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O the day when the Trumpet sounds its first anc
second blast, all hearts shall be filled with terror,
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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
every blade of grass and every star in the sky. In writing
the Symphony, God created the heavens and the earth.

And as long as God was making a universe, He took
advantage of the opportunity to create Himself as well.

The bene-elobim, the angels, are the intermediary
beings, set between God and His creation, formed from
the light of divinity but clothed in the firmament of
reality.

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

But when an angel acts against his basic nature, it cre-
ates jarring notes of dissonance. The more dissonance an
angel holds, the more likely he is to fall from grace.

Ages ago, one-third of the divine chorus rebelled
against their Creator, their companions and — worst of all
- themselves. No longer satisfied as merely instruments
of the Symphony, they wanted it to serve them instead.
The rebels embraced their new dissonant natures, replac-
ing their selfless divinity with the black evil of selfishness.
They were defeated, hopelessly outnumbered by the loyal
celestials. The self-proclaimed Diabolicals, the demons,
were cast into the celestial realm of Hell, 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 harsh lesson to the loyal angels, but even that painful
example hasn’t kept the bene-elohim pure. Sometimes an
angel cannot help but go against 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 darkness has a resonance all its own,
and denying their selfish nature brings painful dissonance

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
miysteries. Their relative clarity of vision 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 require; most avoid the pain of questioning their
greater purpose. The demons, likewise, relentlessly pur-
sue their selfish aims, pushing away the constant 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 celestials play
their parts — shattering souls and breaking hearts, hoping
for the best. God help the rest.

THE OVERTURE
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Every angel is terrifying.
— Rilke
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A BRIGHT DREAM

Patricia held the angel in her arms until
he died.

The demon had just bitten my thumb
off, and he sat there looking at me with
this “T just bit your thumb off” grin on his
face like I was a moron or something. But
I was about three steps to the left of what
you'd call a state of shock, so maybe I
wasn’t an unbiased witness at that point.

It was the first ime I'd ever thought
seriously about The Meaning of It All. T
remembered what 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 for him, “this
body is just a vessel. This is just a vessel.”

This is not really me, 1 thought to myself,
trying to staunch the blood from my right
hand with the grip of my left. This body is
Jjust a vessel. This body is just a vessel.

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 even
the angels. But I didn’t know anything
about the celestial realm undil recently, so
maybe I'm a good person to explain it to
you.

Let me tell you about the first time I met
Nicole, my angel.

Shuffling down an empty city street after
an evening of weeknight drinking, I heard
this strange noise coming from an alley.
No particular kind of noise — it was more
like I'd remembered having heard a sound
where no sound had actually been. Like I
said, it was strange. Normally, I keep on

walking when I pass an alleyway, no mat-
ter what I hear, but this ime 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, “T 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, leaning against a misshapen
brown dumpster that didn’t look like it'd
been empted this decade, was this beauti-
ful blonde girl in a sparklingly clean
overcoat. Well, she looked like a girl.
Really, she was an angel whose corporeal
vessel happened to look like that of a
young human 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 if he’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 pick up
the two knives. “We don’t have a lot of
time here.”

“Who are you?” I demanded somewhat
shakily. “Did you just take that guy out?”
She was a tall girl, but she looked pretty
wispy to me, not at all someone who could
just pick a guy up and launch him across
the alley, and certainly not from twenty
feet away.

“I'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

1

your wallet left over from the ten you stole
from your boss before going out drink-
ing.” That threw me.

“What 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 factly.
“I'll prove it to you in just a moment.” By
now she was very close, so close I could
smell her breath. Peppermint.

“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 Ihadn’t stopped him. I took a
chance saving your life, I changed your
fate. I removed you from the Symphony,
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 Earth, and
everything on it, is part of the Symphony.
You see, angels aren’t supposed to be on
Earth. 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 all sorts of atoms
and spinning them all crazy from where
they would have gone if I hadn’t been
there. Celestial intervention sets the Sym-
phony out of balance — it makes all sorts of
complicated ripples. The larger the
change, the more noticeable. Other celes-
tial beings can hear the ripples. And track
down their source.”

“Wh-what are you getting at?” I shiv-
ered, realizing that I was no longer merely




standing close to her, I was paralyzed by
her proximity.

“You're a human. You belong here on
Earth. I'm an angel — I'm not supposed to
be here messing things up even worse than
they already are. Killing a human is one of
the most dramatic changes anyone can
make to the Symphony. But you, as a
human, can do things very simply that are
very difficult for me. If you're quick and
clever, no one will ever know.” She pulled
away from me and held out the mugger’s
knives. I took them.

“There’s nothing I can say to convince
you I'm an angel,” she said, backing away
slowly, “there never is. But relax, empty
your mind and decide for yourself whether
or not 'm telling the truth. Then I'm
going to ask for a little favor.”

Her body began to unravel, not in
pieces, but in a flurry of strips, like pages
of sheet music falling from a conductor’s
hand. When her clothes and her flesh had
been stripped away, only a dim glow
remained in front of me — but if I relaxed,
and let the glow take its own form instead
of forcing my mind to give it shape, I
could make out the vision of the pure ber:
smooth-skinned and wiry thin, with wings
of light and eyes full of strength and pas-
sion and nobility. No one could ever have
eyes like that — no human, at least. Her
mouth, bordered top and bottom by per-
fect purple lips, opened enough to let the
soft tinkle of music escape.

“Kill him,” she sang, and so I did.

I drained a few pints of the dead man’s
blood into the plastic sacs she’d brought. It
never occurred to me to ask what they
were for — I just saw them sitting on the
ground and I knew. I assume she recorpo-
realized while I set about my grim task,
because there she was when I was through,
standing 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 miracle no one had
passed by.

“So what now?” I asked.

“I'm an angel,” she said. “You can join
me, work with me, if you want to.”

“That’s it?” I asked, suddenly feeling
more sober than I've been my entire life.
“All T have to do is say, ‘T'm in,” and you'll
be my guardian angel?” I thought back on
what she’d said, and rational thought
returned. “You've removed me from the

Symphony; wouldn’t it screw with every-
thing if I said no?”

“Well,” she said quietly, scrunching her
eyebrows together, “I got what I needed,
the blood of this wretch, so I suppose I
could remove your memories from
tonight. You'd probably assume you 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 maybe tomorrow or maybe the
next day, the cops would get the knives in
the mail, covered in blood, with your fin-
gerprints on them.”

You know, I'd always heard the phrase,
“Chills ran up my spine,” but I'd never
truly known what it meant untl then. I
also never knew guardian angels stooped
to blackmail. I pulled a cigarette out of my
jacket and lit it.

“I mean, come on,” she smiled, trying to
make light of an obviously dark situation.
“Right now, your life’s a dead end — and I
mean that in the nicest way — but it’s a
dead end with potental. So you can either
help me out, or you can go on about your
mundane 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 with a sin-
gle expert 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 hardly claim it was self-
defense. You drained his blood.”

That certainly put things in a different
perspective.

“Well,” I said through a dght 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 part of the Symphony, you're a per-
former in it — and you shouldn’t do bad
things. Like stealing from your boss.”

“No bad things,” I shot back. “Like, say,
killing someone.”

“That 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 part of the
armies of God, you're allowed to have fun,
you know.”

I shuffled out of the alleyway, shell-
shocked, rejoining the world. It hadn’t
changed much in the past five minutes,
but I had.

“I didn’t think angels were supposed to
tell people to kill each other,” I said.

“I bet you think we all like to wear white,
t0o.”
“Do you?” I asked.

She grimaced, pulling her overcoat
tight.

“There’s nothing wrong with white,”
she said.

“Okay,” I said, barely cracking a smile,
“I accept that you're an angel. And, since I
don’t happen to have anything better to
do, I suppose that the least I can do is hang
out with you. Do you like to dance?”

Nicole laughed like a crystal chandelier
dropping from the sky. “You read my
mind,” she said. “Lead the way.”

Here’s something about angels — there’s
always something they forget to mention.

A BRIGHT DREAM
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Almost always. I've never had an angel
actually lie to me, but there’s always all
sorts of i111|mrmnt stuff that they just don’t
seem to think is very important untl you
start shouting and throwing things at
them.

We went to an early-"80s New Wave
retro joint. My angel — that is, Nicole, the
spooky chick I had every reason to believe

was an angel — said she liked that sort of

thing. We danced for a couple hours,
almost nonstop. It felt great to let my con-
sciousness fall away and allow my body to

move to the rhythm, sweating out the fear
I'd felt in the alley. Anyway, my brain
started to return to normal, and I'd gotten
to thinking about what might happen if, as
her servant, Idid bad things. After all,
nobody’s perfect. So Isteal occasionally.

RIGHT DREAM

It's never from anyone who doesn’t
deserve it. And maybe sometimes I lie. Big
deal. Who doesn’t?

When we got tired, we left the dance
floor. As we pushed our way through the
crowd, I asked her what would happen if I
did bad things.

“Eventually,” she said, “bad things
would happen to you. That’s karma.”

“I thought karma was a Buddhist thing.
Aren’t angels Christian?”

“No more thau the universe is Christ-
ian,” she said. “Karma is a universe thing.
lfym.l do bad things, eventually bad lhmg_s
will happen to you.”

I nodded. “Karma 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 back on you.”

“But working with you, an angel, you
said I'm no longer trapped in the Sym-
phony, I'm a player in it. I have some
control over it.”

She nodded. “T'll teach you some things.
Now that you're outside the Symphony,
you're already controlling it more than
you imagine, but soon you’ll be able to do
it consciously. Maybe T'll teach you some
Songs.”

Now, I've spent my entire life looking
for loopholes. I'm not a slacker or any-
thing, but loopholes make your life easier
and I thought I'd found a big one.

“But if I can control the Symphony, 1
could prevent these bad things from hap-
pening to me.”

She smiled at me, wider than I'd seen
her smile before. It wasn’t a nice smile. It
was the smile of a cat looking at a bird in
an open, unattended cage.

“It’s not that simple,” she said slowly.
“In Heaven, we look at everyone as an
investment. We saved your life, so it'd be
nice of you to help us to further the gen-

eral purpose of selflessness in the world. If

you do bad, you're not helping us out and
we'd have to withdraw our support.”
“My project would lose its funding.”
“That’s one way to look at it,”
replied.
“And I wouldn’t get to hang out with an
angel anymore.”
“More importantly, you wouldn’t have
the protection of an angel anymore.”
“Protection?” I asked. “From what?”
“When you're out messing with the
Symphony, it’s good to have protection.”
She caught a passing waiter’s eye and got

she

a drink. Vodka and tonic, I think it was.

Celestials, I've found, are big on dramatic
pauses. My angel turned back to me, stir-
ring her drink in its little plastic cup with
its thin red straw.

“Protection,” I nudged her.

“Yes,” she said. “Protection.”

“Protection from what?”

She sipped from her drink, then one side
of her mouth curled up in a little smirk.

“You're not going to like this,” she said.

“I'm ready for it,” 1 said, rubbing my
palms down my jeans.

“Demons,” she said.

[ didn’t start screaming right away. 1
built up to it. First, I said, “Demons” back
at her, just to make sure I heard right.
Then when she nodded, 1 said it again, but
louder, just in case she didn’t hear me
right. She nodded again and T said
louder, then shut up when I realized that
even over the club’s triple-decibel sound
system people were starting to turn and
look at me. By this time, Nicole had pulled
me by a belt loop to another, more quiet
part of the club.

“Demons,” I whispered.

“Demons,” she said.

“You forgot to mention the demons part
before,” I pointed out.

“Hey, when you've got angels, you've
got demons,” she said. “It’s that simple.
You make it sound like it’s a big deal.
Truth is, I seldom have to mess with
demons.”

“Demons,” I said.

“Almost never.”

That didn’t make me feel any better. “So
I should be scared of demons, but not too
concerned. But if T can control the Sym-
phony, couldn’t T avoid demons and still

. maybe . . . not exactly do good things
all the ame?”

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

“Okay,” she conceded, “okay. You don't
have to do good things all the tme. It
wouldn’t kill you, you know, but you don’t
have to help every old lady across the
street or feed every starving child.
Humans have to do things for themselves
or what’s the point? We're just here to
help things along.

“But you can’t go around doing openly
bad things,” she finished.

“Because bad things would happen to
me if I did.”




“Bad things would happen,” she said,
sipping her drink. '
“And I wouldn’t be able to stop it.”
“And you wouldn’t be able to stop me,”

she said, and that ended that conversation.

We left through a back door that no one
seemed to be paying attenton to. Nicole
was careful to maneuver her white heels
around the puddles of day-old rain that sat
stagnating in the back alley.

“Why were you so hot to dance?” 1
asked.

“It's one of the ways I regenerate
Essence,” she said. Before I could open my
mouth, she continued. “Essence is the
energy of the universe. Everything that
lives generates Essence, one way or
another. You know how marathon run-
ners talk about the ‘runner’s high'? That’s
how those kind of people generate
Essence. Dancing works for me. We
celestials use Essence to control the Sym-
phony, however we can. Remember when
that guy flew away from you in the alley? I
used Essence to throw him — in fact, I used
the last bit I had.”

“Angels spend a lot of time in alley-
ways,” I noted.

“Some do,” she replied. “I have a house.
It has pink trim and a white picket fence.
You'll like it. But going dancing gave me
just enough Essence to run a quick errand,
so right now I'm going to drop you off
with a friend of mine.”

“Oh, great,” I said. “I just met you, and
already I'm getting handed off like an
annoying pet.”

“You're only annoying when you act
annoying,” my angel chastised. “T'll see
you soon.” She stopped at the mouth of
the alleyway. “Tell me when you see a
purple car. You can’t miss it.” 1did as
requested, and within a few minutes the
ugliest, most horrendously — well, purple —
car I'd ever seen crept around the corner.
Isignalled her and she stepped out of the
alley, flagging it down like you would a
tasi. It stopped instantly, the smell of
burnt rubber lingering in the air.

The car’s rear door opened, and Nicole
pushed me toward it.

“He’s a friend of mine,” she called,
retreating into the alley. “I’ll catch up with
you guys in a jiff.”

I stumbled in, and the ugliest car in the
world took off so quickly I fell into the
floorboards.

When I crawled up, I saw two other
people in the car, both in the front seat. A
woman was tied and gagged, but safely
strapped in, on the passenger side. The
driver was a large man, and I mean large as

in both muscular and fat, with red tufts of

hair sticking out from the many holes in
his worn leather |acku We made eye con-
tact in the rearview mirror. He wore
wind-worn aviator goggles. He nodded a
hello. The girl and I made a much more
awkward eye contact as she squirmed
around in her seat to get a better look at
me. The driver, gr.ntlv but forcefully,
grabbed her bound hands and pushed
them back into her lap, turning her back
around.

“Hey,” I said, waving, trying to break
the ice.

“So you’re Nicole’s new friend,”
ver said.

“Uh, yeah.” The car was positively
silent.

“How long you worked with her?” he
asked.

“A couple hours,” I said.

“Aw, hell,” he shouted, slamming the
heel of his hand against the steering wheel.
“Isn’t there anyone with any experience
nowadays?”

“So, you're an angel?” I asked, not want-
ing to drift back into painfully
uncomfortable silence.

“I'm a Cherub,” he corrected. You could
hear the capital letter.

“What's the difference
Cherub and a normal angel?”

“Hey, hey,” he said, furrowing his brow,
“a Cherub is a normal angel. No, scratch
that, a Cherub is a kind of normal angel.
See, there are different Choirs of angels. I
belong to the Choir of Cherubim. Your
angel, Nicole, she’s a Mercurian.”

“So, um, how many angels are there?” |
asked the Cherub.

“Lots,” he said.

“How many demons are there?”
hesitantly.

“Lots and lots. Demons of every shape
and size, working to promote every kind
of evil you could imagine. There’re about
a gagillion demons of hyperbole. Speaking
of demons, do you know happened to
Nicole’s other servant?”

“Dunno,” I shrugged.

“She probably killed him. Better yet, let
me guess. She’s pretty sneaky. I bet she
had you kill him so it wouldn’t send out
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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 when I was getting to the point that
I thought nothing would shock me any-
more, blammo.

“She did!” I'shouted frantically. “She
did! She made me kill this guy, drain out
his blood, and then -

“Hang on, hang on,” he shouted over
me. I shut up. “Nicole’s old servant was a
hard-core suck-brain, see? The boy blew
our cover to a pair of demons who just
about killed us. “

“Why did she need the blood?”

“You ever tried to get the attention of an
Archangel?” he asked sarcastically. “Hey,
it’s a pain in the ass, Their minds are all
over the place, all the time. Even their
favorite servants have to jump through
hoops to get them to listen. In her
Archangel’s case, the blood of your
betrayer, with a stylish little ritual, works
nicely.”

A BRIGHT DREAM
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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
well into the woods, she killed the bike’s
engine and headlight and glided
through fallen leaves, coasting to a stop
in the darkness. She kicked the bike’s
stand down, walked a few feet away and
began to pull off her sweater as she
slowly twirled in place. Her blonde hair
fanned away from her body while her
head turned upward, focusing on the
circling tree tops and the stars beyond
them.

She twirled faster and faster, one
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 flame — stopping abruptly
when she heard two hands clapping.

“Nice,” said Gabriel, the Archangel
of Fire. “I presume you have the
blood?”

“Bike,” said Nicole, pointing over
her shoulder as she looked down to but-
ton 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-
brows.

LUDE

Nicole chuckled while she fished
around on the ground for her boots. “I
guess you'd like to know why I called
you.”

“Yes,” said Gabriel coldly, weighing
the bags of blood in her hands. “I was
curious.” Nicole’s demeanor sobered.

“First,” she said slowly, “the blood is
from my servant. My late servant.”

Gabriel looked at the bags more care-
fully, holding them up to 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.”

Gabriel frowned. “Ican’t do that.
There are other things going on.”

“Then 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 face. “What, are
you out of Essence? Why don’t you go
dance a few more hours?”

Nicole turned her head as if slapped.
“It was just a little favor,” she mur-
mured.

“Alittle favor,” Gabriel spat, flames
leaping behind her eyes. “A little favor.
You did a little favor for the Archangel
of Flowers, and she rewards you with a
Rite — the very Rite you used to 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. I had to
help him out. He was in trouble, and I
wasn’t just going to let him die. So
Novalis showed me how to generate
Essence by dancing. I'm sorry I didn’t
summon you with Essence from one of

your own Rites, but between my ser-
vant betraying me and my artist
overdosing on demonic heroin, maybe I
haven’t been thinking entirely straight.”

The sounds of the city echoed
throughout the woods. A cigarette
materialized in Gabriel’s hands, lit. She
inhaled deeply, consuming almost half
the cigarette in one breath.

“I beg your forgiveness,” Nicole said.
Gabriel bowed her head low, blowing
smoke at her angel. Nicole bent over,
her body shaking from the force of her
coughing.

“You are one of my most favored ser-
vants,” she intoned, rolling the cigarette
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. Now 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 cigarette
coal deep into her corporeal vessel’s
cheek. “But you were right to help the
servant of Novalis. I'm merely saying be
careful who you accept gifts from.”

“Yes, 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 to ride back
to town. Assume your celestial form,
and Iwill 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.”




“So why couldn’t I go with her?”

“Wouldn’t work,” the Cherub said.
“You remember when you were a kid, and
you'd get in trouble, that if you brought a
friend home with you, your parents
wouldn’t yell at you as bad as they would if
you were alone?” I nodded. “It works the
opposite way with Archangels.”

“So what are we doing here?”

“We're the decoy,” he said, rolling down
his window to spit into the street. “Inviting
an Archangel to tea can make big ripples in
the Symphony, so we’re driving around
sending up little Essence signal flares that
say, T'm here,” so the demons won’t figure
out what we're up to.”

Iheld my head in my hands and rocked
it back and forth. “If you don’t mind,” I
said, “could you back up just a bit and tell
me what’s going on? I mean, the current
plan of action?”

“Nicole, she’s uncovered this painting
from, well, T wanna say it’s from the Mid-
dle 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, a
true artist, this particular painting can be
used to trap a celestial.”

“Trap;”

“Yeah. If the celestial’s in his presence,
the artist can paint the demon — or, I guess,
angel - into the image, trapping him inside
there, undetectable, until either someone
else is painted in his place, or a different
artist paints over it, freeing the prisoner.
Of course, both sides have been looking
for it for awhile — private Japanese gal-
leries, the Vatican basement, the usual
places.”

“Where'd she find it?”

“Idon’t know,” he said. “But we’ve got it
now, We're supposed to arrange a deliv-
ery. But the artist she’d set up to work on
trapping our victim is, well, indisposed.”

“Indisposed?”

“Dead, actually. He overdosed this
morning, real suspicious-like. We suspect
the Diabolicals.”

“The demons,” I said.

“Yeah. Your predecessor ratted on us.”

“Hell, give me a brush,” I said, “I’'m on
it”

“No, no, no, it doesn’t work for just any-
one. You have to get an artist attuned to
the painting, which takes a whole lot of
time and effort — not to mention finding
the right chump, first.”

“So, what now?” I asked. “Where are we

going?”

“No place,” he said, “we’re just driving
around right now. Times like this, I wish I
had some Ofanim around.”

“Ofanim?”

“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. Ofanim
have the knack of motion. They never
stop. If there’s a way to carry on, they’ll
instinctively know what it is.”

“Sounds cool.”

“Yeah, it’s useful. Mercurians, like
Nicole, know all 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 important girl.”
The Cherub patted his passenger’s knee as
we pulled up to a red light, but she stayed
staring straight ahead.

“I'm attuned to her, see? Just like that
artist was attuned to that painting. She’s
ignoring me right now ’cause she knows it
drives me crazy, but no matter where she
goes or what 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
crawling around every door, you gotta
take a few precautions. When Isay I'm
attuned to her, it’s not just that I have
some connection to her, it’s that, literally,
she’s a part of me.” He reached over with
a fat, hairy hand and turned her face
toward him. She violentely whipped her
head back and forth until he grabbed her
jaw and held it ight. When their eyes met,
she stopped struggling. “I love her more
than Ilove anything else in the whole
Symphony, and even though she hates me
for doing this when things get a litde
tense, | have to.”

uwhy? ”

“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 - to happen to her, that
would throw my resonance with the Sym-
phony out of whack.

“The more distant you get from the
Symphony,” the Cherub said, his eyes nar-

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.
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“And then you Fall.” He illustrated this
by slamming a fist into an open hand, and
[ jumped so high I hit my head on the ceil-
ing of the car. The Cherub laughed.
Patricia did too, coughing loudly through
her gag.

“But don’t get all freaked out,” he said,
pulling away from the stoplight. “We've
managed to stay away from the demons so
far.”

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

Speak of the devil.

A BRIGHT DREAM

When I gathered up my brains, the dri-
ver’s seat was empty and Patricia looked
pretty damn groggy. She had a nasty gash
on her forechead, bleeding the way head
wounds tend to bleed. T glanced out the
window. The sports car, which looked
surprisingly undamaged, was parked
across the street. Two figures strode
toward our vehicle. I could see the Cherub
standing between us and them.

“Not like you drive an inconspicuous
car, man,” said the first figure, a thin rak-
ish guy in a black suit, smoking two
cigarettes from one hand and holding a
long, sharp knife in the other. He took a
deep drag, threw his head back and 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 started untying Patri-
cia. They were good knots — it took almost
a minute. I could hear fighting outside
while I struggled. Once her hands were
free, she worked on her feet while
removed her gag. Before I could say any-
thing, she bolted out of the car and started
screaming.

Goddammit, 1 thought to myself. Now
I'm going to bave to get out of the car.

