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ABOUT IN NOMINE

Steve Jackson Games plans continuing support of the In Nomine system. Our address is S]
Games, Box 18957, Austin, TX 78760. Please include a self-addressed, stamped envelope (SASE)
any time you write us! Resources now available include:

Pyramid (www.sjgames.com/pyramid). Our online magazine includes new rules and articles
for In Nomine. It also covers all the hobby’ top games — AD&D, Traveller, World of Darkness,
Call of Cthulbu, Shadowrun, and many more — and other S] Games releases like GURPS,
llluminati, Car Wars, Toon, Ogre Miniatures, and more. And Pyramid subscribers also have
access to playtest files online, to see (and comment on) new books before they’re released.

New supplements and adventures. In Nomine continues to grow, and we’ll be happy to let you
know what’s new. A current catalog is available for an SASE. Or check out our website (below).

Ervata. Everyone makes mistakes, including us — but we do our best to fix our errors. Up-to-
date errata sheets for all In Nomine releases, including this book, are always available from SJ
Games; be sure to include a SASE with your request. Or download them from the Web — see
below.

Q&A. We do our best to answer any game question accompanied by a SASE.

Gamer input. We value your comments. We will consider them, not only for new products, but
also when we update this book on later printings!

Internet. Visit us on the World Wide Web at www.sjgames.com for an online catalog, errata,
updates, Q&A, and much more. You can find specific information about this book at
www.sjgames.com/in-nomine/anime/.

Mailing List. Much of the online discussion of In Nomine happens on our e-mail list. To join,
send mail to majordomo@.io.com with “subscribe in_nomine-I” in the body.

In Nomine Online. We also support online roleplaying communities for In Nomine. If you'd
like to start a MOO or similar Internet environment for gaming In Nomine, please check out
our policy information at www.sjgames.com/in-nomine/angelmush.html.

GURPS In Nomine

A GURPS adaptation of the In Nomine setting, featuring
the epic struggle between Heaven and Hell, between angels
and demons — both here in the mortal world and in the
realms beyond. The focus is on converting the setting — all
of In Nomine’s Bands, Choirs, Superiors, and realms are
adapted for use with GURPS — but GURPS conversions

of In Nomine mechanics are included as well, covering

artifacts, attunements, Discord, dissonance, disturbance,

Essence, Intervention, resonance, Rites, Songs, and more.

Get ready to play with the big boys!

GURPS Mecha

From battlesuited space marines making an orbital drop
to cinematic Japanese anime action featuring giant
walking tanks piloted by beautiful alien princesses,
GURPS Mecha covers the entire genre of mecha action!

In the pages of Mecha, you’ll find an easy-to-follow,
step-by-step guide to building mecha, advanced rules,

character creation, anime-theme adventures, and
special combat rules that emphasize the cinematic
nature of mecha combat, as well as realistic rules for
sensors, weapons, and orbital drops.
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Anime is a term for Japanese animation, often
based on 7anga (paper comics); it can cover gen-
res ranging from science fiction to high fantasy,
and from romantic school stories to supernatur-
al horror epics. Story lines are often very sophis-
ticated and intricate, and extend into episodic
series. It is a popular form of entertainment
among both adults and children, and many
anime series are now widely available in America
and Europe.

Anime offers us tales of heroes and villains, set
in various fantastic worlds where a huge sword
can cut through airplanes if wielded by a virtuous
martial artist, true love can defeat armies of mon-
sters, angst and long hair are fashion accessories,
and big cities are there to be smashed and burned
in giant mecha battles. (Fortunately, they can be
rebuilt in time for the next big scene.) Romance
flourishes between heroes, or between heroes
and villains. (Honor is sexy, but evil is irre-
sistible.) At the last moment, after several disas-
trous battles, the heroes finally confront the vil-
lains, and prevail in the crucial fight . . . though
this may be at the cost of one or several heroes’
lives.

You might say that this is already very close to
In Nomine — and you wouldn’t be wrong.

In Nomine can be played in a number of dif-
ferent styles, from High to Low Contrast
(depending on how different the forces of
Heaven and Hell are in pursuit of their

aims) and varying between black humor and
straightforward adventure. This book discusses
playing In Nomine in the style of Japanese
anime. This is a setting of high drama, nerve-
wracking confrontations, universe-shaking
struggles between good and evil, and cute cat-
girls with big plasma rifles. The mood shifts
from the sublime to the ridiculous, flipping
between moments of noble sacrifice and squab-
bles for the last candy bar. Special effects are
truly magnificent, with shafts of heavenly light,
diabolical howls of fury, explosions that take
out tower blocks, and nude transformations in
midair when angels and demons assume their
celestial form. The characters must save
or damn the world — they are the destined
heroes, and the future of the universe depends
on them. Anime is addictive, both in the way
that the stories are told, and in the stories
themselves.

CANON ALTERATIONS

In Nomine Anime folds, spindles, and
mutilates In Nomine canon as required.

Anything here which contradicts previ-
ous books should be considered an anime
mutation, and restricted to anime-style
campaigns.
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ANME CONCePTS

AID STCREOTYPES

Every genre has its clichés, from the
Hollywood action movie to the traditional
Western, from the historical romance to the lat-
est James Bond. Anime is no exception: certain
characters are instantly recognizable as heroes or
villains from the moment that they come on
stage, and certain events are inevitable once the
premises are established. If the hero was aban-
doned as a baby with only a mystic pendant
around his neck, then his ancestry will certainly
be a major plot point, and he may
well find his parents or long-
lost siblings turning up as
villains or colleagues.
When the heroine’s
adopted  daughter
promises her moth-
er that she is only
going down to the
mall for half an hour
to do some shop-
ping, we can confi-
dently expect her to be
kidnapped by the forces
of evil.

If the villains of the piece
have the ability to warp the minds
of their victims, then major NPCs - if not the
heroes themselves — will suffer brainwashing at
some point during the story, and will have to
fight, betray, or torture their best friends. (Of
course, a sincere appeal from a true love will help
to break through the evil mind-warping influence
of the villains.) Long-lost swords will be found,
young novices only just assigned to mecha units
will turn out to have unsuspected talents, and
foolish young heroes will discover wisdom and
honor at the crucial moment. Virtue will ulti-
mately win, if it is prepared to pay the price.
While the GM should not feel obliged to copy
every stereotype of anime into his own campaign,
some of the following concepts may be useful.

HIUME ChARACTERS

In an anime story, it soon becomes very obvious
who the heroes are, who the villains are, and who
the useful-but-ultimately-not-as-important back-
ground characters are. Heroes display at least
some virtuous traits, even if they are brash, or
cowardly, or naive; villains are allowed to demon-
strate their sadistic, corrupt natures offstage, even
if they have to maintain a smooth, charming pub-
lic exterior. Background characters generally get
far less “screen time,” and are adjuncts to the

heroes and villains, rather than their equals.
Some examples of these three types are

given below; while not exhaustive, they
may provide a starting point for charac-
ter concepts.

HEROES

“No,” Matthias declared proudly, “I will
not survender the prototype to you, whatever

Lightning that it will only be taken from me over
my dead body!”

“Ob, quite,” murmured the impeccably dressed
Balseraph, and gestured to the squad of Djinn in black
ninja suits. Two of them were restraining the strug-
gling Amelia, Seraph of Judgment. “But what about
over ber dead body, mmm?”

Heroes are really the good guys: they’re ulti-
mately virtuous, even if they have minor person-
al flaws, and only very rarely betray their friends
or hand over the plutonium detonator which will
destroy the world. And even if they do, it’s prob-
ably for a good reason, such as prior brainwash-
ing by the villain, a lover or child being held
hostage, or a sincere if deluded belief that the vil-
lain is really working for world peace. Once
brought to their senses, they will be glad to help
the other heroes save the day, and will risk their
own lives to do so.

ANIME CONCEPTS AND STEREOTYPES
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Heroes are also highly competent in their own
field, even if this is something as exotic as Pop
Singing, Martial Arts Tea Ceremony, or Piloting
Giant Pink Mecha Tank. When challenged by
the villain, they will certainly rise to the occasion:
even if they’re beaten the first or second time,
they’ll inevitably return for a rematch. Only
rarely will heroes refuse a challenge; possible rea-
sons include having vowed never to kill again (an
oath which is rarely kept), trying to convince
their lover that they’ve reformed (this situation
usually sets up the lover’s kidnapping), or needing
to go on a date or attend an important meeting at
precisely the same time as the proposed match.
(In the last case, it is de rigeur for the challenger
to arrive in the middle of the date or meeting, and
attack the hero anyhow.)

The hero types below appear frequently
enough in anime to be considered standards of

the genre.

Angstful Expert

“You summon me by an oath which I cannot refuse.”

