonance the demon has.
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+I Steal a newspaper
+2 Ten $20 bills, funned out
+3 A valuable painting
+4 A Ming vase
+5 An ancient relic
+6 My God! Tbt klSt Mtmet!

CHANCE OF INvOCATION: 3

INvOCATION MODIFIERS

Baron ofBuccaneers
The demon moves silently and at great speed. Double

his flying speed if he has wings. He may add 4 to his Run­
ning skill before any roll, or to the check digit of a
Running roll that succeeds without assistance!

RElATIONS

Allied: AndrealphllS
Associated: Knba4 Malpbas, Nybbas, ViJpula
Hostile: Baal, Haagenti
Enenties: AsmodeuJ, /(1'o11os

BASIC RITES
• Spend 1 hour in 80+ mph winds.
• Steal more than $200 worth of material goods.

Typt ofMechanism
Simple mechanical (handcuffs, deadbolts, etc.)
Complex mechanical (combination locks, etc.)
Simple electronics (card-based systems, etc.)
Complicated electronics (voice prints, etc.)

Diffimlty
o

-I
-2
-3



VLiPULLi
PRInCe @f 1eCfill(i)L02;tjJ
Tb~ 'U'qr!d is (111 o:pnimnu gOllt tnl-'T'j - il ninks, and whm

it bnakr, thrrr'll bt bodies t7xryu:lNrr. Jlwt it.
Vapula is a Habbalah who usually manifests as a bright­

eyed elderly man with unkempt hair and clothes. He
often wears a lab coat. Think "mad scientist." Hes usu­
ally quiet, and seems to be working on something in the
back of his mind - until he bursts forth with a torrent of
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excited ideas. Even when allb'T)', he's soft-spoken. A
clumsy Sel"\~ror may be invited to donate his vessel for
medical experimenrnrioll ... but Vapula will smile
encouragingly as the victim is Strapped to the rack.

Archangel Jean was handed the secrets of the corporeal
world by Y\'es. \-Vimout access to the Symphony, Vapula
is reduced to experimenrntion - but he's gonen pretty
damned good at it. The Prim:e ofTechnology loves gad­
b'ets, and has absolutely no conscience alx>ut their side
effects. He was never an angel, and Hell suits him far bet·
ter than Heaven would; he's &-ee to come up with
whatever he wants. He's especially fascinated by techno­
logical relics.

Lucifer and the other Princes want ro see devices
which humanity will use for destruction and selfishness,
such as chemical weapons, automobiles, cement, fast
food, and explosives. AcruaJly, humans im·ented aU those
things, but Vapula takes credit for helping them along­
it earns points ,,~th the rest of the Descending Hierarchy.

Vapula's forges in Hell are the source of mOSt infernal
tlrtifacts. Few of the demons who know these secrets are
pennitted to reach Earth, though! None of the Princes
want diabolkal artifacts to be too easy to get.

Most recently, he has been recruited by Nybbas to help
create a combination computer/television that will draw
Essence from those nearby, or al--cept Essence "broad­
cast" from some central location, to power the dark
invocations of the cathode ray tube. \-Vith such an device
- tentatively dubbed the NC, or "Nybbas Computer" ­
the DiaboLicals' conrrol of humanity might be complete.

DISSO ANCE
Most Servitors of \Tapula have been granted at least

one artifact of iJlfemal origin. It's dissonant for a demon
to allow such a boon to full into human or angelic hands,
although this dissonance vanishes if he recovers it.

BAND ATrUNEMENI'S
Balseraphs

Vapula's Balseraphs can look at a device devised by the
minds of humans and precisely comprehend all its possi­
ble applications. They can do tile same thing if presented
only with a spec sheet - they c-.m identify the lies ofspec­
ifications and intuit a device's real-world perfonnance.

They are granted no high-tech boons; instead, these
liars are Hell's snakc-oil salesmen. ~l1le)' may add their
Celestial Forces to any attempt to convince someone that
a mundane item has f:mtastic properties.

Djim'
Djinn working for Vapula are granted feather-light

palmtop computers which they can attune to a nwnber



of objects equal to their users' Celestial Forces. The
palmtop has a thjn cable, 6"long, which must touch the
object of attunement before being able to track it.

Calobim
Vapula does not allow Calabim within his ranks! Their

unpredictably destructive fields of entropy wreak havoc
"~th his experiments.

Habbaloh
Vapula grants his Habbalah mood rings which change

color to reflect the emotional state of the nearest person.
These demons can apply their resonance to people expe­
riencing strOng feelings, closing the circuit on their
target's emotions and creating a feedback loop, srunning
the victim for a number of rounds equal to the res0­

nances check digit. Failed attempts have no backlash.

Lilim
Vapula's Lilim are the ultimate hackers and social engi­

neers. They add their Celestial Forces to any Computer
Operation roll ... and to any use of their resonance
against someone of a scientific or technical bent.

Shedi",
Vapub gives each of his Shedim a laptop computer

(which requires no power and has a high·speed cellular
Net connection) to use as a vessel, entering freely when
a host is not reactil}' available. The Shedite may add his
Celestial Forces to any attempt to possess someone who
uses the laptop while the demon is inside.

Imjrlldites
Vapula's Impudites arc briant Esscnce batteries. They

can store twice as much Essence as a typical crearure of
their Forces! An Impuditc serving Technology has a pair
of glasses which let him see the Essence around him. He
can measure the Essence in anyone within a number of
feet equal to his Celestial Forces.

SERVITOR ATrUNEMENTS
111:vellti01l

This ability temporarily creates a relic imbued with
one or tWO abilities. ~rnese must be fueled by the user's
Essence; if he does not have enough, the cursed relic can
instead inflict 5 hits of celestial damage for each Essence
needed. If this would take the users last Soul hit, costing
him a Force, it will not function.

The object \\~th which the demon is experimenting
must already exist in the real world. With a successful
Precision roll, the demon can add one or two Songs (or
attunemems which requite Essence) he already knows.

The check digit of dle Precision roll indicates how many
hours the dC\~ce keeps its powers.

The powers embedded in the object should reflect its
mundane uses. For example, a potato-masher could give
its user the Numinous Corpus of Claws and Acid; a pil­
low could produce the Corporeal and Ethereal Songs of
Dreams; a jar of cold cream could be given the youthful
aspect of the Coflx>real Song of Entropy; and so on.

DISTINCTIONS
J6,if!:ht ofCombustion

A demon of this rank can immediately detennine the
best way to operate any device he encounters, giving him
a .2 to what~·erskill he uses.

Inspector
Demons of this ran.k (and it's not Inspector of any­

thing, just "Inspector") can detect any fault in any
technological equipment.

Baron ofGremlins
Vapula's Barons can create a tiny defect in any techno­

logical object they touch. It will fail disastrously after
another 10 (minus the demons Celestial Forces) uses.
Only the most thorough examination (GM's decision)
has a chance of spotting it before then.

RElATIONS

Allied: No 011e
Associated: BfI{/l, Nybbfls, K-ro11os
Hostile: Smltingfl
Enemies: No 011e

BASIC RITES
• \t'lork for dlree hours, or spend six hours asleep, in a lab

or factory.
• Convince somcone to try a new creation that will

increase their reliance on technology.

CHANCE OF INvOCATION: 3

INvOCATION MODIFIERS
+ I A used battery
+2 A cheap toy imported &om another country
+3 A stick of dynamite
+4 A machine responsible for maiming a factory

worker on an assembly line 183
+5 A well·used crematorium furnace
+6 A nuclear bomb
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It oJ! comes down to tbis: hI/mons ort Ixml, tben they walk
around Inmtping into things /tntil tbey die. Tbty don 'f bllVt
murh time, 1m~h St7JSt or11tl~h 1Jqpt. Chances 1It't, tbdoy mort
than ron; tbty'U liw stlfish lives, dinboJicollhJt:s, and Ibm
He" will htrot them. And if they'Tt going fO walk the dark
rood,! hopefur tbeir sakes they do it well. Evil /)OS1l0 patience
with mediocrity.

In Htl/, roeryone (on do whatever 'hey wam, tmd lmfimu­
1Ulttly. SQI7U of them may bt bigger Ib011 )(Ill. Those orr the
cban«s you take, standing on the edge ofthe Abyss.

There is a place of darkness, a constant screaming dis­
cord reverberating throughout the Symphony. It's an
abscess in the celestial realm, and so has rightfully been
called the Vacuum. It is a series of countless caves and
caverns, endlessly descending, and so has righdiilly been
called the Pit. It's a place of great suffering, and SO has
rightfully been called the Inferno. Its inhabitmtS, who
have better things to worry about, JUSt call it Hell.
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HELL

PluNCIPALITIES
"Daddy, "piped the linle de11lon, mug ill his bed, "COli ongels

vmt Hell?"
"Only angels can go to Hetroell, "the older demon cht«kled,

"hilt anyone cnll ((rme to Hell!"

Hell is where the demons live. It's divided into a large
number of Principalities, canyons of varying siz.cs con­
nected by tunnels, walkways and teleponer gates. Each
Principa(jty has several Tethers (see p. 59), hel(jsh places
on Eanh to which it is closely Linked.

Each Principality is ruled by a Demon Prince, whose
subjero; include not only demons but also untold mil­
lions of human spirits - those whose diabo(jcal :lctions
drew them downward after death. These souls become
the property of the Prince whose Word they (knowingly
or unknowingly) supported during their (jves. Travel
between PrincipaLities is diffirult and monitored c1osel)',
even for demons, though more so for human souls.

The rurrency of Hell is, of course, Essence. E.1ch
demon or damned soul in Hell generates I Essence every
24 hours - not at sunset, since HelJ is ahvays dark.
(Angels visiting Hell don't regain Essence at alL)

Depending on the Principality, humans can use
Essence to buy anything from a brief respite from their
tortures to complete freedom. But depending on the



LUCIFER

Principality, humans are used as everything from guinea I 'JF!II••••••••••••••••••­
pigs to the ultimate consumers to fuel for the furnaces ­
not that much different from Earth, come to think of it.

Abaddo"
Saminga's domain is a gray wasteland of cowering

human souls, scattered tribes of those whose actions in
life best served death. The Prince of Death cares little for
his human subjects, but allows them to move freely in his
Principality until he has need of them.

In the center of Abaddon is Saminga~ bone citadel, to
which his servants drag human souls for harvesting of
Essence - and their very Forces, as well. Other Princes
see Saminga~ stripminingofhuman souls as wasteful, but
the souls in Abaddon are his to do with as he pleases.

DEMONS' H:I!.AIrrs

The Bringer of Light, greatest of the Balseraphs,
Lucifer, remains an enigma. Each Prince fights his own
personal battles against the Heavenly Host, but in the
end it's the Shining One who manages the "Var. And he
seems to be doing damned well.

Lucifer cannot be summoned; he comes and goes as
he chooses. But when he appears, it is always significant.
He has no time for small talk. no patience for buffoon­
ery. and no appreciation of the ridirulous. Lucifer does
have a sense of humor, but his laughter is a thing to fear.

The C.\t should use Lucifer sparingly in the cam­
paign, but never forget him. The greatest of the Fallen
is always quick to help the maneuverings of a Prince
when it would please him - or spoil a plan that would
not!

ThO? ., p/4m til nJn'] Prin«'s fond wbich an
JWTfiaJm/y we/J-grumJed - mdal sbeluts ribin ron­
erne bllnkn-s, pits l't1lJeTrd by lrxktd gratts, stony
ballways inset with collntless nooks. Tbty contain glow­
ing globes,Jru71l pinpoints to basJmlml/s, wbich look like
flickering crystnlmid weigh 1f1ttrh kss tbml you'd exptct.

Bmfur God's sake, tkm't touch thn1l; thein det!ul1ls'
Hearts. IfYOIl picJlfd (me up, it wouldglow red-bot 'Until
yoll dropped it.

This one'syours. Oh, blltyoU Jmew that whenyOIl SIrW
it.

Im't it niter Doesn't it (/III out toYOlllike nothing else
in yr}llr selfish wfJrldr No 1IIoller wbo you've betrayed,
your UW1J Heart will always (fire for Y0tl. Bllt be carefill
- wht7"tVt7· you go, YOllr Prince can grflb your Heart
and squerze ... mit' jim'you.

Only demons granted Earthly access have
Hearts generated for them, to serve as their con­
nections to the celesti:ll realm. \Nben a demon
ascends to Hell he always manifests right by his
Heart. \oVhile a demon is in HeU, his Heart glows
like a furnace. tf a demon's Forces are disbanded,
his Heart shatters as well.

A Heart may nOt be moved, save by its owner or
his infernal maSter. Demons are strictly prohibited
from moving their own Hearts - most Princes
keep their Servitors' Hearts locked in steel cages to
which only they have the keys.

\Vith a \Vill roll, a demon in possession of his
Heart may break it, but after returning to Earth
he'll be unable to find his way back to Hell without
following another demon (see p. 53).

~

The Prince of the Dead never destroys a soul all at
once - rather, theyre capmred and stripped of one
Force, then released to roam the wasteland until they're
unlucky enough to get caught again. Each time a soul
loses a Force, it's pushed back a step on the evolutionary
scale, taking a new fonn - a monkey, or a dog, or a bat,
or a nameless crawling thing. Saminga's Principality is
the only source of animals in Hell. The dirt grubs infest­
ing this W:lstebnd are the remains of human souls,
stripped of all but onc Force, mindlessly attempting to
:lvoid their last h:lrvest and the final death.

The harvested Forces are sent back to Earth, to be
bound into newly-created undead servants. See p. 192 for
more infonllation on dle undead.