Patricia was holding the Cherub, and he
was coughing blood all over her. His chest
moved a bit, and then stopped. I could just
barely make out a misshapen mess that
must’ve been the larger figure, because the
thin guy was on me in a flash, grabbing my
right hand and biting down hard. I could
feel the joint pop, and 1 thought, “Surely
he didn’t just bite my thumb off.” I looked
down at my hand. He'd bitten my thumb
off. Blood dripped down his chin from a
vicious, savage smile.

Obviously, 1 thought to myself through a
shock-addled brain, this is @ demon.

“Where’s the painting?” he shouted in
slow, measured tones, spitting my blood
all over my face.

“I don’t know,” I said. He slapped me
around, and through it all the only thing
that registered was Patricia mumbling her
mantra to the dying Cherub — “I “his is
only a vessel, this is only a vessel.”

“You have no idea how bad my day’s
been,” he said, kicking me in the side after
I fell to the ground. Luckily, he got tired
of abusing me and decided to check out
the car. It didn’t take him long to get
around to looking in the trunk, from

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

“Oh, this is sweet,” he said, kissing it.
Even reclined on the pavement, I could
see a big bloody lip-print on the package
as the demon walked past me, like a love
note from a demented girlfriend. He
walked calmly to his car, put it in the pas-
senger’s seat and sped away, leaving
Patricia and me shaking and sobbing. Just
a few hours before, I kept thinking, I'd
been happily drunk.

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

“He got the painting,” Patricia told her
between sobs.

My angel picked me up, threw me into
the Cherub’s car and peeled away from the
scene of carnage, leaving Patricia to cradle
her angel’s body like a modern-day pieta.

“Did Tariel fill you in?” she asked as we
flew down the highway like, well, like a bat
out of hell. T shook my head, still a little

weak from blood loss. “Tariel,” she
prompted. “The Cherub.”
“Yeah,” I nodded, shaking my head to

stay awake, “Artist, Archangel, Choirs.”

“Good. I figured he'd give you the low-
down.” We drove a few moments in
silence. “Sorry about your thumb. I can fix
that when I get some Essence back.”

“What happens to Tariel>”

“Oh, I suppose he’ll wake up in Heaven
any time now, feeling pretty low. He
must’ve really gotten his ass kicked by the
big demon, but I noticed the other guy
wasn’t exactly standing up. Soon, he’ll
earn enough Essence to make another
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 ever seen one; it’ll
do her some good to be free from him for
a little while. Tariel'll be back soon, and
he’ll have her happily ted 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.”

“What did you get
Archangel?”

“A little ime. And because I asked her
nicely, she gave me back my itty-bitty
gun.”

“Your what?”

“It’s a dny little pistol, with a blessed
chamber just large enough to hold a single

from your




holy bullet. It's not very accurate, but if
you get a good enough shot off you can

take out a demon. If you're lucky. My
Archangel — Gabriel - took it away
because she said I was relying on it too
much. She gave it back to me for finding
the rat in our little organization, my old
servant.” We were both silent for a
moment. "I suppose Tariel told you about
that, t00.” I didn’t say am'rhmg “Well,
anyway, we've got that going for us and
only one more demon to hunt down, as far
as anyone knows. But no more miracles
tonight — I'm out of Essence.”

“Couldn’t you have asked for more
Essence from your Archangel?”

“When you ask for more from the
Arch'mgels, she said as though reciting a
popular saying, “they expect that much
more from you.” I must've looked puz-
zled, because she added, “And that can be
bad. But - if we can make it until sunrise,”
she said, maxlnu the dead angel’s car off
the interstate, “we’re in the clear.”

“What happens at sunrise?”

“I get some Essence back. T blew what 1
had summoning my Archangel, but every
morning, as the sun creeps over the hori-
zon, angels recover some of their spent
Essence. With a bit of Essence, I can toast
that demon. Lucifer’s forces depend on
their numbers, not their strength.”

“And if not?”

Nicole laughed. “If not, then we have to
hope our demon gets close enough to be
shot with my itty-bitty gun before he tears
both our heads off.”

“And if that doesn’t work?”

“Then I'll see you in Heaven,” she said,
whipping the car into her driveway. As she
got out of the car, I grabbed her by the
wrist.

“Wait a second,” I shrieked. “How do
we know he’s not in there waiting for us?”

“We don’t,” she said. “In fact, he proba-
bly is. I gave him a key the last time I saw
him.”

“Don’t you have some kind of built-in
demon detector or something?”

She shrugged. “No more than demons
have built-in angel detectors. But if it
makes you feel better —” she closed her
eyes and put a hand on her forehead “-
mmm, nope, no demons here.”

“Are you sure?”

“No,” she qmi|ed “Come on.”

“Damn it,” she said, whipping through
the door, grabbing a plastic-wrapped dress

hanging from a hook in the hallway and
whirling it around the room. “Laundries.
They call this white? T knew I should’ve
picked it up myself. I'd have made them do
it right.”

“Hi, honey,” said the demon, showing
all his teeth as he emerged from the 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 out again,
which implied to me that he was out of
Essence or he’d have tried to fry us when
we walked in. Inwardly, I felt proud of
myself for catching on to how things were
done around here.

“This is going to be fun,” he said.
haven’t done anything like this in, oh, half
an hour or so. i

“Try me,” she spat.

“Come on, baby,” he leered, lashing out
with his empty hand and grabbing her
arm, pulling her close. “Give me a kiss and
call me Jesus.”

Faster than I could even see, she pulled
the itty-bitty gun from her coat and made
an itty-bitty hole in his chest.

“You are . . . the biggest bitch,” he said,
his grin freezing on his face as he fell to his
knees. She planted a white spiked heel on
his bleeding chest and gently pushed him
backward to the ground, so he wouldn’t
fall butter-side down, as it were, and
bloody her carpet.

“See you later, pumpkin,” she said,
blowing him a kiss, and with one great
heave his vessel expired.

“That was anti-climactic,” T said, trem-
bling.

“I can gut him later, if you'd like. I'll
probably do it anyway. It would give me
pleasure.”

I shuddered and shoved my bloody hand
in my pocket.

“Go home and get some sleep,” she said,
turning to me and reloading her tiny pis-
tol. The bullet chanted wh]spers of eternal
devotion as she slid it into the firing sepul-
cher. “Tomorrow’s a busy day. You have
to pick up some blood from a friend of
mine, and then find me another mediocre
artist with an unconventional reputation.
I’'m sure there 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.”

»

Nicole laughed. “My, you are just the
cutest thing. I've got to keep you around.
Sure, you could think of me as # guardian
angel, but I'm not your gmrdlan angt] It’s
actually more like you're my guardian
human.

“Now go,” she said, fixing me with a
hard, cold stare, “do what I say.”

“Good things,” I muttered, thinking
about my predecessor.

“Only the best,” she lilted. “Now get
this body out of here, and don’t get any
blood on the carpet. It’s a foul creature we
disposed of this evening.”

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

“He was,” she said, staring at the corpse.
“A long time ago.” Nicole looked up at me
with a smirk that might almost be called
evil. “Ex-boyfriends turn up in the lousiest
places,” she explained. “Now please, get to
work.”

“Sure thing,” I said, growing resigned to
my fate. I'd promised myself a new life,
hadn’t I? It looked like I'd found one.

I looked down at the demon’s twisted
corpse. His death grin leered up at me. In
a way, I had a certain sympathy for him.
He didn’t mean to be evil, it was just his
nature. Suddenly, I didn’t feel like turning
over a new leaf by handling another dead
body on my birthday.

“I'm going to get some sleep first,” I
said, zipping up my jacket and heading
quickly for the door.

“Fine. Call the police and see if dead
boy’s car has turned up parked in a handi-
capped space or something. It'd be just
like him. We — and by ‘we,” of course, I
mean ‘you’ — can break into the police
impound tonight and steal back the paint-
ing. And go to the fine arts library on
campus while you’re out. Find another
artist we can con into trapping a demon.”

“Anything else?” I asked.

“Have a happy birthday,” she grinned
through perfect, pearly teeth.

“Sure thing,” I said, stumbling out the
doorway. I was beginning to have some
sympathy for my predecessor, too. The
pre-dawn air of the city felt clean and
clear. I stretched my arms toward the
horizon, yawning, vearning for the bright
dream of the sunrise, the temporary rest of
freedom.

“And would you take my laundry back?”
she shouted through the door. “I can’t
believe they call this white.”

A BRIGHT DREAM
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“I'm not crying,” I snapped at Charlie.

“That’s cool,” he said, calming down as
his hooves reverted to pink, fleshy feet.
“You just sit there not crying while I shove
my guts back where they belong.” Even
though that angel had torn him up pretty
badly, he stood like a mountain, holding
his intestines together while he used his
last bits of Essence to 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.”

“No, no!” I shouted, waving my arms
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.”

“What,” 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-of-town engagement — then what
would become of me?

“Tll tell you when you get there,”I
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 to
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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 structure 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 eould
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,” but 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, but when he would take a moment
to ask me about it himself. The downside
of occasionally having the undivided
attenton of a Demon Prince is that you
occasionally have the undivided attention
of a Demon Prince. I shuddered quietly,
tried to calm my racing heart, and began
to put my story together.

“It’s no big deal, oh darkest of dark, dark
lords,” T imagined myself saying as the
screws tightened. “It went down some-
thing like this . . .”

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 Earth for three years,
although I'm older than I care to think

about. It all becomes a blur after a while.




But in those three years, I've only dealt
with the demons I was assigned to: Adam,
Sabrina and Charlie. At first, all I knew
about them was that they, like myself,
were “in favor” with their respective
Princes. We knew we were pawns, so even
though we’d been assigned to work
together there was little trust between us.
They never told me who they worked for,
and I never asked. If someone knows your
agenda, they can predict your actions. Not
all the time, but often enough to make
your life miserable.

Adam’s a Balseraph, a typical head-
shrinker of a demon. Balseraphs are the
Seraphim who've fallen from grace. While
Seraphim are Heaven’s truth detectors,
Balseraphs are Hell’s greatest liars. Adam
tries to come off as modern-but-cultured —
he wants you to think he’s an old-world
demon in a young-looking body. I always
thought he was just another pretentious
fool with a ponytail. At different times,
Adam gave me reason to believe he
worked for half of the diabolical royalty, in
the hopes that I'd open up to him. I never
did.

At the other end of the cool scale, there’s
Sabrina. She’s one of the Lilim, and a real
piece of work at that. Lilim can make
almost anyone do almost anything. I'm
proof of that, I guess. And I'm nearly pos-
itive she works for the Princess of
Nightmares, Beleth, although Lilith is
always a safe second guess with those
types. She was always good for conversa-
tion, but I rarely saw her apart from Adam.

Adam and Sabrina had a rocky relation-
ship, the kind where the only thing
keeping it going was mutual disdain for
the rest of the world and the universal
force of inertia. For demons, this can be a
healthy sort of relationship. It was cer-
winly one Ienvied. I'd always felt an
unhealthy attraction to Sabrina, even
when she wasn’t exerting her diabolical
charm upon me.

Then there’s Charlie. He and I work for
the same Prince. I can always call on him
to save the day, and Charlie seldom asks
questions. He'll do practically anything as
long as it serves our side, which usually
means making things bleed, explode, burn
up or turn to salt. I'm glad Charlie’s on my
side — he’s damn violent, even for a Cal-
abite.

We each had our own schemes, but we
helped each other with this plot or that.
There could have been other demons in

town, but we never heard from them. Or
at least [ didn’t. I got the impression Char-
lie’s strong-and-silent act was just that —an
act —and that he knew a hell of a lot 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 every
Thursday night at a little coffeehouse
downtown, and I met with Charlie at his
cycle repair shop every other Sunday. As
far as I know, Charlie never encountered
Adam and Sabrina outside of a job. The
only other times I'd see any of them was
when we were working together on some
project: following a suspected do-gooder,
framing celebrities who didn’t further our
plans or tracking down the occasional
benevolent menace — the usual.

Actually, there was very little activity on
the part of the Host. Every once in a
while, we’d pick up an echo of something
stinking of divinity, but we could never
track it down. Over and over again, we
ended up getting all excited for no bad
reason. Nothing looks better on a young
demon’s record than wrangling 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 that Adam didn’t tell me
about the angel until his plans blew up in
his face.

Adam had asked me to meet him and
Sabrina in the Rocko Taco parking lot. I
don’t really like Mexican food, but I went.
Like I said, we had to help each other out.
Our Princes had ordered us to aid one
another, within reason. If Adam wanted
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
bolt cutters and three glossy fashion mag-
azines 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 the rear-view mirror.

“Here’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 staff’s
confidence in themselves and finally turn

them on one another.” He threw me a fifty
and turned to walk toward the restaurant.
“And I mean a /ot of food,” he added over
his shoulder. I made eye contact with 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 finger. “Why don’t I order art the
drive-thru? Three-pronged attack and
all.”

Adam smiled at me as though Iwas a
simpleton. “I disabled their drive-thru’s
microphone while we were waiting for
you,” he said. “They’ve put a ‘Closed’ sign
on it, but why don’t you go get the sign
and meet us inside?”

I sighed loudly at him.

“Besides,” he added, growing sober, “we
need to talk.” Uh-oh.

When 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 string over the
counter which read, “Rocko Taco! We
put the fast back in fast-food! You'll get
your food in five minutes . . . or your
money back!”
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“So for the rest of the order, you wanted
five half-chickens, six beef fajita tostadas
with the works — no tomatoes and extra
sour cream — three taco salads with no
guac, a large tea, and a flauta.” The harried
clerk took a quick mental inventory, and
wiped his forehead with a greasy palm.
“Ah, look, this might take a few minutes -

“You forgot the cheese enchiladas,”
Adam monotoned, glancing briefly at the
promise of free food which literally hung
over the man’s head. The cashier got the
creeps at that point, rang up the order and
moved on to Sabrina. As Adam’s order
registered on the computer display in the
back room, you could see the one guy
staffing the kitchen explode into action —
and it looked like he was already several
orders behind.

“The same thing,” Sabrina said to the
shocked cashier, dropping some bills on
the counter without even looking at them.
Instead, she shot a dirty look at Adam as
she got her change, then walked away with
her tea. Sabrina rarely said much, but her
expressions were priceless.

“Make that seven half-chickens,” I said,
smiling as I approached the counter.

After ordering, I joined Adam and Sab-
rina on the patio. We sat at one of those
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uncomfortable round metal tables with
the logo of some strange Mexican beer
painted across its top. Well, well, T remem-
ber thinking, it’s wot entirely unlike Hell.

Uncharacteristically,  Adam  came
straight to the point.

“There’s an angel in town,” he said,
“and it knows about us.”

“God . . . dammit!” I shouted.

“But it’s all right,” he said quickly, wav-
ing his hands, “it’s going to be okay.”

Okay? Okay?! | shut my eyes and clawed
at Thl.' '.]il_. HPL'L'{.'hlL'Hh.

“It’s going to be okay,” Sabrina said,
reaching across the table and touching my
hand with her own. “Really. But until
Adam takes care of the problem, we have
to lie low.”

“I can call Charlie,” I offered. At that
point, [ was probably going to call him
anyway, just to watch my ass.

“Let’s not call vour friend unless we
think we're outgunned,” Adam said. “If
it's just the one angel, I'll be able to handle
it without lifing a finger.” He took a
moment to look across the patio, back into
the restaurant. The cashier had moved to
the back to help prepare our food and
frustrated customers were waiting at the
register.

“Look,” we could hear the cashier shout,
“it's going to be a couple minutes before
we can take any more orders.” Adam
smiled.

“So how did you find out about the
angel?” I asked. Adam and Sabrina
exchanged glances.

“I've been watching an artist,” Sabrina
started, “a man named Rudolph Soren-
son.” She paused to see if I responded to
the name. “He’s a bit of an eccentric,” she
continued. “He creates elaborate glass-
and-copper fountains which pour blood
instead of water. I felt he had a certain . . .
diabolical perspective.” She downed the
rest of her tea and then folded the straw in
half, then in half again, and so on.

“This guy was being manipulated by our
angel,” Adam finished for her. “She
wanted to use his art to establish a divine
Tether.” I could feel the blood leaving my
extremities as he spoke. The scenario
Adam and Sabrina painted was just too
horrible.

“A divine Tether,” I said, trying hard to
remain calm, “in our back yard. Lovely.”

“We thought so, too,” Sabrina said,
sharing my sarcasm. “That’s why we're

taking her out tonight, before she has a
Tether to hide in.”

“Hide?” 1 said, sneering. “She won't be
hiding! She’ll invite the whole goddamn
Host over for barbequed demon. We're
screwed.”

“Not entirely,” Adam said quietly, lean-
ing forward with a smile on his face. “I've
corrupted her servant.” Adam and 1
laughed it's so delightful to use an
angel’s own servant to stab it between its
pretty white wings. Sabrina just smiled her
inscrutable little smile and lit a cigarette.

“Please,” Adam implored me. “This one
time, help me by not doing anything -
don’t spend any Essence for any reason. 1
want the Symphony to be as uncluttered
as possible while I hunt.”

“So you're going to take care of this
yourself, Adam?” Sabrina said after a
palllh"t’.

“Yes,” he said, turning to face her, “yes,
I am. Do you have a problem with that?”

“No, no,” she said, holding up a black-
gloved hand. “No problem. Go ahead and
take the credit. It’s just not the first tme
that I've had to sleep with some wretched
servant so that another, less-talented crea-
ture could make the kill and take the
glory.” Well, 1 thought, that’s Adamr all
over.

“Listen, Sabrina -"

“I said it’s fine, I can spend the evening
with Marcus,” she said, gesturing to me.
“He and 1 will just lie low this evening.”
She turned around to face me, blowing
low coils of smoke from her nostrils.
“Since we're supposed to be sitting on our
hands, how about we do it over at my
place?”

“Sure,” I said, imitating her practiced
shrug. “That sounds cool.”

If Adam were an egg he would have
cracked. As it was, he just sat there like a
big demonic dope and examined his man-
icured fingernails. I had no idea what
Adam and Sabrina’s actual relationship
was, but I'd always assumed they were a
pretty tight couple, girlfiend and boyfiend.
Not that it kept me from wanting her.
Demons, I thought to myself, you gotta
love 'em. My heart beat faster.

“Too bad you've already got something
to do tonight, Adam,” Sabrina said. “You
know I'd love to have you over.”

“But of course,” he said, turning his
attention to the clamor coming from
inside. Evidently there'd been a nasty fight



in the drive-thru when the cars backed up.
While a frantic couple tried to call 911 on
the pay phone, their voices were drowned
out by angry customers demanding their
money back.

‘Meet you over there?” she asked,
smirking as she picked up her purse.

“Sure,” I said. “What about the food?”

habnm laughed, rolling her eyes. “Let
Adam take care of it. You don’t even like
Mexican food, do you?”

[let myself in. Sabrina never locked the
door. I mean, who's going to get very far
breaking into some demon chick’s place?
Anyway, before long we were talking
about work. I swear, when demons get
together it's always work, work, work. It is
cool, though, that whatever you've done,
you can tell vour friends and it's okay.
There have alw: ays been people in my life,
like Sabrina, who I felt really close to from
the first moment we met, people I could
tell anything. And since she liked that
blood artist, I thought I had just the story
for her.

“Isold this vet some defective stitching,”
[ said.

*You what?” Sabrina lilted, c.l]lmtr from
the kitchen. It was a nice pad, her phw
She was cooking something that smelled
great, either spaghett or an even more
diabolical meal — lasagna. Demons like
lalian food, but they love lasagna. Con-
sider a demon who likes to cook Italian
food to be your very best friend.

“Tsold this vet some defective stitching,”
I repeated, “and he used it on this t]()lf
Well, it wasn’t so much defective as it was
just the wrong kind. He thought it was the
normal stuff, but 1 gave him the kind of
stitching they use inside mouths. It dis-
solves much more quickly.”

“Goon,” she said, closing her eyes as she
tasted her work.

“So picture this,” I said, making little Ls
with my hands at arm’s length and squint-
ing thmugh one eye, as t|1m1=rh framing a
shot. “Mom and Dad come home from
work, they fight out who's going to make
dinner, and afterwards the little family’s
sitting in front of the television for their
daily dose of Lucifer —”

“So,” Sabrina interrupted, punctuating
her speech with a long wooden spoon,
ﬂicking tiny drops of tomato paste at me,
“are we rml]\ influencing people through
the television?”

“Like, hello,” I said, blinking and shak-
ing my head, as though I really knew.
“Why do you think they call it network
programming? Look, just assume everyone
you see on TV is working for us, whether
or not they know it. That’s not the point
of the story.”

“Well, I didn’t know that about televi-
sion. I mean, you hear a lot of stories about
what we’re doing on Earth, but you never
really know which ones are true.”

“Yeah,” T shrugged. “Demons. Lying
sons-a-bitches. Anyway, so they’re watch-
ing TV. They’re settling down.”

“Who?”

“The family. The point of the whole
story. This family, they had these two kids
and a dog.”

“What kind of dog?”

“It doesn’t matter. Maybe it was a
wiener dog. It was hurt real bad, and the
vet had to cut him open from his neck to
his navel, then sew him back up.”

“Where is this going?” she said to the
air, fanning steam away from her pot with
a Tupperware lid.

“Just wait,” I said. “So, everyone’s sitting
around, enjoying the evening, when the
dog barks.”

“It barks.”

“Yeah, just this little ‘yip.”

“So that’s it? The dog barks?”

“No, that’s not it,” I said, frustrated. “I

wish you’d shut up. I can never tell you
anything.”

“Well, you stopped. I thought you were
done.”

“I was not done,” 1 said, str: !IL}H'CI'III‘H’“
my tie. “That was a dramatic pause.’

“So the dog barks,” she sighed, fishing
around in a drawer.

“The dog barks its little yip, and every-
one turns to look at it. It’s just sitting there
on the couch, up on its hind legs. It yips
again, then totally comes undone.” I
crossed my arms and smiled broadly.

“It what?” she asked, finally stopping
what she was doing to look at me.

“The dog,” I said, smiling and laughing,
“totally comes undone. From stem to stern
the little thing unzips from the lame
stitching, and spills its doggie guts out in
front of the whole family.”

Sabrina put one hand to her mouth and
leaned against the Formica countertop
with the other. She looked to her left, then
to her right, then back at me — and I'm

laughing.

“So then, they all completely freak,” 1
said.

“You're a sicko,” she said.

“No, no,” T said, laughing, “no, not

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

lasagna into a Tupperware bowl. “So what

is your Word, anyway — Domestic Animal
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Disembowelments? Are you ‘He Who
Disfigures Small Animals’ or something?”
“I don’t have a Word,” I said, and she
shot me this look that said, “If you believe
I thought you had climbed so high up the
diabolical ladder that you had become an
incarnation of an immortal Word of the
Symphony, you are totally wrong.”

I decided to change the subject.

“Hey, do you mind if T smoke in here?”
I asked, patting down my jacket for a
[ighter

“Why don’t you go?” she said. “Here,
take some lasagna. I don’t think I'll be hav-
ing any.”

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

3

Normally, T prefer to hang out with
demons. Demon chicks are different from
human girls . . . they really understand
what you're going through. But if I'm not
going to spend the evening letting some cute
young diabolical thing tie me to a chair and
smear ice cream on my back, 1 thought to
myself, I could akways go over to what’s-her-
name’s house. That’s why she’s there.

And I'm telling you — the best way to
discover how humans tick, to learn for
yourself how fragile and insecure they
really are, is to date one.

It 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 said slowly and coldly,
refusing to remove the chain on her side of
the door.

“Aw, come on,” Istumbled, “what’re
you talking about? Let me in. Please? I
was busy and, uh, I had work stuff.” Holly
pouted briefly — wait, Holly? Is that right?
Heather, Haley, Holly . . . right. Holly.
Anyway, she was never mad at me for very
long.