This character (usually male, though occasion-
ally female) could set world records in sardonic
comments and staring mournfully into the mid-
dle distance. Fortunately, he also happens to be
an expert in a particular combat style: most often
swordplay or very acrobatic martial arts, though
occasionally exotic (and rather dark) forms of
power. Frequently voted the Character Most
Likely To Have A Dark Secret Which Will
Doom The Team, he will only reveal his hidden
past under extreme provocation, and too late —
such as when the entire group is imprisoned in
the villain’s dungeon. (Such secrets may include
Geases owed to the other side, an ex-lover who
Fell, a Superior with a personal grudge . . . “Why,
yes, I was responsible for the Asmodean Mega-
Nuke Mission, but I was too embarrassed to
mention it to you.”) He may still save the entire
team at the last minute, often with heroic self-sac-
rifice. This character is a sucker for innocent
young girls or angels of Novalis, who will thaw
his icy exterior with their sincere compassion and
cute smiles.

Brash Young Hero

“Hey, Baal! Turn and face me in the name of
Heaven, you scum-sucking excuse for a Demon
Prince!”

This is the kid who thinks he knows it all, and

takes several embarrassing beatings during the

course of the story. He’s young, he’s enthusiastic,
and he has an untrained but strong talent for
some style of martial arts, gunplay, mecha-con-
trol, supernatural powers, or other combat tech-
nique. He is frequently the romantic target of
several women: in such cases, he is either so naive
that he fails to understand why they’re all chasing
him, or brash and flirtatious, in which case he will
insult them all at the worst possible moments.
(“Yeah, the green skin and horns are weird, but
with legs like that . . . Ow! What did I say?”) After
being beaten several times by the campaign’s vil-
lains, he will finally discover true strength
through humility or love, and will nobly dash into
battle and strike the Crucial Blow. However, this
is unlikely to have taught him anything long-
term; next episode he’ll be just as brash, with a
new plateau of excellence to work towards.

Hotshot Pilot

“Blessed be the Archangel of Lightning, who gives
us the biggest guns.”

This character’s main claim to fame is piloting
a giant mecha, starship, tank, or other contrap-
tion, with which he will have a near-mystical sym-
biosis. He is usually young and enthusiastic,
though often not much good in a fight without
his mecha. Like the Brash Young Hero, he will
eventually learn self-restraint and gain experience
in battle and respect from his comrades. The
Hotshot Pilot usually starts out as the new boy on
a team, a novice who was probably assigned there
by accident or against everyone else’s wishes, and
will generally be looked down on. (“Get back to
your labs, Mercurian, and stop trying to act like a
real fighter!”) However, his natural talent for bat-
tle will quickly make itself evident (usually after
the main villain has beaten the rest of the squad
to a pulp) and he will become accepted as a com-
rade. His personality may range from cool flyboy
to sensitive kid; it is possible to have an entire
team of Pilots. He has a near-obsessive dedication
to his vehicle, and may have technical or scientif-
ic abilities, in order to be able to upgrade it regu-
larly and add bigger guns, faster rockets, and

flashier paint jobs.

Innocent Power-Wielder

“Killing dragons is wrong! They just need love and
understanding!”

This character is usually female (if male, he is
young and innocent) and possesses some sort of
supernatural, involving lots of beams of light and

ANIME CONCEPTS AND STEREOTYPES
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special effects. She is sincere, compassionate,
gentle, and loving: she is also often clumsy,
greedy, and obsessed with cute things. (“Ooh!
Sparkly!”) She will never torture or kill an enemy,
and although she is prepared to fight bravely to
protect the people she loves, she will use the min-
imum necessary force. During the course of a
campaign, she will develop new and expanded
forms of power. Her innocence and compassion
will often convince villains to realize
the error of their ways and repent on
the spot, and may even result in
spontaneous redemptions.

Her focus is always on the
redemption of villains and the
protection of innocents. She is
likely to have a relationship with someone in the
group, and will misinterpret any other woman’s
interactions with him. In some campaigns, she
may be in love with one of the villains — she may
redeem him, or it may be a mutual tragedy, with
both characters refusing to betray their own loy-
alties. This character is one of the most likely to
have a cute, fuzzy pet of some sort (probably a
reliever.) However, all other matters beside, she is
a genuinely #zice person, and her sincere compas-
sion may change the course of history.

Virtuous Martial Artist

“Yes, I know. There are a bundred of you and you've
all got guns. But Michael told me to hold this bridge,
and you will not pass.”

The Virtuous Martial Artist (male or female)
differs from the Brash Young Hero in that even
though he may be rash and inexperienced, his pri-
mary characteristic is a strong sense of personal
honor. He regularly gets beaten to a pulp while
challenging villains who are far stronger or more
skilled than him — however, such villains fortu-
nately regard him as “too unimportant to kill” or
assign the job to incompetent minions. (“Finish
the Malakite off — and bring his head and wings
to my castle.”) His area of expertise is martial arts
of some sort, either with various types of weapon

or bare-handed. He will inevitably

: have special attack forms that
\#—‘;‘;‘__‘E@_ are delivered while shouting
o the attack’s name as loudly as

possible in a cascade of special effects. As the
campaign continues, he will refine his skills (often
with the help of a Teacher, who may well be mur-
dered by the villains) and develop more powerful
attacks. He will also learn about responsibility,
true honor (as opposed to pride), and love, and

AV L

may convert minor villains through his honorable
conduct and merciful nature. (“I never under-
stood the meaning of friendship until I met you,
Laurencian!”) The rest of the team will probably
regard him as rather dull and overly virtuous, and
tease him for it, but will rely on him in emergen-
cies, and weep over his grave if he dies nobly.

VILLAINS

“All the world will tremble before the might of
Prince Saminga!”

Major villains in anime are very rarely petty,
small-minded, or easily dismissed. They repre-
sent a significant challenge, and it usually takes an
entire team of heroes to bring down the cam-
paign’s main bad guy. They have large-scale
ambitions, such as conquering or destroying an
entire country, or the world; gaining control of
the Internet; breeding a race of monsters to serve
as minions; marrying the beautiful supermodel
who happens to be the exact physical double (and
possible reincarnation) of their long-lost
wife; slaying 101 innocent children to create
a gateway to Hell; and so on. Even if the
consequences of the final battle may be high,
the heroes are doing the right thing — the
heroic, virtuous thing — when they fight
these guys.

Anime villains aren’t necessarily total-
ly evil: they may be acting from mis-
placed honor, long-sworn vengeance,
hopeless love, or merely utter despair
and nihilism. They may even be hon-
orable warriors, fighting for their own
nation or empire — though in this case, they've
usually been duped by corrupt advisors, who
must be removed so that both sides can make
peace. (“Lord Roderick of the Sidhe has told me
that the angels intend a new Crusade to crush the
Marches. We must strike first, and assassinate the
Archangel of the Sword!”)

Villains are either honorable or dishonorable.
Honorable villains will threaten the heroes per-
sonally, but will spare their lives if possible, and
will avoid needless killing. They may well devel-
op a romantic relationship with one of the heroes,
which may even deepen into true love. (Angel-
demon romances make marvelous plotlines.)
Ultimately, they will either be redeemed, or die in
honorable battle, unable to forswear their loyalty,
or be cruelly assassinated by a less ethical villain
who sees them as a threat. (“Your misplaced
honor is of no use to Prince Baal . . .”)

ANIME CONCEPTS AND STEREOTYPES
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Honorable villains frequently end up serving
dishonorable villains, due to misplaced loyalties,

hostages, or  thorough  brainwashing.
Dishonorable villains are scum, though powerful
scum: they will indulge in sadism, cruelty, manic
laughter, and attacks which cause major collateral
damage, and won't hesitate to order heroes taken
alive for later torture and execution. While they
may try to seduce heroes, they will rarely fall in
love with them (and the hero in question can look
forward to several episodes of angst and betrayal).
However, no villain likes being refused, and he
may resort to force or brainwashing if the hero
virtuously turns him down. Dishonorable villains
are fun to fight — they’re such utter scum that
heroes can feel thoroughly justified.

A few common villainous characters are listed
below; while there are other stereotypes, these
are some of the most well-known and easily rec-
ognizable villains.

Amoral Military Leader

“Soon this whole nation will march to battle . . .
under the orders of the Prince of the War!”

This despot, male or female, intends to con-
quer and rule, though his target may range from
a single country to the entire world — if not a star
cluster or the entire galaxy. He may be motivated
by pride, thirst for power, desire for vengeance,
or a misplaced sense of honor which causes him
to believe that he is the only person who is capa-
ble of saving the world. Truly dishonorable
Military Leaders torture victims and take
hostages to bend the population to their will, and
order mass executions of rebels. Naturally, they
have secret police and spies everywhere. More
honorable Military Leaders will refrain from tak-
ing hostages (except in emergencies) and will exe-
cute captured foes cleanly, or even imprison them
humanely. Amoral Military Leaders are likely to
develop a particular rivalry with a martally-
inclined hero, and frequently turn out to be his
separated twin brother, long-lost friend or fellow-
Servitor, parted lover, or sibling genetic experi-
ment. Military Leaders tend to be businesslike
and efficient.