The Archive
Hell's record-keepers, Kronos' demons slave to record

the details of the Symphony, the history of the War and
the stories of humanity. They keep track of the dispersal
of souls to Principalities (described under Hades, below)
and record which demons have been granted Earthly ser­
vice by the Princes - or, at least, the ones the Princes
publicly admit to. They also record which Words Lucifer
has seen fit to hand out. Of course, Kronos (and, pre­
swnably, Lucifer) is the only one who can regularly find
anything in the Archive. But if a demon can get his atten­
tion, the Prince of Fate wiU be more than happy to
answer his question ... for a price.

The Archive is one of the only places in HeU from
which you can access C\oery other major Principality. Like
the Library of Yves, it has many secret portals leading to
or from ocher Principalities, but rarely both ways. iSS

HELL
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BEIEIH'S MARCHES
Beleth's Tower straddles the border between

the dream world and Hell. \Nhen one of her
demons enters Hell, he finds himself within his
lady's dark tower, at the bottom of a grand stair­
casc. Don't go up the staircase wlle.~s you want
Belem to see you. If your path crosses hers and
you don't have incredible progress to report,
she'll knock you back to Earth so hard they'll be
looking around the impaetcrater for your horns.

Bclcths half of the Marches also serves as a
sancruary for the remaining pagan deities and
other cre<ltures of myth. Archangel Uriel "puri­
fied" Earth, and Blandines half of the Marches,
before being recalled to Paradise. The gods of
myth - survi\-ors of various pantheons, from the
Aztecs to the Greeks - don't necessarily like
Beleth. But she did protect them from Uricl, so
man}' of them continue to add their power to
her reahn.

Gehenl1a
Land ofeternal struggle, Gehenna, the domain of Baal,

is a constantly chanf,ring battlefield strewn with weapons
and lxxIies. Those who refuse to fight are slaughtered.

Gehenna is the proving ground for the demons of
Vvar. The fighting only pauses when Baal returns to Hell
to inspect his troops and select new Earth forces from his
Principalitys most vicious and talented fighters. Then
the conflict begins again, demons and damned souls
equally desperate to pro"'e themselves to their master.

Hades
I-lades sits on Hells right hand like a ring waiting to be

kissed. It's a great sprawl of a city, spanning the entire
ourer perimeter of the Inferno itself. All souls which
enter Hell must pass through the front gates of Hades,
except for demons returning to their HeartS (see the box
on p. 185).

Standing on either side of the gates to Hell arc (Wo
large angels, towering over the throngs pressing for
enoy. Servants of Dominic, they can spot souls who do
not truly belong in Hell, plucking them from undeserved
damnation - although it doesn't happen very often. (A
long time ago, some impulsive young Diabolicals tried to
make the angels move, and the universe taught the
demons a lesson which didn't make them any happier.)

Servitors of Asmodeus, Prince of the Game, control
the assif,'1lInent of human souls to the other Principali­
ties. Many years ago, Lucifer sat down with all the
Princes and worked our an unfair method for soul distri­
bution - but since everyone felt equally shafted they all
assumed it must actually be fair.

Perdition
Once the bnd of Sloth, before Haagenti devoured the

Prince who held that \.vorel, in the last century it's been
taken over by Nybbas and his Servitors. He and his
demons keep their hW1l3n subjectS in a state of tranquil
donnancy - and they like it.

Perdition's human inhabitants are completely opposed
to change, fixating on one kind of sensory input (a ball,
constantly bouncing; a television screen full of white
noise; a top, forever spinning) which they obsess on to
the exclusion of the rest of the world. The threat of
removing the object of a humans attention is enough to
coax Essence out of him.

The demons of Perdition spend most of their time in
the glass and steel structures which fill this land, dream­
ing up content for their Prince's various media
encle1\"ors. This Principality borders Vapula's realm of
Tamms. Luckily, he and Nybbas get along.



THE DARK CELEsnAL ToNGUE

Sheol
Sheal is built around the base of HeU's onlv ,'Olcano,

from which a torrential lava flow sustains its" infumous
Lakes of Fire. In the Principality of Sheal, demons serv­
ing Belial are immune to heat and fire.

Belial traps human spirits in flames, torturing the
Essence out of them. Once a human gives up his daily
Essence, he's allowed Out of the flames.

One of the first dilenunas the original Fallen angels
mced was what to do about their language. The only
tongue they 1mew, the di,ine speech ofangels, was inca­
pable of expressing mlsehoods - for demons, this would
nOt do.

Over the lniJlennia, the Diabolicals have bent and
broken a perfect language in so many ways that angels
hardly recognize it - much as Americans have done 'with
English. nlike the divine language, the dark tongue of
demons can be SJX>ken in any fonn, either corporeal or
celestial. And while demons can speak the dh.me lan­
guage, angels can make neither heads nor tails of the
warped speech ofa Diabolical's tongue, though they can
identify it for what it is.

Shal-Mari
The glitzy Principality of Shal-Mari is run by Andreal­

phus and H3agenti, largely underwritten by Kobal. It's
organized much Ijke an Earthly consumer-dri\'en society,
with a vaSt expanse of casinos, bordellos, restaurams and
theaters, inhabited by all kinds of wretched souls.

Demons of Andrealphus, of course, run the bordellos,
channing the Essence our of human souls with their dia­
bolical wiles. Servitors of Haagenti, chefs beyond
compare, orchest.r3te the restaurants and bars. Kobal's
minions take care of the theaters - 3 vast sprawl of cine­
plexes showing the Servitors of Dark Humor making
humanity miserable. These comedies are some of the
most popular entertainments in all the dark afterlife.

The casinos help suppon all their demonic sponsors.
Proceeds are (supposedly) divided evenly between them.

Humans in Shal-Mari may do anything their hearts
desire, as long as they pay for the privilege. The human
souls of other Principalities can sometimes use hoarded
Essence (0 buy brief "vacations" in Shal-Mari, bue their
infernal owners make sure to get them back quickly.

DEATII AFrER DEATII:
How You'lL SUFFER IN lIEu.

All damage in the celestial realm is taken to the
soul itself - when a human soul is tortured, it
reduces the integrity of the bindings of his
Forces, and enough Soul damage (p. 64) wiU
reduce the victim's Forces, one at a time, until he
is gone. But the p3in is fur greater m3n the actual
d3mage.

A victim could be suspended by his ears in a
pool of lava up to his chest and not die - he'd
want to, but it wouldn't happen. He could be
crushed between twO small mountains and
merely feel pain. A sufferer in Hell feels as
though he has a corporeal body, and his tonnents
really do him hann. But what a victim feels as a
day's worth of suffering really docs only a single
hit's worth of Soul damage.

If the demons want to strip your Forces, they'
can. But they know just how much llain each soul
can cake before losing a Force. It mibrht cake a
long time to reoo,'er after swimming the lake of
fire, but you <l'ill recover. Ofcourse, a Prince can
kill a soul within his Principality if he cares to,
just by lifting a calon, but otherwise HeU eams its
reputation for eternal suffering.

S °a
~~ dank maze of C3t:1.combs, centered around the

twin courts of Malph3s and Valefor, is home to the self­
tomlred, the trusdess and the thieves, all of whom coax
Essence from one anothcr in hope of buying freedom
from dlis Principality's cndless passagcways. Sadly, there
is no way out - except through faithful service to one of
Stygia's two Princes.

TartartlS
For the pcople who can get absolutely nothing done in

Hell until they've been tortured a while, there exists Tar­
t:l.nlS. It's ruled by Vapula, Dcmon Prince ofTeclmology,
who experiments on his human charges (the ultimate
beca-testers) before introducing his accursed inventions
to the corporeal realm.

It's a canglL'<i mess of animated rebar growing like
J.."udzu, dotted with toxic spills and half-finished con­
struction projects. Vapula likes it that way, as any random
combination of parts might inspire a new project. This
Principality has a passage to Perdition which is so wide as
to be almost unpatrollable. Luckily, Vapula's infernal
machines police the area, dealing harshly with escapees. 189
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The ultimate, ""gels' law,
[udu/giug every instinct of the soul

There where law, life, joy, impulse are one thing!

- Rohert Browning
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SOLDIERS OF HELL
Soldiers ofHell have, often literally, sold their souls for

dark currency. Some serve Evil for eanhly rewards, some

SOLDIERS OF Goo
Soldiers of God have swom to fight the Diabolicals

and their servants on any front, regardless of the conse­
quences to themseh-es. Some - like the Purifiers, who
work Out of the Vatican - belong to organizations, while
others operate alone, under an angel's guidance.

Soldiers have the advanttge of being living, breathing
humans. Their actions make no diseurbance in the Sym­
phony, except when they spend Essence.

hope to become demons in the hereafter. Some are just
as selfish and evil as any demon, and th.ink the job is its
own reward. Typical Soldiers of Hell work in small
gangs, supervised by a demon. But there are many mad
loners, and a few surprisingly large organizations are
infemally-controlled.

Demons rarely stint their servants on Eanhly support,
out they can be stingier about supernatural help. They
don't like to see morbtls grow tOO powerful. In particular,
a Soldier ofHell who learns any Songs except Corporeal
ones (yes, there are ways, though not open to behrinning
Soldiers), or who gains his 8th Force, is likely to become
a target of his fanner mentors.

Elf1.eREHL 8PIRn8
There are many SOrtS of ethereal spirits, from surviv­

ing Norse gods to human souls. Most live in the Far
Marches, rarely leaving their dreamland strongholds.
The lesser ones serve the greater; some of the greater
ones pay lip service to Belem, bur few would do battle
for her.

Rarely does a free spirit become an actual servant ofan
angel or demon. A less fonnal alliance with an ethereal
spirit is quite possible - but, for now, is left to the GM
to introduce at his pleasure.
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CAST

Angels and demons are not the only fighters in the
\o\'ar. This section focuses on other types of char::Jetcrs,
some sacred and some prof-me. All these crearures. from
spirits to Soldiers, would make excellent servants for a
celestial character. See CJJllrncter Creation, p. 27, to calcu­
late their point costs.

At the end of this section :lre eight sample celestial
characters - four angels .mel four demons - who could
cnter an 111 Nmlt;lle g3nlc. Some of them are good
"starting characters," examples of solid character con­
struction, while Ore :lncl Lynore arc Word-bound
beings, on a much higher level than the avernge begin­
ning player character. Those who have already read "A
Bright Dream" and "A Dark Dream," the short Stories
which open this book, may recognize a few faces.

80LDIeR8
Soldiers were once ordinary people, but mey have

learned about the "'ar, or have been recruited, and
joined the battle. A Soldier knowingly serves an angel or
demon. They don't know everything - just enough to get
themselves in trouble. Soldiers ofGod serve angels ... SoI­
dim ofHell are their infemal equivalent.

Soldiers start with 6 Forces, and know how to control
their Essence use (p. 46). They may leam and use Cor­
poreal Songs. In a game, they may be either servants or
player characters.

Despite the name, not all Soldiers fight on the front
lines. Many are aides, spies and support troops for the
celestial warnors they serve. But some really do ttke up
their swords, or their .45 pistols, or their slrJight razors
... and seek out the hated foe.

l~J
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ceLE8fIHL gPIRIlg
Celestial spirits are created by divine or infernal

forces, and may eventually !.'TOW in power to become
angels or demons.

Most spirits aren't bound by corporeal vessels - they
walk through the matter of the corporeal world. \oVith­
out vessels, they require a Perception roll to be seen.
Familiars arc the exception; though they can take celes­
tial foml, they nonnally spend their time in an animal
vessel.

Celestial spirits are never sent to E3rth without a spe­
ci6c purpose - either to serve an angel or demon, or to
help or hinder a specific person (or object or place). They
must perfonn their dury to maintain their connection to
the corporeal realm. If a spirit is prevented from playing

Animals can enter the game as servants, hosts or
opponents. J lere are a few of the commonest ones.

A listing St3rtS with me type of Forces that compose
a typical individual, and which characteristic each type
of Force is weighted toward. For example, me one
Corporeal Force of a small dog is weighted toward
Strength (giving it a Strength of 2 or 3 and an Agility
of 2 or I). Remember that a characteristic can only be
oif mere is no corresponding Force. A zero listing for
a type of Force does not mean that that J..rind of animal
never has such a Force - just mat its not usual.

Skills are trcated exactly as for humans, except that
an animal can have a skill at a level higher than 6. After
the Fighting skill is given the creahlre's Power modi­
fier (for when it hits) and Protection number (for
when it is hit). Note that small creahlres have a nega­
tive Protection number!

\Vilen creating an animal servant, players can vary
these smts within reasonable levels (lowering Fighting
and increasing Tracking, for instance, to rum the
generic large dog intO a bloodhound).

Cat
I Co'J'O,ea1 (Ag), 0 Eme"",l, I Celestial (pee).

Climbing/6, Dodge/5, Fighting/6 (power -3, Protec­
tion -I), Move Silently/S. Runs at 10 x Agility.

Cats are common as familiars and companions, and
any city has lots ofStray cats for a Kyriotate to borrow.
Quick and silent, cats can scratch the bejesus out of a
foe but rnrely do real harnl.

Dog
SmoJI dq; I Co'J'O,,,,1 (Ag), I Eme"",1 (In'), 0

his role, his soul will be pulled bad:: ro the celestial re.'llm
whence it came. They may not return to the celestial
realm on their own.

Spirits are constructed on 3 to 8 Forces. Celestial spir­
its can learn any Songs their Superior approves. They
may purchase any anunements which reflect the being
they serve, although they may not earn distinctions. For
example, a rcljever (see below) serving an angel of David
may purchase the Elohim of Stone atmnement, giving
him absolute direction.

Spirits who persevere can gather about themselves
additional powers - and additional Forces. When a celes­
tial spiryt grows to conmin 9 Forces, he becomes either
an angel (if hes been a reliever) or a demon (if he's been
an imp or a gremJin). The Choir or Band to which the
new celestial belongs should reflect either the SOrt of

Celestial. DodgeJ4, Fighting/5 (power -I), Move
Silently/4, Swimming/5, Trncking/4. Runs at 10 x
Agility.