“Aw, come on,” I repeated. “You know I
wanted to be here.” What I wanted to do
was reach through the opening and steal
some Essence from her. That's my reso-
nance — I'm an Impudite, 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 disturb Adam’s
stalking. The problem is, she has to let me.

If I just barge in and drain her of Essence,
I might attract angelic attention and that
would be bad news.

“No, 'm mad at you,” she remembered.
Now, Holly’s always been stupid — but
she’s seldom stubborn. Why the sudden
change?

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

“Iwant you to move in with me,” she
said. “I know it's sudden, but I just want to
know we're on track, reladonship-wise,
you know?”

“Aw,” Isaid noncommitally, “I don’t
know.” Christ, I thought, it’s already been a
long night. “I'm just too busy to deal with
moving. I mean, I like seeing you when 1
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. “I hope you understand,” 1
added, withdrawing my arm. Damn. I
could tell T wasn’t going to get any
Essence out of her.

“But why don’t you want to move in
with me?” she insisted.

“I just don’t,” I said, backing away from
the door and jingling my keys in an “I'm
leaving now” fashion. “I like my privacy,
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 home. My place was a wreck, but
then I've never cleaned it. As soon as I dis-
covered that to best fit in among humans
as a single male in my mid-20s I must keep
a filthy and disorganized household, I
resolved to do my duty to my Prince. I live
in a sty.

But I like it that way. I know where
everything is. My problem recently had
been animals — one animal in particular.
An orange cat had just adopted me as his
new human and spent every evening
meowing 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 cats.
When I made it home that evening, the

cat sat on the floor, in the middle of all
that crap, meowing up at me.

“Cat,” I said to him in what I hoped was
a stern voice, “you have to leave.” Then
the phone rang.

“This had better be good,” I muttered,
digging for the phone. “Hello?”

“Marcus,” gasped Sabrina on the other
end. I put on my sexy voice.

“This is he,” I purred back.

“Get over here,” she said. “And stop it
with the voice, it’s not like that.”

“What's it like?”

“Ijust got a big, you know, feeling.
Something just happened, but it’s sort of
fringie.” Ah, technical terminology. The
Symphony just exhibited some minor
deformation, and she was picking up on it
“I think it’s trouble,” she insisted.

“T'll be right there,”Isaid, and was
almost out the door before the phone hit
the floor.

Sabrina sat in a green leather chair, ele-
gantly perched and biting her fingernails.

“Did . . . did you like the lasagna?” she
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.” She
beamed a weak little grin back at me.

“So what’s up?” I asked, sitting on the
couch opposite her.

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

“This — this angel,” she mumbled. “We
didn’t just seduce her servant.”

“What did you do?”

“We also sort of killed the artist. This
morning.”

I snorted. I was awake this morning and
I think I would've heard it in the Sym-
phony if a human had prematurely gotten
the axe anywhere near our side of town.
She must’ve read the look in my face. “He
was a junkie,” she continued. “Adam made
a delivery the night before. You get it?” 1
got it. Since Adam didn’t directly kill the
guy — the artist ODed by himself from the
sound of it — it didn’t screw up the Sym-
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 use Adam to find me?” I didn’t say
anything. This was starting to sound more




and more like a paranoid’s bedtime story,
and when the line someone’s feeding you
gets that bad you can be sure there’s a
Balseraph behind it. I wondered where my
favorite Balseraph was hiding.

“Tll find him,” I said, standing up. “I'll
all Charlie and we'll find Adam. Then
we'll kick the ass of whatever angel thmks
she can just set up shop in our town.”

“Tll be okay here,” she said wearily, curl-
ing up in her chair. “I'm not going
anywhere.”

On the way back to my house, I whipped
outmy cell phone and called Charlie, nav-
igating through busy streets like a
madman while waiting patiently for the
other end to ring.

“Speak,” Charlie answered.

“Hey, it's me. Did you just.. . .
thing?”

“Yes,” he said. “Something big.”

“Great,” I choked, punching the steer-
ing wheel, “that’s just great. Listen, be
ready in about half an hour, we may have
aproblem. I'll call you back.”

“I'm ready now,” said Charlie, and hung
up.

feel some-

Inalmost no time at all, I made it back to
my house. Holly’s car was out front —
damn! Then I reconsidered. She probably
wanted to make up, and as long as I was
going after Adam I could at least load up
on Essence first.

The orange cat was 0111‘51(1(‘.‘, waiting by
the front door. She must've put him out
when she went in. He meowed up at me,
and meowed and meowed. What a selfish
creature, Irhought Perhaps I'll keep you.

Iwalked in quickly, closing the door to
keep the cat outside and whlppmg past
Holly before she could say a single word. 1
went straight to my bedroom and grabbed
the gray duffel bag from under my bed,
the one with all my special hunting crap in
it=unholy water, a knife, a compass and I
don’t even know what else.

“Going somewhere?” she asked.

“Listen, honey, I don’t have time for
this,” I said. Holly took a deep breath.

“Well,” she said, clicking with her
tongue, “I just thought maybe you’d want
1o see this painting.” I looked up, and my
world flipped 180 degrees.

“Do you know what this is?” I heard her

I gawked. I mean, I openly gawked.

Imagine you've spent your whole life
studying Impressionists. And you think
you've seen every single stroke ever made
by a master’s brush on canvas, until one
day someone walks into your office and
hands you a Monet he found in his attic.

It was a relic . . . one of a set of paintings
which, among other things, could trap a
celestial’s soul between the layers and folds
of its paint and canvas. All of them were
thought to be owned by the major celestial
powers — Demon Princes and Archangels.
The problem is that you need an artist of
a peculiar bent to actually use one. Now
granted, there are probably a lot more tor-
tured artists today than when the Medici
ruled Italy, but you might be surprised at
how few of them are genuine about it.

What this added up to about my girl-
friend, I didn’t consider untl it was too
late to run. Istood motionless while her
face rearranged itself, eyes widening and
cheeks narrowing, her hair turning
blonde, until . . .

“Nicole,” I murmured, my heart racing.
There before me sat not only the avenging
angel I'd been warned about, but my ex-

girlfriend from way back. Way back. At
least, 1 thought, it can’t get any worse.

“I don’t want you,” Nicole said matter-
of-factly. “I just want your friends.”

“My friends,” was all I could say.

“Don’t think you can get away. I've had
a Cherub following you for weeks, looking
for your weak spots. I know where you go.
I know who you see. I know what you do.”
She narrowed her eyes at me. “I know
what you did to that dog.” Great, like I
wasn’t in enough trouble. Value judg-
ments suck.

“Here’s the deal,” she continued. “If you
help us take out your two friends, I’ll only
destroy your corporeal vessel. I'll leave
your soul intact. You shouldn’t have much
trouble clawing your way out of Hell
again.”

“You flatter me,” I said.

“It’s only flattery if it’s not true,” she
smiled. “And really, don’t think you're
going to get a better deal than this. 'm not
bargaining, I'm telling you how much you
can get away with — which is to say, your
soul — and you should be on your knees
kissing my heels for that. There’s a cadre
of Malakim showing up tomorrow.”

“M-M-Malakim!” I squeaked, unable to
remain calm. They’re the nastiest Choir of
angels. Malakim never, ever let demons
get off easy. If Nicole was telling the truth,
she was doing me a huge favor by merely
killing me.

“Malakim,” she repeated. “I was sup-
posed to do this quietly, but now Laurence
is sending in the hit squad.”

I gulped. Archangel Laurence commrands
God’s Army . . . and he’s a vindictive little
bastard. His personal Malakim squad?

Nicole was on a roll now. “You know Eli
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 with one of her earrings —
a silver cross. “I wouldn’t know about
that,” she said.

“So what does this relic thing have to do
with your Tether?” I asked. She blinked
twice.

“My Tether? What are you talking
about?”

“Your Tether,” I shouted, “you puttin.r,T
your silly little mark on our territory —

Nicole started laughing. “My ‘I “ether?
No, I'm afraid our artist was playing both
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sides against the middle. His sculptures
generated so much disgust and horror in
his exhibit hall that he could’ve established
a new infernal Tether. But I'd have been
done with him well before then.”

“Sadly,” she concluded, “he introduced
a servant of mine to his two diabolical
patrons, your friends, and they've been
plotting to maneuver me into their smil-
ing jaws.”

“Buuut,” I mumbled, running my hands
across its textured, ruddy surface, “does it
work?”

“The painting?” she asked, forcing a bit-
ter smile. “I don’t know. I never got a
chance to try it, thanks to your friends. I'm
one dead artist away from testing it.” She
drew me directions to the place her
Cherub last spotted Adam. “If he’s doing
what I think he’s doing, out there in the
woods, you should be able to find him
pretty easily.”

“What do you think he’s doing?” 1
asked. She shrugged. Goddamn it, I hate
when people just shrug.

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

“Show up without their heads, and Tl
throw you to the Malakim without blink-
ing and they’ll have your soul for brunch.
Show up a moment before sunrise, and I'll
kill you myself.”

“But tell me though,” I said, lowering
my voice as I moved closer to her, staring
up at her with what I hoped were puppy-
dog eyes. “How long have you, you know,
been my girlfriend again?”

She pursed her lips together. “Not that
long, ice cream boy.”
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Adam wasn’t hard to find. The previous
disturbance was only the precursor to a
much greater one — by the time I'd made
it halfway through the directions Nicole’d
given me, Icould 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 him standing on the hood of his
little red convertible, arms stretched out
toward the sky. Five road flares had been
arranged in an upside-down star pattern
around his car, and an incredible amount
of Mexican food lay in a pile just outside
the crude pentagram. Adam was perform-
ing an invocation ritual — he was
summoning his Demon Prince.

“Haagenti!” he called out to the night.
“Your humble Servitor requests your
attention!” Oh man, how cheesy — though
I guess that’s to be expected from some-
one working for Haagenti, the Demon
Prince of Gluttony. Servants of Gluttony
are rarely known 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
working.

Well, I decided, brushing the dirt off my
hands, it’s time for me to rock your world,
Adam.

It’s easier to surprise people if they don’t
know who your powers come from. Me, |
work for Saminga, Demon Prince of the
Dead. He knows all sorts of secrets about
how souls attach to bodies, and he taught
me this one particularly cool trick once
when we were partying in New Orleans,
back when [ first came to Earth.

I balled up a bunch of Essence, leaped
out of my body and forced my way into
his. I could taste the shock in his mind
before my consciousness drowned him
out.

Taking over another body isn't really
much different from trying on a new suit.
Some places feel tight and strange, other
places feel loose and odd, but you get used
to it quickly. I clenched my/Adam’s jaw,
snapping quickly at the air. Some of the
servants of Gluttony can eat just about
anything, from what I hear. That could
come in handy.

Using the strength of Adam’s vessel, 1
carefully laid my unconscious body in the
trunk of his sports car, then peeled out of
the forest as insects struggled between

their attracton to the flares and their
hunger for the heap of cold Mexican food,
rotting slowly in the night.

I called Sabrina. Even without Adam’s
vocal cords, it wouldn’t be too hard to imi-
tate him. “Darling,” I said when she
picked up the phone, “we’re in trouble.”

“Trouble?!” she howled across the line,
“What's this ‘we’ shit? Have you seen
Marcus yet?”

“It’s a long story,” I said, holding backa
laugh.

“Did you slip up with that idiot? You
were just supposed to stake him out and
leave him for the angels! But it’s okay,
we're cool, Talready asked him if he'd
eaten the lasagna and he said yes.”

“He said what?”

“Yes! He said yes, he’d eaten it! So when
the angels attune themselves to the artist’s
corpse to find his killer, they’ll be pulled
toward the blood I put into his lasagnal
They'll hunt him down like the dog he is
and =7

I didn’t need to hear anything else
“Don’t worry about Marcus,” I said, hop-
ing I was doing Adam’s low, gravelly tones
correctly. “He and I will see you in Hell."
That would give her something to think
about. I hung up and called Charlie.

“What's the deal,” he said.

Talking at my usual rapid pace, I gave
him the rough outline: there’s at least one
angel in town who needs to be put down
like a British cow. Charlie says to swing by
and pick him up. Remembering Nicoles
little stunt, I started working on Adams
face. The only time Istopped for a red
light was to look in the mirror and see how
convincing it was — pretty damn convine-
ing, Idecided. It wasn’t permanent, 50
Adam would still wake up looking like
himself, if he woke up again.

I screeched up to Charlie’s place, and
before 1 could unfasten my seat belt, he
emerged from the shadows and hopped
into the convertible. He did a double-take
when he looked at me, so I guess my dis
guise wasn’t perfect, not to mention the
fact that T was wearing Adam’s clothes and
driving his car. But if Charlie had a prob-
lem with the situation, he sure didn’t say
anything. 'm sure he knew what I was up
to. Zooming away into the night, it
occurred to me that maybe he trusted me
as much as I trusted him — which wasn't
much, but at least it was something.




“So where’s this angel,” Charlie
grinned. I gunned the engine.

“You tell me,” I said. He’s much more
perceptive about Symphony things than 1
am. We drove around for almost half an
hour before Charlie started picking up
hints of the divine. In an unusual moment
of civic loyalty, we slowed at a stop sign
and he took the opportunity to unfasten
his seat belt and lean forward, sniffing the
air. The car approaching from our left had
the single ugliest paint job I'd ever seen.
Charlie pointed to it, and as it passed
under a street light I could make out three
figures inside.

“You're sure?” I asked. He nodded, so 1
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 miraculously
undamaged from the impact. Now that’s
not normal. I made a mental note that
Vapula, Demon Prince of Technology,
must be in this somehow.

But what got out of the other car was not
Nicole. It was a huge hulk of corporeal
force, red meat and red hair, moving
slowly and silently. Only angels ever look
that cool, 1 thought. This must be the Cherub.
He sized up Charlie, then pointed at me.
“You're next,” he mouthed in my direc-
tion.

“Not like you drive an inconspicuous
car, man,” [ said to the angel, pulling two
cigarettes out of Adam’s jacket — do all
demons smoke? — and performing a Song
of Shields, amplifying the cigarettes’
smoke to cover the area. What was going
to happen would be nasty, and I didn’t
want anyone checking out the action who
didn’t already have a front-row seat.

Charlie hauled off and punched his
opponent once, a good solid blow to the
jaw. The Cherub stood there and took it.

“So are we going to keep this flesh-and-
bloody?” the angel asked Charlie. He
answered by kicking off his boots with a
fluid motion and turning his feet into
hooves. I didn’t know the last time Char-
lie had gone one-on-one with an angel,
but he sure was enjoying it.

I watched them as they launched them-
selves at each other, Charlie grabbing the
Cherub in a tight wrestling hold just as the
angel reached inside his jacket for some-
thing bright and shiny. Even though he
was trapped by my friend’s massive arms,

the holy boy could still move his hands
around, as though tickling Charlie’s belly.
Charlie made several painful grimaces
before falling to his knees, but he kept his
hold.

The Cherub, pinned beneath him,
choked out a chuckle.

“You must be the boy with the ice cream
fetish,” he said. In typical corporeal
response, I clenched my fists and bared my
teeth,

As his own answer, Charlie tightened his
grip around the angel, shattering his holy
rib cage, but this only made the Cherub
laugh again.

“Mighty sweet girl you were with,” he
managed to get out. “Didn’t care for you
very much, though.”

“What?”

“Didn’t care for you, I said. That’s how
Nicole got to impersonate her — your girl
went camping for the weekend with a col-
lege boy who doesn’t eat little pieces of
her soul.”

“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, careful not to bang
my original body around too much, before
finally coming up with a tre iron. I
slapped it against my palm a few times to
get a feel for its weight, then dashed like a
madman over to the Cherub and began
whacking all the parts of him that Char-
lie’s wrestling stance didn’t cover — his
feet, his shins, his neck, his head. More
than likely, I was yelling something like,
“Who’s laughing now, funny boy? Huh?
Who's laughing?!” but I don’t really
remember. I do remember hearing some
ugly cracking noises before the angel
finally gave in.

And boy, did he give in — but he didn’t
give up. He blew what was surely the last
of his Essence in one powerful Song. I
don’t know what it was, but it knocked the
hell out of me. I was blinded by a topaz
brilliance, stunned — the world disap-
peared beneath me. Every moment of my
life before then seemed like a senseless
wandering, a dark dream I'd been shame-
fully stumbling through, earnest in the
thought of selfish rapture. I felt very hum-
ble there, before the Symphony in its
purest form.

I felt like I was gliding, my dirty black tie
floating out in front of me like a prehen-
sile tongue. As I drifted, shapes began to

form out of the greens and pinks that
licked at my eyes, until my mind fully
awakened and I realized I was seeing
Charlie holding me at arm’s length, shak-
ing me by my shoulders. He didn’t look
well. For instance, his intestines lay in
loops around his ankles.

“The angel’s finished,” Charlie said,
blood bubbling from ears, mouth and nos-
trils.

I heard him as well as you hear someone
talking to you on the phone while you're
watching something really interesting on
television. As I tried to collect myself, my
life snapped back sharply into focus — Sab-
rina, Adam, their setup, my betrayal. Man,
[ really did like her.

“Don’t cry or anything,” Charlie said,
setting me down to collect my wits while
he groped for lumpy coils of intestine.

“I'm not crying,” I shot back at him. You
know what happened after that.

So as soon as Charlie’s soul vacated his
damaged vessel, first one human and then
another came running out of the car. The
first, a woman, ran over to the angel and
started getting all weepy. The other, a
wimpy-looking guy, stopped when he saw
me, and started making these burbling
noises as though his mind just wasn’t will-
ing to process the scene. What I didn’t
need was for him to spiral up into a full-
scale freak out, especially since my smoke
screen had almost completely run out.

At that point Iwas thinking, [conld
akways bite bis ear off. That'd shut him up.
Then it occurred to me that he wouldn’t
be able to see the absence of his ear,
greatly reducing the horror factor. What
about a finger?

A thumb presented itself more easily
than a finger, so I leaped forward and bit it
off. It was incredible — I just leaned over,
and snap! there it went. It was a really
powerful feeling, thinking that I could eat
anything. I must've been grinning like a
loon. Thumb boy looked to be in shock,
but I didn’t have time to fool around.

“Where’s the painting?” I said as slowly
as possible, because I wasn’t in a mood to
repeat myself.

“I...1don’t—don’t—1 don’t know,” he
sputtered. See? Humans are weak. I
slapped him around a little, kicking him
once or twice after he fell to the ground.

“You have no idea how bad my day’s
been,” I told him. There was no point in
roughing him up any more, and he didn’t
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have any Essence in him, so I stomped
over to the car with the hope that Nicole
had given the painting to her Cherub
friend for safe keeping. I found it in the
trunk, gave it a big sloppy kiss, and split
before anything else happened to ruin my
mood.

For the gajillionth time that night, I
pulled into my driveway, but this time
there was a dull “buh-dump” as I stopped.
Getting out, I saw I'd run over the orange
cat — the selfish animal had been sitting
there in the driveway, waiting for me to
come home and feed it. But I knew a trick
or two to do with dead cats, so I picked the
poor guy up and carried him inside.

Hmm, 1 thought as I dropped the kitty
corpse into a burlap sack, tied it off and
shoved it up into the chimney. [ wonder if 1
could wrangle a promotion out of this mess?
“He Who Disfigures Small Animals?” 1
shook my head. Too over-the-top.

It took another couple 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 T saw
Prince Saminga in the next day or two,
which seemed likely at this point, I could
hand the relic off to him, move all my crap
to another house and feel reasonably safe.

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 breathing and heart beating just
like usual, though my cheek and forehead
were bruised from all that bouncing
around in the trunk.

I set my body across a long couch, then
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. “T'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 car in the parking
lot. T'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
much more annoying to see a car taking
up two legal spaces, as opposed to just one
space most of them can’t use anyway.
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Okay, 1 thought to myself while lobbing
Adam’s keyring as far as I could across the
parking lot — what to do, what to do? 1 stll
had to find some way to draw a Malakim
hit squad off my back. If I could convince
them I was dead, that would help, but even
if I provided them with a corpse they'd still
look for the painting. If I could distract the
angels with someone else, I could get the
painting to my Prince and win a few
points. What to do?

So I showed up at Nicole’s house — very
“her,” white picket fence and all. And just
then, the ugliest car in the world clunked
into the driveway, with Nicole at the
wheel and thumb boy riding shotgun. I

snuck around back, let myself in. When

she came in, I accosted her and the bitch

shot me, as promised. Ithink I gave a

pretty convincing death scene. The last:
thing I saw was a white heel on my chest, -
pushing me over onto my back .

With a start, I woke in my own bodw
with a wet towel on my forehead and 2
beer in my hand. M, 1 thought, somze-
one likes me. The scratching from the
chimney said that my latest project was
finished. A few minutes later, my new
undead servant clawed its way out of the
bag and stumbled into the living room,
covered in soot and sneezing little cat
sneezes. Cats, you gotta love "em.

I don’t know how long I lay there before
Charlie kicked my door in. I swear, I go
through more doors. I'd ask Saminga 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
countless rounds of profane ammunition
strapped to his chest in long belts.

“What's the other problem,” he
demanded.

“It’s not that big a deal anymore,” I said,
dismissing it with a wave of my hand.
“There’s another angel in town, a Mercu-
rian, but I think she’s taken care of now.”
He stared at me for a moment in obvious
disappointment, before pawing at the rest
of the six-pack I'd left on the floor. .

I started going through my duffel bag,
sorting out things I needed to throw away
versus things I needed to get as far away
from me as possible. The Tupperware
went in the latter pile. Charlie opened it
up and inhaled the thick aroma.

“Lasagna,” he murmured, fingering the
plastic container. I told you, demons love
lasagna.

Let’s see: Adam’s toast, the angels think
I'm dead - at least until that miraculous
disguise wears off — Sabrina thinks Adam |
betrayed her and Charlie’s going to eat the
lasagna. He could take care of the
Malakim, probably. Things might turn |
out okay after all. My throat caught for a
moment as [ thought about Sabrina. 1
really liked her. She was truly, truly evil
It’s a small world, 1 thought to myself, I'll
run into her eventually — with a flaming diesel |
truck, God willing.

“You hungry?” I asked Charlie with one. ‘
of Sabrina’s trademark shrugs. “Take it
My good deed for the day.” |
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In Nomine is a roleplaying game — that is, the players
assume the roles of characters, also called player characters
or PCs, 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 GM, 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 NPCs, for short.

The GM organizes the scenario — the background of
the adventure. 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 a simulation as a story. The
game mechanics, which consist of nothing more elabo-
rate 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”
events and remain even remotely simple. Instead, the
rules provide guidelines to determine what might happen
in a variety of circumstances. The GM and the players
must decide the details for themselves.

THE CHARACTERS
What Are They?

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

In the course of play, the players make decisions for
their characters, choosing what actions they will take.
These actions move the story forward, as the GM tells
the players the results of those actions.

Turn to the blank character sheet on p. 26, and com-
pare it to the sample on the next page. As we build the
sample character on the next few pages, we will go from
an empty form to a fleshed-out, well-developed denizen
of the celestial plane . . .

What Are All These Numbers?

As far as the rules of the game are concerned, charac-
ters can be described by several characteristics — such as

Strength, Will and Perception — each with a numerical
value. These numbers show a character’s standing 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 give-and-take between opposing forces that make
an action-adventure story exciting. The numbers on the
character sheet serve as a framework, allowing the play-
ers and the GM to quickly and easily determine the
results of a conflict, either by comparing two numbers
(such as two characters’ relative Strengths) or by rolling
dice to simulate the randomness of a real conflict.

But more important than the numbers themselves are
what they imply, and these implications truly form the
character. 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 Game Mechanics, which starts on p. 38.