Crime Lord

“What Don Valefor wants, Don Valefor gets.”

While this character (usually male rather than
female) has affinities with other villainous master-
minds, he is in business, and that business is crime
— usually quite mundane crime. He has a tena-

cious grip on power, and an efficient criminal
organization. This is likely to include a number of
fast-on-the-draw bodyguards, and possibly a
Vapulan mad scientist or two, running an illegal
laboratory for producing drugs or interrogating
prisoners. The Boss’ only claim to honor is that
he will keep his word in a given deal — and even
that isn’t always reliable. He will reward his min-
ions if they serve him well. The local populace
know his name and fear him. He frequently owns
the top floor of a skyscraper, which will be deco-
rated luxuriously and contain several mistresses.
His usual heroic opponent is the private detective
or the hard-bitten cop, both of whom know the
Crime Lord’s evil reputation. (Note that dashing
thieves are a different, and far more heroic, sort
of character.)

Demonic Overlord

“Heb, heb, heb. Pitiful fools, did you think that you
could hope to stop me?”

This character type shares a number of traits
with the typical Evil Sorcerer. He is thoroughly
evil and proud of it, and probably working for
some lofty aim such as the Triumph of Hell,
Opening the Gates of Hell to Earth, seizing the
Power of God, or similar projects. Male Demonic
Overlords tend to wear their hair long, look
beautiful rather than handsome, and dress in a
disturbingly androgynous style; female Demonic
Opverlords go for the dominatrix look.

Demonic Overlords are Evil on a grand scale.
They don't tell their minions to kill the captured
hero; they order him dragged to the Everlasting
Pit of Flames and flung in, in front of an audience
of thousands. They are also extremely fond of
torture, seduction, betrayals, and brainwashing.
However, they have a strong antipathy toward
very innocent heroes (and particularly innocent
heroines) and will target them for particular
attention . . . such as capturing them for particu-
larly important sacrifices.

Demonic Overlords will instantly destroy any
subordinate who dares to contradict or fail them.
However, since they have no shortage of foul
minions, this merely results in rapid promotion
through the ranks. The servants of Demonic
Overlords will often betray their masters, but
only because they are themselves treacherous and
ambitious.

The only concession to honor that a Demonic
Overlord may sometimes make is to duel a hero
who has personally challenged him. (If he thinks
he’s losing, though, he’ll cheat.)

ANIME CONCEPTS AND STEREOTYPES
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Megacorporation Boss

“Well, of course everyone who uses this product
becomnes a spineless puppet — that’s the idea, by
Mammon!”

While the Crime Lord considers crime to be
business, the Megacorporation Boss (who can be
either gender) considers everything to be business,
and will cheerfully buy and sell anything — prop-
erty, people, loyalty, and power. He will be aston-
ished when the heroes virtuously refuse to take
his bribes or to accept jobs in his organization.
While the Crime Lord bribes the police, the
Megacorporation Boss owns the police, and has
most of the local authorities in his pocket. His
minions (in neat suits with dark glasses) will
harass the heroes, block their bank accounts,
organize propaganda against them, and stage
leveraged buyouts on the businesses that employ
them.

The Megacorporation Boss knows no morality:
he operates by Darwinian principles, where the
richest is the fittest, and by the Golden Rule — he
who has the gold makes the rules. (“Don’t try to
tell me it’s different in Heaven. Money talks,
angels walk.”) His headquarters — usually a tower
block or skyscraper — is full of bodyguards and
computers (which explode when shot). He will
have a trusted secretary, who can occasionally be
persuaded to betray him. Since the
Megacorporation Boss inevitably keeps all his
criminal dealings carefully filed, this can be
extremely useful. (This file will be protected by a
password, which will usually be amazingly easy to
guess.)

Mad Scientist

“Ob, 1 think you will make a very interesting
experiment, Seraph . . .”

A mainstay of the genre, the Mad Scientist
(male or female) produces all sorts of wonderful
inventions, unfettered by the laws of physics,
reality, or sanity. He may specialize in giant
robots, exotic mutants, gateways to other dimen-
sions, impossibly powerful guns, cybernetic body
modifications, Al development, brain surgery,
genetic redesign, devices which can trap celes-
tials, or other interesting avenues of research.
Many Mad Scientists practice several of the
above! He will either be a recognized authority
on the subject (in which case nobody realizes
quite how insane he is) or will be generally con-
sidered a crank and fraud (in which case nobody

realizes how advanced his research is). In either

AV

case, he will have a large laboratory, with plenty
of security devices, retina locks, force fields, air-
locks, computers, scientific equipment, half-com-
pleted experiments, and things that will blow up
nicely.

Usually, Mad Scientists either want to conquer
the world in order to reorganize it on better lines
(their own), or to pursue their scientific research
into new and hideously dangerous fields. The
search for truth justifies the means! Some Mad
Scientists are deranged by grief, due to the death
of a spouse or child, and are attempting to revive
their loved one somehow. (It goes wrong, of
course.) A Mad Scientist will frequently show up
as an ally or major subordinate of the campaign’s
main villain, providing all the weird technology
that his evil plans may require. Of course, the sci-
entist can easily be the main villain himself, with
gangsters or other bad guys as his chief lieu-
tenants!

Twisted Aristocrat

“A demon of high rank can do as she wishes. Now
kneel and show proper respect, and maybe 1 will con-
sider sparing the life of your beloved.”

The Twisted Aristocrat is a person of breeding
and wealth, and probably owns a large estate in
the countryside (or in the hinterlands of Hell),
including a large manor house or castle, wide
stretches of land suitable for hunting victims
across, and well-kept dungeons. (If not, then part
of his plots involve recovering his large estate.) He
can look back to a long line of famous ancestors,
and considers it his duty to maintain the family
traditions. These frequently involve horsewhip-
ping any lower-class scum who get in his way,
dueling with heroes who have insulted him, forc-
ing his attentions upon young ladies, or becom-
ing a Power Behind the Throne.

ANIME CONCEPTS AND STEREOTYPES
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While Twisted Aristocrats will acknowledge
heroes of proper birth, and may even negotiate or
duel with them, they will ignore lower-class
heroes. Twisted Aristocrats almost always have
some sense of honor and proper behavior — how-
ever, they consider that it only applies to mem-
bers of their own class. A Twisted Aristocrat usu-
ally has a personal assistant (valet, butler, or sec-
retary) of the same sex, who will do his dirty work
and pass on orders to the lower minions. Twisted
Aristocrats have an unfortunate habit of being
related to heroes: upon discovering this, the
Twisted Aristocrat will attempt to suborn the
hero, and may brainwash him in some way.
(“Before I Fell, I was — your father!”) This sort of
villain frequently has a dark secret, such as a
demonic pact, incest among his ancestors, cow-
ardice on the battlefield, illegitimacy, or acciden-
tally slaying a lover and forswearing Heaven
because of it. If this secret is discovered and dealt
with, the Aristocrat can occasionally be
redeemed, either becoming a somewhat eccentric

hero, or (more likely) dying nobly in battle.

SUPPORTING CAST

“So,” the Seraph said, “we will be able to devote
today to sword practice, fighting evil, and psalms?”

“Yeah,” the Malakite replied. “Except that the
triad’s due at 10 am to inspect our filing, that
reporter wants to do a feature on our dojo at noon,
the Balseraph has sent you another vanload of roses,
we’ve got the parents of three prospective pupils com-
ing round this afternoon, and your older sister rang
to say that she wants you to take her out for dinner.”

“God bave mercy,” groaned the Seraph.

Some anime character types are rarely major
heroes or villains, but show up regularly in the
background. They can become heroes or villains,
but will require some character development
and additional skills. Many of these characters
have recurring roles, showing up from time to
time as a regular friend or annoyance. While
the list below is hardly exhaustive, it contains
some of the most common types of background
figure. It is possible to combine several of these
stereotypes to produce a more nuanced charac-
ter.

Bureaucrat

“And did you remember to say your prayers this
morning?”