Big dq; J Co~lO"",1 (Srr), I Eme"",1 (lnI), 0 Celes­
tial. DodgeJ-l-, Fighting/6 (power +2), Move
Silently/4, Swimming/5, Tracking/4. Runs at to x
Agility.

Dogs come in all sizes and temperamentS; most of
them fall between the extrellles listed alxwe. Small
ones are inconspicuous and not threatening. Big ones
can be very threatening.

Insect Swann
1 Corporeal per swann; 0 Ethereal; 0 Celestial.

Fighting/6 (power I). Crawling insects move at onlY:l
few yards per round, and are always considered silent.
Flying swanns go at lcast 10 yards per round; they C:ln
go 30 yards per round if intelligently directed. They
cannot move silently; there is always a buzzing sound.

Each Corporeal Force of tiny insect life (such as
bees or ants) is considered a "swann" of 30 inseCts.
They can penetrate the tiniest cracks, and often go
unnoticed. Ordinary insects can't bother a human
much, but some have painful poisons. A hand-to-hand
attack will mke OUt on.ly I insect for each hit of dam·
age done. Area-effect attacks (such as flames) damage
the entire swann. Only Jordi's Kyriot:ues may mani­
fest as insects.

Wolf
2 Co'J'O,,,,1 (Srr), I Eme"",1 (lnr), 0 Celestial.

Dodgel6, Fighting18 (power +2), Mm'e Silentlyf4.,
Swimming/3, Trnd.ingl7. Runs at 11 x Agility.

\ Volves are very unhappy if depri"ed of wilderness
and the company of their own kind.
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attuncments he chose or the way in which he best pcr~

fonned his duties.

FAMiliARS
A familiars is a spirit bound to a corporeal vessel- gen­

erally that of:l. small animal, such as a cat or a dog. Other
common fon115 for familiars are bats, rats, wolves and
owls. Disobedience to those they serve generates disso­
nance in memo This dissonance reduces their \Nill to
resist their masters' instructions.

If:1 fam.iliar's vessel is killed, he becomes a spirit again,
of whatever sort he was before.

A familiar's master may use his minion as a living reli­
quary, an e.\':ternal Essence reservoir, moving the energies
of the universe back and forth at need. lbis can serve to
fuel an angel or demon in unlud.:y rimes.

Also, demonic masters lll:ly temporarily force their
Discord upon their fumiliars, briefly relieving themselves
of their problems by imposing them on their servants. If
a demon has stigmam, for instance, his familiar may be
seen leaving tiny, bloody pawprints. This can be done
oncc a day, with one type of Discord only, for a number
of hours equal to the demon's \.vill minus the level of the
Discord. It's no wonder that creatures such as Prince
I-Iaagenti, who worked his way up from familiar St<ltus,
are so full of spite.

A familiar must purchase an animal vessel (see p. 48).
"nus will look like a nomlal CTeature of its type, but it wilJ
be able to t<llk. Most familiars, of course, are under strict
instructions to keep their mouths shut around mundanes.

GREMLINS
Gremlins are sent to Eanh to spoil the works of

mankind. They delight in breaking or disfiguring every
work of human hands - from putting sugar in a g.lS tank
to spraying graffiti on a wall. Gremlins, when they can be
spotted in their celestial fonns, appear as small, mis­
shapen winged demons - pitiful creatures.

These spmts may know the following Songs: Fire,
Entropy, Motion, Thunder and any of the Num.inous
Corpus. If gremJins graduate to full demonhood, they
become Balseraphs, Calabim or Habbalah.

IMPs
Imps make humans' lives miserable in petty, anno)ring

ways. They drain the batteries in remote controls; they
shove car keys between couch cushions; they push glasses
off shelves and poke holes in diaphragms. lmps appear as
min.iature humans, with vestigial homs and tails.

These spirits may know any of the following Songs:
Dreams, Fonn, Light, Motion and Possession. If imps
graduate to full demonhood, they become Djinn,
Shedim or Impudites.

RELIEVERS
Relievers are minor anbrelic spirits, helpers and healers

of hwnanity. They leave food for the poor, perfonn
minor miracles of hl'aling and pull car keys out from
between couch cushions, replacing them with spare
change. Their celestial fomls look like tiny, hand-sized
fairies. The more Forces a reliever has, the larger he'll
appear.

These spirits may know any Songs of Dreams, Har­
mony, Healing, Light or Motion. If they ascend to full
divine stature, they may become angels of any Choir,
depending on how they best served the Symphony in
their previous assignment.

UnDe~D
\¥hen humans offer to sell their souls to evil, the illu­

sion of inUllortality ranks high on the list of things they
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Ishmael is one of Blandine's newly favored Servitors.
He typically wears his hwnan vessel - a tall, somewhat
serious-looking male, dressed in rumpled clothing from 193

SUPPORTING CAST

IsHMAEL
Ewhite Servitor ofDreams

Corporeal Forces - 2 Strength 5
Ethereal Forces - 4 Intelligence 7
CelestiaJ Forces - 3 Will 5

Vemlr: Human/I, Dogl1
Ski/Is: Dodgell, Savoir-Fairel2, lltrowinglJ
£mgr: Dreams (CorporeaV6, CelestiaV6); Chann

(Celestial/J)
Attunements: Elohite of Dreams, Dream "'allcing

Create a vampire as for a mummy, but with onJy 5
Forces. He gets the same 10 points worth of demonic
abilities. Add the Discord of Vulnerabilityl3 (Sunlight)
and at least 3 levels ofa Need (such as blood). If the vam­
pire can meet his Need every day before sunset, he'll
regenerate I Essence at nightfall

ZoMBIS
And then sometimes things no/Iy go wrong, and the

undead servant's soul unravels down [0 4 or sometimes
even 3 Forces before it can be stopped. Zombis have no
Celestial Forces. They rarely have many Ethereal
Forces, and so aren't vety bright. They keep their Cor­
poreal Forces, and find no rrouble bringing harm to
anything within their grasp. A zombi won't hann his
maSter or his masters allies. W'ith no Will, it will follow
all orders (so there is no reason to buy a Zombi as more
than a level- J servant).

Zombis have 3 levels ofa eed (blood, brains, etc..) and
I Nwninous Corpus equal to their Corporeal Forces.
They can use any skill they possess, and can even use
Corporeal Songs.

Tot all zombis are failed mwrunies. The servitors of
Saminga can tum a.ny fresh corpse into a zombi (p. 178).
This type ofzombi contains nothing of the body's fonner
sou.l, though it will keep the memories!

Zombis don't last vety long. ·Tne curses designed to
keep the creatures soul from fleeing were also supposed
to support the vessel in its undead state. Every dawn, a
zombi takes 1 hit of dal1l3ge unless he has satisfied his
Need since the last dawn ... and wmbis cannot heal.
The Corporeal Song of Healing can help them, but few
wmbis are worth the waste of Essence.

VAMPJRFS
About half the time, things go wrong and the Hell­

summoned Force won't attach properly. This is a
problem, since more energy is needed to keep the new
undead's Forces from bleeding away entirely. Th.is can be
managed by quickly imJXlSing Discord upon the hapless
soul. This creates a vampire.

MUMMIES
If aLI goes well in the black mass, then the soul of the

human supplicant is bound pennanently to his corporeal
f0011, much as a familiar is bound to an animal vessel.
This creates a mummy, a potent and disturbing undead
creature who can pass for human - with an extra Force,
summoned forth from Saming'l's Principaliry.

The additional Force may be Corporeal, Ethereal or
CelestiaL It gives thc character another 4 points to dis­
tribute among thc corresponding characteristics. He also
gets 10 points worth ofany abiliry available to demons of
Saminga and/or the Prince he works for. A typical
mummy has a Num.inous Corpus at level 3 or 4 and a
couple of Songs, although he may also choose somc
attunements. At their creation, some mummjes choose to
accept some Discord to &'3in additional powers.

Mummies generate I point of Essence evety sundown.
Some truly ancient mununies have developed their own
specialized Rites to regain Essence. At character cre­
ation, the GM may give a mummy one additional Rite,
which regenerates I Essence, for 3 points.

want in return. Many Soldiers of Hell, sooner or later,
ask to become unaging, powerful undead. The demons
are happy to comply. Theres a catch, of course.

Ironically enough, the Servitors of Saminga, Prince of
Death, are the finest practitioners of the dangerous art of
extending human life. Even after thousands of years of
practice, their methods are crude. But when they suc­
ceed, the newly undead being becomes a powerful new
servant for the annies of darkness ... at a dreadful COSt
to the servant himself.

Once undead, the only thing binding the dark souls
Forces together is his corporeal flesh. Undead do not
require the basic maintenance of human vessels, such as
eating, dri.nl.:ing or sleeping - although they can do all
these things if they wish. Nor do they age in any normal
manner. But should the undead vessel be destroyed, the
soul is gone as well. It's a condition of their servitude that
they be told this beforehand, but they seldom listen.
They're more focused on the promise of power than on
its price.

Angels loathe the walking dead - and they find it par­
ticularly disgusting that the undead make no disturbance
in the Symphony with their work.
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the '20s. He keeps a sleepy look on his face, balanced by
a twinkle in his nearly-closed eyes.

Blandine has had him guarding the dreams of a variety
of chiJdren, mostly grade-school kids, and he's been
pretty lucky so far. In the year he's been on Earth, he has
yet to run into a demon. Spirits, yes - demons, no. He
has been on the trail of a real demon for some time,
though, and he thinks he's closing in. But tile closer he
gets to the evil, the larger it seems. Ishmael has contained
his fear so far, but he's growing afulid of being afraid.

He's got a friend, a servant ofGabriel, who moves from
town to town helping wipe out servants of the Diaboli­
cals, and he's hoping to hook up with her before he
actually runs across his prey.

Is/mUle! is a btl/ancelJ starting character; lIS be st/lluis.

NICOLE
Mercurian Servitor ofFire
Corporeal Forces - 3 Strength 6
Ethereal Forces - 3 Intelligence 7
Celestial Forces - 3 WillS

Vessel: Humanl3 (Charisma +2)
Scn;am: Humanl2, Status 2
Ski/Is: Dodgel2, Fast-'T.'llk/2, Ranged Weapon/I
Songy: Chann (CelestiaIl4), Healing (Corporeal/3,

Celestialll), Motion (EthereaI/4), FOnll (Celes­
tial/4)

Artifacts: Holy PistolJl, 3 Holy Bullets
Attunements: Mercurian of Fire, Special Rite - Danc­

ing (from Novalis)

Nicole is, in a word, pissed. If an adventure f,,'TOWS out
of the action from "A Bright Dream," she's not going to

let anything stand between her and Marcus' corpse. Her
one goal in life has become taking him out. If the PCS are
angels, she'll oy to persuade them to join in the hunt,
and even if she knows that othcr celcstials are after rum
for their own reasons, she m:1Y not say anything.

It'll be a while before she's back in Gabriel's good
graces. Accepting that rite from Navalis didn't help any,
but finding the Sanguine Painting (see p. 197) and fin­
ishing the job she started might begin to set things right

Nirole is basically a/mlanced starting characte'r; bel' Artifacts
and ber special1'ire from Nova/is an: additions.

ORC
The Angel ofNetworks
Kyriotate Master ofLightning
Corporeal Forces - 5 Strength 8 Agility 12
Ethereal Forces - 6 lntelligence 12 Precision 12
Celestial Forces - 5 Will 10 Perception 10

Song;: Attraction (Co'l)QreaI/1, Celcstial/4), Fonn
(CelestiaIl4), Healing (CorporeaIl6, CelestiaIJ3),
Motion (CorporeaI/3, CelestiaI/6), Shields (Celes­
tiaIl4), Tongues (CorporeaI/4), l111111der
(Celesti,V4)

Skills: Computer Operation/6, Dodge/6, ElectrOn­
ics/6, Languages (English/4, Finnish/5, Gennan/3),
Tracking/5 (his familiar ground is the net)

A11ijilctS: An old Unix manual (with a picture of a
demon on the cover!) granting Computer Opera­
tion/6; a 4-colored ball!)Qint pen which is a
Reliquary/6.

Attunements: All Choir attunements ofJean, Genera­
tor, Master of Technology, the Angel of Networks.

Special Rites: As Angcl of Networks, Ore gains I
Essence by sleeping in a well-connected computer
room (which his hosts often do, when they sleep) or
by connecting a site to the Internet.

Ore is an Earthly servant of Jean, of moderate but
f,,'TO\ving power. He is helping humanity develop their
nascent computer networking technology. After several
decades of hard, successful work, he was granted a 'Nord
for his efforts. I-Ie's based in Finland, at the cutting edge
of net development, but he can appear instantly any­
where in the developed world ... as long as the network
stays up.

Lurking around university computer labs, Orc has
found a small clique of student programmers who don'e
mind being possessed by an angel for days at a time.
With 16 Forces, he can possess three people ae once,
multitasking hjs hacking efforts. \Nhen he has time, he
does their homework for them. (All they remember is
going into the computer lab and sitting down at a tenni-
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As the only person who really got what he deserved in
"A Dark Dream," we em assume Adam is madly scrab­
bling his way back to Earth, eager to patch things up with
Sabrina and to gct cven with Marcus and Nicole. His only
serious problem is his Discord. He's got a nasty habit of
taking the credit for other peoples' work. This might
stand in the way of avcnging himself, but Adam has a rea­
sonably strong Will. Hc'lI manage.