In Nomine isn’t about math — it’s about entertainment.
If your 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 its more important to have fun
than to follow the rules.

PLAYING THE GAME
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What Does All This Mean?
or; God’s in the Details

Okay, so that’s why the numbers are there. But if they
an be ignored, why bother to include them at all?

A player and a GM can easily get bogged down in
arguments over a storyline that might work against that
person’s character, and numbers serve as neutral arbiters.
The difference between free-form, no-rules group story-
telling (a roleplaying game with no real numbers) and a
structured roleplaying game is like the difference
between playing cops and robbers using fingers as guns,
and playing cops and robbers with paint pistols. Some-
one may yell, “No, you didn’t hit me!” - but when he’s
dripping with paint (or staring at an unlucky die roll),
there’s less room for argument.

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

THE GAME MASTER

The GM must create the structure of the story (that is,
write the plot, or adapt an existing adventure to his play-
ers’ characters), assume the roles of the NPCs, and
describe the ongoing events as engagingly as possible so
the players stay interested.

Running a good roleplaying game is a social skill, and
every GM runs his game differently. We’re not about to
dictate how someone should or shouldnt 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.

CHARACTER CREATION

There are a few simple steps to creating an In Nomine
character. We’ll walk through them over the next few
pages, but 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. 32-33).

* Select his Superior, either an Archangel or Demon
Prince (pp. 33-34, 107, 155).

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

Thats it. These steps will be explained below as we
create a sample character.

CHARACTER CONCEPTS

When 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 many others can make good characters.
Think 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 with
the campaign he plans. No ideas? Ask the GM; he'll
know what sort of character would best suit his plot. He
may have a good part in mind for an angel, a demon, a
Soldier or a mundane human.

Try to keep a clear vision of the character’s concept,
and make choices that will further amplify and comple-
ment that vision.

Angels and Demons

These celestial beings, the heart and soul of the game,
are the default In Nomine player characters — movers
and shakers in the netherworlds and the heavens. There
are several types of celestials: the Word-bound and Ser-
vitors, who serve higher powers; and the Outcasts,
Renegades and Remmnants, who don’t. While 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 crusaders for all that is good
and right in the Symphony. Those who don’t serve
Archangels are Outcasts, stuck on Earth.

Demons are a mixed 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. But they all work to further
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 virtue of the Principality of Hell
they inhabit. Demonic Servitors may switch Superiors,
although it 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 Earth, where they inflict 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 characters spend most of
their time running errands for mightier beings — errands
which can prove fatal. But complete loyalty is rewarded
handsomely, and as long as the advantages of service 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
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been struck such a blow that they are stripped of almost
everything divine or infernal. They are Remnants — ves-
tiges of angels and demons whose minds strain to
encompass the vastness of their former selves.

* Angels and demons start the game with 9 Forces, any
of which may be Corporeal, Ethereal or Celestial (see
Forces, p. 34). Angels and demons must have at least one
Force of each type. The rules for Remnants 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 immediate Superior’s and his
Archangel’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 can’t push
things very far. Archangels are notoriously narrow-
minded when it comes to disobedience — imposing
Discord or stripping away an attunement — but it
depends on the Archangel. For example, Archangel
Dominic would as soon kill one of his angels as watch
one disobey him, but 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 angel’s devout service is rewarded with new
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 of demons 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 master’s Word, increasing both his
power and his responsibilities. But Demon Princes are
even crueler tyrants than Archangels. Disobedient
demons are stomped quicker than cockroaches.

Word-Bound

Even more important than distinctions, in terms of sta-
tus, is a Word. When a celestial is given a Word, his
whole purpose becomes to protect that Word, to increase
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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 personal
importance in the celestial scheme of things. Celestials
with Words have a unique link with the Symphony. In
game terms, 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-
bound, helping to achieve greater goals, and lesser
Words often serve greater ones.

The best examples of Word-bound 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 Nightmares, commands various
demom of Fear. Beneath Belial, Demon Prince of Fire,
are thousands of demons of desr_ruction (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).

Words 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 completely hostile. The
Word is their battleground, but they mustn’t destroy it
as they fight over it.)

Characters should not start the game with a Word. Words
should be obtained through campaigning and roleplay-
ing, not just by spending points.

The process of obtaining a Word, although arduous, is
worthwhile. With 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 gather 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, grant them access to his Rites.



Divine Words

An angel who wants to embody a vacant Word must
first discuss the matter with his Archangel. If the
Archangel agrees that the Word is complementary to his
own, then the servant must petition the Seraphim Coun-
cil (see p. 137) and defend his strength and capacity in a
public hearing. Anyone may speak, either for or against
the petitioner, to sway the greatest of the Seraphim.

There may be other beings who wanted that Word but
hadn’t mustered the courage to ask. Those who wish to
compete for the Word will be given an appropriate quest
to perform. The Council members, who are not stupid,
may assign similar quests to the different competitors, or
they may allot a single quest which could be completed
in several ways. The specific way a contestant succeeds or
fails will influence the Council’s final decision.

After everyone has finished his quest or been written
off, the Council will listen to final petitions from the sur-
viving entrants. As before, comments 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 Word, and the angel is
bound to protect that Word as much as (if not more
than) he protects his own existence.

Infernal Words

The process of obtaining a Word is similar for a
demon, if a little more 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 counterpart of a Seraphim Council, the last step
isa 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
a political level, and any other contenders for the Word
have been disposed of, the applicant for the Word is
granted a brief, private audience with the dark lord of
dark lords, who alone will judge his merits.

Lucifer has the power to make anyone bearing diaboli-
ical Essence an infernal manifestation of any Word in the
Symphony. 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 hes annoyed,
Lucifer may inflict a darkly insipid Word — at the Light-
bringer’s whim, the petitioner could find himself the next
demon of Stale Bong Water.

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 brightly as once it did.

An angel can become Outcast in play by accumulating
too much dissonance (p. 56) — or just by offending his
Archangel so greatly that he is cast out! A PC may start
as an Outcast.

Outcasts begin the game with three levels of one type
of Discord, determined randomly or selected with advice
from the GM. Outcasts cannot summon 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.
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Other angels run a risk when associating with an Out-
cast — their Superiors may disapprove of them for
consorting with an angel on the brink of Falling.
Dominic’s servants may feel torn between helping a trou-
bled friend and turning him in for his failings.

Outcasts may still travel through the Marches (p. 51)
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
fortunate angels, hoping that their good deeds will even-
tually work them back into the celestial ranks.
Sometimes they’re right — but in general, angels in good
standing are encouraged to stay away from Outcasts.

Playing an Qutcast

As an Outcast, watch out for demons. Of all the things
the Fallen enjoy, terrorizing Outcasts is high on the list.
They sarcastically refer to Outcasts as “the Tripped.” For
an angel who holds any hope of getting back into the
Heavens, taking up with demons jeopardizes what divin-
ity he has left.

And what now? Is the angel despondent after being
kicked out of the Heavens? Does he have a plan to get
back in, or want revenge? Unless he’s in the right, that
last option may seal his fate and send him spiraling down
to the domain of the Diabolicals. Maybe 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 Heaven. He also regains
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the ability to summon his Archangel . . . who will more
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 only
reward will be forgiveness. Some Archangels will forgive
and forget completely, welcoming the prodigal back into
the fold, while others have very long memories.

Renegades

Demons are never Outcasts. Hell’s rulers would rather
roast their servants on spits than let them roam across the
Earth unchecked — and usually that’s just what they do.
But more frequently than anyone would care to admit,
demons rebel against their Superiors and hide out on
Earth, doing exactly as they will. Such a demon is 2
Renegade, and hordes of demons do nothing but run
around hunting the rebels’ rebels.

Player characters who are Renegades start the game
with three levels of one type of Discord, determined ran-
domly or selected with advice from the GM. Renegades
cannot summon their Demon Prince. They cannot use
the Rites of their Superior, but still regenerate Essence at
sunset.

Playing a Renegade

Construct a Renegade character like any other, but
consider his ba{.l\gnmnd carefully. Many Rtncgades 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 rationalization as to why he did it}
What does he feels so strongly 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 tolerance and’
even some rewards. (But be careful about who you!
approach, as few demons wish to be associated with
Renegades, and many will turn you in to Asmodeus.)

The greatest achievement for a Renegade is to be vin-
dicated in his rebellion, recognized by Luufer as usefully
selfish and truly evil, and gmnted his own Word.

Remmnants

Remnants are what survives of angels and demons
whose Celestial Forces are lost in battle. A being who
had a physical vessel 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 infernal natures.
Frequently they retain a meager repertoire of Corporeal
and Ethereal Songs, or even their Rites and attunements,
but they cannot use them in a directed manner. They
cannot move to the celestial plane or listen to the Sym-




The tangle-bearded man walked
down Fourth Street. All he needed was
some water, and everything would be
just fine.

Eating never helped. As long as he
took it easy through the day, he would
not need to eat and he’d have enough
energy to keep himself through the
night.

He'd tried the seminary first. After
the seminary kicked him out, after the
colleges and the research facilities
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
survived by parlaying his meager talents
at parlor trickery into anything to keep
his mind off the clouds and the skies.

The bearded man no longer cared
about changing the world; he no longer
cared about setting an example. He just
wanted to find a dark, dark hole and get
very, very drunk.

Water, he told himself over and over.
All I need is some water.

The coffee shop. The new coffee shop
at the end of Fourth Street, they have
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 the slow taxis

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

The coffee shop was always open. At
any hour, someone, somewhere, wants
coffee. He dragged himself up the short
flight of stairs and went inside, shielding
his eyes from the bright light and the
cheery smiles of coffee drinkers.

“Good evening!” said the middle-
aged woman behind the register, “Can [
help you?”

“Water,” he said. She smiled back at
him, cocking her head to one side.

“No problem,” she said, pulling a
paper cup from behind the counter.

The bearded man waved his arms.
“No, no,” he said, carefully pulling a
large greasy bottle from underneath his
jacket like stolen property. “In here.”

She looked at the bottle, cocking her
head to the other side. “Well, it’s a bit
irregular . ..”

“Aren’t we all,” he smiled, a prepared
expression. She smiled back, taking the
bottle. It disappeared beneath the
counter. All the tension left the bearded
man’s face when he heard the sound of
running water, echoing as it filled the
plastic container. It almost made him
smile naturally — it was almost that good.

“So, what do you do?” she asked him,
putting out a cigarette against the side of
the counter. This is called polite conversa-
tion, he reminded himself. Say something

polite.

“You're looking very nice tonight,” he
said quietly, then remembered he didn’t
answer her question. “I mean, I don’t do
much,” he stumbled, glancing dowm
guiltily at his dirty fingernails. Her nails,
he remembered, were clean, but her
hands were worn from a lifetime of min-
imum-wage jobs and guilt-inspired
wringings. He didn’t know why little
details like that kept entering his mind,
but they occasionally did. “I try to be
polite,” he explained with great serious-
ness. “It's important.” He couldn’t find
it in himself to meet her eyes. “Um, you,
vou do look nice tonight.”

“Oh, I wish we got more folks like you
in here,” she said with a sigh, handing
the bottle back to him in a brown paper
sack. “Aren’t you just an angel?”

The bearded man twitched, like he’d
stepped on a live wire. “Ah,” he said,
jerking the bottle under his arm. “Ah,
please,” he said, holding up one hand,
blinking uncontrollably and backing
away slowly. “Please don’t call me that.”
The tangle-bearded man covered his
face and ran away from the coffeehouse,
its shiny lights, its blissful patrons.

He found a nice, broken alcove in the
alley out back and reverently took the
greasy bottle from its paper sack. With a
wave, the tangle-bearded man turned his
water into wine and proceeded to get
divinely drunk, dreaming of spirits far
removed from the cold, 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 good cause.
Others don’t remember what they did, or who they were,
and some don’t care.

Most Remnants in a game will be “wild card” NPCs,
of unknown origins and abilities, but, with the GM’ per-
mission, a player can start as a Remnant.

* The forces available to a Remnant vary, depending
on the circumstances of his “death.” A Remnant PC
starts the game with no more than 5 Forces, of which
none may be Celestial. See p. 68 for more about Rem-
nants.

Soldiers and Undead

Soldiers in the War are supernaturally-enhanced
humans. They may look and act like ordinary mortals,
but they’ve been deeply touched by the Symphony and
are aware of realities beyond the world they knew before.

While 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 with a healthy angel or demon — but that’s not
their job. Their Earthly natures give them freedoms
unknown to celestials. Ignore them at your peril.

Soldiers may be couriers for the divine, priests for the
diabolical, serial killers for the side of good or hackers
with 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 information on the undead.
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* Soldiers start the game with 6 Forces, more than a
normal human but enough to get them in trouble. They
must have at least two Corporeal Forces and at least one
Force each of Ethereal and Celestial. A Soldier will
report to an angel or demon, instead of an Archangel or
Prince, and cannot (normally) summon Superiors. How-
ever, he can control his use of Essence (see p. 46).

Anchored primarily to the earthly plane of existence,
average Soldiers may only learn Corporeal Songs, like
Numinous Corpus, but may purchase any attunement
belonging either to the Superior under whom they serve
or, for Soldiers of God, to Laurence. Soldiers, unlike
spirits, may earn distinctions for valiant service.

Undead - from mummies to zombis — each have their
own special advantages and disadvantages; see p. 192.

Mundanes

Celestials and their Soldiers refer to the unenlightened
mass of humanity — good, evil and confused — as “mun-
danes.” A mundane is a human with 5 or fewer Forces.
Such a person, even if he knows that angels and demons
are real, cannot use Songs, and spends Essence only
unconsciously (see p. 46).

This game revolves around the exploits of fantastically
powerful angelic and demonic creatures, and their super-
human lieutenants. Mundanes can play vital parts in the
War, and many do — but in game terms, playing a mun-
dane character has o 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 very good way to start a campaign is with most or
all of the PCs as mundanes, about to encounter the
Celestial. They’ll be swept up in the War, to choose a
side and serve it. Those who survive will eventually be
granted a sixth Force and becorne 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 humans cannot learn any of its Songs.
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CHOIRS AND BANDS

For an angel or a demon, his Cho#r or Band determines
what celestial race he belongs to. The Choir or Band to
which a character belongs can be thought of as the kind
of instrument he is in the Symphony, from a light, airy
woodwind to a deep bass drum.

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

Choirs of Angels

The major choirs of angels are (in order of descending
divinity) the Seraphim, the Cherubim, the Ofanim, the
Elohim, the Malakim, the Kyriotates and the Mercurians,
Brief descriptions appear below. Detailed Choir descrip-
tions begin on p. 92. There are many other Choirs . .,
these seven are only the most important.

The Seraphim are the most divine of the Choirs, crea-
tures of truth. In the celestial realm, a Seraph looks likea
giant, winged serpent.

The Cherubim are the most gentle Choir, but stout-
hearted and stubborn protectors of things held dear. In
their celestial forms, they are winged animals or sphinx-
like crossbreeds.

The Ofanim are the celestial Easy Riders, seldom sleep-
ing in the same place twice, resonating with movement.
In the celestial realm, Ofanim appear as large, rotating
wheels of non-consuming fire. They have a keen sense of
direction and an innate knowledge of the lay of the land.

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

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

The Kyriotates are capable of splitting their Forces
across a number of physical forms, animating several cor-
poreal hosts at once. A Kyriotate could manifest 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
forms are insane, changing collections of eyes and limbs,

Mercurians are the closest to human in both attitude
and appearance. Their celestial forms look most like
what Western civilization considers “typical” angels -
perfect bodies, halos and bright, colorful wings.




Bands of Demons

The demons of any one Band vary more among them-
selves than the angels of any one Choir do, but the major
Bands are — from the farthest from humanity to the clos-
est — the Balseraphs, the Djinn, the Calabim, the Habbalab,
the Lilim, the Shedim and the Impudites.

Six of the major Bands first appeared during the Fall —
for instance, the Impudites started as fallen Mercurians.
Later-created demons were often “built” along similar
lines; thus, most modern Impudites never saw Heaven,
but are still recognizably Impudites. However, there are
many, many minor Bands. This book details only the
seven most important, beginning on p. 140.

The Balseraphs, the greatest liars of the Abyss, are the
Seraphim who Fell. Their plots range across thousands
of years, and their greatest creation, Western civilization,
is only now reaching its apex.

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

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

The Habbalah, 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 Lilim, devilish tempters all, have a resonance for
desire — they know what a person wants, and they’ll give
it to him if he’ll do as they ask. They are not fallen angels;
they are, one and all, the creations of Lilith.

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

The Impudites 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. Impudites prize their closeness to humanity
and avoid members of other Bands when possible.

A Divine Example: Carin, playing an angel, decides she
want to be a fighter; a Malakite.

A Diabolical Example: Matthew wants to be (more or
less) human, but be still wants a piece of the action — be decides
to becorne one of the undead, a mummnty.

SUPERIORS

Each Archangel and Demon Prince holds sway over a
particular aspect of the Symphony. Some nurture their
own private goals for the human race, while others — on
both sides — wouldn’t mind seeing mortals wiped from
the face of the planet.

While a celestial’s 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
plays.

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 with
their Superiors directly, as ambassadors, arbiters, mes-
sengers and pawns in the high-stakes game between the
Archangels and Demon Princes.

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

With 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. In 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. Each 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 Archangels

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 at his shoulder, Dominic the stern
Inquisitor 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 culture.

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 cata-
logues today’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: Carin, the fighting Malakite, wants
to serve a warrior Archangel. Reading the descriptions, she
picks Michael, the strongest of all.

A Diabolical Example: Matthew has an undead charac-
ter; it makes sense for him to serve Saminga, Demon Prince of
the Dead. He notes that any Lilim of Saminga automatically
get undead servants; if be can convince another player to take
a Lilim of Saminga, be can be such a servant, and have a
defined relationship with another PC.

FORCES

Characters have three different kinds of Forces: Celes-
tial, Ethereal and Corporeal. A player character may
have from 0 to 6 of each kind of Force. The number and
balance of a character’s Forces will greatly influence the
range of his abilities.

The Three Forces

Look at a character sheet. Notice the three circles
under the names of the three Forces. Each circle has six
segments to fill in; each filled segment represents 1 Force
of that type. A character with the whole rim of the circle
filled in has 6 of that Force — the highest possible for a
player character, though of course the great celestial
powers have many more.

Corporeal Forces determine how well the character can
interact with base physical matter. The more Corporeal
Forces, the stronger and more agile his physical presence
will be, on Earth and elsewhere. Also, the more Corpo-
real Forces he has, the better he will be at utilizing the
Symphony’s Corporeal Songs.

Ethereal 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 intelligent
he will be and the more precise his actions, as well as the
greater control he can exert over the Symphony’s Ethe-
real Songs.

Celestial Forces are the greatest of the three, forces of
pure being. These Forces provide the driving power to
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existence and open the mind to the Symphony — crea-
tures without Celestial Forces have no link to the
celestial plane. The more Celestial Forces a character
has, the more strong-willed and perceptive he will be,
and the greater skill he will have with the Symphony?
Celestial Songs.

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




A Divine Example: Carin checks the character guidelines
on p. 36 and sees that angels have 9 Forces to create a charac-
ter with. She decides to distribute them evenly, 3 in Celestial,
3 in Ethereal and 3 in Corporeal.

A Diabolical Example: Matthew, as a mummy, gets 6
Forces. He decides to put 3 in Corporeal, 1 in Ethereal and 2
in Celestial.

CHARACTERISTICS

Look at a character sheet again. Each circle of Force
contains two different spaces for more notes — these are
the characteristics.

Each of the three types of Forces has two charac-
teristics: a primary characteristic and a secondary
characteristic. Primary characteristics determine how
strong that area of Force is, or how much damage a being
can take from that type of attack. Seconda ry characteris-
tics define what degree of control the character has over
his primary characteristic.

Corporeal Forces grant Strength and Agility, Ethereal
Forces grant Intelligence and Precision, and Celestial
Forces grant Will and Perception. The definitions of
these characteristics, and how they affect game play, are
listed below under their respective Forces.

Every Force of a given type grants 4 levels to spend on
its two characteristics, and only those two. For instance,
levels from Corporeal Forces cannot be spent on Intelli-
gence, because that is an Ethereal characteristic.

So two Ethereal Forces give 8 (or 2 x 4) levels to divide
between Intelligence and Precision. That could mean an
Intelligence of 6 and a Precision of 2, or vice versa, or an
even split of 4 in both — any combination adding up to
four times the number of Forces of that type is fine, as
long as there is at least 1 in each characteristic.

Characteristic levels range from 1 to 12. Characteris-

tics may only be 0 if a creature has none of that type of

Force.
Characteristic Rankings
Value  Significance

l........Miserable
2.........Roor, or Human Child
3......... Low-Average Human Adult
4........Above-Average Human Adult
§.coeeee. Low-Average Celestial
[/ J— Average Celestial; Excellent Human
7
8.........Above-Average Celestial; Exceptional Human
9

10........Human Upper Limit; Excellent for a Celestial
11
12.......Spectacular, even for a Celestial

Corporeal Characteristics

Strength determines raw physical prowess. As the pri-
mary Corporeal characteristic, Strength helps determine
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.

Etbereal Characteristics
Intelligence is raw mental capability. As the primary
Ethereal characteristic, it is affected by all damage from
ethereal sources (such as that from dream combat).
Precision rates how well someone can focus himself on
one task, and also influences skills that require exacting
patience like Electronics or Ranged Weapons.

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 Will 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 upon the rest of
creation, Will is the most important characteristic.

Perception is a rating of how well a character processes
his sensory input in all three realms, 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 reality, Perception is the most important
characteristic.

A Divine Example: Carin, with 3 of each Force, has 12
levels for each type of characteristic (3 x4 = 12). As above, she
decides to spread them all out evenly, giving her a rating of 6
in every characteristic — a truly average angel.

A Diabolical Example: Matthew, with 3 Corporeal
Forces, takes 7 levels in Strength and 5 in Agility. He only has
1 Ethereal Force — something be may regret later — so he con-
centrates 3 levels in Precision to ;"Jdp any Precision-based skills
he wuqbr want later; like Electronics or Mechanic, with only 1
level in Intelligence. He won't be a smart one, that Matthew.
That leaves his 2 Celestial Forces to be dealt with. Being an evil
creature, be thinks it might be best to emphasize his Will, but
as dumb as his character already is, he'd ﬁ'ea’ even worse if an
angel was standing right in front of him in his celestial form
and he didn’t even know it. He puts 5 levels in Perception and
3 in Will. In the end, Matthew turns out to be very strong and
pretty fast, not very bright and only reasonably precise, not
entirely without will but pretty perceptive to make up for it.

CHARACTER POINTS

At character creation, players have as many character
points to buy attunements and Resources as they have lev-
els of characteristics — that is, 4 times their number of

PLAYING THE GAME



1)

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 (supernatural humans);
a mmundane buman; or
a Remnant (the earthly body of a celestial).
Discuss your ideas with the GM.

2. If 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 uldmate Superior grants
him any special Resources or attunements. If his 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.

Soldiers and Mummies: 6 Forces; at least 2 Corporeal
and 1 each Ethereal and Celestial Forces.

Remmnants: 5 Forces; no more than 2 Celestial Forces.

Humans: 5 Forces; at least 1 of each type of Force.

The total number of Forces also determines how much |
Essence your character can hold.

5. Choose levels of characteristics, 4 levels per Force:

Corporeal Forces control Strength and Agility

Ethereal Forces control Intelligence and Precision

Celestial Forces control Will and Perception ,

6. Select Resources. You have (4 x your total number of
Forces) character points to spend on up to 6 levels each of
artifacts, Roles, servants, skills, 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.