The Bureaucrat is annoyance given flesh. He
will frustrate the heroes in every way, auditing

their budget, insisting on accompanying them on
missions in order to check up on their perfor-
mance, enforcing regulations, forcing them to fill
in huge piles of reports, and generally making
himself loathed. While Bureaucrats can occasion-
ally exhibit unusual abilities (“Red Tape Attack!”)
they will usually be helpless in a fight, and need
protection. (This won’t stop them from
scribbling notes on the heroes’ perfor-
mance.) A Bureaucrats occasionally |
turns out to have a heart of gold, and
makes his final report in the heroes’
favor: usually, however, he has to be Y,
discredited in some way before he /<

can hand in several thousand

pages of acidic criticism. The only good thing
about Bureaucrats is that they can also be turned
loose on the villains, and will be just as annoying
to them. (However, Bureaucrats high in the ser-
vice of Dominic or Asmodeus can be incredibly
dangerous, with authority to capture angels or
demons, try them, and execute them — and the
abilities to back it up.)

Cute Fuzzy Animal

“Meep?” (“Push the button, you twit!”)

The Cute Fuzzy Animal is usually someone’s
pet, and will require rescue from dangerous situ-
ations due to its inherent ability to run the wrong
way. However, it can occasionally provide helpful
information, when it accidentally knocks over the
vital test tube, saves the piece of paper with the
vital password, or pounces on the mouse that
happens to be a disguised villain. The CFA may
be the intelligent protector of a virtuous but
innocent heroine, and will dole out vital plot
information or useful devices at the last minute.
(Note that it will never provide this information
earlier, when it might have been more useful.) If
intelligent, a CFA may be a reliever, angel of
Jordi, or possessed “real” animal. Common CFAs
include rabbits, cats, piglets, fluffy little dogs,
singing birds, and sometimes even cute little
robots. Useful pets such as wolves, hawks, or
trained Rottweilers don’t fit this category, unfor-
tunately, and are far more likely to show up as the
pets of villains.

Elder Sister/Brother

“I don’t care if you work for Eli now, you still
bave to do your homework!”

The function of the Elder Sibling in anime is
mainly to be a nuisance to the hero, either by
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being overly strict, or by getting into trouble
and then asking for the hero’s help. The Elder
Sibling can be relied upon to show up at the
worst possible moment, and to provide embar-
rassing details about the hero to his latest love
interest or parents. (Bribes or threats have been
known to prevent this.) They also make excel-
lent hostages when the villain starts turning up
the pressure. Demonic

basically good-natured, but also bratty and
tactless, and is prone to blurting out secrets
accidentally. He can also make judgment
errors, such as suspecting a hero of being the
mad slasher stalking the city, or keeping the
villain’s identity secret out of a mistaken belief
that the villain only wanted the lab door key in
order to get some cough remedy. If the villain

takes the Kid hostage,

Elder Siblings can be just as
embarrassing and annoying
as angelic ones.

Helpless Innocent

“Eeeeceeeck!”

The Helpless Innocent’s
job is to get into danger,
scream a lot, and be taken
hostage by the villain at
crucial moments. Female
Helpless Innocents often
have their clothes artistical-
ly ripped in the process.
Male Helpless Innocents
don’t necessarily scream,
but have a bad habit of wan-
dering into danger while
refusing to believe that any-
thing could be wrong. The
GM may give vent to his
feelings by tearing a few
Helpless Innocents into lit-
tle shreds to demonstrate
the villains’ latest diabolical
invention. Angels should
feel a selfless obligation to
rescue Helpless Innocents
from danger — however
annoying they are.

Kid

“Bet you I can sneak in and
listen to the Seraphim
Council.”

The Kid (of either sex) is

there is a 50-50 chance
that the Kid will manage
to accidentally sabotage
the villain’s main com-
puter systems while fid-
dling with the bright
lights and pretty but-

tons.

Lecher

“Sure, I work for Eli,
the coolest Archangel in all
Heaven. So what are you
doing Friday night?”

This character has an
irrepressible urge to
hug, maul, fondle, and
generally cling to the
bodies of the opposite
sex. He is almost always
male, and either old and
wizened, or young and
brash. His pursuit of the
(attractive) female char-
acters is a regular piece
of background comic
relief. While he may be
an expert martial artist,
or have some other
power that will make
him a regular nuisance
to other males, female
characters can almost
always peel him off and
toss him into the middle
distance with minimum

young, bouncy, perky, and
probably has an annoying catchphrase or
motto. He can be relied upon to turn up in
places where he shouldn’t be, such as the
heroes’ secret meeting-place, the air-ducts of
the villains hideout, or the secluded corner
where the hero and heroine are trying to have
a quiet conversation. The Kid is innocent and

effort. Occasionally he
may experiment with
dark magic or weird technology in an attempt
to gain a woman’s attention: this can have
unforeseen consequences, especially if a villain
supplied the materials used. He may develop
into a Brash Young Hero, but is likely to retain
his Lecherous ways.

ANIME CONCEPTS AND STEREOTYPES
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Monster

“Die! Blood for the mistress!”

This is your average low-intelligence rank-
and-file monster, be it a tentacular demon, a
shambling zombie, a scientific creation with
mixed genes and unpleasant appearance, or any-
thing else along those lines. A Monster is some-
how abnormal and horrific, and is clearly evil,
once it has shed any disguise it may have worn.
Monsters serve as minions for the villains and
low-grade opponents for the heroes. They can
usually be dealt with via a few quick sword
strokes, bullets, kicks, or supernatural blasts,
though in large numbers they can swamp a single
hero and capture him. Occasionally, it may be
possible to somehow redeem or purify a Monster
(Innocent Power-Wielders are particularly good
at this) and turn it back to a normal human, ani-
mal, or nature spirit.

Mysterious Stranger

“My name is unimportant. I act to fulfill the
prophecy.”

The Mysterious Stranger
comes from somewhere out-
side the normal scope of the
storyline; he is usually inhu-
manly handsome or
appallingly ugly, extremely
skilled in martial arts or
supernatural powers, and
maintains a brooding silence.
His purpose is to bring a
mysterious warning, perform
a specified task, or carry out
some other well-defined
action. However, he will not
be familiar with the local
area, and will be very notice-
able as he attempts to get his
bearings. (After all, long-lost
angels or demons — or ethe-
reals from the Far Marches —
are often out of touch with
the modern world.) If his
mission involves the heroes,
then he inevitably knows far
more about them than they
do about him. Upon closer
acquaintance, the Mysterious
Stranger may eventually
become familiar, and display
another stereotype as well.

Parent

“You will be glad to hear that I bave reassigned you
to Laurence’s personal honor guard, and that he will be
able to check up on you daily . . .”

Parents, in anime, are generally a nuisance to
their children. Parents do things like commit their
children to arranged marriages, subject them to
horrendous training in martial arts or mecha fight-
ing, and expect unfeasible standards of honor and
etiquette. Parents also sometimes know dark
secrets about their child’s heritage or background
— such as the Fall or redemption of an ancestor, or
a Grigori bloodline — which they keep hidden “for
your own good.” A good Parent is protective of his
children, however, and will ultimately die or suffer
severe social embarrassment to guard them. A bad
Parent views his child as an appendage, tool, social
prospect, or genetic experiment, and will treat the
child inhumanely while manipulating him with
emotional blackmail or some other form of condi-
tioning. (“All good little demons of Vapula get
cyber-implants!”) In all cases, coming to terms
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with Parents is often an important part of the story
in anime, whether it’s a question of accepting that
loving Parents did what they thought was best
(even if they made mistakes) or throwing off the
last shackles of abusers.

Scientist

“A new Vapulan virus to analyze for my birthday?
You get me the nicest presents!”

Scientists don’t have to be Mad and villainous:
they can be sane and sensible as well, devoted to
finding new ways to feed the world and similar
ethical pursuits. However, in anime, few ever are.
To be a Scientist means to be obsessive, fanatical,
and curious about anything that might have to do
with your chosen subject. Even ethical Scientists —
and even angels — frequently neglect their families
and lovers, accept funding from dubious multina-
tional corporations or other suspicious sources
while blithely signing contracts to hand over all
their work, and leave dangerous items lying
around to be accidentally found and activated by
burglars or children. However, on the positive
side, a Scientist is likely to be an expert in whatev-
er branch of knowledge the story requires, or be
able to research it within a few hours. (“Sub-neu-
tronic inter-Marches gates? I have a book about
them right here . . .”) If a Sciendst does have a par-
ticular specialty, he will be a world-class expert. A
Scientist is a vital adjunct to a team of heroes (or
villains), and a useful source of high-tech gadgets.

Sidekick

“That new student Laurence is so cute!”

The Sidekick has few or no useful skills or abil-
ities. As a friend of the heroes, his purpose is to
cheerlead for them, praise their noble deeds, fail to
recognize them when they go around in disguise,
and be at ground zero for the villains’ latest
scheme. While the Sidekick does usually survive
(barely), this is generally because the heroes have
had to save him yet again. A Sidekick may be a
hero’s best friend, schoolmate, next-door neigh-
bor, or local newspaper reporter. He is kind-heart-
ed and helpful, and will gladly cooperate with any-
thing the hero wants, often becoming a Soldier of
God or a Hellsworn. Unfortunately, while the
heroes will go to great lengths to avoid putting the
Sidekick in danger, the Sidekick is incredibly
unlucky. Given a thousand shopping malls to
choose from for his major demonic summoning,
the villain will invariably pick the one where the

Sidekick happens to be that day.