Haagenti has not been pleased with Adam's perfor­
mance - he could easily be assigned to work with a PC
who also serves Gluttony, in a supporting role. But if he
hears that either icole or Marcus is aTOW1d, he'll do his
BaIsernph best to set up a showdown with them (for
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Perception 7

ADAM
Balseraph K:night OfGluttony
Corporeal Forces - 2 Strength 4
Ethereal Forces - 3 lntclJigence 7
Celestial Forces - 4 Will 9

Vessel: Human/2 (Charisma +1)
Songr: Chann (CorporeaI/6), Fangsl6
Skills: Electronicsl I, Emote! I, Fast-Talk/4

Attunements: Balsernph of Gluttony, Consume,
Devour, Knight of Banquets

D;sroro, SlothfullJ

DeM0nS

TARIEL
Chentb Friend ofJ#lr
Corporeal Forces - 4 Strength 9
Ethereal Forces - 2 lntelligence 3
Celestial Forces - 4 Will 7

Vtsrel: None Oost in combat}
Skills: Dodge/5, Driving!3, Fighringl2, Small Weapon

(Kn;fey4
S<mgr: E.ntropy (CelestiaI/4), Shields (CorporeaI/4)
Disw1Ul1Ice: 1

Attunemcnts: Cherub of War, Proficiency (Knife),
Friend of the Fighters

Archangel Michael loves a fighter. h1riel, a noted ass­
kicker, let himselfbc trapped by Charlje and Marcus, and
lost the Sanb'1Jine Painting - but hes valued by Michael.
He's already over his Traum3, and won't spend too long
in Heaven before being granted a new vessel and sent
back.

He has no immediate orders beyond protecting his
charge, Patricia. Michael assigned rum to her a few
months ago, but never told him why she was so impor­
tant. Not a questioning angel, Tariel wants to focus on
his job instead of getting sidetracked on some wild chase
after the demons who knocked him around - but if they
show up he'll gladly give them a rematch. If angelic PCS
come to to\\'n, he'll be more than happy to help them out
as long as he can bring Patricia along.

Taritl is a wmnJJhot drotloptd charaertr 11:ho had SQTllt bad
1(1(*. Ht «mid bt usrd lIS-isfor all NPC, oryou ((Juld givt h;'11
(1 VustV3 a"d takt troJay his dimnum«, his Proficimry Imd his
FrinuJ distil1di()II, alld ht'd bt (1 solid startillg charodtr.

nal; then suddenly itS days later and all their progmm­
ming is finished. They blame it on too much coffee.)

Like any Kyriot:ue ofjean, he may possess a computer;
once inside, his Word gmnts him twO special abilities.
He can travel instantaneously from that machine to any
other computer it can connect with, anywhere in the
world. This COSts 3 Essence. \.Vhile inside a computer, he
also has access to the data it contains, circumventing any
password protection. If the infonnation is encrypted, he
must make an Essence-aided Computer Operntion skill
roll to decipher it.

Friendl}', but poorly socialized, Ore is happy to help
out other angels in times of true need, but he's so busy
with his personal projectS that it's difficult to get his
attention.

On: is II vtrJ dtwloptd charadtr. Somt angtls might bt
amgntd to workfor h;'11 (ifso, they should gtt his Ritts). On:
is not ntar/y lIS potmt II prtJftdtJr lIS nit Archlmgt/, of((Junt,
but ht's tasitr tl) Ttoch -you could probably muJ him t-mail.



Ag;l;ty 2
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Perception 4

which, ofcourse, he'll take credit). Players who have read
the short Story should be wary of taking his advice.

But Adam has a few nicks left. Besides Nicole, who's
certainly nOt going ro take advanrnge of it, he's the only
person who knows how Rudolph Sorenson~ arN'ork was
going to create a new infernal Tether. That's cenainly a
way to get noticed by a Prince; perhaps the PCS could
persuade him to help finish the job.

If)'DU1?1l1lWt the Knight distinaion, Adam would bt II legal
starting charM", though toking two Attunnnrnrs rother than
Sungr or skills makes him (/ no! sp«inlist. He a«tpud 3 InHIs
ofDiKord. fur 9 afro (htJr'aeter points.

LYNOURE
Demon ofShaduw Shapes
Djinn Baroness ofNightmares
Corporeal Forces - 4 Strength 6 Agility 10
Ethereal Forces - 4 Intelligence 7 Precision 9
Celestial Forces - 5 Will I J Perception 9

VemLr. Huroan/5 (Charisma +2); Catl5
ScnJlT Dreams (CorporeaV4, Ethereall3, CelestiaV6),

Fonn (EthereaV5), Light (EthereaV6), Possession/4,
Wingsl5

Ski/Is: Detect Lies/5, Dodgel4, Emote!4, Savoir­
Fai,e/2, Trnckingl6 (through the Macches)

Attunements: Djinn of Nighnnares, Dream Walking,
Baroness of Screams, the Demon of Shadow Shapes
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Special Rite: Lynoure can steal Essence from a victim
by terrifying him, as described below.

A beautiful, red-haired young woman, the Demon of
Shadow Shapes is one of Beleth's favored Servitors. Her
Word grants her the power to enthrall a victim, someone
to whom she's attuned. As his mind drifts off to sleep at
night, she can make a Will roll to fi-eeze him in place,
unable to make a sound. She may be up to three blocks
away. The victim may resist with a Will roll

After pinning her victim, Lynoure can manifest in the
room in the fonn of shadows, cast on the walls from an
outside window or fonned in an open closet door. She
cannot manifest in a room with opaqued windows and
closed closet doors.

Ifundisturbed for an hour, Lynoure will rob the victim
of any Essence he has; he will SCly awake the rest of the
night in fear, having rnken 2 hits to his Will. lfhe had no
Essence, she gains I from the Symphony anyway, as ter­
rifying lonely people in the dark is her own Rite.

She loves to menace children, and in doing so has
recently attracted the attention of Ishmael, a Servitor of
Blandine (above). Lynoure knows this, and has been
leading him closer and closer to her, one child at a time,
leaving messages for him with each victim. If he con·
fronts her alone, she'll probably finish him off - if she
doesn't take a hieing to him first.

LY1UJllrt! is a droe/Qped character, suitnbk as a patT01ltsS,

rival or IIdvmary. As a Wtmi-bound servant of Beleth, sht
probably has II little t/q1Jlllin ofher UW11 in the Marrhes; thm
may he more to Lynourt! than11luts the eye.

MARcus
l'fllfnuJite Servitor ofDeath
Corporeal Forces - 2 Strength 6
Ethereal Forces - 3 Intelligence 9
Celestial Forces - 4 Will 12

vessel: Human/l
Servant: Zombi Cat (as per Cat, p. 191, and Zombi

attuncment; daily Need for a chip of hunlan bone, 2
Corporeal Forces, and NWllinOUS Corpus Clawsl2)

S<mgs: Fonn (CelestiaV4); Possession (CelestiaV5),
Sh;elds (CelesriaV4), Wmgsl2

Ski/Iso Dodge/I, Fast-Talk/I, Seduction/I
Artifat1: The Sanguine Painting

Attunements: lrnpudite of Death, Habbalah of Death,
Revivification

Marcus, the narrator of"A Dark Dream," is a real piece
ofwork. He's been around for a long, long time, but only
recendy made it back to Earth in Saminga's service. He
single-handedly betrayed everyone, induding his friend
Charlie, just to save his miserable hide and score a few
points with his Prince.



\Nhat he needs to do now is get out of town. To be spe­
cific, he should show up in the PCS' town, looking for a
place to hide. He'd be willjng to do just about anything to
avoid having to deal with Adam and Sabrina - except
betray his master, the being in the world he's most afraid
of. (Charlie has no way of knowing that Marcus set him
up as a target for that imaginary Malakim raid, and knows
better than to believe anything Adam and Sabrina say, so
Marcus gets away with that one; Charlie is still his friend.)

If the PCS are angels, Marcus might make good bait for
the other demons., who will Wldoubtedly be after him.
Trying to take him down after he's sen·ed his purpose will
be another matter entirely.

As demons, whether or not the PG help him is another
matter, depending on who they're working for. They
might be in the mood to help him lay a trap for Nicole
and any other angels who may be helping her with the
search, or they may just as readily slit his throat for the
painting. This assumes they can get past his viciously­
protective guardian zombi cat.

But most important, he's going to be looking for an
artist to whom he can amme his painting. He has yet to
report to Saminga since acquiring it, and Wltil he has to
hand it over he'U use it for his own protection.There is a
lot about that artifact that Marcus doesn't know; the box
describes what he beliroa to be true.

MamlS was designed as a st,"1hlg chorncter; very benuy on
Will and with lousy Peruptioll. As this hook was writtm, he
picked lip a Smla1lt lI11d a f1'linti11g, lI11d he'd had Sitch a bad
week that we let him keep them1m' lIUW.

SABRINA
Liti", Captllin ofLust
Corporeal Forces - 2 Strength 3 Agility 5
Ethereal FOI'Ces - 2 lntelligence 6 Precision 2
Celestial Forces - 5 \'Vill 12 Perception 8

Vessel: Human/2 with +2 Ch3risma (sex appeal)
Skills: AcrobatiC$/2, Dodgel2, Emote/3, Fast-Talk/I,

Lying/3, Seduction/4
Songs: Light (CelestiaI/3), Hannony (Corporeal/I)

Attunements: Lilim ofGlunony, LiJim ofLusr, Dark
Desire

Discord: A level/2 Geas owed to Lilith herself.

Sabrina, the Lilim from "A Dark Dream," is nobody's
fool, and she's not about to let a fiend like Marcus make
her look like one. Not a combat crearure, her greatest
resource is her diabolical chann. She's oriented toward
the celestial side, with an incredible \;Vill and Perception
- "the better to eat you with, my dear." \o\lithout Adam to
protect her, she'll be looking for a new celestial guardian
soon. She might oy to hook up with Charlie, the Cal­
abite, although he might see through her manipulations.

THE SANGUINE PAINI1NG
11tis is a large framed canvas, about 2 by 4 feet, showing

a rather disturbing scene which is not always exactly the
same. Marcus thinh it was originally created by Eli him­
self, but fairly recently, after his mind started to go.

If an appropriately-anguished artist (GJ\1's ruling) can
dabble on the canvas long enough to score 6 consecuti\'e
successes at his Artist skill., then the next celestial whom the
anist sees while at work on the painting will be discoflX>­
rated and boWld to the painting. The victim is trapped in
his celestial fonn and unable to move more than a nwnber
of feet from the painting equal to his Celestial Forces. He
will be freed when another celestial is trapped.

If no anist can be found, Marcus has certainly put him­
self through enough to quaJify as tortured; now if he can
only Jearn how to ~ield a brush ...

No point t'aJur is gh¥1Jfor the Sal1guine Pamting. This is far
too ptm'nfuJ II1Illrtifattfr a rollrnct" to buy t1;ith pomts, (Jr'to
~ a/Jou.'td to kttpfr himst/f(JIJ« IJ1l tlJ-VOlture is 0iJn". MJITrUS
v:iJ1 Me to g1t't it up (0 his SUperifff bejin-e long.

She'll probably never give Adam the time of day again;
perhaps one of the PCS would work out.

If she were to persuade one of the PCS to take care of
her, she might be able to protect herself from Marcus.
And if she persuades the PCS to go after Marcus, look Out

- she probably won't mention that there's more than one
celestial after him, and they're nOt all demons. So smnd
back; when the twO of them next meet, it won't be pretty. 199

Sabrinll is Il balnnad starting character; with 6 atnl poil1ts
from b<T I<v"-2 Disami.

SUPPOiTING CAST
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At its most basic level, game play consists of the GM
setting up a scenario, describing it, and letting the play­
ers tell him what their characters do. But as adventure
leads into advent1lre. short plots may develop into longer,
larger themes which join together into something
greater still.

The campaign is the binding, the thread connecting
your players' adventures that keeps them coming back
session after session. Like the best epics, campaigns stalt

out small. Assassinate one little archduke and the next
thing anyone knows it's world war. A GM usually takes
players through several smaller adventures before open­
ing up the entire scope of the campaign to them - and
even the GM may not know fit first where the campaign
is going.

Campaigns can work perfectly well without any prede­
tennined focus or end. The way most players make
mincemeat of a GM's plans, characters could spend for­
e\'er looking for that one single goal. In the end,
campaigns aren't about "getting to the end of the story"
- they're about continuing the story and having fun.

\;vjth a GM who keeps good notes, and plarers who
demand a little consiStency, a campaign can begin from
nothing and grow into something far greater than its
architectS imagined; a Ihring, breathing world existing
only in the minds of people who visit it during their gam­
ing sessions.

STYLES OF PrAy
In general tenns, there are four basic play styles for III

Nomill/!: realistic, dark, hWllOroUS and mythic. Some
players and GMs tend to lean toward one style over the
others. The GM and the plarers should agree on the
kind of campaign they want to run.

Of coures, few campaigns are pure examples. Most
actual games use elements from several styles, and the
perfect In Nom;"e caml:t3ihrn is a balance of all four.
Finding the right mix of realism, darkness, humor and
mythic qualities is a large part of running a successful III
Nom;ne campaign.

Realistic

198
This ompaign focuses more on day-to-day interac­

tions among humans, and the victories and defeats they
encounter as they go about their mortal lives. The real-
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istic playing style doesn't mean players have to rely more
on the rules for conflict resolution. l')rpiolly, the best
realistic game is fueled more by roleplaying than rolling
dice. This is a small-scale campaign, but one which eas­
ily allows the addition of other playing styles - after all,
you can get only so "realistic" in a world where angels
and demons roam freely across the E..1rth.

Dark
It's easy to find a dark, gothic flavor in the world of /I,

N(m,;ne. Dark ompaigns play up the game's horrific
aspects, like the humans' general complicity in the plot­
rings of Lucifer and his minions. Angels will have a
harder time in a "dark" campaign, and demons can get
away with more.

For angels, dark camj:t3igns focus more on their ques­
tioning of their own natures, and the Host's general
feelings ofhe1plessness 'IS the world slides closer to Hell.
For demons, a dark campaign might emphasize a charac­
ter's sense of Pyrrhic victory, winning the \-\far ,tt the cost
of his soul.