4. Allocate his Forces:
Celestials: 9 Forces; at least 1 of each type of Force.

Forces. More character points can be earned later (see p.
202) to spend on further attunements and Resources, and
also to improve Forces and Characteristics.

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.

Choir/Band Attunements 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 Choir/Band
attunements of that same Superior for 5 character points
each, as long as the attunement’s ability does not depend
upon the resonance of its intended Choir or Band.

For example, it is the attunement of Archangel David’s
Malakim that they may, once per day, stand on firm
ground and become immovable objects. This ability, at
David’s (and the GM’) 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 person f'; deviance, but since this ability works in
conjunction with their own natural resonance it could
not be granted to any other Choir of angel.

Servitor Attunements may be granted by the Superior to
any celestial of any Choir or Band - even those who serve
other Superiors. These gifts are never automatic. They
cost 10 character points each, at creation or afterward.
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8. Show the character to the GM for approval.
9. Play!

Or, by doing a service for a Superior other than your
own, you might earn 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: Carin, as a Malakite angel of
Michael, gets the Malakim of War attunement for free.

A Diabolical Example: Matthew, as an undead, receives
no free attunements from 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 1 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 Light/3, 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? What social
circles does he hang out with? Which of his Superior’s

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 ime to play.
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GHME HECRANICS

The life of this world is but a sport and a pastime.
— Cattle 6:32 (The Qu’ran)

Contflict is not just natural to a roleplaying game; it is
encouraged. If it weren’t for the drama caused by con-
flict, we wouldn’t have 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. In Nomine presents a simple method of
resolving conflict, in the hope that a character’ troubles
don’t result in real-life headaches.

DICE - THE D666

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. In Nomine uses traditional
six-sided dice.

In most cases, players will make their own rolls. This
not only gives them a greater feeling of control 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. In
these cases, the GM may make the roll and keep the
results secret.

Sample Die Rolls

1d mzeans: Roll one die

2d means: Roll two dice and add the results

1d+2 means: Roll one die and add 2 to the result

2d-4 smeans: Roll two dice, add them and subtract 4
from the result

d666 means: Roll three dice as described below.

For example: You roll a 2d, which is two six-sided dice, and
come up with the numbers 5 and 4. Adding the numbers gives

you 9, your final result.

Another example: The rules specify 1d-3, and you roll a 3.

Taking the modifier into consideration, the result is zero.

The d666

This is the commonest type of die roll in In Nomine.
Each player will need three six-sided dice — two similar,
and one that is markedly different. You zzust be able to tell
this third die apart from the other two. A roll of these three
dice is called the d666.

The d666 will produce two results. The first result is
the total of the two similar dice — this determines success
or failure. To succeed, you must roll a given number (the
target number) or less, so roll low. If the action is intended
to be easy, the target number will be high; if it should be

hard, the target number will be lower, with a corre-
spondingly lower chance of success.

The second result comes from the different die; it’s
called the check digit. The check digit indicates the degree
of success or failure. A low check digit (1 or 2), indicates
a marginal success or failure. A check digit of 6 is a suc-
cess or failure of great proportions.

Example: On the d666, a player rolls a 1 and a 2, with a
6 on the third, different die. Add the 1 and the 2 together to
get 3 (a good roll, because you want to roll low). If the target
number was 3 or higher, this roll is a succsss. The 6 is the check
digit, and implies a spectacular success.

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 Agility,” 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 with the skill or Song, plus its
base characteristic. For instance, Fast-Talk is based on
WIll. If you have a Will of 7 and Fast-Talk/3, your target
number for a Fast-Talk roll is 10.

Difficulty 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:

“Bscmmuninas Very Tough

3 SR Tough
0.............Average (no modifier)

sl Easy

+2 s Very Easy

Example: Pauls character; a human Soldier of God, is
chasing a demon through a z'mn"qu With one well-timed leap
down the approaching stairs, be might be able to narrow the 7-

yard gap between bimself and the evil creature.

The GM tells Paul to roll against his Agility, which is 7 -
very good for a buman. However, the GM also rules that the
difficulty of lunging down a staircase is -1. Paul must roll a 6
(7-1) or less. He rolls a 2, a 2 and a 5 — and successfully leaps
down the long stairwell. The GM rules that be manages to
gain 5 yards (the check digit of the d666) on his quarry.




Another example: The demon Mynofrigith is trying to
break a cane that a priest is using to block his way. The diffi-
adty is +1 (Easy) and the demon’s Strength is 11, meaning he
bas to roll a 12 or less! Success, in this case, is automatic. (There
is nothing special about this cane that would give it “hit points”
of its own.) Mynofrigith rolls anyway, to get the check digit,
check for Intervention, and generally mock both the priest and
the GM, getting a 2, a 4 and a 4. The cane snaps like a twig
into four pieces (a detail invented by the GM from the check
digit).

Many abilities, especially the celestial resonances and
attunements, will have specific modifiers. For example, a
description might say “the user’s Will, aided by his Celes-
tial Forces.” So his target number becomes his Will, plus
the number of Celestial Forces he has.

Favorable modifiers may be seen as improving the skill
or characteristic rolled against, or raising the target num-
ber (same thing). Unfavorable modifiers may be seen as
reducing the characteristic rolled against, or reducing the
target number — again, the same result; the roll is harder.

Risk

With the GM’ approval, players may choose to
increase or decrease the risk of an action they attempt. In
these cases, the GM should require the player to describe
exactly what his character is doing to make the task more
or less risky. If he approves, he raises or lowers the target
number b} 1 (no more).

Increasing the risk will also add 1 to the check digit of
the roll, resulting in grander success or a bigger flop.
Making the risk less subtracts 1 from the check digit, mak-
ing failures less severe and successes more mundane.

Example: Thomas, playing the demon Mynofrigith, tells
the GM be wants to shoot at a fleeing car in an attempt to stop
it. He asks to accept an additional level of risk, explaining that
he’s aiming for the vebicle’s tives. The GM is satisfied with that
explanation — tires are a harder target, but will sure stop the
car if be bits them — and allows the modifier. Thomas will sub-
tract 1 from the target number and add 1 to the check digit,
for better or worse.

Automatic Success

If the final target number is over 12, the roll cannot fail
(barring Intervention, see p. 40). The amount over 12
adds to the automatically-successful roll’s check digit.
For example, with a Strength of 8 and a Fighting skill of
6, you'd have a target number of 14 to hit someone — an
automatic success with +2 to the check digit.

THE CONTEST
Sometimes two characters want to use their skills
against each other — a familiar trying to sneak past a

UsING THE CHECK DiGIT

The third die of the d666 is useful not only as a
number, 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 of dam-
age done by a weapon or the duration of a
miracle. But what happens when definitions
aren’t given?

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

Each situation is different; the examples in the
main text can act as guidelines for the GM. When
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 situations are resolved with a Contest. Each PC
rolls against the appropriate skill, Song, or characteristic
(as determined by the GM). In 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 side’s target roll
to account for the difficulty of the attempt.

If neither side succeeds in the roll, then nothing hap-
pens. Neither side gained an advantage (the familiar
stepped on a twig and had to stop, but the guard didn’t
notice; or the grapple for the gun continues unresolved).

If one side makes the roll and the other fails, treat this as
one would expect: the successful roll indicates the victor.

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

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

An Intervention (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 luck.
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INTERVENTION

Here is wisdom.

Let bim that bath understanding count the number of the
beast: for it is the number of a man; and his number is six hun-
dred three-score and six.

— Revelations 13:18

There are two specific results of a d666 roll that
require special explanation: 111 and 666. These two
numbers hold a special significance for both celestal
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 111, the Holy Spirit intervenes.
A 111 is a blessing for those on the angels’ side, but a
curse to demons and their supporters. The Holy Spirit
will always grant an advantage to its servants, and hinder
the forces of evil.

@
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Likewise, an unmodified roll of 666 indicates the per-
sonal intervention of infernal forces. Whatever the
situation, the malevolence of Lucifer will grant demons
and their servants an advantage over the forces of good.

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

An Intervention’s effects will be overtly supernatural in
nature. The exact effects of an 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 111 on a trivial roll will yield a dramatic,
but essentially trivial, Intervention. A 111 on a vital roll
should be remembered for the rest of the campaign.
However, Intervention should never destroy a PC, unless
the roll already held that PC life in the balance.

Example: At the climax of an adventure, a young teacher
stands bravely to face the demon who has been tormenting her
children . . . and falls mortally wounded. Once the demon is
dispatched, Carin the Malakite invokes the Corporeal Song of
Healing to heal the dying mundane. She rolls a 111. Amidst
a pearly light, the wounds instantly close, and the sufferer is
granted an extra Force, becoming a Soldier of God!

Another example: The demon Mynofvigith, lured to a
meeting in a deserted office building, finds his way blocked by

two skinhead thugs serving Archangel David. He fires bis pis-
tol at one of them, and gets a 666. The infernal whim of
Lucifer intervenes. Frig’s target lurches back through a win-
dow (which mysteriously opens), grabbing at his friend for
support, and the two fall six stories to their doom!

On the other hand, a player might roll an Intervention
by the opposition.

Example: Sabrina, the Lilim, bas cuddled up to a college
student in a bar to ask a little favor. She opens her eyes wide,
puts ber band on ber target’s knee, makes a suggestion in her
huskiest voice, and invokes her resomance . . . and rolls 111.

Her victim sees Sabrina for what she is, and understands
what the demon really wanted. White-faced, she walks out of
the bar. Sabrina’s whole plot bas collapsed — she will never be
able to use ber wiles on that girl, or on anyone in ber circle.

Another example: The angel Orc, in the form of a pack of
wolves, is baying at the heels of two wounded demons. A Con-
test of Agility (p. 39) is rolled to see if be catches up . . . and be
rolls 666. The GM decides that the demons’ last, failed attempt
to summon their Demon Prince takes delayed effect (note that
since a Contest was involved, it doesn’t really matter which side
rolled the 666). Belial appears in a puff of brimstone, and Ore
is forced to flee in all directions.

Interventions can affect all characters, not just angels
and demons. Mundanes, Soldiers and spirits might not
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.

RESOURCES

A Resource is anything that a character 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 even
just by having friends to rely on.

Resources fall into six categories: Artifacts, Roles, Ser-
vants, Skills, Songs and Vessels.




Listed after the normal Resources are Discords — 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.

Getting More Resources

Earned character points (p. 202) can be spent on new
or improved Resources at any time the GM permits it.
But if you suddenly want to improve a skill or Song, right
in the middle of a 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 even the end of the adventure.

RESOURCE MECHANICS
Artifacts

Angels and demons aren’t generally materialistic; they
leave that to humans. 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 talismans, which
improve the user’s skills; or celestial artifacts — relics and
reliquaries — that perform Songs or store Essence.

Most artifacts will be created by players or found dur-
ing the course of an adventure, but descriptions of several
sample artifacts start on p. 70. A player who wants to cre-
ate a new artifact for his character must okay it with the
GM before bringing it into play.

Artifacts vary in cost; see below. The GM may grant a
player a good deal on an otherwise expensive artifact if
the player can come up with a good enough story about
its history and how he acquired it!

Using Artifacts

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 owner of any artifact — the character, if any, who
paid points for it — is celestially attuned 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 location. Use the Cherubim reso-
nance table on p. 96 for the check digit results. A failed
roll means the owner cannot try again for a full day.

Corporeal Artifacts
Objects found during the course of an adventure are
not corporeal artifacts. The only advantage to paying

One of the biggest problems facing a roleplaying
GM is when to make the players roll, and when things
just happen. When an obvious Contest is occurring in
the game, there’s 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 wants to go. It’s really a
matter of personal preference and group consensus —
like the customs of scattered tribes, those of roleplay-
ing groups vary from place to place. But whatever the
GM decides, he should stay consistent to be fair to
everyone.

Often, there’s no need to roll dice at all. If someone
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 check
for the possibility of Intervention. What, he picks up
the TV and the dark forces of the Abyss smile upon
him? This is the Game Master’s prerogative, but auto-
matic actions should only be used to speed up play, 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 matter 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 burn in Hell if
they make the wrong decision.
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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. Roll against
Perception plus the character’s appropriate Forces (Cor-
poreal for a corporeal artifact, and so on.) Each character
gets another roll, with the same target, on first touching
the item. The check digit determines how much is
learned. (Angels who have an attunement 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 its Corporeal, Ethereal, or
Celestial.

3 — You know the above, and its level, and the general
nature of the being that created it.

4 — You know the above, and its owner (if it’s a corpo-
real artifact); or the skill 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 fact that it is a reliquary (if it generates its own
Essence).

5 — You know the above, and the general nature of what
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.

Ethereal artifacts 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 a skill bonus when

/

points to have some object as a corporeal artifact, versus
picking up the same object at the corner 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 permission) later . . . but to turn an ordinary item

into an artifact, the owner must spend a great deal of

time with it, either making it, or attuning or “bonding”
to it by use. Thus, corporeal artifacts are created only as
a gift from a Superior or by the owner himself.

The character point cost of a corporeal artifact is equal
to its level as a Resource.

Ethereal Artifacts

Objects can have ethereal Resources — skills — added to
them; such an object becomes a talisman, an ethereal arti-
fact. The character point cost of an ordinary talisman is
twice its level as a Resource, though many have special
abilites that increase their cost; examples start on p. 70.
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he fires the gun — if it’s a level-3 artifact, it gives a +3.
Each ethereal artifact may enhance only one skill. If the
the user doesn’t have that skill, he still suffers the default
penalty even though he gets a skill bonus!

Use of ethereal artifacts does not create a false note in
the Symphony, unless Essence is spent to help them.

Celestial Artifacts

These come in two general categories: relics and
reliquaries. The cost of a normal celestial artifact is three
times its level as a Resource; see the examples on p. 70.

Relics contain Songs. Of course, many relics have
arcane or mysterious Songs that can t)nI\ be used
through the relic, but most relics contain the everyday
501155 whose descriptions start on p. 78.

When someone tries to use a relic, add the relic’s level
to his appropriate Forces to get the 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 suuewh;l]\’ by rolling a 6
or less. You don’t have to know that S()ng but you do




have to be able to learn it. So Soldiers can only use relics
that hold Corporeal 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 performed with more Essence — but 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 thats

the most Essence that can power the Celestial Song of

Light.

When a relic is used, it spends «// of its Essence per-
forming its Song. If a relic does not contain enough
Essence to do its job, the holder may add Essence of his
own — but, again, only up to the relic’s level.

Anyone but a mundane can put his Essence into a relic,
but Essence in a relic cannot be removed. It must be
spent powering the relic’s Song. See Using Songs, p. 46,
for more information.

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 1, and you have the relic
described above, you can perform the Song yourself, or
you can use the relic, but you cannot combine them.

Reliquaries 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 must be in
physical contact with it. Some reliquaries are attuned to
specific relics, serving as celestial rechargers for these
divine or infernal weapons. And some reliquaries are also
relics — that is, they are self-powered devices.

Reliquaries tvpicallv regenerate a point of Essence
once a day — at sunrise or sunset, depending on whether
they were created by divine or infernal 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; they’re afready part
of the worldly Symphony.

Each role is linked to a single human vessel (p. 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 name on

From the celestial viewpoint, the complex 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 (janitor, ditchdigger).

2 — Skilled laborer (truck driver, electrician, cook) or stu-
dent.

3 — White-collar worker (accountant, middle manager).
This is a generic upper-middle-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 and Effect of Status

For a human being, Status costs 2 character points per
level, but level 1 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 gives +1 on a reaction roll (see p.
).

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 are a real cop.

The cost of a Role depends on its status 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 and earn it in the
course of the campaign.

Role Levels

The level of a Role determines how firmly it is worked
in to the Symphony. A level-1 Role is fairly sketchy . . .
the “person” will be recognized by those around him, but
could vanish without being missed. At level 6, the Role is
as firmly knit to the Symphony as any real mortal life.

The higher a Role’s level, the more famous that Role
can be, and the more Status it czn have. If you want a
worldly identity as a cardinal, a movie star, a Nobel win-

L -
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REACTION ROLLS

When the GM hasn't already decided what a non-
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 determines the NPC? initial response to the
character. This adds flavor to the game, and helps set the
mood.

The GM makes all reaction rolls. The target of a reac-
tion roll is always 6, plus the Status (p. 43) and Charisma,
if any (p. 48) of the PC or his physical vessel. However,
the Fast-Talk skill can be substituted for a “normal” 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.

GM:s — again — don't let dice rolls get in the way of the
action. When 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 Roll’s Check Digit, the NPC. ..

....is mostly apathetic, but will grant any requests that

don’t inconvenience him.

....is friendly and will grant any requests that won’t get

him in trouble.

....is very friendly, might offer suggestions, and might

even bend the rules a bit.

....as above, and would use his influence on the PC’%

behalf if they need help from someone else he knows.

....as above, and will continue looking out for their best

interests even in their absence.

....as above; would do almost anything the PCs ask, and

tries to think of more ways to help.

On a Failed Roll’s Check Digit, the NPC. ..
1 ....shows obvious distaste for the PCs, but may be con-
vinced to aid them through inaction.
....doesn’t like the PCs, but may accept a bribe.
....doesn’t like the PCs, and won’t deal with them.
...really doesn’t like the PCs, and will work against
them.
....will betray the PCs to their enemies.
....is directly opposed to the PCs and will oppose them
directly, by whatever means are convenient.

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 1 is suited only for the most anonymous, faceless
. . just another janitor,

roles, requiring little attention .
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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 youa
world-famous sanitation engineer. It just means your jan-
itor is as “real” a person as any celestal can ever be.

Maintaining 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 well-roleplayed!

Using Roles

When a Celestial performs an action which would nor-
mally upset the balance of the Symphony (see Percerving
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.” If 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 of Hell, and is seen. The
drunken Soldier gives chase, and shortly dies in a fiery
car crash. Normally, 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 human died, plus (the GM decides) enough collateral
damage to bring the total to a “false note” with a strength
of 20!

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 unnoticed 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.

Also, 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’s
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.



Servants

Celestials serve their Superiors, but they may have ser-
vants of their own — humans, animals or spirits who will
(sometimes) help them out. The player of a celestial with
a servant should come up with a story explaining how he
acquired his helper. The relation between celestials and
their servants can make a nice subplot in an adventure,
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 introduction 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 States, 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:

1 - A Zombi (p. 193) of 4 Forces, or an ordinary animal
of 4 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 smart 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, or a 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
extra character points for skills, Status, Charisma, etc.

6 — An experienced Soldier or Undead, with 7 Forces.

Unwilling Servants

A servant’s Resource level reflects how much control
his master has over him. When the master asks him to
do something that he doesn’t want to do, roll against the
servant’s Will, zinus his Resource level, to see if he com-
plies. A servant’s Will may be modified by the GM in
extreme circumstances — the more dangerous or offen-
sive the deed, the higher the modifier — but not more
than doubled for any one roll. If a servant successfully
resists, his master cannot try again for 10 minutes, minus
the servant’s Resource level.

Example: Mario, a priest, serves the demon Braxious.
Braxious wants his servant to mix a little blood in with the
sacramental wine, which Father Mario is loath to do. The ser-
vant’s Will is 4, and as this is the most offensive thing Brax
has ever asked the padre to do, the GM doubles it. Luckily for
Braxious, bis player shelled out the points to buy the priest as
a servant at level 5! To resist the demon’s demand, Father
Mario must voll a 3 or less (which is his Will doubled, minus
his level as a Resource). The GM tries the roll — and fails.
Glumly, knowing he’s digging himself a deeper pit in Hell, the
priest sets about bis dark work.

Losing and Replacing Servants

The character points spent on a servant can be consid-
ered as the cost of your Superior’s permission to have a
servant. If you lose a servant, you may start the next
adventure (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 servant 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
beating people into bloody pulps. These learned abili-
ties, unlike Songs, work within the Symphony — immune
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Even if a task seems hopeless, characters have one
other option: spend Essence, the energy of the universe
itself. Every point of Essence spent before the roll raises
the target by 1, improving the chances.

Even mortals can do this, though it is normally uncon-
scious. When a mundane really wants to do something,
he automatically spends any Essence he has, @/l at once, to
help himself. The GM will decide when this happens.

A human Soldier or undead learns how to spend
Essence a point at a time, at will. Most spirits, and all
angels and demons, can also control their Essence use.

When a celestial spends Essence to improve a roll,
something “otherworldly” occurs. It might be a flash of
diabolical flame, the distant ringing of church bells, or an
overpowering smell of incense. The GM decides on the

UsING ESSENCE TO IMPROVE LUCK

effect, but inevitably some obvious, strange circumstance
accompanies the expenditure of Essence to affect a roll.
This is often a mundanes first hint that his companions
are otherworldly.

For example: George needs to get past the password on
someone’s computer. Since be doesn’t have the Computer Oper-
ation skill, which bas a default of -3, and his Intelligence is 7,
he has to roll a 4 or less to succeed! But this is vital. George
spends 3 points of Essence — all be has — to raise bis target num-
berto 7. .. rolls, and succeeds! To the observers, he appears to
touch the computer’s monitor; for a moment one of them thinks
he hears the sound of a thousand Cherubs singing in harmony.
Then the sound is gone, and be’s through the machine’s secu-
rity.

Normally, this special effect will be noticed only by
those who are actually present. But celestials can detect
Essence expenditure from farther off (see p. 54).

ul

from celestial sensing — and do not require Essence to
perform. Humans can become the equal of angels and
demons in some ways by purchasing skills to counterbal-
ance their low characteristics.

Each level of a skill costs 1 character point.

Using Skills

A skill’s level determines the user’s chance of perform-
ing it correctly. Its check digit indicatess the user’s degree
of success or failure. A list of basic skills starts on p. 73.

Each skill works with (and adds to) a particular char-
acteristic, as shown in its 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: Paul’s Soldier of God doesn’t make it outside the
building before the demon steals a boat from the dock and
attempts to escape. Paul’s skill with a Small Weapon is 4. The
Small Weapon skill works with the Precision characteristic.
Wity a Precision of 2, Paul needs a 6 or less to peg the fleeing
Diabolical. He rolls a 3, a 3 and a 2 — 5o he hits, and pops the
demon’s naked back for 2 points of damage as he flees.

Another Example: Afier escaping the building, Myno-
frigith finds that his motorcycle bas been sabotaged. He has
an Engineering skill of 3 and a Precision of 6. To successfully
get his bike running before the skinbeads realize be escaped
the trap upstairs, he’ll need to roll a 9 or less. He rolls a 3, a
I and a 5. The sum of the first two dice is only 4, so with a
check digit of 5 (a great success!) be screeches off into the
darkness before David’s arny can close on him.

Skill Defaults
Sometimes a character is forced to try a skill he
doesn’t know. The roll is still based on that skill’s perti-
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nent characteristic, but instead of adding a skill level to
the characteristic, subtract the amount listed as the skills
“Default.” This represents the difficulty of performing
that skill without training.

Only skills may be rolled for at default.

Example: Pauls shot knocked the fleeing fiend into the
water. Unfortunately, he never studied Swimming in demon
school. The demnon’s A gility is 7, and the default for the Swim-
ming skill is -2, so he'll need a 5 (7-2) to stay afloat. He rolls
a3, al and a 4; be succeeds in dog paddling, and be can chug
in any direction for 4 minutes (the check digit) before be must
make another default skill roll . . . provided Paul’s revolver
doesn’t do him in first.

Songs

Songs are complicated themes that can change the
Symphony — miracles on call, fueled by Essence. They
affect the Symphony directly, with effects ranging from
the sublime to the fantastic.

Songs cost 1 character point per level. Unless specified
otherwise, any celestial can learn any Song.

Using Songs

Songs require Essence to perform. In general, the
more Essence spent performing a Song, the more
incredible its effects. If the d666 roll fails, the Essence is
still spent! It’s sometimes prudent to spend extra Essence
to improve your chances of success (see box above).