Teacher

“PHIT- You will not truly master the sword until you
master yourself, young angel.”

The Teacher is an authority figure, and usually
imparts philosophy and morals together with
martial arts or mecha piloting. He is much older
than the hero, and may have several scars or miss-
ing limbs. On first acquaintance (and first fight) it
will become clear that he is far superior in skill to
the hero; while he will eventually agree to provide
training, this may require some sacrifice or
humility on the hero’s part. Character flaws —
such as lechery, laziness, over-harshness, or bad
grammar — are common: the refusal to tell the
hero everything that he needs to know is univer-
sal. Angelic Teachers emphasize honor, sincerity,
humility, faith, true love, and other virtues;
demonic Teachers prefer to stress the strengths of
directed hate, self-interest, and cold-heartedness.
Teachers were often heroes themselves, when
young. They have an unfortunate habit of being
killed by the campaign’s main villain: they may
reappear as ghosts in order to give the hero some
final piece of advice.

Tomboy

“Pll show you! Il be the first ever female Michaelite
champion!”

The Tomboy is female, and usually young: she
practices traditionally male skills (usually martial
arts of some sort) and has a strong-minded,
aggressive personality. However, she tends to
react badly to claims that she is not feminine
enough, and insists on her identity as a girl, rather
than as an imitation boy. She frequently has par-
ents or authority figures who attempt to force her
into traditional feminine roles, betroth her to
men she’s never met, send her off to cookery
competitions, and so forth. While she is often
bad-tempered, brash, and tactless, she is genuine-
ly skilled in her area of expertise, and can be very
useful in a fight. The Tomboy tends to either set-
tle down and get married, abandoning her previ-
ous hard work, or to develop into a more round-
ed woman who is less aggressive, but who has
won the right to follow her own inclinations.

The Tomboy needs opposition, and a male-
dominated setting, to be a useful character type:
in a fully gender-equal setting she has no reason
to exist. If she exists in Heaven or Hell, then
Laurence and Baal (and other War Faction
Superiors) will have heavily male-dominated
organizations,
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In anime, humanoid aliens (often with
~ romantic designs upon protagonists) are
common. If the GM wishes to use resl
aliens from outer space, he will have to
determine how they fit into the In Nomine
universe. To avoid theological headaches,
 the so-called “aliens” may be celestials in
disguise, or ethereal spirits from the Far

HNIME SCTTINES

Certain stereotypical settings turn up again and
again in anime, with minor alterations of scenery,
buildings, or hapless victims for the demonic
hordes. While these are certainly cliched, this can
make it easier for characters to fit themselves into
the campaign, as they can easily see what to
expect. They will know how to react to the NPCs
—and how the NPCs should react to them.

THE PAST

“Trust me, Fean will never know we borrowed his
new time machine.”

The past is an excuse for swashbuckling,
romance, contravening the accepted rules of his-
tory (“Does it say anywhere that they didn’t have
steam-powered mecha?”) and really, really big
swords. Demons can prowl widely, and all sorts of
dubious scientific projects (Vapula had big plans
even before becoming a Prince), sorcerous
schemes (sponsored by demons of Kronos), and
slave colonies (popular with all demons) can be
hidden in the darker corners of the world.
Memorable historical events can be recreated
with an anime and celestial gloss. Best of all, time
machines fit perfectly well into an anime setting —
there’ nothing to stop the celestials making a
quick journey back in time for some reason,
authorized or not. Of course, if you break it, you
get to fix it.

Dark Demonic Historical
“Zombies! Zombies! The town has been overrun by
bideous zombies!”
This is a world where hideous demons lurk in
the woods and caves, and demonic strike forces

wipe out isolated villages or kidnap and enslave
their people. In the cities, powerful and charm-
ingly handsome demons plot to seize power and
gain influence over the royalty and courts. Valiant
angels must fight the minions of evil wherever
they are encountered, working for a brighter,
safer future. These stories feature a high death
toll: heroes quite often fall while driving back the
forces of darkness. A good setting for games with
high contrast and open warfare between Heaven
and Hell, truly diabolical villains, and angels des-
perately fighting for humanity.

Heroic Historical

“Cardinal Richelieu is in the pay of Asmodeus, mes
amis, and only we can stop him!”

Romance, chivalry, duels, honor, swashbuck-
ling, cross-dressing: these are the hallmarks of
heroic historical anime, where both men and
women have beautiful long hair, and men are fre-
quently even prettier than women. Villains are
either gorgeously attractive (and probably trying
to seduce a hero or two) or hideously ugly, and
likely to wear a mask. Everyome fights, with
swords, bows, mystical powers, martial arts, or
whatever comes to hand. Heroes may have to
nobly renounce their love for the sake of duty.
Twisted Aristocrats are common, and savoir-faire
is a vital skill for moving in high society.
Unfortunate coincidences, such as the villain
turning up somewhere at precisely the same
moment as the heroes, are very common. An
enjoyable background for those who'd like to
explore history from a celestial point of view
without too much realism. (“We need a volunteer
to organize resistance in Sherwood Forest . . .”)

Steampunk Historical

“My God, doctor! If Vapula’s Hypermodulated Giant
Transluminal Robot isn’t stopped, it will crush Notre-
Dame at noon tomorvow!”

This isn’t a realistic version of the past — but who
cares? This is a world where giant steam-powered
robots are created by mad (or even sane) scientists,
gentlemen cat burglars creep across the roofs by
night (both demons of Valefor and angels of
Janus), and charming young adventuresses always
carry derringers in their purses. Giant airships
journey between continents and make excellent
backdrops for fight scenes, while evil geniuses
build submarines and plot to conquer the world.
Mad Science can create anything (although mal-
functions are common) and frequently threatens
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to destroy the Earth. Heroes need a sense of
honor, a talent for acrobatics, and a willingness to
risk their lives six times a day before breakfast.
(GURPS Steampunk and GURPS Screampunk
are excellent resources.) Ideal for celestials who
feel that the current era lacks imagination, drama,
romance, and Articulated Ether-Powered Battle
Armor designed for them by the greatest scientists
in the world.

THE PRESENT

The modern day, and the normal world - or
rather, a world which would be normal, were it
not for alternate realities, giant robots, genetical-
ly modified cops, teams of superheroes, schools
which shelter young sorcerers, battling martial
artists, and angels and demons on the edge of

Armageddon.

Alternate Realities

“Why don’t you go and tell the elf over there that he’s
a figment of my imagination and that Uriel should
bave done a better job?”

In this setting, an ordinary person (or a group
of them) crosses into an alternate world, where he
makes friends, matures into an adult, and turns
out to be a destined hero who saves the world
from inevitable destruction. (This is more suited
to relievers, humans, or Soldiers, than full-grown
celestials.) The world itself may be a traditional
fantasy, with dragons, elves, and similar creatures,
or it may be more exotic, with supernaturally ani-
mated giant mecha, groups of mystical warriors,
lost races, and rival kingdoms. The heroes (fre-
quently Innocent Power-Wielders) are often the
promised saviors of the world, and are given mag-
ical items, or have strange powers conferred upon
them due to their virtue and sincerity. Romances
between the visiting heroes and the normal
inhabitants of the alternate world frequently
flourish, but will have an unhappy ending if the
protagonists must eventually part. In In Nomine
terms, these alternate realities are Domains in the
Marches, operating under their own rules: celes-
tials may journey there to save or corrupt the
innocent denizens of dreams, or to rescue trapped
human dreamers. And of course, in the Marches,
the only limit is the power of your imagination

Cops, Crime, and Noir
“The moment the Princess of Freedom walked into
my office, I knew she was trouble.”

ANIME CONCEPTS AND STEREOTYPES
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This is a dark, dour, cynical setting, where most
of the police administration is corrupt (even if the
heroes themselves are virtuous) and where Crime
Bosses are common and Megacorporation Bosses
amoral and cruel. The heroes themselves will
never have a truly unstained, perfect victory: they
can only hope to ameliorate matters a bit, with as
litle harm done to the innocent as possible.
Angels must learn to live with partial success, or
may crack under the strain, and go over the edge -
or Fall. Collateral damage is high, and
heroes never run out of bullets unless it’s
dramatically appropriate. Martial arts J
tend to be nasty, brutal, and vicious. -‘ 'R
Dark romantic relationships flourish in :
the corners, and hero-villain attraction is "\
frequent. Some characters are strangely =\
unaligned, neutral but flirting with both sides:
these Angstful Experts tend to be acrobatic martial
artists or expert gunmen, and provide vital infor-
mation or help to the heroes, or get betrayed and
murdered by the villains, or both. Easily fitted into
a modern-day In Nomine game; although it offers
little scope for the young, innocent, and sincere, it
is a genre overflowing with possibilities for cynical,
bitter, world-weary, professional celestials.