HU11lOrOllS
Humorous campaigns play up social satire, focusing on



SHoIITAD~
The world of In Numine is rich with subplol5

and subterfuge - but it doesn't always lend itself to
large groups ofadvencurers. It may be difficult for
a G\1 to get six players to agree on what sort of
game they'd like to run and what sort of plot
they're most interested in.

Short adventures are a great solution to chis
problem. \.vith two or three pJa)'ers - or even just
one - a Gt\l can scream through a roller coaster
of a short adventure, accomplishing in an after­
noon what might take two or three sessions with
a regular group. Or, as a break from a scheduled
gaming session, a short adventure with a limited
number of players can resolve significant subplots
or flesh out important character backgrounds
without boring the other reguJar players.

me ironic aspects of current events as seen mrough the
eyes of the celestials. In this campaign, the servant5 of
Kabat will shine, though no Band or Choir has the mar­
ket cornered on irony.

Mythic
The opposite of realistic campaigns, mythic campaigns

emphasize the celesoals as the grandest pan ofan ancient
story. These campaigns focus on the conflicts with the
widest scope, such as that between the courts of Heaven
and Hell. They will cackle philosophically-oriented
adventures as often as real blood-and-sweat ones. For
example, co see why everyone is sleeping restlessly, celes­
tials in realistic campaigns might check the city's water
supply or look for some evil technological influence.
Those in mythic campaib"I'ls are more likely to visit the
Ethereal plane to find what's happened to the source of
dreams.

P1.ANNING A GAME
An Itt Nomine game can be a hell ofa lot of fun, but if

the GM hasn't plalmed a few things in advance, it can just
be hell Things to consider include: which Archangels
and Princes are going to be represented, among both
PCS and NPCsj what ob'>1oUS alliances and antagonisms
are there, and which ones this plot will exploit; and how
much the PCS should know in advance about other char­
acters. A variety of inrricate plots are already written into
the game world. Many deal with the somewhat delicate
politics of the Archangels and Demon Princes; others
deal with humans and their manipulation at the hands of
celestials.

ENcouNIERING 1HE WORD-BouND

Of all the forces a player character rna}' come across.
low- to mid-ranb"'C \"lord-bound celestials are the most
dangerous. First, they're not generally at a lC\'e1 of
power where they're caught up in (or, more accurately,
bound by) the complex web of politics that entangles
the Superiors. Second, they tend to be more
autonomous than nonnal Servitors, rnrely forced to get
along with other celestials except when they WOlnt
something. Tbird, they're single-mindedly obsessed
with furthering their \""ord, and they deal harshly ~ith

people who get in their way.
So as Ol peripheral consideration, whenC\'er the Pes

get involved with a theme of the Symphon}' that the
GM considers important enough that a celestial (either
angel or demon) might be assigned to protect it, that
"'ord-bound being might just show up - especially
when the characters do some major damage. This not
only makes them more careful about running around
and crashing things, but it gives them other celestial
NPCs to deal with besides their Superiors.

For example, when some player characters tr3sh an
aviary, Arnel, the angel of Birds, shows up [0 )..;ck their
asses. After all, he's been nurturing that aviary for
decades, keeping it stocked with countless rare birds
from :lcross the globe, JUSt waiting for twO more weeks
to pass before young Julian Sweet was destined [0 pass
through the zoo :lnd be gripped with a life-long love
and respeCt for birds - but now :Ill his pl3ns have been
ruined. Even worse, he serves Jordi, the Archangel of
Animals, who couldn't care less about rerribution from
other Superiors.

Instead of getting knocked around by a Word-bound
angel, the pes might choose to go on a quick mission
to con'ect the situation, if they ha"e the time and they
feel like it. Of course, being on the good side of "'ord­
bound celestials is rarely a bad thing - as long OlS your
interests coincide and your Superior doesn't object. If
nothing else, you may be rewarded with arcane Rites or
even unique attunements. And rou ne'oer know who the
new hot-shot Superiors are going to be later on, SO you
should at least nOt go out ofyour way [Q make enemies.

Most angels tend to be straightforward ~>1th one
another, because that's their nature, but sometimes they
do ha,'C ulterior motives. These moo,'cs may be orders
from Archangel, or they may be personal. Angels with 199
hidden motives don't ~lways let on what ~«1re ul~-

matdy after, but occaSIonally they tell their friends, If

THE CAMPAIGN



CAMPAIGN GROUPS
A good W'1y to Start a campaign is to define the SOrt of

group to which the PCS belong. This will immediately
suggest adventure ideas.

Each of these groups allows a general "ensemble" to
repeat from session to session, but also allows individu­
als to come and go on 3 temporary or permanent basis.

Local Protectors
The PCS Illalre up the local community of angels or

demons. The local representatives of the Other Side, if
any. will be recurring NPCs. They may not be com­
pletely hostiJe, and they may be '"ery cordial even if they
mY completely hostile.

Each PC has his own specific job and mission, but (for
the most pan:) they cooperate. Adventures happen when
something upsets the equilibrium. Celestial threats from
outside can appear, celestial politics may set two PCs at
odds or some event in the mortal world may require
anention and correction.

Exterminators
The PCS are a "hit squad" of celestials and their ser­

vants, traveling from place to place, finding the
opposition and wiping them OUt. The locals will usually
be grateful allies. but sometimes their cooperation will
be less than toml and the visitors will want to find out
what they're hiding.

Hit and Run
The PCS are a vagabond group ofdemons (or possibly

angels of Eli or Janus), dedicated to visiting a place, rais­
ing Hell, and leaving again. For this to be a meaningful
campaign, there has to be some greater pattern or pur­
pose in their depredations. If some of the PCS serve
different Superiors and have different reasons for what
they're doing, this campaign can be an interesting com­
bination of action and "personality" play.

Troubleshooters
The characters are elite troubleshooters, for either

side, called in to deal with special problems. They could
be a combat team, or a high-Perception sneak-and-peek
squad, or a combination. Friendly I\TPes, different for
each adventure, can supply special talents as needed. If
the locals can be trusted, they will have help from forces
already on the scene - other times the briefing will have
to come from a Superior, because none of the local
mendlies have survived to tell the story.

Runaways
The PCS are demonic Renegades and/or angelic Out­

casts. Some of them want to get back into their
Superiors' good graces; some just want to be free.
They're all hunted by the forces ofAsmodeus, Dominic,
or both.

2(1J

they think their mends can give a helping hand or, if
nothing else, a little good advice.

As we see in the short stories which open this book,
demons seldom know where their allies' loyalties lie.
This can easily engender an atmosphere of paranoia and
insecurity, which goes a long way toward explaining why
the demons haven't overwhelmed their enemies yet.
\¥hen a group of demons has been assigned to work
together, a certain amount ofOUSt must be maintained to
accomplish a mission. But when that trust is broken, it
tends to break spectacularly.

Once a GM has a handle on which alliances and antag­
onisms will be the focus of the game, he can work on the
setting and the player characters' places in it.

The Setup
Celestial player characters are assumed to be living on

Eanh, spending mOSt of their time in the corporeal
realm. Pes very rarely all work for the same Superior, so
the GM, with the players' help, must provide reasons for

them to work together. Generally, celestials are moti­
vated by insouctions from their Superiors - who may
assi!,'1l them to places which need monitoring, to people
who need protection, or to other celestials who are in
need of regular aid.

In a more abstract way, a celestials assignment on
Earth consists of short-teml goals, long-teml goals and
reactive missions. \oVhile a player may have some say in
his character's initial job, the GM is expected to play the
pan of his Superior when assigning goals - these are the
hooks upon which the plot of the story hangs.

Short-tenn goals are briefassignments. These are usu­
ally "opening scenes" to an adventure, leading directly to

work and conflict with other celestials. When assigning a
job to a servant, the Archangel or Prince wiJllay out how
it's supposed to aid their cause in general, as well as what
spin the Superior would like to see put on it to serve his
cause in particular. Conflict can arise between the celes­
tial agents when their Superiors have slighdy different
agendas. For example, a scientist analyzing a relic is held
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hostage in his lab by mundane terrorists. Angels have
been assigned to keep the terrOriStS from unwittingly
using the relic and, if possible, to rerrieve the scholar and
his artifact- One of the PC's Archangels admits that if the
terrorists somehow destrOy the relic before it is rerrieved,
then that's life. Another Archangel may ask his Servitor
to try to keep the relic for himself, while another angel is
supposed to make sure the scientist (a morally question­
able sort) doesn't survive to talk about his discoveries.
Players must decide if they're willing to admit to each
other their hidden motives - and if so, whether or not
they're wilting to compromise enough to pull the mis­
sion off successfully.

Long-tenn goals are the Superior's broad plans for
geographic areas and political arenas, measured in years
or decades. These goals will further the Superior's over­
all power - such as increasing the level of trade between
the U.S. and Mexico, for a Servitor of Marc - and bring
the greatest rewards.

Reactive missions are duties the celestial is expected to
carry out because of his training or his narote. Fre­
quendy, characters will be rroubled with th~ duties
while on other missions. For example, SelVltors of
Gtbriel cleanse the world of specific kinds of people; if
an angel of Gtbriel comes across a potential target while
stalking a demon through a parking loc, he's expected to
write down that license plate number for furore refer­
ence. And when ceJestials srumble across the plans of
their enemies, they're expected to do something about
them as soon as possible. For example, when a demon
shows up in an angel's town, she's supposed to mount a
reactive mission to kick his ass - back to Hell, if possible.

How well a character is able to pull off his short-tenn
and long-tenn goals, as well as how quickly and success­
fully he jumps into reactive missions, will largely
deternline the rewards or punislullents he receives. See
the box on p. 202 for more infomlation.

Places and "Stuff"
Angels and demon<> are assigned to geographic locales,

which can be as general as OrID America or as specific
as the south side of Chicago. Some celestials, such as the
aCanim and the Servitors of Janus and Valefor, are
allowed to roam freely across a defined area, but the
Archangels and Demon Princes like to see a Servitor
become familiar with one place and stick to it. The more
accustomed a Servitor is to his assigned area, the more
likely he is to spot any new threats.

For enmple, if lare-night traffic suddenly increases to
and from a p<X>rly-run mortuary, then there's a chance
that the agents of Saminga are hanging around making
undead creatures. The GM should occasionally make a
Perception roll for a character to notice such things,

DIRE ENEMIEs
The strucrure ofpolitics in the world of1" NomiM

holds many obvious opposition<> beN'cen the Servi­
tors ofvarious Archangels and Demon Princes. Some
are mutual; others are not. Below is a chan: illustrat­
ing sumt of these, as they are today.

Archongels Demon Princes
Blandine Andrealphus

David Asmodeus
Dominic Baal
L.Eli Beleth
Gabriel Belial

Janus Haagenti
Jean Kohal
Jordi Kronos

Laurence Malpbas
Marc~~~~=-- Nybbas

Michael Saminga
Novalis Valefor

Yves Vapula

These are by no means the only lines ofopposition
between Superiors. Some Princes feel more animos­
ity toward their own kind than toward the angels. For
example, while Jordi hates Haagenti for his wasteful­
ness, the Demon Prince of Gluttony is too scornful
of other Princes to bother noticing the Archangel.

And some Superiors don't have direct opposites.
VVhile Dominic and Asmodeus are each other's
analogs, they're more concerned with internal affairs
than with the actions of the other side. No Superior,
on either side, is spared the barb of Kobal's jokes, and
David hates all demons equally.

But remember these are generalities, not hard and
fast exclusionary rules. For example, while Marc,
honesty incarnate, opposes Nybbas, conrroller of the
media, that doesn'r mean he hates Vapula any less,
nor would he wait for Jean's approval to mop up one
of Vapula's messes.

201
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REWARDS AND PuNIsHMENI'S
At the end of each play session, the GM should dis­

tribute character points to the players - generally I or
2 points each, if they made satisfactory progress toward
completing their mission, plus 1 or 2 extra points for
exceptional roleplaying. Also, a celestial's Superior will
grant rewards or inflict punishments at the end of an
adventure for the way tl mission is accomplished.

If a character's gTOUp succeeds in its task, his Superior
will contribute a few extra points beyond wh:n the GM
nonnally ghoes. If the character also succeeds in putting
his Superior's spin on a mission, he may earn an addi­
tional Rite or Song. Also, the Superior may relieve the
character ofone level of Discord, or any dissonance he
obtained for a good C3use. If the character succeeds
spectacularly in meeting his goals, he may be rewarded
with a Choir attunement, an additional Force, or a
first-level distinction. If the person has nOt only acted
above and beyond the call ofduty but weathered severe
conflict and come out on top, or otherwise has success
to report on such a scale that his Superior's \ Vord has
been dram:ltically sen'ed, then he may be re....rarded
wim a Servitor atnmement, a second- or mird-Ievel
distinction and - if its warranted - may be recom­
mended by his master for his own Word!

"'hen :l character's group fails itS mission, a Superior
will nOt contribute any character points beyond what
the G\1 assigns - unless the mission was secredy sup­
fKRd to fail, or otherwise appears to sen'e a wearer
purpose in irs doom man it would ha\.'C through itS suc­
cess. If a character fails miserably in his mission, any
number of mings may happen depending on dlC Supc­
riOI'. He may find himself with some Discord, he may
be stripped of an artifact or a distinction, or hc may be
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forced to fight for his life against anomer celestial to
prove his worthiness!

Also, an important consideration when gauging the
success of an angel or a demon is me measure of dis­
rurbance which me Symphony undergoes in the course
of an advenrure. Chaos reverberates in the Symphony
for some time after dle initial damage. Evcn if a celcs­
tial meetS his goals, he can very easily get in trouble for
creating an unnecessary degree of chaos in the process.