When a character invokes a Song, his target number is
the level of the Song plus the number of Forces of that
type he has.

Example: You're trying to possess a human. Possession is an
Ethereal Somg that you know at level 2. With 4 Etbereal
Forces, you must roll no higher than a 6 (4+2) to succeed. You
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roll a 3, a 2, and a 5, successfully controlling the vessel of your
victim for 5 hours (the result of the check digit).

Success, Failure 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 determined 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 1 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.

Performance — “Hail Mary!”

The physical ritual of performing a Song, and the time
it takes, depend on the level at which that Song is known.

At level 1, a Song takes requires both hand motions
and vocal performance. With a successful performance,
the Song will take effect that round. If the user is gagged
or bound, he won’t be able to perform a level-1 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 rituals, but not both. It takes effect the 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 round with only a mental invocation.

At levels 5 and 6, the performer may execute the Song
mentally, without gesture or spoken invocation, and it
takes effect instantly.

Relics follow the same rules. For example, a level-2
relic would require its user to make some kind of physi-
cal or verbal invocation.

Taking Extra Time

Even a poorly-known Song will have a better chance of
success if the user takes extra time to prepare and per-
form it, without interruption and with both audible song
and physical motion.

Two extra rounds: +1 Five minutes: +3

One extra minute: +2 A full hour: +4

Controlling and Cancelling Songs

While the check digit (in most cases) defines the dura-
tion of a Song’s effects, the performer 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 performer
may cancel it at any time, just by a Will roll. This does
not undo any effects, such as damage, it has already
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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 normal
human rate in order to maintain a Role. Celestials
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 all,
still physical flesh, and it must be nourished some-
how. Thus, a vessel is normally 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 determined by the
Strength characteristic of the celestial. A
Strength-8 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-
tials Agility, its IQ by his Intelligence, and its
senses by his Perception.

Kyriotates and Shedim 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 human maintenance (eating, sleep-
ing, etc.) while it’s possessed by the celestial.

Vessels in animal shape look like normal ani-
mals, but they have been modified so they can talk
— after all, the celestial may need to communicate!

Sex and the Single Celestial

Angels and demons on Earth, like all beings,
have been known to fall in love. While not all
celestials express their affection through sex, they
can when they want to. It doesn’t weigh on their
divine (or infernal) minds the way it seems to con-
stantly creep into human thought, but it does
come up on occasion and it bears mentioning
because humans always ask.

Many angels believe that such activity interferes
with contemplation of the divine. Regardless, few
of them abstain entrely, believing that God
wouldn’t have given them the inclination if He
didn’t mind it happening, from time to time.
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caused. The display of power will subside almost
instantly (in 1 round, which is roughly 5 seconds).

Learning New Songs _

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 permission 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 form 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 form vessels out of plants, rocks or even pure
energy. Shedim and Kyriotates cannot create vessels at
all, unless a special attunement from their Superiors
allows it — they possess existing mortal 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 human body tougher, or to
add Charisma.

Charisma

“Charisma” is the catch-all term 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



+1 on 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 1 point per level), an appearance that
commands respect (schoolteacher, priest, master-
sergeant, German shepherd), an appearance that inspires
protective instincts (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.

Changing Between Vessels

Celestials may buy more than one corporeal vessel,
though only one can be worn at a time. Normally, when
a character is using one vessel, the others have only
potential existence; they are “alternate forms” 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 round, 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 chalkboard in the sky. Dis-
cord can greatly affect a person’s attitude and ability.

Discord is also treated as a Resource — a negative one.
Like other Resources, Discord can be bought 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 a Superior.

Corporeal Discord

Corporeal Discord affects the sufferer physically. Some
of its manifestations reduce his characteristics, though
never below 1. Others merely affect other people’s reac-
tion rolls toward him. The GM may reduce any hurman

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 temporarily, at the GM’s discretion.

Ethereal Discord

Ethereal Discord causes emotional urges — such as
anger, fear or paranoia — which can be suppressed. A suc-
cessful Will roll, minus the level of the Discord, can
temporarily push away the effects of the afflicdon. 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 afflicted person gives in to his
feelings.

Example: An Angry demon is trying to talk his way back-
stage at a concert. His Will is 6, and he has 3 levels of Anger
— be must roll a 3 or less to suppress bis feelings. He rolls a 5,
with a check digit of 4 — his Anger controls him. With bis
Strength of 10, the demon picks up the bouncer and (assuming
the bouncer fails his Strength roll) tosses bim aside. The GM
notes that the demon will stomp around in anger for the next
7 (check digit of 4, plus 3 levels of Anger) minutes of game
time.

Depending on a celestial’s Choir or Band, certain
forms of Ethereal Discord (see the descriptions, starting
on p. 87) will 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 servant
of Michael, has 36 points to spend on Resources. After examin-
ing a few of her options, she decides to purchase a .44 as a
Corporeal Artifact at level 1 (1 point;, so she won’t have to
worry about tracking one down when she needs it. Then she
buys the Ranged Weapon skill at level 3 (3 points) and one of
Michael’s Servitor Attunements, Proficiency (10 points),
toward using her weapon. With ber Precision of 6, she’ll have
to roll a 9 or lower to use her pistol — which is pretty good. And
if she makes her Precision roll toward invoking ber Proficiency
attunement after firing her gun, she stands a chance of dou-
bling the damage it does!

Continuing to bulk up her ability to make things get out of
her way, Carin takes the Song of Thunder at level 4 (4 points),
the Celestial Song of Light at level 6 (6 points) and, just in
case, the Corporeal Song of Healing at level 2 (2 points). She
doesn’t know the Song of Healing very well (she’ll have to roll
a 5 or lower to successfully perform it), but checking the chart
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on p. 47, Carin notices that if she takes ber time and gives her-
self half an hour; she can raise that by 2 — and if she takes an
hour with it, she can increase it by 3.

With 10 points left to go, she puts 6 points into a level-2
Human vessel, and spends the rest on the Dodge skill.

A Diabolical Example: Matthew has 24 points to spend on
Resources, plus 10 points of additional supernatural powers for
being a mummy. Born naturally into the corporeal world, he
gets a free human vessel equal to his Corporeal Forces. He puts
4 points toward Charisma, getting a +2.

He decides to take the Mechanic skill at level 4 (4 points), as
well as make himself a skilled laborer with a Status of level 2
(3 points). Then he takes Dodge/4 (4 points), to give bim an
even chance of getting out of the way, and Fighting/3 (3
points), for when be can’t. Looking at supernatural powers, he
puts 6 points in Tongue/6, giving him a good chance to freak
people out (Agility of 5, plus Fighting of 3, plus Tongue of 5
equals 13!). Then he drops 10 points on Songs of Healing
(Corporeal/s, Celestial/5), since if e dies be’s dead for good!

Looking at the description of mummies on p. 193, he notices
that be can spend 3 points on a special rite which will allow him
to regenerate an extra point of Essence each day. Reflecting
upon the nature of his Superior; and with the G IM’s approval,
Matthew decides bis character may act as a pallbearer for an
extra point of Essence. He’ll spend a lot of time bhanging out in
churches, very charitably offering to help out at poorly-attended
funerals.

PLAYING THE GAME
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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 candle’s been
extinguished in an empty room, other angels and demons
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 cannot hold more than 9
points of Essence. If someone tries to absorb more
Essence than he has the capacity for, it merely spills back
out and returns to the Symphony.

Celestials may freely give Essence to one another. Its
the celestial currency. When someone does you a favor,
the “thank you” sounds so much more sincere when it
comes with a bit of Essence. However, under normal cir-
cumstances, characters cannot combine their Essence.
You can give someone else your Essence, but you can’t
spend yours at the same 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. Two characters with 9 Essence each cannot spend
it all at once in a combined effort of 18 Essence.

Reliquaries (see pp. 43, 70) are artifacts which generate
and hold Essence; they are much in demand. Reliquaries
have a limit on the amount of Essence they can contain,
and no normal reliquary ever has a limit higher than 6.
Someone holding a reliquary may spend its Essence as
though it was his own. So a starting character with 9
Forces, full of Essence and holding a full Reliquary/6,

could spend 15 Essence all at once if necessary!

Regaining Essence

Angels generate 1 point of Essence every morning 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 generate -
1 Essence at noon, and can earn extra Essence by using
their greatest gift. In game terms, a human can, once a
day, gain 1 point of Essence by succeeding at a skill roll
with a skill known at level 6. (But few humans know how
to use their Essence skillfully — see p. 46.)

Celestial Discord, especially a Need, may interfere
with natural Essence regeneration; see p. 60.



Rites

There are other ways to regenerate Essence. An angel
or demon working directly for a Word-bound celestial
can always resort to one of his Superior’s Rites, privileged
methods of Essence regeneration — see pp- 109, 157.
These methods usually reflect the Superiors sphere of
influence. For example, the servants of Dominic, the
Archangel of Justice, regain Essence by bringing people
to justice; the creatures of Belial, Demon Prince of Fire,
regenerate Essence by immolating 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 Words (and it is
rare for a Word-bound celestial to stray that far).

THE THREE REALMS

The Symphony has three levels of reality: the Corporeal
(Earth), the Ethereal (the Marches, containing the
dreamlands, pagan gods and creatures of myth) and the
Celestial (Heaven and Hell). Each realm must be handled
differently from the others, requiring a celestial to garb
his Forces in different forms.

The Corporeal — Earth

To manifest on Earth, a character must have a vessel.
Earthly creatures, such as humans, don’t have to WOITY
about this — they’re born into vessels and spend their lives
trapped in them. But angels and demons must spend
character points to buy a vessel before beginning their
service on Earth.

The default In Nomine game should begin on Earth,
with characters in their corporeal vessels.

The Ethereal — The Marches

The mythic dreamlands of the Marches are the echoes
of the Symphony, its haunting reverberations. They’re
still a vital part of What Is, yet very different in tone and
texture from the corporeal realm. The ethereal world is
composed of a near-infinite number of half-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 the ethereal realm
stretches far beyond the areas which either Beleth or
Blandine control. There are some dreamscapes angels
never tread, where the remnants of myth still wander
freely.

The Marches are home to many different kinds of spir-
its, including the souls of those whose bodies died but
whose minds chose to keep dreaming. But the natives are
outnumbered by the nightly visitors. When you dream,
you go to the Marches.

Entering the Marches

When humans sleep, their minds enter the Marches.
Everyone has his own dreamscape, 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 evening’ journey on Blandine’ 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 can 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 their mistresses’ lands, hop-
ing to help or harm the dreamers.

While 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). When a human dies, his dreamscape vanishes —
though perhaps Blandine and Beleth can still find it.

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 Beleth’s side of the
Marches, along with any visitors to his dreamworld — his
dream has become a nightmare. If a dreamer on Beleth’s
side of the Marches succeeds in a skill roll with a check
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digit of 6, he is instantly transported to Blandine’ side of
the Marches; his nightmare 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’ side of the Marches
will be pleasant and hopeful the following day. If he
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ended his dreaming on Beleth’ side of the Marches, he'll
be apprehensive and generally weary until he gets a good
night’s sleep.

Celestials in the Marches

Angels and demons, unlike humans, do not have their
own dreamscapes. When they fall asleep (a Will roll is
required; if it fails, wait a half-hour and try again) they
walk the overarching dreamscape of either Beleth or
Blandine’s March, surrounded by pools of water, floating
mirrors, translucent spheres and other objects represent-
ing humans’ personal dream worlds. They may observe
the dreamscapes of actively-dreaming humans, but may
not affect them. Only the Songs of Dreams and various
attunements granted to Servitors of Blandine and Beleth
allow a celestial to interact with a person in his dream-
scape. Waking up merely requires another Will roll.

If a nonhuman enters the Marches through the mind
of a human dreamer, his corporeal vessel (if he was cor-
poreal at the time) will remain asleep untl his return.
While 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 vanish, 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. When an angel or a demon passes
through such a door, his celestial form vanishes, reap-
pearing when he returns to the Tower. There’s no such
thing as an “ethereal form.” While 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 cause to be ethereal — most of the action in In
Nomine takes place in the corporeal realm.

A mortal’s dreams may give a celestal insight into his
character, at the GM’s discretion.

Ethereal Spirits

Beyond the realms of Dream and Nightmare 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 pianes of Heaven
almost 1,500 years ago for slaying all of Earth’s creatures
of myth, as well as “purifying” most of Blandine’s side of
the ethereal realm. Beleth offered refuge to many, both
in hopes of recruiting the more nightmarish of the old
gods, and just to vex Uriel. Some of the survivors now
make their home in Beleth’s realm and aid her demons,
while others have fled to the Far Marches and are rarely
seen.



Many of these gods are supported by human 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 history of the universe to suit Him-
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 of other problems to
worry about.

From Earth, the only direct path to the Far Marches
home of a 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-
tins 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
likewise 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 form. In his celestial form, any Discord a char-
acter has will still be brutally apparent.

Angels who are Outcast cannot attain their celestial
form, and thus cannot ascend to Heaven. Renegade
demons may still assume their celestial forms, but may
not travel to Hell. Humans do not have celestial forms.
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.

Ascending to the Celestial Plane

To ascend, the angel or demon must already be in
celestial form (see p. 54). An angel at a heavenly Tether,
or a demon at his master’ Tether, may ascend automati-
cally. Anywhere else, he must make a Will roll. If the
Will roll is failed, the celestial may not try again for (10-
Will) hours — minimum 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

ascends to the celestial plane within a minute of another
character, starting within his Celestial Forces in yards
from where that character ascended, may choose to “fol-
low.” With 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.

Returning to the Corporeal Plane

Returning to the corporeal plane normally takes no
time, Essence, or Will rolls. When a celestial returns to
Earth, he reappears near the place he left it, unless his
Superior sends him somewhere else, or he is accompany-
ing someone else to the place they 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 Farth. Exception: Kyriotates
and Shedim will manifest in celestial form, and have (10
times Celestial Forces) minutes to enter a host. If they
fail to find one, they get yanked back to the celestial
realm to face an angry Superior.

Celestial Forms on Earth

But even in the corporeal realm of Earth, an angel or
demon will occasionally need to assume his celestial form
— as a precursor to an attempt to visit the celestial realm,
or for some other reason.

Celestial forms are not made of corporeal matter. A
being in celestial form 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.

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
forms! Even angels and demons, while corporeal, can
easily overlook a celestial form nearby.

When a being in celestial form 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 form is to see.
A viewer who is himself in celestial form adds his own
Celestial Forces. Give a +2 to see a celestial form leaving
a mortal bost.

If a celestial form attempts to use a Song, resonance or
attunement on a person, that person gets another roll to
perceive it. A celestial form is automatically perceived by
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any creature that it actually attacks, whether it does dam-
age or not.

A being 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 of Tongues (see p.
85) or a similar effect. Any being that “hears” him gets
another chance to perceive him.

Once a celestial form has been perceived, physical
obstacles will not “hide” it, even within the earth. No
matter what is in the way, a human will know its exact
direction untl it is (Perception + Celestial Forces) yards
away. A celestial or spirit will “see” it with clarity until it
is twice that distance away, or untl it would be out of
mortal sight, whichever distance is longer.

Taking Celestial Form

In game terms, this requires a Will roll, modified pos-
itively by his Celestial Forces. A successful character
must pay 2 Essence. Except for Kyriotates and Shedim
(see below), a celestial may maintain celestial form for a
number of minutes equal to the check digit of the roll
plus his Will, unless he ascends to the celestal plane,
returning to corporeal state earlier if he chooses. If the
roll fails, he may try again in a number of minutes equal
to the check digit of the roll, minus his Celestial Forces.

When 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 return with the mortal vessel, when and where the
character returns from the celestial state — they do not
become celestial themselves. Exception: Celestial artifacts
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, but
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 or in his corporeal vessel
upon returning. While on the celestial plane, if anything
happens to his vessel, he will know it immediately.

If 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 form! Those
with high Perception (see above) may even see the pos-
sessor leave the host. On leaving his celestial form, 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 far more
clearly than mortals — so clearly that they can detect
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extemporaneous changes in the music. Their actions
interfere with the Symphony, and they can detect inter-
ference by others. Humans who serve celestials directly,
having become aware of the Symphony, may also detect
celestial goings-on, but since their Perceptions tend to be
very low, it’s far 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.

When 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 on
both the degree of change and the physical distance from
the event. The more extreme the change, the easier it is
to detect and the farther 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 human
a mile away is possible for the perceptive.

Spending Essence  +1 per point of Essence

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 affect die rolls and
to perform Songs (even using a relic).

Resonances and attunements do not affect the Sym-
phony in and of themselves . . . but any Essence spent to
fuel a Resonance or attunement creates a disturbance.




Using Songs

Each Song has a “Degree of Disturbance,” given at the
end of that Song’s description. This is the amount by
which that Song changes the Symphony, in addition to
the number of points of Essence spent on it.

+Degree of Disturbance

Entering/Leaving the  +number of Forces
Corporeal Plane entering or leaving

It goes without saying that manifesting or vanishing
sends ripples through the Symphony. The same is true
for assuming celestial form on earth without actually
leaving the corporeal plane.

Appearance of a Superior +20 or +30
When an Archangel or Demon Prince appears on the
corporeal plane, the modifier is +20 for a corporeal ves-
sel, +30 if they appear in celestial form. If this was the
result of an invocation, remember to account for the
Essence used in the summoning.
Destroying +1 per Corporeal Force
or 4 hits of physical 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 Sym-
phony. Emotional or merely mental trauma, though, falls
under the category of Ethereal or Celestial Forces, and
few celestials are so finely attuned that they can pick out
these disturbances from the sea of corporeal noise.
Injury to the corporeal vessel of another celestial does
mot disturb the Symphony!

Killing a Human +10 per human

Humans are the most sophisticated natural constructs
of the Symphony, and destroying one before its time cre-
ates a thunderclap of celestial noise, above and beyond
the destructive damage done.

Detecting a Disturbance

The basic range for detecting celestial intervention in
the workings of the Symphony is equal to the Perception
rolls modifier in yards, times the perceivers Celestial
Forces. The more Celestial Forces a character has, the
farther away he can detect a disturbance. Every incre-
ment of this basic range from the disturbance reduces his
chances of success by 1.

The GM should not tell his players what they need to
roll, as this would tell them too much about the distur-
bance’s distance and intensity.

Example: A demon gives in to his Anger and strikes
out at a fast-food clerk, killing him instantly. The victim
had 3 Corporeal Forces, and the Perception modifier for
a human’s murder is +10. If we assume that 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 that our average celestial
is standing from ground zero, his Perception roll is
reduced by 1 — from four football fields away, the average
angel or demon still has a good chance of detecting a
human’s untimely death.

When several Symphony-changing actions take place
together, or nearly together, in space and time, treat each
one as a new event that includes all the preceding ones.
For example, if an enraged and unsubtle 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, taking into account all three
deaths! A celestial brawl with a lot of collateral damage
can literally echo across town.

Echoes

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 had be been

standing beside it. So, in the example above, our average

angel would be able to hear the echoes of the disturbance
for 19 minutes, no matter 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 disturbance, and he will know its site and/or
its maker when he sees them! At the GM’ discretion, the
tracker may be led to the physical site of the disturbance,
or the celestial 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 what change was made
is even more vital. The check digit of the successful Per-
ception roll determines how much information the
celestial picks up from the “sound” of the change:

1 - Direction of the disturbance.

2 —That, and its size, rounded up to the nearest 5.

3 — That, and its general nature: “Someone pushed a
skill roll.” “Someone took celestial form.” “Someone
died.”

4 — Distance away, to the mile.

5 — Distance away, to the yard.

6 — A detailed description of the event, naming Songs,
skills, etc., but not naming anyone or revealing whether
the deed was done by an angel or a demon.
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One thing that can’t be perceived, unless you can track
the echoes, is what manner of being made the change. To
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 cannot be lied to,
while others may hold a resonance for particular people

PLAYING THE GAME

and always know where they are. But a celestial’s reso-
nance is more than just his special way of seeing things -
its who he is. It defines his very nature. Denying this
nature causes dissonance — see p. 57.

Infernal 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 its myriad patterns. 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. In general, a resonance
can be used at any time, though some resonances have
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 current dissonance, with
other modifiers for difficulty as the GM sees fit.

A resonance, of itself, does not disturb 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 creature with more than 4 Forces may make
a Will roll to resist the intrusion. Like a normal Contest,
the check digit of the subject’s successful Will roll must
be higher than the demon’s check digit. For game pur-
poses, this does not turn 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 nature of angelic reso-
nance makes it difficult to deflect.

Results of Resonance Failure

For some demons, a badly-failed resonance roll may
lead to dissonance; see the individual Band descriptions,
starting on p. 140, for more information.

For angels, a 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 Celestal Forces) hours . . . or 10
minutes even for angels with 6 Celestial Forces.

Check Digits
The effect of a successful roll’s check digit varies with the

resonance being invoked; see the individual Choir and




Band descriptions for more information. Check digits for
resonance rolls involving a subject — whether failed or
successful — may be modified at the GM’s discretion by
one of the factors 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 the player
should decide whether or not to apply check digit modi-
fiers before the roll is made.

The check digit of a failed resonance roll determines
how many hours the celestial must wait before he may
try 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.

Celestial Resonance Check Digit Modifiers

+2.......physical contact with the subject

+1......within 1 yard of the subject

-1 ......direct 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. When using a resonance through
a technological medium, GMs should always apply the
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 information 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 — satellite
broadcasts, phone conversations, and so on.

Dissonance

A celestial, whether angel or demon, must act as his
nature demands, or risk disturbing the delicate harmony
between his resonance and the rest of existence. 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 farther he moves from the clarity of
extraordinary perception.

Each Choir or Band, according to its nature, acquires
dissonance in different ways. Each Superior also sets cer-
tain requirements on his servants, and failing in these
things brings dissonance.

For an angel, dissonance comes from denying his true
nature or acting against it. Very dissonant angels may
become Outcasts, 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 failure to
enforce his selfish will upon reality. Grave dissonance can
lead to Discord, a painful fracture between 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 fail. They’re playing
with celestial fire, and it’s easy to get burned. For angels,
becommg dissonant is more of a moral decision, a choice.
It’s easier for angels to avoid dissonance, but angels have
more to lose and farther to fall.

Celestials may choose 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 determine how pro-
foundly this affects his character. Dissonant angels run
the risk of becoming 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 (see
below). If the roll succeeds, he merely gets another note of
dissonance. For either outcome, the check digit deter-
mines how many hours he must wait before using any
supernatural aspect of his resonance again!

For example: A celestial with no dissonance must roll a 1
or more on at least one of the 3 dice to avoid disaster — an auto-
matic success, but be must voll anyway. He rolls a 2, a 1, and
a 6. His dissonance goes up one note, reducing by 1 bis future
chances of invoking his resonance, and he can’t use bis reso-
nance for 6 hours (the check digit).

Another example: A celestial with 4 points of dissonance
must roll a 4 or more on at least one of the three dice. He rolls
a 2, a 2, and a 4, narrowly averting disaster but still gaining
another note of dissonance.

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.
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When an Outcast angel fails 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 attunements. He also loses the ability to exe-
cute any divine Rites. From that point on, he generates
Essence at dusk.

A Fallen angel will be welcomed by the forces of Hell.
Chances to hear about the Host’ plans first-hand are too
rare to pass up. In fact, the Fallen may find himself the
subject of a “bidding war” between Princes, offering vari-
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 further complicate matters, some
infernal forces may be gunning for the Fallen angel, just
to make sure he doesn’t fall into other hands. And
Dominic’s 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 Heart to show him the way. However, he can
follow another celestial to Hell. Once he swears fealty to
a Prince, the dark lord attunes his new tool to whatever
Word the Prince serves 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 strictures the Prince has set for his Servitors.