High School

“Prepare to face the wrath of Laurence, Kendo
Champion of Heaven High!”

Teenagers at school — but its not a normal
school. This genre always has some sort of weird-
ness involved. The school may be the meeting-
place for young sorcerers, or a frequent dueling-
ground for martial artists: teenage aliens may be
attending (publicly or secretly) and trying to
understand Earth customs. A mysterious Student
Council may rule from the shadows, enforcing
strange customs and unusual rites. Ghosts may
haunt the cellars, attics, art rooms, and toilets.
Juvenile superheroes may attend the school under
false identities, and frequently have to defend it
when their enemies choose it as a convenient loca-
tion to demonstrate their newest world-conquer-
ing schemes. There may be a gateway to Hell in
the basement. The heroes must cope with lessons
and school rules as well as with less normal dan-
gers. Romances will be teenage, and a mixture of
angst and comedy. Heroes and villains may well
end up in the same class, and may even have to
cooperate during classes, or if the school itself is
endangered . . . Celestials may be assigned as
pupils (“Strictly undercover!”) to such a school -
or worse still, teachers.
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CROSSROADS HIGH

This high school, situated in the quiet sub-
urb of a major city, is — unbeknownst to most
of its students — a focus for the War between
Heaven and Hell. There’s an inactive Tether
of Death in the basement, created by a mur-
derous sorcerer 100 years ago, and an unsta-
ble Tether of Lightning in the school sci-
ence lab, thanks to an overly enthusi-
astic student who happens to be a
genius at robotics. Worse still, the
gym teacher is the re-embodied
Hercules from Greek mytholo-
gy, looking for a few new
heroes — and his old enemies
keep on showing up . . . While
the angels and demons have
briefly encountered each
other, they spend more time
subtly plotting ways to get the
others expelled than in open

conflict — and in cases of mutual

danger, they might even help each
other.

The angelic team assigned to this
school (a male Seraph of the Sword and a
female Mercurian of Lightning, both seniors)

is constantly requesting more help.
Unfortunately, what help they do get tends to
range from useless (a Dominican triad on
inspection duty, or the Mercurian’s younger
brother showing up to pester her) to actively
dangerous, such as a pair of battlesuits to test
out “since you’re in a safe environment.” The
Seraph is sincere, honorable, a kendo practi-
tioner, and entirely fails to understand why so
many of the girls keep on trying to get him in
private. The Mercurian is bouncy, enthusias-
tic, and was formally banned from the Halls
of Technology for “carelessness with lasers
resulting in major property damage” before
being reassigned to keep an eye on the Tether.
The Tether of Lightning hasn’t been assigned
a Seneschal, as it still hasn’t stabilized — the
geekish student who caused it has no idea of
what he’s done, and no knowledge of the War.

The demonic team (a female Habbalite of
Fate, and a male Calabite of the War, both

seniors) are constantly arguing about how

best to deal with their assigned mission to

find the Tether of Death that they know is

somewhere nearby. Unfortunately, the

Habbalite is a bubble-headed dominatrix who

lacks the perception to locate the Tether, and

who would far rather be “punishing” cute

boys. The Calabite was reassigned

from elsewhere, and was given a

foppish long-haired young vessel

to replace his previous muscular

adult one. He blames his current

position (and frequent deten-

tions) on the Habbalite, and

has absolutely no interest in

assisting her — he’d far rather

build up the school ROTC

into an impressive fighting

machine. Hell has largely lost

interest in this pair — much to

their relief. (The Tether will

remain inactive unless someone

performs dark mystical rites above it.

This has happened several times so far,

due to pupils getting hold of cheap oceult rit-

uals in second-hand paperbacks, but fortu-

nately it’s closed down again as soon as the

local angels stopped them. When it is active,
it belches out imps, gremlins, and zombies.)

Other influences at the school include the

principal, a purely human woman, but with

sufficient force of will to resist influences up

to and including Demon Princes, and the

caretaker, a reliable source of wise sayings and

sensible counsel. The gym teacher is some-

what on the stupid side (Hercules never was

the brightest demi-deity in the pantheon) and

has yet to realize any angels or demons are

present. However, his classical physique has

made him very popular among the female

students, and he is always the first to charge

into battle — and get knocked through a wall

~ when monsters appear on campus. The

remaining teachers and students are all rela-

tively mundane, and have an astonishing abil-

ity to forget weird goings-on — until the next

time something goes wrong . . .
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Superberoic

“You shouldn’t endanger innocent humans! In the
name of Heaven, Ill punish you!”

It is a very small step from being an angelic
hero or demonic villain, to being one in a cape
and helmet, as part of a team, with a neat catch-
phrase, and recognized and loved (or feared) by
your neighborhood - or even the world.
Fortunately, heroes are never recognized, even if
their “disguise” consists of a tiara, high boots,
gloves, and a leotard. The sentai — or team — con-
cept is a common one in anime: the heroes are a
team (usually five strong) of young men and
women with varying talents to contribute to their
mission. Part of the campaign involves them
learning to work together and support each other,
despite personal feelings, tangled romances, and
early prejudices. Their costumes and skills will
harmonize to some degree, and they will be at
their most effective when combining their powers
and synchronizing their attacks. A typical sentai
group, whose members can be of either gender,
might contain a Leader, an Angry Youth, a
Techie, a Girl (not necessarily female — the char-
acter’s role is to display compassion and mercy),
and a Kid. Certainly there’s nothing to stop
angels and demons donning costumes to fight
each other in public: it conceals their Roles, it
inspires (or terrifies) the nearby humans, and it’s

fun . . .

Weirdness Hunters

“Well, it’s not one of our demonic manifestations

Its up to the heroes to don dark glasses, carry
heavy weaponry (technological or supernatural),
and go where sensible people don’t go. This may
be because of a family mission to hunt down evil
creatures, a government agency which employs
them to investigate it and report, an old universi-
ty that pays them to locate and halt manifesta-
tions of the Outer Gods, or simply a Superior
who’s given them the job. The heroes have a duty
to investigate — and, often, deal with — manifesta-
tions of the supernatural and weird. They will
have to watch for strange reports on the news or
in the papers, consult with their expert contacts,
and ultimately brave ghastly horrors in the line of
duty. This can make an excellent episodic cam-
paign for a group of angels — or even an inves-
tigative group of demons. It can also be an inter-
esting setting for a group of human-level charac-
ters — Soldiers, Hellsworn, Children of the
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Grigori, sorcerers, or just ordinary humans —
confronted with the realities of Heaven and Hell.

FUTURE

“Of course, Heaven and Hell disagree about who
was responsible for the virtual reality implants . . .”

The future is a fantastic place in anime, filled
with every sort of weird science imaginable. It
may be controlled by  oppressive
Megacorporation Bosses, or in a post-holocaust
condition due to nuclear war (or even
Armageddon!), or expanding to the stars with
spaceships and death ray blasters. The balance of
the war between Heaven and Hell may have
altered; perhaps Hell now controls Earth and the
angels must mount a resistance, or maybe
demonic freedom fighters struggle against a
Heaven-dominated system of planets. It’s still
possible for celestials with time machines to jump
forward and see what’s fated — or destined — to
occur. Or can it be changed? If the future is to be
changed, then it’ll be up to the heroes to do it.. . .

Mecha!

“Launch Seraph-One! Deploy laser cannon!”

This entire subgenre revolves around giant
robots: how to get them, how to take care of
them, and most importantly, how to fight with
them. The robots may be vaguely human-shaped,
animal-shaped, celestial-shaped, or resemble
tanks or planes. Really advanced robots can
change between shapes, or be stored in a pocket
dimension for convenient summoning in the
middle of a fight. Robots built for a team may be
able to join together to create a super-mecha
which will utterly overwhelm the enemy.
(Naturally, this requires total cooperation from
all the heroes involved.)