All other considerations aside, if a player manages to
get through an adventure without having his character
utterly destroyed, however disastrous me mission .....ent,
he should get a few character points from me G..\1.
These new pointS rna}' be spent on basic Resources, or
to improve levels ofcharacteristics. \.vim the GM's per­
m.ission, a player may buy Resources at any time during
me game that he has enough character pointS. The cost
of new Resources is the same as that of Resources
bought at character creation, except where specified
otherwise. Note that some types of Resource can only
be bought at character creation. Man}' Resources
(GM's decision; Roles in particular) will also require
successful planning and roleplaying.

Char::acteristics may not be improved during a game
session unless the GM feels that the circumstances are
unusual (e.g., an Inten'ention). Under nonnal circum­
stances, characteristics cost 3 pointS per level. Once 4
levels have been added to one of a character's pairs of
characteristics (Strength and Agility, Intelligence and
Precision, \ViII and Perception), he gains 3n additional
Force of that type. If a player wishes, he can purchase a
Force directly (and itS 4 additional char:lcteristic levels)
for 10 pointS.



lllooi6ed by the number of months he's been posted to
the area.

In addition to an assigned locale, most celestials receive
a place to operate Out of, appropriate to both theirChoir
or Band and their Superior. The GM should allow each
plarer to invent a place for his character to crash, within
reason. For e.xample, Servitors of David are more likely
to live in catacombs than Servitors of Eli, who delight in
passing as human. And only those working for som~ne
like Marc can rationalize a hmuy home. Most PCS Wlll­
have places ranging from apamnems to small houses,
ostensibly paid for by their Superior and supponed by
minions who work for various utilit}' companies.

Also, PCS are gil'en a small allowance of "stuff"­
which is to say, anything within reason that doesn't grant
a distinct advantage over other characters, and that the
average human could, in theor}', have just sitting around.
For example, the average human can probably Ia}, his
hands on a screwdriver - but nOt a speci6c kind of torque
wrench, unless he has a Role as a mechanic. Anything
beyond "srnff" - such as vehicles, weapons and high-tech
toys - has to be obtained through roleplaying. Some
things can be purchased at the comer store, others will
require some infomlal dickering with )'Our fellow celes­
tials, while getting the very best toys may require
advenrnres in and of themselves.

MIxING IT UP
Evenrnally, players will want to run a mi.xed

party, with angels and demons working (more
or less) together. \ Vhile this is entirely possible
....ithjn the &amework of the game, it does take
a Little thought to set up right.

The mOSt obvious mixed parry would com­
bine Servitors of Dominic and Asmodeus
joining forces to hunt Renegades. to find an
Outcast who's been causing too much trouble
or perhaps even to mck down rumors of some
Grigori resurfucing. Naturally, there probably
wouldn't be any t\ bbL.-im in such a party unless
the fact that some of the PCs were demons
could be hidden from them. Also, Sen.;tors
from other Archangels and Princes interested
in the outcome of the hunt ....ill more than likely
be tagging along. For example, when chasing
down a Renegade who worked for Belial,
another of Belial's servants might come along to
ensure that everything is handled in such a way
that his master is Sp..1red undue political back­
lash - and that the Renegade doesn't have the
chance spill any vital secrets before getting the
axe.

And just as in real life, not everything a celes­
tial does is work. Many angels and demons
knew each other before the Fall, and some rna}'
stay in touch widl friends who picked the other
side. It's conceivable that some celestials were,
literally, sleeping with the enemy - and still are,

As in nonnal III Nomine adventures, most of
the pes would have dleir own agendas beyond
the party's shared goals, And the split may not
be along angel-vs.-demon lines either. For
example, it's entirely possible that celestials
working for Eli and Kobal might ally against
the Servitors of Dominic and Asmodeus, ifonly
for kicks.

As the end of the adventure approaches,
celestials who might nonnally be dire enemies
may ally to keep the Servitors of other powers
out of their territory. For example, if agents of
any Prince ofeither Heal'en or I-Iell th~ten to
complkate a plot iO\'olving human dreamers,
the Servitors of Blandine and Beleth might
grudgingly (and briefly) put aside their differ-
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PRIPIHRW 8IDURCE8
This book could easily be filled just with a listing of the books,

films, TV sho.....s :and songs which mention :angels and demons ­
:and in .....orl:ing on this project, .....e looked at a lot of them, from
Thomas Aquiruas to L:tny Ni,·en. Below are discussed just a few of
the works which provided the most inspirntion. It's by no means
comprehensi\'e, but it'll put you on the right tr:Ick.

B(iXi)KS
Angds /md Vuitatio1lS, by tYtiI G(lmum

The most interesting piece in this roIlection of short stories is
"Murder Mysteries," where the angel of Vengeance is com­
manded by Lucifer, pre-Fall, to piece together the mystery of the
universe's first murder. It also contains excellent insight! into the
mind of a Word-bound celestial.

Another RooJside AltTtletion, by Tom Robbins
An ex-mmal ans instructor in the early 70s sends postt:lrds

bad: to his hippy friends describing his life after accident::ally
becoming part of the Catholic secret police. \<\!hen he finally
decides he's had enough of the charade, he makes a diSCO\'cry in
the Vatican's basement that could change the face of organized
religion. It's not what it is that you .....on't believe, it's what he does
with it.

17N Boomer Bihk, by R. F. umJ
Worthwhile if only for its "Book of Angels," T1H Boomer Bihk

tells the epic saga of the history of the world as though wrincn by
a group of punks in the late 'lOs, in perfect biblical prose. This
book has something to offend everyone.

A Didionary ofAngds, by GI/StinI Diroidwn
For the U':lditionalist, this recently-published book holds more

information on historical "angelology" than any other single
source we found. It contains not only listings for e\"ery angelic or
demonic name mentioned in most religious (and many secular)
texts, but also a useful collection of :angels and their Words. Curi­
ous as to who the an~l of Abortion is? Check out the Dictionary.

Good Omnu, by NriJ G(limtm (1M T~ Pnztd1nt
An :angel and a demon who have mown each orner since time

immemorial conspire against both Heaven and Hell to StOP an
early Apocalypse. lltis is the perfect example of how to run a
darkly-humorous 111 Nomille game, and an impornmt influence
on our perspective of relations between the divine and infernal.

Ldten Fro", the &rtb, by Mmi: T1:(lin
So bitingly sarcastic thai it couldn't be printed in its original

foml until more than 50 years after the author's death, these are
letters written by the angel Lucifer, during his stay 011 Earth,
describing in dctail to the other angels how God has set about
ruthlessly torturing humanity.

Prnwiisc Lim, by Milton
• Another classic. Criticized by his contempornries for nuking the

2(J4 damned more interesting than the divine, this is a romantic telling
of the Fall of the rebel angels. Don't get the Cliffs NIJtrs- put aside

\ a weekend and work through the original. It's worth it.

PiIMAltY SOURCES

The &rrwwpt utttrS, by C. S. uu:is
Arguably the be>t presentation of the diabolical perspecti\"C~, thi.<i

is a series of letters in .....hich an older demon advises his young
nephew, newly assigned to Earth.

Seasoll ofthe Mists, by Neil GaitlUm
\.yhile most of DC Comic's SanJmnn comic-book series has a

style that meshes nicely with III Nomille, this particular compila­
tion 1m a storyline of mythie proportion. Lucifer has quit his job
as ruler of Hell, evicted its OCUIpants and gi"en the key to MOl"­
pheus, mUter of the dreaml:ands:and our procagonist. In deciding
what to do \\~th that damned key, Morpheus is visited by agents
from Heaven, Hell and everywhere in between. Very few things
on this list are more enterrnining or romantic.



This P'rr:smt Darlmm, by FrtmJ: Ptmti
Angels and demons converge upon 111 toWn; ffilllyhem ensues.

While a bit prellchy (lIInd heavy·hlUldedly lIInti-Nel\' Age), relIders
ut treated to some great bits lIIbout how spirits interaet with cor+
poreal humanity.

A Wrinkle In TIm~, by Mak/int L'Engk
Anomer modem classic with 111 cool perspective on angels. Don't

miss its sequels, especially Milny WolJttn.

~0Vles finD 1eLeVI3I@n
A1IgrI HrllTf

If\lo~ told you how this w2S rehlted to In Num;n~ - beyond the
rirle, of course - it'd gi\"t.lIIway the film. Trust us.

DrCity rflAsr ChiJdrm
1be In N(fIII;n~ view: "A dissonant servant of Beleth apture5

one ofJean's Tethers, to which he brings children to be mined for
dleir dreams." (Well, rruJybe not.) This French film h2s gotten
'my little press in the SateS, but its inventi\'e irruJgery makes it an
1. Nom;n~ must-see.

IloJ>n"""
DMne rruJri:Khis and infernal drug dealers duke it out in 111 oor­

del'" toWn in this dark, funny, dark don movie. Also check out
m". Drui TJJ Dtnm, 111 horror movie &om the same direcror.

Hrlbisn'
The first twO in this series of films from Clive BlIImr 1fe wonh

meir decidedly different perspective on Hel1l11nd its minions.

Dr Proplmy (lIIU God's Anny)
Otristopher WlIIlken never looked 2S cool :as he did in this film,

pb}ing Gabriel. It's 111 gre:u film - if only we could've seen more of
tht celestials and less of the humans.

T::m PrllJa
The presence of a renegade demon - a familiar, grown up into

something resembling a Shedite -sets offa struggle of cosmic pro­
portions in the small town of Twin Peaks. This series has a great
perspective on the WlIr between good lUld evil, with excellent char­
acr:ers illustrating a wide range of nobility and pettiness.

IVmgs ofDtrirt
An angel, inspired by his lo\-c for a human, struggles over tak­

ing corporeal fonn to be with the object. of his desire. If any book
or film best romanticizes the Heavenly Host, it's this one.

~~gIC
Being young in the latter half of the last: decade of the twentieth

century means being absorbed by a particular style of music to the
t:dusion of most others. In our case, .....e're absorbed by what is
commonly known :as rock-and·roll. While there is plenty of music
&om s variety of cultures which would lend itself nicely to In
l\'am;1U play (from Gregorian chants ro oibal drumming to John
Da.nzig's Blirl AN), this is not the music we're most qualified to

~1ft some modem lIIrtistS - infemal ordivine, depending on
)l)Ur perspective - who ruwe conoibuted to the feel of this game,
~-ed in parenthesis not by WMl argwbly might be their best
work (much less our persona.l &vorire:s), but by which of their
..urks in parricubr most inspired us to write shout angels and
demons O\"er the Ia.st three and 111 half}-ea.rs.

IN NOMINE SATANlS
MAGNA VEllITAS

The French roleplaying game u!X>n which this book is
based is called In Nomine SaumislMagna Vniurs. it
was originally sold as two books in a black box, one book
(INS) being the demonic side of things and the other
(MP) being the angelic side.

\¥hile our version is, to say the lease, divergent from
theirs, since 1990 they've released a great nwnber ofsup­
plements which are still available - in French, ofcourse.
Most of the text is written in a very straightforward
manner and is relatively simple reading if you've got a
smattering of French, except for the vignettes and short
stories, which are heavy on conversational French and
street slang. They're great, and Francophile GMs or
players will find them to be lots of fun.

INSIMV was recendy compiled into a single hardback
book, and is available from the alternately divine and dia­
bolical people of Asmodi:-e. Please write to the address
below, or send e·mail to asmodee@c1ub-inremedr, for
mail-order infonnation and a current list ofsupplements
in print_

Asmodee Editions
7 rue Jean-Mennoz
78000 Ve""mes, FRANCE

Halloween Concept, another French company,
released a collectible card game in 1995,lntervtntion
Divine, based on /NSIMV, and a set of boosters, Cult
Movie.

On top of all that, both /" Nomine Satonis and
Magna Veritlls are available separ::){ely in Gennan, from
Truant. Please write for infonnation.

Mario Truant Verlag
Kaiser-Wilhelm-Ring 85
0-55118 MainzlRhein, GERMANY

Black F1ag (and Henry Rollins, spokesnun for the Ba1seraphs),
David Bowie (especially H/lnlry f)qry lUld Ziggy Stnn/un), The
Breeders, Counting Crows (Augun and Evnything A/ur),
Danzig (that's the otw Danzig), Dukes of the Stratosphere
(divine retnrpop), Lords of Acid (definitely evil, oh definilely),
LU. Ph2i.r (undeniably connected to the Lilim), Stan Ridgew:lly
(Mosquitos), Snushing Pumpkins (if only for "Cherob Rockj, T

Ra ("J"ci,lIy "M=' G"ru1, Torn W,I" ("J"ci,]]y S...u 2fJ'5Chtmgt), Ween (dark servants of Koba.I, for Cbot:o/uu and Ch«:M)_
And last but not least, Soul Coughing, for ~Bus to Beelzebub."

Get-on-ro-the-bus.

PRiMAIlY SOUII.CES
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AlncKbbn.-.117.
t\aobIlia skill. i3.
AgiIity•.,~, 35.
Aging, 48; tmd Sang If&tnJP1. BO.
Aim. mmmhtn, 68.
Andrcalphus./tma t1{UIJ1, 59, '58,

187.
Angt."1s. S, 18, 193; lind Imput/itrs,

I5+, iD" dtamtton, 27-30; gllnn/inn,
9, 15,95.

Angry. 111~ 87.
AninuI ,\bgnrrism, .rtllWmmr.
m.

AninWs. 45, 48, 50, 79, lK), 95, 96,
101,102, 191:.tll'Sm1lrlrt, 73.

Ardungcls. II, 12, 27. 28. 33-3-1.
59,67, IH, 92, 107-135; II,Id Dis­
rord, 61; lind rtdmlp,ro", 60;
_ins. II, 12, 13,29,30, 109.