M

Angelic Disaster: Falling from Grace

If an angel gets a 666 on a dissonance roll, or fails 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
clears himself of dissonance, and patches things up with
his Superior. See Playing 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 will have
cast aside the last of his divinity and become a demon. At
sunset, if he has no Celestial Discord, he’ll automatically
regenerate infernal Essence like any other demon. For
more information, see Falling, above, and Effects of Dis-
cord, on p. 61.

) For example: An Outcast angel with 5 notes of dissonance
must roll a 5 or higher on at least one of the 3 dice.

( He rolls a 4, a 3 and a 1. He Falls.
PLAYING THE GAME

Demonic Disaster: Gaining Discord

If a demon’s dissonance roll is 111, or if it fails on all 3
dice, he generates Discord as well as 1 note of disso-
nance. The level of Discord earned is equal to the check
digit of the failed dissonance roll. These levels may be
part of a new Discord, or they may augment a previous
Discord, at the player’ 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 of dissonance must
roll a 3 or more on at least one of the 3 dice. He rolls a 2, a |,
and another 2. He gains 2 levels of Discord, as well as another
note of dissonance. Harsh!

Favorable Intervention

On an angelic dissonance roll of 111, divine forces
smile upon the angel’s activity, even if it seems to be
against his nature! No new dissonance is gained -
instead, any previous dissonance he has accumulated 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 only
does he generate no dissonance, but Lucifer himself
smiles upon the demon’ activity. Any existing notes of
dissonance are wiped away. The player and the GM
should ask themselves why Lucifer is pleased . . .




The celestial realm of each 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 Tokyo, 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 celestal forms may not approach a
divine Tether. This does not work in reverse; angels in any
form 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 form and spending
two Essence (see p. 53) is enough. And at a Tether, a celes-
tial may more easily commune with its ruler (+3 to an
Invocation). Tethers have other effects, too — some unique
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’ 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 forms. Most Seneschals are free to leave
their Tethers, though few do so for long. An absent care-
taker will know instantly if his Tether is attacked!

Its polite to request the Seneschal’s permission before
entering a ‘Tether. 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 maintaining
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
permit him to stay and use it to serve the Tether and its
master’s Word. In general, a week of service will heal one
note of dissonance. (The GM may deal with this as he sees
fit. It can 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 are 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 common meeting place of all 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 planning. For
example, the rubble which used to be Jeffrey Dahmer’s
apartment building in Milwaukee is a strong new Tether
of Saminga. Since D-Day, the beach at Normandy 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 are compara-
tively vulnerable, but an attack on any Tether is a major
move in the War.

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 1 level of Discord (see below) at any time.
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.

Losing Dissonance

Dissonance, while painful and disruptive, can be
removed. Many sources of dissonance have individual
cures — that is, if the source of dissonance is undone, that
note of dissonance will 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
wuse of that dissonance can no longer help you — it won't
get rid of another note.

)
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A demon with too much Discord is not much of a
demon. He either has a hard time following orders or he’s
just not that devoted to the selfish cause of Evil. Such a
demon, if he truly repents of the harm 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 of getting 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 realm of
Heaven. An Archangel is the only being powerful enough
to strip 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
former 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.

DISCORD

Dissonance, uncorrected, can lead to Discord. This is
a visible reflection of a celestial’s disharmonious 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 infernals as well.

In game terms, Discord is a Resource (see p. 36), rated
by levels from 1 to 6. The higher the level of Discord, the
more strongly it will affect the character.

A list of Discords start on p. 85, but GMs and players
are encouraged to make up their own.

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 only 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 of as 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 performs a demonic Rite, he
generates another point of dissonance.

Also, while 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 Diabolical fails a dissonance roll before
fully becoming an angel again, he’ not only Outcast, but
that Archangel will never, ever lift a finger to help him
again.

Once a redeemed demon rids himself of Discord, earns
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.

Effects of Discord

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 sunrise for an angel, or sunset fora
demon, let the player roll 1 die. If the number he rolls is
above his highest level of Celestial Discord, then he’s
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. '

|
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 |




SUPERIORS AND DISCORD

Only a Demon Prince or an Archangel can
remove a character’s 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 PCs, the Superiors aren’t stupid (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. But a finely-honed tool may be expected
to perform 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 instead of getting charac-

- ter points or a new attunement. If the PCs think

o | ~of Discord as only an occasional annoyance,

o 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 grant
it.

Remind players that tming is crucial when
asking favors, and the best time to ask for a favor
from a powerful celestial being is after doing him

e ... 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
| naise its level above 6, then apply the check digit to a new
‘ Discord instead. See Demonic Disaster; p. 58, for the game
mechanics.

. Angelic Discord

For an angel, Discord is a very bad thing. If he does not
deal with it before someone reports it to his Superior, he
could be censured, shunned, punished or — especially for
Malakim — destroyed outright.

The first time an angel notices another angel’s 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 unfortunate 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 whistle 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 really good explanation, the GM can give 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 an Archangel can remove Dis-
cord with any certainty. See Superiors and Discord (in the
box to the left), for more information.

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.

COMBAT AND HEHLING

While the Archangels and Demon Princes are pulling
strings in the background, their Earthly agents have the
chance to get their knuckles bloody and raise some hell.

Basic COMBAT

The simplest way to run In Noemine combat is as a
series of abstract “combat rounds,” ignoring issues of
time and movement; any fighter can hit any other. Each
fighter names a target and rolls one attack per round —
usually a d666 roll against his Song or weapon skill plus
its governing characteristic. If he hits, add his check digit
to the Power of his attack (see pp. 65-66) to find how
many hits of damage it does to the chosen target.

If the target is wearing any armor, subtract its Protec-
ton (see Armor Types box, p. 65) from this damage. The
target may also Dodge (p. 66), reducing the damage fur-
ther. If these modifiers bring damage below zero,
consider it zero. “Negative” damage doesn’t heal you.

The GM can assign bonuses or penalties to any roll
due to his own conception 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.

0]
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Corporeal Combat

Physical battle can take place only in the corporeal
realm. You cannot take corporeal damage unless you are
in a physical vessel, though foes in celestial form can use
some Songs to affect your physical body.

A bare-handed attack is rolled against (Strength + Cor-
poreal Forces). A weapon attack uses the weapon skill
instead. Many weapons affect your roll to hit, or the
damage done, or both. See Resolving Attacks, p. 66.

The defender may try a Dodge roll.

Physical damage is measured in Body hits. Your total
Body number is determined by adding your vessel level
to your Corporeal Forces and multiplying the result by
your Strength.

Example: Jeremiab has 3 Corporeal Forces and a Strength
of 8. In his cat form (a mere Vessel/1) be has 32 hits . . . (3+1)
times 8. Tough kitty! But in his buman form, which is a Ves-
sel/4, be bas (3+4) times 8 bits — a Body number of 56!

Another example: Matthew, the mummy, has 3 Corpo-
real Forces. Therefore, his body is considered a Vessel/3, since be
didn’t buy its level up. He chose a Strength of 7. So he bas a
Body of (3+3) times 7, or 42. Not bad for a buman.

If you take (Body) hits, you fall unconscious. If you
take (vessel level x Strength) hits after that, the vessel is
dead. So Jeremiah’s cat form, once unconscious, can take
another 8 hits, while his human form can take 32 hits. An
unconscious celestial can do nothing untl his vessel
awakens or is killed. If it is killed, he reawakens on the
celestial plane (see Trauma, p. 67).

Any unconscious character will awaken if he is healed
above 0 Body hits. Otherwise, he awakens in (7 minus
Corporeal Forces) hours. He has not actually healed at
all; any further injury will render him unconscious again.

If a celestial’s mortal body loses consciousness, the
celestial is also unconscious until it recovers. Destruction
of the physical body will kill a mortal, and harm a spirit
or celestial (see p. 67).

Stunning

Anyone who loses 25% or more of his Body to one
attack will be stunned for the rest of that turn and all the
next turn. Other things can also cause stunning, even
without actual damage. Ttems and powers that do stun-
ning damage list the duration in their description.

A character can take no action while stunned.

The GM can 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 instance).

Physical Healing

Mortal creatures naturally regenerate a hit of Body
damage every (6-Strength) days, with a minimum of 1
day. Celestials, and most spirits, regenerate a hit every
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STRIKING AND DESTROYING
ARTIFACTS AND WEAPONS

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 target them. The item’ user can
make a Dodge roll to get it out of harm’s way. If the
Dodge is successful, have the attacker roil again
immediately to hit, against the object’s protector!

Some representative items are listed below. The
first column is the difficulty to hit the object in
combat. The second is the number of hits it can
take from a weapon — blows from a hand will not
harm most weapons or artifacts! When it takes this
many hits, it becomes useless. A merely damaged
artifact can be repaired to full “strength,” but one
that takes its full number of hits is destroyed. Even
if remade, it has lost its artifact powers.

Penalty  Hits Penalty ~ Hits
Ring -4* 3  Club -2 2
Dagger -3 2  Sword -2 4
Wand -3 1 Fine sword -2 8+*
Chalice = -2 1  Handgun -2 4
Book -2 8* Rifle -1 6"

A ring cannot be hit by any normal attack,
though it could be lost if the hand wearing it is
chopped or bitten off (-4 penalty to strike at a
hand). An average 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 takes 8 hits from
a single strike, and some are stronger than that. A
damaged gun has a -1 chance to hit for each hit it
takes.

Celestial Artifacts

Celestial artifacts are immune to corporeal
destructive forces — even the ravages of time. They
can only be hurt by celestial damage; otherwise,
roll as above. A normal celestial artifact can be
destroyed by (2 x Resource level) hits, regardless of
its physical appearance. When a reliquary is
destroyed, any Essence it still contains is lost to the

day (sunrise for angels, sunrise for demons, midnight for
spirits, as for Essence) — even 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 make a much quicker recovery.



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 forms of
shelter can take before they are destroyed. Statistics
for walls give the strength for a one-yard-wide sec-
tion, one yard high. In other words, the size of a
hole you could squeeze through.

Hits

Sheet Metal 2

Wooden Wall 2/inch thickness

Brick Wall 6/inch thickness

Concrete 8/inch thickness

Reinforced Concrete 12/inch thickness

Motorcycle 8/-4

Small Car 16/-8

Large Car 24/-12

Pickup Truck 32/-12

Truck 60/-16

Helicopter 32/-8

Small Tank 60/-20

Heavy Tank 100/-24

On a hit, add the Power of the attacker’s weapon
to the check digit rolled, and subtract the object’s
Protection. The remainder is the number of hits it
takes. Keep track of damage. When its hits are gone,
it is broken, breached and, if it’s a vehicle, inopera-
ble (although it can be repaired). If a vehicle’ hits
are reduced to the number indicated after the slash,
itis irreparably destroyed.

For game purposes, an object provides cover untl
it is destroyed. Vehicles are an exception; a vehicle
provides cover to its occupants only until it is
“breached.” A cycle doesn’t protect its rider at all
(though it’s better than nothing to hide behind).
Autos only count 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
‘unharmed, ready to engage in personal combat with
their pursuers.

Protection
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Damage and the Symphony

When a celestial character destroys physical items
(let 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.

Corporeal flesh does not heal while its owner is in
another form. If a vessel is about to die, and its owner
shifts to another vessel or the celestial realm, then it will
still be at death’s door whenever he returns to it. Inor-
ganic vessels do not heal damage naturally and must be
repaired some other way, or replaced.

Ethereal Combat

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-
tal form may make a mental attack while in the
corporeal realm, and may suffer such attacks from any
being that has perceived it there. But in the celestial
realm, ethereal 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 him do Mind damage. Roll a normal attack against
(Intelligence + Ethereal Forces). An ethereal weapon
attack uses the weapon skill instead. See Resolving Attacks,
p. 66. The defender may try a Dodge roll, using Preci-
sion instead of Agility.

Damage is measured in Mind hits. Your total Mind
number is determined by multiplying your Ethereal
Forces times your Intelligence. If your Mind falls to zero,
you fall unconscious, are ejected from the 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 form of combat for most angels and
demons. Note that creatures with no Ethereal Forces
cannot be affected by ethereal combat!

Ethereal Healing

Mind hits heal at the rates given above for body hits.
Injury to the mind can also be helped by the Ethereal
Song of Healing.
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Celestial Combat

A celestial attack tears away at the resonance that
makes you what you are . . . and if you are hurt too badly,
you are not.

This is soul-to-soul combat, a battle of wills. 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 form 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 harmed 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 forms.

A normal celestial attack is rolled against (Will + Celes-
tial Forces). A celestial weapon attack uses the weapon
skill instead. See Resolving Attacks, p. 66.

The defender may try a Dodge roll, if he has that skill,
but his target number is (Dodge skill plus Perception).

Damage is measured in Sow/ hits. Your total Soul num-
ber is determined by multiplying your Celestial Forces
times your Will. Each time the total hits you take in
celestial combat equal your Soul number, you perma-
nently lose one Force. Roll to see what kind of Force is
lost: 1-2 = Corporeal, 3-4 = Ethereal, 5-6 = Celestial.

The victim immediately loses 4 levels of the appropri-
ate characteristic, divided as he chooses.

Example: With 3 Celestial Forces and a Will of 5, a
demon’s Soul number is 15. Every 15 hits be takes in celestial
combat costs him one Force. The first time be loses a Force, be
rolls one die and gets a 2. He loses a Corporeal Force, choosing
t0 lose 3 from his Strength and 1 from bis Agility. These num-
bers are changed immediately on bis 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 Will 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
other flees (see Celestial Movement, p. 65) — or loses so
many Forces he’s out of the fight (see Celestial Death, p.
67).
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Event

Surprise +1 -
Rear Attack +1 -
Moving Target - -1
Moving Attacker -1 -1
Telescope - +1
Aim (one turn) +1 +1
Aim (two turns) +1 +2
Aim (three or more) +1 +3
Night or low light -1 -2
Severe darkness -4 -6

Contact bonuses apply to contact weapon
attacks, 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!

Only time, or the Celestial Song of Healing, can help
a wounded soul. The hits that stripped Forces away have
no further effect (you cannot get the Forces back by heal-
ing those hits — they’re just gone). Only the damage that
has not yet contributed to loss of a Force can be healed,

Soul hits are restored at 1 per week for all creatures, in
whatever form they take. |
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DETAILED COMBAT

Players and GMs who prefer more detail in combat
may use the system below. Keep in mind that since In
Nomine emphasizes roleplaying over die-rolling and
damage calculation, even this “detailed” system has been
kept as simple as possible. Players are encouraged to add
to the lists of weapons and armor 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 turns, 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 fast
—an Olympic speed. The average beginning angel falls
midway between. Use of the Running skill (p. 76) repre-
sents trained effort or breakneck desperation.

A typical four-legged creature 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 Movement

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
intruders, as in the physical world. But in most cases it is
easy to 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 Movement and Attack Range

Celestial forms normally move at (Perception x 6)
yards per round. They ignore barriers and gravity. Vari-
ous Songs may help, hinder or limit movement.

The normal 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 form can-
not attack and move on the same turn, that foe can move
closer on the turn you strike at him.

CoNTACT WEAPONS

Skill Required
Fighting
Fighting
Small Weapon

Power Accuracy
Punch* -3 -
Kick* -2 -1
Brass Knuckles -1 -
Club +1 -1 Small Weapon
Dagger - +1 Small Weapon
Hatchet +1 -1 Small Weapon
Short Sword +2 - Small Weapon
Long Sword ~ +4 - Large Weapon
Battle Axe +4 -1 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

il higher) also adds 1 point of Power to the attack.

Power is added to or subtracted from the check
| digit to determine the number of hits inflicted on
the target.
Accuracy is the bonus or penalty which this type
of attack gives to the initial skill roll to hit.
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Power Acc Range Shots
Derringer -1 +1 5 1 or2
Revolver - - 10 6
.44 Revolver +3 - 15
Sawed-Off

Shotgun

Uzi
Pump Rifle
Carbine Rifle
M-16

+6 _ 3 2
e 3 30 (5)
+5 = 25 10
+3 +1 100 10
34.: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
determine the damage inflicted upon the target.

Ace (short for Accuracy) is the number of points modi-
fying the target number.

Range 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. I

=

Armor Modifier Protection
Heavy Clothing 1 -
Leather 2 1
Chainmail 3 2 (-1 vs. firearms)
Kevlar 2 (4 vs. firearms) 2

Steel Plating 4 3

Modifier is the penalty to the attacker’s “to hit”
skill roll.

Protection is the number of hits of damage the
armor absorbs. For game purposes, armor does not
itself take damage except by the GM’s cinematic ﬁat!

0
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You can escape from celestial combat by “outrunning”
the foe (if your 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 baffle your foes in some way; or
by creating an earthly debacle that distracts them.

It is also possible for one celestial form 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 if he translates to the
celestial realm, the grappler can pay 2 Essence and follow
automatically (see p. 53). If the grappled celestial wishes
to break away, he may do so by winning a contest of (Will
+ Celestial Forces) with the other figure, which occupies
him fully for a round.

Weapons

There are two types of weapons in In Nomine: contact
weapons and ranged weapons. Most weapons are corpo-
real, but ethereal and celestial ones exist! A few examples
of each type are shown on pp. 70-71 — the GM may cre-
ate more. Weapon characteristics are:

The skill needed to use the weapon.

Precision — 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 of a successful roll.

Range (ranged weapons only) — how far the weapon can
reach; see the notes to the Ran ged Weapon table.

Shots in a fully loaded weapon (ranged weapons only).

Example: Paul is firing his revolver at the dog-paddling
demon, 20 yards away. He’s not aiming or using a scope, so he
has a -2 Range modifier: With his Gun skill of 4 and a Preci-
sion of 2, he needs a 4 or lower to bit.

Attack Modifiers

Certain situations affect an attacker’s chance to hit —
taking time to aim, surprise, attacking from the rear, etc.
The chart in the sidebar lists the most common circum-
stances. The GM should use this list as a guideline for
other situations.

Armor

A character may want to enhance whatever physical
protection — natural or unnatural — he may have, by
wearing armor. The box on p. 65 lists a very few, very
common types. Some animal vessels give natural armor.

Resolving Attacks

Attacks are resolved by a d666 roll (see p. 38). The
attacker rolls against his attack skill, whatever that is for
his weapon and the type of combat , with whatever mod-
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ifiers are required. If he misses, he misses. If he makes the
roll, the defender may try a Dodge roll (see below), mod-
ified by the appropriate characteristic for the combat - or
a Will roll, if applicable. Then . . .

Add:

the check digit of the attacker roll
and

the Power of the attack.

Subtract:
the defender’s check digit (if he successfully Dodges)
and
the Protection of his armor (for physical attacks) or
whatever equivalent he might have on another plane.

The result is the number of hits the target takes. If the
result is zero or less, no damage is inflicted.

In Defense: Dodging

In Nomine has one term 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 its
moving out of harm’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 default) plus the
control characteristic for the realm of the attack. This is
Agility for a physical attack, Precision for a mental one,
and Perception for a strike against the celestial form. If
the roll fails, the attack hits normally. The attacker gets
no special bonus from a failed Dodge.

If the Dodge roll succeeds, its check di git is subtracted
from the damage done by the attack.

For example: The demon Faragoth is attacked by an
enraged Soldier of God swinging an aluminum baseball bat (a
club, Power +1). The Soldier makes bis attack roll, a 144, and
Faragoth rolls to Dodge. His Dodge skill is 3, and his Agility
is 2. He rolls a 235, a success with a check digit of 5.

1o determine the damage, we add the bat’s Power of 1 and
the attack’s check digit of 4, for a 5. The unarmored Faragoth
would have taken that much damage — 5 hits — if bis Dodge
had failed. But his Dodge succeeded, with a check digit of 5. 5

minus 5 is nothing, so the demon is hit but unburt.

Full Dodge |
A combatant who does nothing else during a round may |

Full Dodge. He takes his Dodge roll against every attack

aimed at him at a +2 bonus. |

Dodging vs. Resisting

An attack cannot both be Dodged and resisted. In gen-
eral, attacks which can be Dodged are impossible to
resist, and vice versa. In a situation where both would
seem possible, the defender must choose only one! |
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PREDESTINATION: FATE AND DESTINY

Do humans have free will? Does anyone? Are we pup-
pets to the Divine Plan?

The angels argue these questions as bitterly as any
mortal philosopher. Some of them have the advantage of
being able to see the future. But they have also seen the
future change.

Every mortal has both a fate and a destiny. It is given

' to some celestials to see fate, or destiny, or both . . . to see
the potential for good or evil that each human soul has
within the Symphony. But not even a celestial, at least

 within the Heavens that 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 to shine, to affect the Sym-
phony on a scale few angels will ever attain. It’s very rare

 that a human rises to the challenge of a 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

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 unlucky souls have a fate much greater than
their destiny. Hitler’s destiny was to be an honest interior
decorator who painted for pleasure and taught 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 futures. They work always 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
fate 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 century — and fated 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 Heaven. Someone who finds his
dark fate, and not his destiny, can expect to end up in
Hell. Those who do both, or who manage neither, will
probably be reincarnated to try again. Or their Forces
will be disbanded and their souls will be gone forever.

when, through error or selfishness, a person dooms him-
L

Pbyszcal Death, and After

Death of the u)rporcal vessel will kill a mortal,
whether he’s a mundane or a Soldier. Human souls may
gravitate to the celestial realms of Heaven or Hell; or
become spirits in the ethereal realm; or reincarnate into
another corporeal vessel; or disband entirely, returning
their Forces to the Symphony from which they came.
Those souls which are not destroyed may someday
return to play, but this is up to the GM!

When a spirit of the Marches is slain corporeally, it will

coalesce back at its home in the Marches (p. 51) after half

a day, minus one hour for each point of Intelligence it
has. The true creatures of dream often treat the physical
world as just another dream; at any rate, they suffer no
Trauma, and often reappear with an intact 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 celestal realm, but his soul may
need time to recover.

Trauma

The destruction of a celestial being’s corporeal form is
always a shock. He has lost a little part of himself to
oblivion, forever. If he has another mortal body to go to
right then, he cheats death. Otherwise, he suffers Trauma.

The warrior Malakim, accustomed to death, are
immune to Trauma. Kyriotates in multiple host bodies
suffer no Trauma when one is killed, though they gain a
note of dissonance when a host dies under their care.
Shedim gain dissonance when their host dies, but avoid
Trauma if they can find another host quickly enough. But
if another celesdal is physically killed on Earth, his
Forces will manifest a few hours later, near his Heart (see
pp. 137, 185). A Traumatized being may not speak or
respond in any way to others, and should be left alone to
contemplate the stark reality of his death.

Recovery is slow. After a number of days equal to the
victim’s Corporeal Forces, he can make a Will roll to

snap out of it. If he fails, he can try again in 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
Celestial combat destroys the Forces that make up the
soul. If any kind of Force is completely lost, the effect will

)
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Resolve combat in the following order each round:

1. Anyone wishing to use a supernatural power (a
Song, a resonance or an attunement, 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 supernatural attack counts as an action for this
round of combat. Supernatural powers which aid other
actions (such as the resonance of the Ofanim) may be
used now in preparation for the later action. Victims of
some mental or celestial onslaughts may make Will 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, celestial movement is an
action. A being in celestial form 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

the highest Agility movcs first, and so on. Those who
attempted a supernatural attack or made a skill-based
move may not make a normal attack as well.
4. Anyone who has been attacked this round may
attempt to Dodge any attack they did not try 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 1.

Combatants who take no other action may either Full

Dodge or Aim for the whole turn.