A mecha pilot Joves his giant robot (even if he’s
a demon). He will spend his spare time painting
and customizing it, constantly pester his superior
for improved gear and better weaponry for it, call
it by a pet name, and achieve symbiosis with it if
such techno-biological techniques are possible.
The background world is likely to be a rather
dingy techno-modern setting, with megacorpora-
tions, heavy industry, and big motorcycles.
Celestials will doubtless be keen to requisition
new and improved mecha from the appropriate
sources (Jean and Vapula) in order to fight crime,
right wrongs, and keep up with the other side’s
latest advances. (GURPS Mecha is extremely use-
ful for this sort of campaign.)
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TRAMPLING CITIES

UNDERFOOT

Battle armor, personal tanks, giant
robots, and mecha can all be treated as cor-
poreal artifacts (for purely scientific design)
or relics in In Nomine (see the Liber

7 for a discussion on how to
design relics). Gear of this type tends to
come in three sizes: personal, big (5-20
meters), and huge (40 meters to skyscraper
height). Generally speaking, a personal set
of power armor can dispose of a troop of
guards, a big battlesuit can topple a build-
ing, and a huge mecha is capable of laying
waste to a city — but not destroying a
Superior. Such items may be powered by
methods ranging from nuclear fission reac-
tors to steam engines to crystals powered
by stolen Essence, depending on the cam-
paign. They may incorporate various gad-
gets, such as guns, knives, invisibility fields,
rocket jets, wings, nuclear missile launch-
ers, force fields, laser rifles, plasma can-
nons, and flaming swords. They will
inevitably be painted in stylish colors, and
easily recognizable as the owner’s property.

Post-Holocaust

“Renegade Nuns on Motorbikes!”
This setting depicts the world after a disastrous
war — it could be World War X, mass nuclear ter-
rorist attack, or even the Apocalypse
|, itself. (If it is post-Apocalypse, then
' the In Nomine GM will have to
: decide which side won, and what, if
fw / anyt.hmg, is left of Heaven and Hell.)
The world is a wasteland of ruined cities
and burned, polluted countryside: governments
have long since fallen, and motorcycle gangs and
deformed mutants roam freely. While a few
enclaves of civilization still exist, they are either
cruel dictatorships or havens of peace and democ-
racy that will inevitably fall unless the heroes
defend them. This could be a setting for Cynical
Angels On Motorcycles, or for a few idealistic

heroes trying to preserve hope and decency in a
ruined world.

‘-.

Space Travel

“Archangel Michael, you’re my only hope.”

At this point, almost anything goes. Earth may
still be 20th-century normal, or it may be post-
holocaust or mecha-oriented. The planets discov-
ered might be logical, justifiable alien worlds, with
recognizable scientific principles, or weird fantas-
tical settings, with strangely human-like aliens
whose “natural psychic powers” strongly resemble
legendary magic. Traditional heroes and villains
will flourish in intergalactic space, just on a larger
scale and with a wider field than before.
Spaceships and other technology will function
according to Weird Science. . . the ships will con-
veniently travel between worlds at speeds that suit
the needs of the plot, and the guns and gizmos can
be literally anything imaginable. Force fields,
blasters, lightsabers, telepathic communication
devices, world-destroying bombs.. . . In such a uni-
verse, angels and demons may be assigned to par-
ticular spaceships or planets, or they may simply
have gone on the run (like so many humans before
them) and be trying to escape into the far corners
of the galaxy. Time for a group of heroes or villains
to go chasing them — in their very own starship!
(“No, you can not call it the Mighty Fist Of
Heavenly Lightning . . .”)

HAIME HXIOMS
ANID "ThENCS

Certain themes are frequently explored in
anime stories, to the extent that viewers can see
the moral twist coming from a long way off.
Similarly, certain character reactions and modes
of behavior always happen. A few of the common
ones are listed below, with suggestions as to how
to adapt them to In Nomine.

ANIME AXIOMS

Temporal Variability: Time is not a constant. It
slows down when the heroes or villains are doing
something impressive, and speeds up during fight
scenes. It freezes for truly dramatic moments, such
as the arrival of Superiors, or angels and demons
taking celestial form. World-shaking events may be
repeated three times from different perspectives.

Transformation: A variant on the Temporal
Variability axiom: any changes of form, going celes-
tial, summoning up giant robots, and so on, occur
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instantly and without any chance for opponents to
interfere, even if the actual description of the event
and the special effects accompanying it takes sever-
al minutes. The actual transformation process
should involve the celestial floating semi-naked in
midair with an appropriate halo (either angelic or
demonic) and dramatic theme music.

Affectionate Volume: The louder you scream a
friend or enemy’s name, the more likely he is to
hear you. Even if he’s in the middle of a fight, or
five miles away in space, or dead and frozen at the
heart of a glacier. Shouting a Superior’s name real-
ly enthusiastically in an Invocation deserves a +1
modifier at least.

Combustibility: Everything explodes, if sub-
jected to sufficient force and/or energy. The bigger
a thing, the more readily it explodes. Big cities
explode the most easily of all. Fortunately, they are
also very easy to rebuild.

Romantic Attraction: Heroes who attempt to
flirt with everyone in sight will get nowhere with
any of them. However, those trying to #void a rela-
tionship will have half a dozen would-be partners
panting at their heels and vigorously attempting to
date them. (Unfortunately, this doesn’t work for
villains, which explains why Servitors of
Andrealphus never lack a victim.)

Inverse Artillery Accuracy: The more Bad
Guys are shooting at a hero, the less likely they are
to hit him. Even if he is shot, it will be in an area
which doesn’t significantly handicap him.

True Romance: True love can do anything - it
can redeem demon lords, put tormented ghosts to
rest, remove the effects of brainwashing, and give
the hero the willpower and strength he needs to
press the crucial button or strike the crucial blow.
Even death can’t stop true love; reincarnated lovers
will always somehow find each other and fall in
love again, though they may remember nothing of
their previous lives.

Power Names: All supernatural powers and
martial arts styles have names, such as Strike of the
Fierce Tiger, Nebula Storm, Roaring Lion Bullet, or
Crystal Honeymoon Rainbow Heartache. These
should be shouted loudly when the attack form is
used. In In Nomine terms, GMs and players
should assign appropriate names to all attune-
ments, Songs, and similar powers that don’t already
have suitable nomenclature, and use the names
when attacking with them. (“Lightning Generator
Electricity Blast!” “Righteous Punishing Fist of
War!”)

Hair: Anime characters may have any hair color,
however unnatural that shade might be. Both sexes
also tend to wear their hair long, particularly in

ANIME CONCEPTS AND STEREOTYPES

martial arts or fantasy settings: such hairstyles
never hinder the wearer’s vision, and always blow
artistically in the wind. (Bad Hair may be an actual
Discord.)

ALTERNATE RULES
FOR ANIME

Here are some rules options which could
be used in an In Nomine game that’s being
run on anime principles.

Disturbance: For every 10 points of
Symphonic disturbance caused by supernat-
ural activity, all present gain a +1 to
Perception rolls to notice some sign of celes-
tial or infernal nature in the protagonists.
(Angelic or demonic wings may briefly flick-
er into visibility, strange chanting may be

 heard, a Lilims horns may manifest, a
Kyriotate may appear as a shimmering cloud
around his host for a moment, and so on.)

Effects of True Love: + whatever the
GM wants, dependent on the situation.

. Power and Maneuver Names: There

~are two options. Either the game requires
that all characters shout the names of their
powers when using them, at a -1 penalty to
rolls if they don’t, or shouting the names of
powers before use is optional, but gives the
player a +1 bonus to rolls if he does it.

~ Everyone Gets Wings: All celestials get
the Song of Numinous Corpus: Wings for
free, at a level equal to their Celestial Forces.
After all, in anime, angels and demons a/ways
have wings.

ANIME THEMES

Some themes are frequently explored in anime,
and many of them have In Nomine resonances.

Corruption: Evil seeks to influence all those
around it, but enjoys corrupting heroes best:
often the most powerful villains were once
heroes, but were led from the path of virtue by
some temptation, and lured into sin, vice, and dis-
honor. In In Nomine, demons particularly enjoy
corrupting angels and tempting them into
Falling; the most challenging prey is the most
rewarding . . .
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Destiny and Fate: Sometimes in anime, the
future is fixed, and cannot be changed; in these
cases, true heroism lies in accepting one’s des-
tiny (or fate). In other anime storylines, the
heroes struggle against the future which has
been prophesied for them, and may even suc-
ceed in changing it — though at a high cost. In
In Nomine, this will certainly be an issue.
Destiny or Fate — or could there be some other
option?

Evil vs. Evil: In some anime stories, the only
way to defeat evil is by using its own
powers against it,

faced with a choice between love and honor or
duty. Villains may be swayed by their love for a
hero — or for an innocent — and change their
ways, or decide that the only way to save them-
selves is by killing the only person they will ever
care for. However, a true, sincere love is one of
the purest and most respected forces in anime. It
will never force the lovers to betray their honor,
and will act as a strengthening, purifying force
to make them both better people. (In In
Nomine terms, this is the sort of love that most
angels hope for, but few ever achieve.)

such as by selling
one’s soul, getting
demonic attune-
ments, or bargain-
ing with demons
for Songs. This
could provide an
interesting back-
drop for “heroic”
Hellsworn, sor-
cerers summon-
ing infernal spirits
for ethical purpos-
es, or demons
attempting to
fight Hell with
its own weapons.
In other stories,
there can be no
compromise with
evil, and only virtue, honor, and the light can
defeat the darkness — this is suitable for more tra-
ditionally heroic storylines, with angels trying to
resist the temptations of Hell.