Area Kno\\·lcdge ilill, 75: lind

opmm., "'.
Armor, 64. 66; typa. 65.
AncfComhll,/IltIPIInMfrt, 163,
Ani&m...o. 41-B, 62. j().11, 182;
-'&unJ DiJmnL 87;-' fimitA­
nons.. 70; tmd _ng Anb­
tmgtIs, 109; «lmUU. S4, 70.71;
,",*,42.

Artistr)·skill.73.
Ascending, /r) almial rrubll, 53, H,

59; (() rrImiaJ roJJm.. tmJ &und.
87: til 11M""" 57, 58, 60. 102; IIJ

fIIht:r- JII-s. -'~ 68; .,
JItIg61I dn..".,..., H.

Mmodeus. Pr-r I{ tiN e-r. 3Q
60. 11-4,160.

Anracrion. Sang If, 70, 7S.
AllUl1l"ments, 13,22,30,32, B. 35,

36, 41, 42, 43, -+8, 52. n, 54, 60,
61, 70. 83, 108; /J.mJ, 36, 58;
Choir, 36; ;" romhut, 68: Sm'l'ror,,.

Aura, III DrsnnJ, 87.
Baal, PtJ1fcu[tbr IV.-r, 162, 186­
&Iscnphs. 17.28, 33, 58, 60. 76,

99, Hl: .....pommaU, 88.
Bands of Danons, J2, H. '19, 53,

56,57,58,60,68,140.
!Woos. distinfflons, 28.
Belcth.. PrilIlm of !\'igbmlllm, 17,

28, 51, 52, 79, lH, 110, 138, 16-1-,
186.

BeliaI.Inna~Fi,.d8.'IO.51, 166,
lSi.

8ersftl. lIS Drnni Si.
Bl:xk IUeWng of uurcrocc. _
-.117.

Bbndine, ArdImtgft ..~ 28.
51,52.79,8-1,108.110-111,139.
186.

BodhisatMS, J37.
Bound, tlI" /Ji:JronJ; 87.
Cabbirn. 17.28, H, 70. 86.144.
Call of the Wild,,,mnwmml'.. 125.

Campaigns. 198;"..,..,., 200;f1I-:s.
201;.<mip. 200; "stujf.~ 2Q1.

Captains, disrinniolls, 18.
Celestial Blindn~ tlI" Di!amJ. flil.
Cdesri2! fOrms. H. 59. 62, 64, 66,

71,97. 102, 103, 110; tmd tlruri/rtf
tfIMIwt,65;-'~, H;
-'s.g fI{/Jf,br, 81.

CdesDaIs. }6, 5+. lIS~ 27­,I.
Otaracta ...·,""cement, 202.
~ poinrs, 35-}6, 41: tmd

/>innl, 61:fOr Rd4, 72.
Ow-actcrsheets, 26, 37.
O,3rnctcrquid: rererence:, 36.
013racteristia, 25,35: nmJ:ingJo 35.
Ouracters, 25,O'l'4ri>og; 17-36­
Owisma, 48-49, 76, 88-
Ot:mn, Impuditur:DIil1fC1', 154.
a..m, ...... 18-79.
Qed: digits. 38, 39, 42, 44, 56-57;

II1IIi dissoNnta rolls, 61; lhIgiJJg, in
tlruri/rtf rumhtn. 66; ~ im.'IIt'JItiDn
rolls, 109.

Ooemistry sldll, 7J.
QlI,,'nJbim. 13, 32, H, 46, 57. 58,

76, 78, 9+-96, 101, 110; mu/fr'"'
88; mu/ Song ~T,.,gws, 85: tIxd
digit rmJa, 96; «JNr _ fr,92:
.-dwn,41;~rbm

tmtl Songt{A--, 78.
CMirs ofangels. II, 32, 49. H. S6,

57,58, 60, 68, 92-106.
0tristianiI)',53, 118, 116.
Climbing skil~ 7J.
Cold Touch. attullnl/ml, 113.
Combat. 61-68: buJit, 61-6'J: rrk1­

tWJ, 64, «kSriilJ, lIIId Janh, 67-68;
crkstiMI, -'jlmttg; 66; trkriIJ., II1IIi
..~Fwm, 68; axporul. 62-63;
~M-68;nbtmJ.. 63: mrruM,
63: --.,. 68­
~21:rfA~_­

ji« 70.
Computer ()per;Ition ski1l 74.
Consume,"~,,I68.
Cow:ltdly, tlI" DixrJrd, 87.
Crippk<d, 16 Disrut'li, 85.
CroWTI ofJO)', IItrllnnnmt, 133.
D666. 38.
D:umge. hn:t., &Jy, 62; bits. Mmd,

63;bitJ,s-t,6+..-£187.
~ Smose. lIS DisronI.. 85.
Dance of the Atoms,~

119.
om: Desire, trttunmrml. 159.
I>.wid, Arrbungtl rf Stom, 36, 40.

109,111-113,139.
IJe-Jth, «/mild, 67-68;phyriad. 67.
Deql Gaze, Ilttullnnml, III
l:lemoo Princes, 16, 27, H. H 58,

59, 6i, lH, 1S5; -' DiDnJ. 61;
--mg.22.

Dcmons,5, 13,30, 108, 136.195;..,
~ 2i-j{); &.Is II{. 140,
Httlm. 185.

Dcstiny,67,172.
Destroying, tmd I~ SympbOllJ. 55.
1)(.'tt'Ct Lies skill. 74-
!ko.'OUT, IIlt1tnnllmt.169.
Discolored, /IS Dmvrd. 85-86.
Discord, 29, 30, ~I, 49, 53, 57. 58,

59,60-61,68, 140; tmdmJtmption,
60; /1/111 Song tfHtmnOnJ, 81; tmd
SuJKritM, 61 ; Imgdie, 61; /1S

RdQ/rrrt, 85-89; rrkstWJ, SO; £lIN­
rrIIi, 11M aJmiJIIt, 63; rutuiom, 89.
~ 5, 29. 30. 32. 49, 56-59.

60,67,68, 1M., 109. 140, bioIg.
'9.

I>i:ssonana: Binding, 6ttJmm1mt.

161.
Dis.1onantt rolls,. 57. 60, 86, Si, .
Distinctions, 28. 33, 59. lOll.
l>istur'b:mce, Songs' Mgrtt t(. i8.
Di\ine Contr3Ct, attullnlfnll, 129.
Di\;ne DesOny,lIltIllltmmt. 134.
Divine I...ogic. IIttImmfntt. 134--135.
Dj:inn. 33, 57. 58, 76, 78. 142; tmd
1-, 88; -'Songt(TtmgJ«S. 85.

Dodge. jiJJ. 68; /If tfImIwt, 68; rvIIs..
n;sh/I, 74.

Dominic,An:htmgftf{Jwlgmmt.I2.
28. 30, B, 51, H, 58, 100 114­
115.116, 186-

Dn::im Wallcing, attrml:mmt., 110,
165;llooS<mgl'JjDtTIIII/s.79.

Dn..':nus, 51, ItO-III; Song of, 52,
i9-8O; tmd hulinfl" 79.

Drcullworids, 51-H, 79, 84.
Driving skill. H.
Earth, 51.
Echoes.. " aIDti.rI ffftf'n.1'fJflGtu, 55.
EIectronia A:iII, i4.
Eli.Arr1NIIfgdfl{en.r;.,., 21, 28, B,

108,115,116-117.
FJohim. 32, 33, 98-99, 102; tmd

I11Igrr, 87; chd di~1 rmtlts, 99;
othtr IIJlII/f$fr,92.

EnKlteskill. 74--75, 77-
En'Otions, ImIi fJobim. 99; ttbnmI

DinJnI ntd, 49.
Enginoering 5tilL 75.

En""",....... '" "'.
Escape skill. is.
~ 15, 18,23,28,32,41,50­

51,55,57,58,59,60, 62, 67, 110,
117; tmd Rmt»fO'fing Ardxmgtls,
109; tlI" flY! fr Songs. 43, 46; rom­
mning, SO; tkf1'U/iqn, SO; rrgm­
mlting; 11,29, 50,S\. 60, 89, 109;
siNIrirtg; SO:~ -' tht Sym­
pbiItry, 54; '" lmprotV sb/I nJJs, 46­

Falling,S, 14,29, 51.58.
Familiars, 45, 192.
F:N-Talkskill. 75.
F.te,67.172.
F.ted Furure, IIttftnnnnlt., 173.
F.vOf",~Suptritn, 12, 17,29.
Favors, 9,12,33,88,109.
Fear, III Di1ronJ, 87; tkJnrPlf of, 28.
f<ighting skin. is.
H=o.-aIker._,167.
f<1)ing, H. 81; ImIi tlruiltd rumhtn.

OS.
Fe.ttS. 28. H--3S, 67; 0It:sti.J, 3+.
e.,-r.I. 34; EJhtruI, 3+, .. rf,
68.

Form. s.gcf, IK), 117.
Free ...ill, 105.
Fricnl!s.di.fril/diqns, 28.108.
Gabriel, Arrlmngtl of "'in, 12, 36.

113,115,118--119,137.
Geases, 33;.., DinnJ., 88.

GoenenI(W", IlttfI1frmnft. 123.
Gluttonous, /IS DinnJ., 88.
God, 137.
Gods, 52-H.
Gr.l\ity, H. 65. 8l.
Greedy, /IS DinnJ., 88.
Gmnlins, 45, 192.
Grigori,tbt, 92,103.1<»-106, 117,

QilJnrtt{tiN.6i.106;fthtr__
fr.92.

Guns. 62, 71.
I·bagenti. Pmtt:t~GIRnrJny, 22, 59,

168,187.
l-IabOOJah, 33, 145; mui I11Igrr, 8i.
1-lamlOtly. Song of. 80-81.
I-Ie.ld ofa PIN, IIttullnMnt. 129.
Ha1ing, 61-67; tmd Song~Dmmrs,

79; trkstitII, 6+. ttbnmi., 63; ph:pi­
CIIi, 62-63.

Healing, s..,tf, -KI, 62, 6+, 71. 81,
102.

Healing Dream, _1, 110­
111.

Hearn, 58, 60, 67, 68, 84, 116, 137,
185.

I-lea~=. 5I, 53, 60, 67, 68, 84. 101.
102.108,109,118,136;.wmrding
III, 19, ro.

1-lea\"CUy Judgment, II~
114-115.

Hdl, 51. H. 58, 6i, 68. 8-1. 10l.
18+,~ ..3O;~
II{. 27. 18·t,

I-UIS, lbry. 62; Mind, 63; $quJ, 64.
Holy Spirit, 40.
Hope, tmgtIs of, 28, 111,
1'10St, I-/ruvrnly, 58, 69, 108: I« tJ1sf

A......
HO\\·I.lIttfmmfmt.131.
Humanity, /fttUIfmfmt., 161.
Humans, 31. 32, 36, -KI, 42, 43, 48.

50. H, 67. 8+, -'K~ 103;
IIIfII tbt GngDn. 1<»-105; .., Str­
tvmtJ, 73; iiJImg, 55.

11lD'lt, IIrtllNmmt.127.
Imlxuglio, _t.174.
Imps,45,192.
Impudin:s, 20. B, IlH. 153; tmd

&nni, 87:lfflgdsllflli. 154.
lr'lClnUtc La...·,~.114.
lncendDr)', 1IttlI1trmnII..167.
m;.y, tdtstwJ, 67-68.
lnqumion. Di>ine, 114.
InspectorS. 183.
InsubstanWJif)'. 53; -' s-g ~

F-.IK).
ImclligttlCe, IISrhttraammc, 35.
Interference. rrfmj"J, 111111 tIN 51'111­

phony, 54.
lntcn'ef]tiO"'5. lIIId dmutnrr roIk.

5i-58; trkstitII., 39,40. 41. 55.
Im'allion,-.183.
!m'OClOOns, t{AnhtmgtA 109;";"

r.Yr1III wroJijiM. 108.
kbm,53, 118, IH
Janus, Arrhtmgd rf tiN IV. 115,

120--121, 139; Sm..., o:f, 70.
Jean, A1Tb<mgtI ~ ug/#ning. 122­

m, 139; Strvitm"o/. 70.
Jonfi, AITINmgtl~Alii_tis, 59, 108,

111,124-125,139.
JudW-n. 53.



""""-I.
iGsIofDath,lRt1IIIIrmnJt.159.
Knights, di:rrinnion.t. 2S.
Knc:Miel.~ skills, ..... 75.
KoIlQ!, Prinlr of Dm1t NIlII_, 51,

170,187.
Krooos. J1rin« o/"In(, 67, 139, 172,

185.
K~'I'ior:lceo;, n, 33, 40, -49, 53, 5-1,67,

83, 101-103; -' C1Nnfbiwr. 95.
102; -a t'f:lJrh. -48; dKd digit
.-J#, 92; «bw_f-r.91.

langu:Ige,«-. 187.
~sIcilI, 75.
la¥ Wapon sIci11, 76.
Lall1'O'lCe, ArrJJ.mgdII/tbt Sr:urd. ZI,
n, 33, 118. 126-1Z7 ,138-

Light, Song uf, 81.
Lilim, 17,33, H, -10, 147: and Aim"

87;frrr, 148.
Lilith. f+inag of FrMhm. 33, 149-

15.
Lockpid;ing skill, 76.
Luciier. 18,.H. 'fO. 58.101,185.
Lu:sd"ul~ or..rJ.. 88-
L}ing sLiIL 76.
.\bbIdm, ZI, 31. B. H, l6. -KI, 49,

Sa. 61, 67, 70, 96. 99-101, 104.
112; Il1tii~. 87; tbd tIigit
PTSIuu, 101; <ll'btrlWma"fr. 91.