Choosing to Full Dodge for the entire round gives a
+2 bonus to all Dodge rolls for that turn.

Choosing to Aim for the entire round will add +1 to
hit the intended target unless the aimer take damage
that roundj this destroys his concentration and negates
the advantage of aiming. The maximum bonus from
aiming is +1 for contact weapons and +3 (three succes-
sive rounds of aiming!) for ranged weapons.

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.

Loss of Corporeal Forces

A being who loses all his Corporeal Forces cannot take
any physical form until he manages to regenerate at least
one such Force.

There is no effect on a continuing celestial combat,
except for use of Songs that were based on Corporeal
Forces.

Loss of Ethereal Forces

A being who loses all his Ethereal Forces retains the
skeleton of memory and personality, and may continue
the fight. After the battle, of course, he will find himself
at a severe disadvantage, with little or no Intelligence or
Precision left.

Loss of Celestial Forces: Becoming a Remnant

A combatant who loses all his Celestial Forces is out of
the fight. If he has no vessel, he is permanently, really
dead. His “corpse” will shimmer, dissolve and fade back
to the Symphony whence it came.

A celestial who had a vessel will take corporeal form
right there (which may lead to quick physical death,
depending on the location), or — if the battle is in Heaven

PLAYING THE GAME
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or Hell - in the last place his vessel occupied on Earth.
He is unconscious, and will remain so for 2d hours.

He has become a Remnant (see p. 30). His link to the

celestial is gone . . . his Heart shatters 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 worry 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, he’s just a mortal shell
Depending on which of his other Forces were stripped
away, he may be brilliant or moronic, strong or sickly.

If he had a Role (p. 43), he assumes that role, remem-
bering nothing of his celestial nature, and can live out his
life as a mortal. If he had no Role, he is now a person
without history or memory. He may be tormented by
visions of the divine or infernal, but he won’t understand
them.

Without a Heart, and without any Celestial Forces, a
Remnant becomes very hard to track. Resonances involving
Perception simply don’t affect him. Thus, his friends (and his
Superior) often can’t find him to help, and his foes can’t
locate him to finish him off. Even if they locate him, how
can they tell who he was? This celestial invisibility might
make a Remnant a good mortal agent, but it very rarely
happens. Celestials feel desperately uncomfortable and
guilty around Remnants, and most Remnants are pro-
foundly saddened by any hint of the celestial world.




GLOSSARY

Angel — a divine being, generally composed of at least 9 Forces,
working for an Archangel, charged by God with maintaining the
Symphony; a member of a Choir.

Archangel — a divine, Word-bound being of immeasurable power;
a Superior; see p. 33.

Artifact — an object to which someone has been (or may be)
attuned; see p. 41. Also see Relic, Reliquary and Talisman.
Attunement — 1) 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 demons; 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;
3) one of the three realms, containing Heaven and Hell.

Choirs — the various types of angels; see p. 32.

Corporeal — 1) one of the three types of Forces, governing
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
power; a Superior; see p. 34.

Diabolical - as a noun, the demonic race as a whole.

Discord — a permanent fracture to a being’s soul, generally 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 mirac-
ulous changes to the Symphony; see p. 50.

Ethereal - 1) 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 Nightmares), though also containing
other lands, the Far Marches, ruled by the remaining pagan gods
and 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 formed; 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.

Heart — an object, generally 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.

Infernal — 1) 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 Ethereal, 2).

Mundane - a mortal with no supernatural powers; see p. 32.

Numinous Corpus — special Songs which create unnatural physi-
cal appendages of great power, from claws to wings.

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 artifact imbued with a Song; see p. 42.

Reliquary — an artifact capable of regenerating and storing
Essence; see p. 43.

Remnant — 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.

Resonance — 1) the unique supernatural power granted to mem-
bers of Bands and Choirs; 2) a celestial’s nature.

Rite — a special method of regenerating 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, generally, super-
natural abilities) who serves a celestial; see p. 140.

Song - a supernatural ability, fueled by Essence, which has the
potential to dramatically alter 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 lives 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 - 1) the universe; 2) God’s plan, which the Host
is bound to protect and the Diabolicals attempt to subvert; 3) the
celestials’ paradigm for reality.

Talisman — an artifact which enhances a skill; see p. 42.

Tether — a corporeal place linked to a site in a celestal realm; see
p. 59.

Undead - 1) a powerful once-human servant who has given up the
integrity of his soul in exchange for some degree of demonic pow-
ers; 2) a mummy, a vampire or a zombi; see p. 193,

Vessel — any form 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-
erally supported by a celestial.

Word-bound - a celestial who is attuned to a Word; see p. 28.
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Artifacts may be corporeal (ordinary objects which the
owner has a link to — p. 41); ethereal (talismans, giving a
bonus to skill) or celestial (relics, containing Songs,
and/or reliquaries, which gather and store Essence).

ARTIFACT LIMITATIONS

The point cost of an artifact may be increased by /-

itations, increasing their value to the owner (or making
them harder to use but cheaper to buy). The GM may
introduce more; some standard effects are:

May only be used by a servant (direct or indirect) of a spe-

cific Superior: +3 points

May only be used by angels, or only by demons: +4 points
Requires a brief, silent invocation before it is used, and can-

not be used without the invocation: +1 point

Requires a S-minute invocation before each use, and cannot

be used without the invocation: -2 points

Attuned to the owner and can be used by no one else: +3

points

Can be worn or carrvied in a completely bidden way (a pocket

piece, for instance): +3 points

Can be worn, leaving the user’s hands free and giving

attackers a modifier (p. 62) to strike at it: +2 points.

SAMPLE TALISMANS

Each ethereal artifact, or talisman, enhances a single
skill; see p. 42. Any ()lJJu:t can hu.nme a talisman, con-
taining any skill (skills are listed on p. 73). Normal
tallsmans cost (level x 2) character points, and add their
level to the user’ 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
What is it about celestials and motorcycles? In partic-
ular, Calabim, Malakim, and Servitors of Janus, Jean,
Valefor and Vapula /ove cycles. With a Driving skill and a
stunt cycle, you can ride like a demon (or whatever).
Most cycles havc the limitation “Requires brief, silent
invocation to start” — much more secure than a key!

RESOURCES

Blessed Weapons

Possibly the commonest of all talismans are weapons
with the appropriate skill, from brass knuckles including
Fighting to guns enhancing Ranged Weapon. 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 character 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 1 Essence a day and
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 drawn 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 Corporeal, because that’s the only kind of Song
Soldiers can use, even in a relic.

Compass of Attunement

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 attune it to any
object or person by touching it to the target and spend-
ing 1 Essence. The attunement lasts for a number of days
equal to the relic’ level.

Thereafter, the compass needle continually points to-
ward the object of its attunement, regardless of distance.
It only works two-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.




Holy or Unhboly 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 must be fired from its respective
kind of pistol. Neither kind works in an ordinary gun!

Unlike other artifacts, these one-shot relics are not
purchased in levels; they're 1 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
against your Corporeal Forces plus the relic’s level, heals
hits equal to the check digit of the successful perfor-
mance roll.

Fiery Sword

Another relatively common relic, the Sword appears to
be a brass sword hilt, separated from its blade. When
someone grips the handle with both hands, concentrates
for 1 round and spends 1 point of Essence, a 3-foot-long
blade of flame appears, creating a weapon with a Power
equal to the sword’ level and -2 Accuracy. When its user
manifests in celestial form, the sword does celestial dam-
age! The flame remains for a number of minutes equal to
the user’s Celestial Forces.

Body Bag

This item — appearing in many forms, but typically a
black canvas bag — allows a celestial to keep a spare ves-
sel on Earth, saved up for a rainy day. A celestial can
climb inside and assume his celestial form. The corporeal
vessel in the bag does not vanish, and the user may man-
ifest again 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 bagged 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 bag within 5 minutes, they’ll be dead.
Destruction of the Bag destroys the vessels inside.

The Bag acts as a reliquary, drawing Essence 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 standard 3 points per level.

Holy or Unbholy Pistol

Irreverently referred to by Nicole in “A Bright

Dream” as her “itty-bitty pistol,” weapons like this are
most often used by Soldiers to level the playing field
between humans and celestials. This pistol fires Holy or
Unholy Bullets (see above). It is a ranged weapon, with a
Power equal to its Resource level (multplied by the
check digit!) and an Accuracy of +1. Firing a special bul-
let spends 1 Essence. The gun can hold Essence equal to
its level, but does not generate its own.

It can also fire 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.

ROLCS

Roles allow angels and demons to blend into human
society. See p. 43 for complete Role rules.

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 can’t Fast-Talk isn’t really a lawyer; the
celestial must really have the Fast-Talk skill, at a level
equal to the level of his role.

RESOURCES
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All roles cost 2 character points per Resource level.,
plus 2 points per level (above Level 1) for appropriate
Status (p. 43). The angel can vary 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.

Archeologi.

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 immediately spotting and cor-
rectly identifying artifacts of the corporeal world.

Generally Status 3 or 4; requires Survival skill.

Bartender

They meet a lot of people, and sometimes bartenders
hear about things even before the news people do.
May be Status 2 to 4; requires Fighting skill.

Doctor

From local doctors outspoken about health reform 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 attractive and talented. Some
are just smart and lucky. 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 elbows with other big shots. While this gives
you an excuse to travel, it can 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.

A3

Computer Operation is the only must, though Move
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. Status is proba-
bly between 2 and 4.

Hunter

What better way to fight the War on Earth than to
hunt demons in broad daylight? Just tell people you’re a
demon-hunter, and they’ll never suspect you of being an
angel, much less a demon. (Of course! Why didn’t any-
one think of that earlier?)

You do realize that it makes you a target, though — and
you'd better have an assortment of combat skills if you
want to live long. Any Status is possible; a “demon
hunter” could just as easily be a wealthy lunatic or a
homeless lunatic.

Journalist

From daily columnists to Walter Cronkite, journalists
now more than ever mold the minds of the populace.

Journalists must have Literacy and Fast-Talk, but
Move Silently, Lockpicking, Computer Operation,
Dodge and Escape will also come in handy more often
than not. Status could be anywhere from 3 to 6.

Lawyer

From struggling human-rights lawyers to Daniel
Webster, lawyers define the borders of acceptable behay-
ior in human society — but beyond the law, do some serve
even higher powers? You must have the Fast-Talk skill to
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. Until
power is taken from them, the fate of the modern world
lies very much in their hands.

Lying is the only necessary skill for Politicians.
Charisma is a must. Status is usually 4 to 6.

Private Detective

While you may think that anyone with a trench coat
and a bad attitude is a gumshoe, this role gives you an
official license, a knowledge of how to track people




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 Figure

From the local 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.”

Scientist

Of all the modern roles, the scientist (mad or not) is
one of the most divinely and infernally inspired, leaping
quickly from one extreme to another. This position can
give characters access to all sorts of toys, real or imag-
ined, at the GM’s discretion.

From the guy at Texas Instruments 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 countries, scientists
play the tunes to which society dances. A Scientist needs
at least one skill appropriate to his chosen field. Status is
usually only 3 or 4, unless he’s been smart and lucky.

Sports Hero

Were you the quarterback the year your high school
went to the state championships, or did you just sign a
multimillion-dollar contract with Pepsi? You must have
one athletic skill (Dodge, Swimming, Running, etc.).
Status for a successful pro athlete will be 4 or greater.

SCRVAITS

Each Servant is a character — human, undead, animal
or spirit — with his own character sheet. The Resource
level of a servant indicates how likely 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 characteristic’s level.
If you must roll against a skill you don’t have, subtract 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) Default: -3

This skill covers any athletic, acrobatic action. It could
get you a job in the circus, or pull you out of a tight spot.

The check digit simply determines how spectacularly the
acrobat succeeded (or failed). The Acrobatics skill (p. 74)
may sometimes be combined with Dodge.

Artistry (Perception) Default: -2

This skill allows you to accurately reproduce some-
thing 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 roll. 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 witness has been able to
sketch his assailant, how many minutes an observer 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 skill gives you proficiency in one specialty. Buy it
more than once if you want more specialties.

Chemistry (Intelligence) Default: -5
This skill allows you to analyze unknown 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 chemist’ inten-
tions. Other successful Chemistry check digits may
represent the number of rounds that a foe is incapaci-
tated by your tear gas, or the accuracy of your analysis.
A failed check digit 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) Default: -2

This is a knack for moving quickly up and down steep
surfaces. 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 texture, and
whether or not any mechanical aids are being used. The
check digit of a successful roll represents how quickly the
climb can be made (with 1 being slowly and 6 being
quickly). The check digit of a failed roll represents how
much time the climber wastes, or how badly he injures
himself in the attempt.
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Computer Operation (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.

Detect Lies (Perception) Default: -

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!

Dodge (Agility) Default: -1

This skill lets you reduce the effects of attacks in com-
bat (see p. 66). In general, you may Dodge any attack that
cannot be resisted. Acrobatics skill can be substituted for,
or added to, any Dodge roll against nonprojectile weapons
— you can acrobatically dodge a sword, but not a rain of
bullets.

RESOURCES

Driving (Precision) Default: -

This is your ability to drive any normal 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 generally
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.

Normally, the check digit of a successful roll reflects
how much time the driver was able to trim off the trip,
while the check digit of a failed roll 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 roll,
throw a random road hazard at him. When a specific
hazard occurs in play — for example, when the angels
chasing the characters try to ram them, or when two Boy
Scouts randomly lead a little old lady across the street in
front of their vehicle — then the check digit of a Driving
roll reflects how qpectacularlv the driver is able to (or fails
to) avoid the situation.

Electronics
(the higher of Intelligence or Precision) — Default: -5
You have the skill of inventing electronic gadgets and
the knowledge of how best to implement them. Like
Chemistry, the GM should rule on its use on a case-by-
case basis. This skill is also useful for disarming and
disassembling electronic traps, locks and other nuisances.
The check digit of a successful roll can represent the
amount of time taken to achieve the goal, from a lot toa
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 can roll again), the number of specific parts he
finds he’s missing to complete his work, or the number of
hits of damage he takes when he accidentally elbows his
beer into the works.

Emote (Perception) Default: -1

Emote is the skill of expressing feelings (or disguising
them) through body language and vocal subtleties. A
character making a successful Emote roll will appear sin-
cere and genuine about his feelings. Those who have
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




from the Detect Lies roll; if he doesn’t, then add the
failed roll’s check digit to the Detect Lies roll!

Engineering (Precision) Default: -4
Engineers know how to design and repair devices in
which moving parts are more important than electronics.

Escape
(the bigher of Agility or Precision) Default: -3

This skill brings freedom from knots, handcuffs, strait-
jackets and other annoyances. The check digit represents
the amount of time it takes to gain freedom, with 1 being
along time and 6 being almost no time at all — or, in the
case of a failed roll, the amount of time spent struggling
in the attempt.

The GM may inflict a -1 penalty for each bound arm.

A separate Escape roll must be made for each binding.
For example, if someone is bound and gagged, he must
make one roll to free his mouth and another for his
hands. (Since its more difficult to remove a gag with
hands tied, he should work on freeing his hands first!)

Fast-Talk (Will) Default: -1
There is a difference between lying and “fast-talking,”
albeit a subtle one. Fast-talking involves quickly persuad-
ing someone to do something relatively minor that’s
against his nature — such as talking a security guard into
letting you pass, or convincing a postal employee to give
you a package that’s not yours. Its effect exists only in the
moment, a brief lapse of common sense that doesn’t
change the person’s basic nature: you've only convinced

him to “bend the rules just this once.”

If the character makes his roll, then the target may
make a Will roll to resist persuasion, minus the success-
ful roll’s check digit.

If the target makes his Will roll, he will get a +1 to
resist further Fast-Talking by that person for the rest of
the day. The check digit of a failed Fast-Talk roll tells the
number of hours you must wait before having any kind
of chance to Fast-Talk that target again.

Fighting (Strength or Will; see below)  Default: -1

In the corporeal world, this is skill at unarmed combat,
anything from brawling to a formal martial art. Celestials
can use the same martial discipline when they battle with
sheer force of Will, instead of hammering away with
Strength. The check digit of a successful roll is generally
the number of hits of damage done to the target; see the
combat mechanics on p. 61 for more details.

In game terms, there is no difference between the var-
ious combat styles, but for roleplaying purposes, a
fighter’s style should be defined. Does he use the crush-
ing blows of a boxer, or the cunning grips of an Oriental
master?

Knowledge (Intelligence) Default: -4

There are hundreds of different Knowledge skills. Any
sort of “book learning” can be a Knowledge skill — any
field of scientific or cultural study. 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. A
character could have a high Area Knowledge for his
hometown — for example, Knowledge/6 (Arlington,
‘Texas) — he’d know a lot about its people, politics and
social mores, plus details about things like store locations
and local hangouts. For a larger area, Area Knowledge
would cover general subjects like politics and current
events, geography, history, and so on. Because Area
Knowledge is such an encompassing skill, the GM can let
it serve for a variety of things, but often at a penalty!

The check digit of a successful roll determines how
specifically the character can recall his knowledge.

Example: A demon is trying to remember the best place in
bis town to dump a body. With a check digit of 1, the demon
could come up with a general area, but perhaps not the best
place. With a check digit of 6, be could remember that tree
trunk at the lake’s edge with the deep sand pit off to the side.

The check digit of a failed 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 discretion.

Example: If the demon bad failed bis roll, a check digit of 1
might mean be wastes an hour driving around, unsuccessfully
looking for the right spot. With a check digit of 6, the demon
might pull up to a park late in the evening — and, as he’ drag-
ging the body by its feet toward the playground, realize he’s just

yards from the drunken remnants of a police officers’ picnic.

Languages (Intelligence) Default: -4

Every language is a different skill, written as Lan-
guage/2 (French), Language/4 (Basque), etc. Mortals
automatically understand one language, their native
tongue, at level 3; no skill roll is needed to use your
native tongue. Any Celestial assigned to Earth will like-
wise know the language of his assigned area at level 3, at
no cost.

Language rolls are generally only used to determine
how well nonnative speakers communicate in foreign
languages. The check digit of a successful Language roll
determines how much of the meaning came through.

RESOURCES
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Usually, a failed roll represents the amount of time
wasted stumbling through the language barrier, but in a
high-stress situation 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.

Lockpicking (Precision) Default: -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 1 being a
lot and 6 being a little) or the amount of time spent in
vain (with 1 being a little and 6 being a lot).
If a failed roll has a check digit of 6, it not only wasted

a lot of time but set off any alarms or traps that were
there!

Lying
(the bigher of Intelligence or 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 roll’s check
digit. If the liar fails his roll, the viciim should 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 (Precision) Default: -4

With this skill, you can diagnose sickness and injuries,
as well as treat the damage if adequate 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 only benefit from one
successful 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 1d dam-
age from his poor treatment. However, a failed roll
cannot be repeated by that healer, that day, on that
patient.

Skill Level  Treatment Time Hits Healed
1 1 minute Equal to patient’s ST
2 1 day Twice patient’s ST
3-4 1 week 3 times patient’s ST
5-6 1 minute Twice patient’s ST

Move Silently (Agility) Default: -1

This skill covers various tactics a person could use to
pass unnoticed — 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 of a
failed one, to the Perception skill of anyone trying to
spot or follow him.

Move Silently 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 bigher of Strength or Agility) Default: -1
This 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 bigher of Intelligence or 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 of a 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: -1

This talent tells a character whether NPCs are
attracted to him — and flirtatiously encourages such inter-
est. When 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!




This is a talent to be used on NPCs. The behavior of
a PC is up to the player, not the dice.

The check digit of a failed roll is a penalty to an imme-
diate reaction roll (p. 44) by the target. Interpret the
results in a general fashion. Yes, it’s possible to fail a
seduction attempt yet leave the “victim” smiling.

If the seducer’s roll is successful, then what happens
after that is entirely up to him . . .

Singing (Perception) Default: -2

This is skill at vocal performance. 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 hum back and forth to each
other, speaking “pig-celestial,” without fearing that their
communication might be intercepted (except, of course,
by other angels or demons). Players who attempt this
must actually hum before making the skill roll. The
check digit of a successful roll represents the number of
words the singer has successfully broadcast to all celes-
tials 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.

Small Weapon (Precision) Default: -2

This skill defines a character’ ability to use any kind of
small hand-held weapon. See the combat mechanics, p.
61, for more information. There is a separate skill for
proficiency with each specific kind of small weapon, such
as a dagger, a shortsword, or a sap.

Survival
(the bigher 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 obtained. A suc-
cessful roll’s check digit represents the number of hours
you can survive in reasonable comfort before your next
roll. A failed roll’s check digit is the number 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.

Swimming (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 of damage from breathing water. All this
damage is temporary and will be erased by an hour of
rest, if the swimmer can just get out of the water.

Example: Greg decides to dive into the water to get to two
Purifiers sitting in a rowboat. Ignoring the fact that he'll have
to make an Agility roll to pull off the dive, he’ll need a Swim-
ming roll to see how long it takes him to make it to the rowboat,
currently 10 yards away. His Agility is 6, and his skill at
Swimming is 4, so be’ll need to roll a 10 or less to make it. He
does, with a check digit of 3. With a Strength of 6, be can close
9 yards in one turn. Unless the people be’s chasing bave an out-
board motor; Greg will grab the boat in the next combat round.

Tactics (Intelligence) Default: -2

This is the skill of leading a small number of people
(fewer than 30) through a small area of conflict, such as a
group of buildings. The “tactical” skirmish can either be
rolled 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 advantage
of surprise to one side or the other.

Throwing
(the higher of Agility 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
of a 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 original target and moving outward, until something
is hit. If nothing within range is hit, the thrown object
continues its trajectory to strike harmlessly (or, in the
case of a grenade, not so harmlessly!) behind the original
target.
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Objects can be thrown a number of yards equal to the
character’s Strength, plus his Agility and his skill level at
Throwing, plus or minus the check digit of a successful
or failed Throwing skill roll. Halve the range in for every
5 pounds by which the weight of the ob](_ct thrown
exceeds the thrower’s Strength. Double the range for
every 5 pounds by which it is less than his Strength.

Example: Greg has a Strength of 6 and an Agility of 6. His
skill at Throwing is 3, so be could throw an object weighing a
pound or less — say, a holy ﬁmﬂ:m'f — at least 30 yards without
trying too hard (6 + 6 + 3, doubled because its z:‘m{br is 5
pounds less than his Strength). If he makes his Throwing roll,
even with an average check digit of 3 be could peg a dime from
as far as 36 yards away.

Another example: A professional quarterback has a
Strength of 7, an Agility of 9 and a Throwing skill of 6. On a

great day, with a successful Throwing roll’s theck digit of 6, be
mufd go for the Hail Mary and land the ball up to 56 yards (7
+9 + 6 + 6, doubled because of its weight) away!

Tracking (Perception) Default: -2

This allows you to trail someone through familiar ter-
rain. If your prey has the Survival skill, and doesn’t want
to be iollowed, a Contest between your Tracking skill
and the target’s Survival skill determines the outcome.
The check digit of a 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 Renegade demon across a desert may take
hours — or even days, if the quarry had a big enough head
start. The check digit of a failed Tracking roll represents
how many minutes, hours or days the tracker will wan-
der about before realizing he’s lost the trail.

SONEK

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 Songs come in three versions — Corporeal, Ethe-

real and Celestial. Knowing an entire suite of one type of
Song is helpful. Someone who knows two versions of a
Song has a +1 to the check digit if he successfully per-
forms either. If he knows all three versions of a Song, he
has a +2 to the check digit!
7 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 (p. 54) by an amount equal to the Essence
spent, plus (usually) some additional amount, the Degree
of Disturbance, given at the end of each entry.
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Attraction

In the Symphony, forces of attraction are capricious
and unpredictable. These frequently-