'\b1p1us,fnnal{fil<tt:m.I74,187.
Marc, Arrbtmgrl if Trmk, 128-129,

137.
Marches. the, 30, 51, 54,67, 84, lOI,

110, Ill, 138,186.
MZ1as.~ 18, lOB.
Mcdici:oe skill, 62, 76.
Merciful.. DmnJ.. 88-89.
Maall'ians. 31, lJ, J6, 93, 103-10·l,

I If>; ad BMrrt, 87; dIri digrr
nIIIIzs. 10+. «hrr-fir, 92.

1\lidDd. ArrbtmgrJ of IV..., 33, H,
36, 59, 109, Ill, 113. 115, 118,
130-1JI,139.

Miracles, 9.
Modifiers, I/ttad, 64; ,/iffimlty, 38­

39; to "ttarks, 66; 10 rr/minlmuntma
chtddi~ 57; mdi:mntmcrrolls, 57;
IV Ptrnption ru//$, H. 55; III smrmt
Will nA. 45; lI1IlI.'fP11Ii im'lXllfiqn,
108, 109.

Morion, .5GJg If, 81-83.
Moo'!: Silendy sIcilI, 76-
"1OI~1, ristvI, _ In.i/nJ_

11m. 65; tdmuJ, nr fXImlvt, 68;
ttbtmII.. tmd dnRiIn/ camiwr, 65; in
dntliJnJ etIIIfIwt, 6+. 1« • Ofimim.

,\hunmies. 193.
,\Iun:lerous, Ilr DisronI.. 89.
M)'th,51,52.
Nc:eds, 50; Ilr DisrmI. 89.
NephalLim, 105.
Nighonare, 51-52; lind StJng II{

""""', "'.Nothing But Flo""~ ilmtM-

-.IB.
Noo'atis,~I1{~12,59,

109,115,132-133, US­
Numinous Corpus, 31. 60. 82, 86.
Nt'bl»s. Prina II{ dx M. 176,

1116.

Obc:se..1IS DinnI, 86.
Ob;ms.1I1IIlJbdIw, 63.
ewanun, 13,32,33,68,~97, 100,

118; tmd Song II{ Motion, 81; 1"101

uunmWilirin.. 86; OIJxr nume fr,
92.

OutC1$lS, 27,29-30, H, 51, 53, 57,
58,60,IH, lOS, 114. U6.200.

P:tllidllS Di1IfJrd. 86.
Pannoia. ill Dinnl. 88.
Passage.-. 121, 181.

"-Soog.."'"1.
Pen:cpaon. 53, H. 55; -'~
~, S6; -' aIatiJ~
6+. -JaIdiM~.65;-'
Ctlctial BIinJnar.. 88; -' fkring
romlvt. 66; ImII RmmtlnB, 68; lind
1M SJ"rp/»ny, 23; /IS~,

35.
I'C":cption rolls, 42, 78, 81.
Plants, I6vmffl, 48.
l)obri7.c, IItT/mnPIrnt,175.
Posses5ion, 46, H: -' Kyriotmt$.

101-103; 5iiwgrf, 46, 83.
Power, f{i:'rtIJ1O"S. 66­
Pnnk._.171.
Prccisioo, ill ~~. 35; II{
".".. 66.

Predesrinalion. 67.
Proficiency,lItrlmnMnt, 131.
I~Soo>gl{.83.&f, 137.
l'roI;ection, IIlui tmIItJt', 65, 66; I/ml

i1lllnillllltt oij«rs, 63.
R:muolll Dillcon:ll:lblc, 89.
1Unge.1I{~ 65, 66.
Ranged Weoal'0n skill, 76-
Reaction mIk, +4, 61, n. 86.
ReaIrm. 51-54, 61; trntti brr.:.wrI,
-' dx S!"'phoory, 55; srr .-
~.

RcdtmpOon. JO. 60. 1-19.
Rmcun:J1ion, 67.
Rc:1ia, 21, H, 41, 42-B, 54, 70, 7l.

117, U8, 183.
Rcli<.'\-ers,45,192.
Reliquaries, 41, 42, 43. 50, 70, 71.

117,138.
Remnallts, 27, 28, 30-31, 36, 68.
R<:moo' Control. ,1rt"nnnnU, 123.
Renegades, 27, JO. 33, 51, B,IH,

114.200.
Rcsorw1lr. 5, 13. 2Q, 32, 36, 54. 56­

59,60,68.92,I"O;-'..... 6+.
.. .......",68;,..1057.

Rc:sourccs, 35, 36, ~5Q 70-89;
fJisuTdar, lIO; "T"ny, 49; t......c,
48-

Ris/.:, 39.
RiteS, 12.28,29, 30, 51, 57, 58, 60.

108.109.
Rocks, 16~ 48, 112.
Roles, 30.40, 43-'H. 48. 49, 68, 71­
n Inttis tf, 43-+4.

RUllI1ing skill, 76-
Saminga, Ptmaf{dx Dmd. 22. H,

50.59.178.185,193.
~ dwxre:rs, 193.
Si-vir-F:IiTc skiD., 76-
Scdua:ion skiIJ. 76-77.
Sclfishne!ls, 5, 21, 23, 27. 30. 57, 60.

67.99.

SeroesduIs, 59.
~ 17. J2. H. 58,60, 93-lH.

99, 104. II+, tmd ptml7IOW, 88:
dxd: digit rmJr1, 9+, ««r name
p,92.

Scrv:mts, 12,40,43,45.
Scnirors, 27.28,30,52,58,67, 107,

1119.
Sex. tmd~ 48.
~'S,ilIII/5i.lwgll{f--'1n

Shapa:fwtging, tmd .so..g I{ f--'
"'.Shcdim,33,54,67,83.151;-'t...,..
.... 48.

Shidds. Sang I{. 23. St
Singing skilL 77.
SIriUs. 36, 38, 40, 45-16. 73·78;

Jifu,Jts, 46;/IIf1t'tmmt, in rombtIt,
68;~ 73.

Sleep, (11101 (1IIgr1s. 110; IIIIiI rrksrinb.
S1~ lind bwllJl,u, 51.

Slodlful, ill Di1ll'InJ. 89.
Small Weoapon sI:ill, 77.
Smite,~ 119.
Soldiers, 31·]2. J6, 43, 45, 46., 50.

67.71,88. 103. 137, 190; rfGiJd,
31,38, 66. 190; ,-Uti. 31, 190.

Songs, 23, 30. j2. 34, J6, j8, 40, 41.
42,~. 53, 54, 60, 62. 65, 66.
70. 78, I~. 117; -' JumaE' in
«ksriui romIwt, 64; amtrIJing, 47­
48; COIItroiling, 47-48; CorpomJ£ 43;
£rhnwt~ 77; ;'/Ipnroiltg, 48; in rom­
bril, 68; imWllrKm tf, 47; kim,;',g.
48; mcdifrn III I« of, 47; pnfr­
moNt of, 47; IIJ'ing, lind 1M
Sympbotty. 55.

So.ds.67;~.I87.

Soundtr.ac:k.~ 1;7.
Spirirs, 31. 45, 46, 51. H, 62, 67, 80;

lIS Sm-. 73; aitstW, 191-192;
n1xrnIl, 52.53.19O;pIIg/I'l, H.
Stateof'Ophis.~163.
StalUS, 43, 'W; lIIIt, 72.
S1l'al f.st;cnce. IlIIp"ditt rrsrmnna.

154.
Stigmata, iU fJisrord. 86.
Strength, tmd inu"imuttr.o/m. 63; ill

dNnwrnTstic, 35.
Stunning, 62, 78, 102, 103;-'Sc.g

I{HrIIfi"g. 81.
&)ies of~'. 198.
SubIimirW. iltnlllm«m..1n.
Superiors, 17, 28, JJ-H. J6, 45. 5I,

B, 57,58,59.60. 70. IlIl. 109;"""
Dmrd. 61; .",...,_t rf, iINI dx
Sympbotty, 55;~ II, 12,
22, 32, 33. 55. 61.

Swvival skill, 77.
Swimmillgskill,77.
Swi!X'.afflmrmml,121.181.
Swords. 62, 76.
S)'mphony. 5, 8, 10. 16, 18.27, 3I,

45,49.51. B, 5....55, 56, 59, 67,
78, 92, 9of, lOS, 117, 1..0; -'
Aniungr* 107;-'CbiJJrn, .-tJw
Gngan. 106; -'f.-~.
""'89;~~.. 55;
diJturl,m,ns .. 8-9.10, 54-56, 99,
105; JimIrl.tim«s .. lindSMgofPr.­

jtaim, 83; tiistJuiwIIm ro, tmtI Song

II{ SbidJs. 8+, tiisnIrlIim«s /Il, -'

&ngt{11nmdtr.85.
Taetia skiIL 77.
Talisrnans, 41, 42, 70,117.
Target numbers. 38-39.
TedmoIogy, allil moIlIIII«, 57.
TcIcl.incsis, _ Song ofMfJriqn.
Tcleporulion. _ Song ifi\lotJiJ/I.
Tebision, 19. 176.
Tt:rllplcs, J'lI18l'" JPirirr', 5J.
Temponl Pro;cctioo, #tt'tfI>K'

_,173.
Tcn'Ol'",--.165.
T~ 18.21-22. B, 59, IH, 109,

IH.1l7.11H.
Th"",ing skill, 77.
Thunder, 5i.Iwgtf, 84-85.
Tongue'>. Songt(. 54, 85.
Tower ofIkk'th, 52.
Tower of ll1andillC, 52, III.
Tracking skill, 77.
Transubst2llti3tion, RffUntmmt.

117.
Tnurna, 62, 67, 71, 101.152.
Tnnh, ...... Sm1pbim, 93-9of.
Turns, III dnRi/trJ trIItfbtR, M.
T..itdty.1IS Otani. 86.
Ugly, lIS DrnnI.. 86.
Unoonscio..tsncs 62, 63.
Unde:Jd, H, 31, 33. 34, 36, 45, 50.

103, 185, 192;iIIStn'lllltJ, 7j,
Uriel, Arrhungrl of 1'Ilrity. 52. 126,

186.
Valefur-, Printt of 11Kft, 180, 187;

Sn-vitan of. iO.
V~npircs,45,19j.

VamliriclGss,_.I79.
VlIpUb.. ar.- PmuI{T~.

23,182. 187; Stn"*'"'1{. 7D.
V-'s.disrmr1llllllJ, 28, I~.
VaIds, -' trInlW runfiwr. 64; -'
K~ 101,102, 113;nJkuf
CtUsr/ltl Ff/II'rt$, 68; rhti"E'''g
btr.:.Ym. -19. 71;~ 8, ..a. 48­
049,53,71.80; In'tktf, 49.

Vestigium. ill Diswnl 86.
Vulnerahle, ill 1>iAr.IrJ, 86.
W:ll",~.5.B.59,88,107,IIO;tmd

dx Childrm t(tix GritJ1ri, 106.
\\'eoapon slcills, srr l~ 1Vtwperrt.

Rimgd 1V/'.IIf'IW mJ s-JJ 111'..­_.
\ \'C3flOO!l, 62. 64, 66; lIS rcIDfIIJRJ, 70;
-... 65; .-r, in~ 68;
~ 65; rrmgnJ, ill camiwr, 68.

W"tll, """ Jm-x- mDWI/IR', S6; ill
rbimImrimt. J5.

Word-bouod. 27. 2S.29. 51. 59,
100:), 19').

Words. 19,20.28.58,59. lOS, 109,
110; Oblllin;'lg, 29.

)\'C5, Arrhungrll{ Dmmy. n. 67,
115. 118, 13....135.

Zoo-tbi._, 178.
Zoo-tbis, 45. 193.
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Pyramid. Our hi-monthly magazine wilJ present n
material for In NQmille, from adventures to new
Superiors and more, as well as infonnation on our 0

game lines, including GURPS, Car U'lJn, Iilum;
New World Order, Ogre Miniatures, T0011, and oth
It also carries industry news, upcoming releases, revi
and new material - not just on our own games, but
some of the best from other companies, including Tr,
eller, Call of Cthll/hll, World of Darkl1ess, Cn
Falkenstein, and many others.

EnWfI. Everyone makes mistakes. God knows we
and we try our best to fix our errors. Up-to-date em
for all In Nomine products will be available on our w
site, or by mail from 5J Games; be sure to include
SASE with your request.

Derek Pearcy lives in Austin, TX and may
be reached through dpearcy@io.com.

He's never looked his age.

ABour TIlE CREATORS:

SUPPOIIT FOR IN NOMINE

Steve Jackson Games is already creating new material
to keep the world of In Nomine vital and growing, as the
War races headlong toward the next millennium. We
welcome your suggestions. .

For a free catalog of our current products, or for any
other written correspondence, send a self-addressed
stamped enyelope (SASE) to S] Games, PO Box 18957,
Austin, TX 78760. On the Internet, we can be reached at
sjgames@io.com.

In Nomine is online at www.sjgames.comJin~nolninc
- check there for the latest news. The main S] Games
web page is at www.sjgames.com. We also host confer­
ences on Compuscrve, GEnie and America Online.

Y!'" 4
r ' •

\-1 t-. '.f ~........ '--...... .

My n'me " Dm Sm;th, ,]though ",me m,y know n" by my pen n,me,~
I am a freelance illustrator residing in the city of Lost Angels. After grnduating college,
I did everything from paste-up artist at Frederick's of Hollywood to a gig at Marvel,
doing work on the Trtmsfi/l7l1rrt' animated series. Artists who inspire and influenc::e my
work 2t the momem are Jack Kirby; Mike Mignola; and my spiritual guru, Fritz \\Tillis.
You may have seen my work for different companies in the past five years - but my
first job in the gaming industry was for Steve Jackson Glines, so it is especially nice to1'()8 be a part of In Nrmlnu. I am proud to have my~ here.

~ And now ... Let us prey.

SUPPORT