Honor: All true heroes (and even some vil-
lains) have honor: it’s what separates adults from
children (kids in anime rarely appreciate the
concept), forces a character to fulfill his duty and
obligations, and keeps him on the
path of virtue. A character with-
out honor, even if he’s a hero,
can’t be trusted or depended
upon, and may well betray those
around him. While Malakim are
the prime examples of honor in In
Nomine, most angels — and quite a few
demons — have some personal standards of
honor which help to define their characters.

Love: True love is one of the forces which dri-
ves most anime plots. Heroes may find it diffi-
cult to decide whom they truly love, and may be

———
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Redemption: Even the most corrupt villain
can change his ways and choose another path. It
may come through love, through pity, or
through a neglected sense of honor, but even on
the brink of the Apocalypse, a villain is capable
of repenting his previous actions and standing
with the heroes. Similarly, in In Nomine, any
demon — even a Prince — can repent and seek
redemption, whether or not he survives the
process.

Social Duty: A hero cannot neglect his
responsibilities. Whether they are handed down
in his family from birth, or understood to be his
as part of the society in which he lives, he must
fulfill them, or he will suffer, as will others.
In In Nomine, angels are created to obey their
Archangels, and to protect humans and
the Symphony. An angel who forswears his duty
will suffer for it, by being Outcast or by
Falling.
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HIME CR)

This chapter adapts the background of In
Nomine to anime stereotypes and clichés. It does
not introduce any new rules, but offers guidelines
and suggestions on strengthening the anime fla-
vor of the game.

ChOIR® AlID BANDS

Anime is tull of stereotypes ‘When In Nomine
is played with an anime slant, each Choir or Band
will tend to fall into an appropriate style.
Likewise, their celestial forms will fit the anime
“look” . ..

It is comparatively easy to identify an
anime celestial’s nature from its behavior
and physical appearance. Angels in anime
never look ugly. Even if they are less than
perfectly beautiful, even in their most
alien manifestations, their expressive
faces and deep, sincere eyes show their
inner spirituality and heavenly
natures. Demons, on the other hand,
lack that inner beauty: they may
appear superficially attractive and
charming, but close acquaintance
will reveal their self-indulgent or
cruel attitudes. Demons tend to be
either ugly, or sexually alluring — if
male, it’s usually an androgynous, disturbing
beauty.

All anime Choirs and Bands have a humanoid
form as well as their canonical celestial forms.
Among other reasons, it makes romantic scenes a
great deal easier to envisage.

ANIME CHOIRS
Seraphim — the Most Holy

Seraphim are generally stern, serious, con-
trolled, abstemious, virtuous, and far too good for
Earth. Their failure to understand human cus-

IN No

toms (such as advertising, rea]jty TV shows, or
common tact) will be a running joke in the cam-
paign. Seraphim rarely engage in minor sins:
however, they are prone to grand passions, tragic
loves, and sharing dark secrets at the wrong
moment. They make natural Angstful Experts,
Virtuous Martial Artists, Bureaucrats, and

. Parents, and frequently end up as team Ieader
I8 Overly ngld Seraphlm may | be: 1nqu131tonal cold,
“fina stern; vmung to persecuté anyone for “the ~

greater good.” Fanatic Seraphim may even some-
times cooperate with the forces of Hell to achieve
some major goal, arguing that the ends justify the
means. (This will be followed by either a dramat-
ic repentance, or an equally dramatic Fall.)

In celestial form, Seraphim get the best special
effects, either with glorious multiple feathery
wings and dramatically elegant serpent bodies, or
as tall, aristocratically slender six-winged humans.

Cherubim - the Guardians

Protective and loving guardian angels,
Cherubim are usually placid and laid back —
unless those they guard are endangered, which
provokes berserk rages! However, some may not
show the softer side of their nature, appearing to
be stern, unforgiving parents or guardians. (The
true depths of their feelings will come out at some
suitable point when their ward is in danger.)
Cherubim are frequently obsessive-compulsive
about general neatness, and can often be identi-
fied by their habits of keeping all their books in
alphabetical order, wardrobes sorted by style and
color of clothing, and so on. Obsessive Cherubim
may imprison their wards in high towers or iso-
lated manor houses, to “shelter them from the
corruption of the world.” A Cherub who has
failed in his duty is likely to attempt suicide or risk
his life in an insane attack on the enemy.
Cherubim make excellent Hotshot Pilots (and
love their vehicles!), Virtuous Martial Artists,
Cute Fuzzy Animals, Elder Siblings, Parents, and
Teachers.

MINE IN ANIME TERMS
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=GHT LiLiM - THE GIFTERS

ough Bnght Lilim are rare in a normal game of In
nine theymay be quite common in an anime campaign.
provide interesting adventure hooks, and have the

s hjstory and long list of personal enemies com-

any anime heroes. Bright Lilim often manage to

ine the gaiety of the Innocent Power-Wielder with

depmon of the Angstful Expert. They are inevitably
ed by most of Hell (and in particular by the demons of
'.__and by fellow Lilim who just want a fswor or

ke everyone happy, by giving them what they
2 can result in awkward social situations if the

In celestial form, Cherubim are ideally formed
animals (wolves, lions, bears, etc.) with dramatic
wings. They are not limited to the animal’s natur-
al coloration — a dark green panther with golden
wings is perfectly acceptable. Humanoid forms
will still have wings, as well as strong indications
of the animal form, such as fur, slit-pupilled eyes,
claws, pointed ears, horns, or (for the less con-
spicuous) a large tattoo. These will be beautiful
and harmonious, since the Cherub is an angel.

Ofanim — the Wheels

Fortunately for the angels of speed, high-speed
chases happen all the time in anime, and Ofanim
can look forward to showing off their incredible
reflexes with motorcycles, cars, trucks, heli-
copters, skateboards, and even mecha. Those
Ofanim who prefer to specialize in martial arts or
guns will be able to use their speed and agility,
doing incredible high leaps and fast draws.
Ofanim are never shy about demonstrating their
skills: they’re ready to leap into danger at a
moment’s notice, without hesitation or fore-
thought. An Ofanite’s natural response to being
told that demons are in the vicinity is to rush off
to attack! (Some will wait just 2 moment and ask
where the demons are.) Ofanim abhor idleness —
when not busy with his own tasks, an Ofanite will
offer to assist his colleagues with any problems
they have. Angels should get worried when idle
Ofanim try to help them out - the consequences
can range from dramatic to disastrous. Ofanim
make very good Brash Young Heroes, Innocent
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Power-Wielders, Hotshot Pilots,
Kids, Lechers, and Tomboys.

In celestial form, Ofanim appear
as circling rings of fire, though they
never actually burn the surround-
ings. Alternatively, they appear as
humanoid shapes of fire (though, as
before, non-inflammatory) or
beautiful naked humans with flash-
ing eyes and orbiting rings of fire
that preserve their modesty.

Elobim — the Powers

Elohim are angels of reason and
logic, calm and controlled, thinking
before acting, who truly feel that
“the ends justify the means.” They
may not always be trusted by other
angels, simply because they are
willing to sacrifice anything —
friends, innocents, or even them-
selves — for the objective “greater good.” They go
about their business coldly and professionally,
often without discussing their motives, though
they are not without emotion — indeed, they may
harbor deep feelings or tragic secrets. Elohim
make excellent Angstful Experts, Virtuous
Martial ~ Artists, Bureaucrats, Mysterious
Strangers, Parents, Scientists, and Teachers.

In celestial form, Elohim appear as hairless,
pale-skinned humanoids with deeply expressive
eyes. Clothing is optional, but many Elohim wear
something appropriate to their Superior: business
suits for Servitors of Trade, lab coats for Servitors
of Lightning, armor (or at least a sword belt) for
Servitors of the Sword . . .

Malakim — the Virtues

The stern Malakim, angels of honor, fit easily
into an anime campaign. Bound by their oaths to
destroy all evil and never to let themselves be cap-
tured by the forces of Hell, they are uncompro-
mising and intense, devoted to their duty. A
Malakite will always have some martial skills,
which may range from sniper rifles and
flamethrowers to up-close-and-personal martial
arts. He will never betray his oaths (unless the
issue is of campaign-shaking importance, which
will be a major personal tragedy for him) and
always judges others by their personal standards
of honor. If a Malakite considers other angels to
be dishonorable, he will tell them so, and try to
help them reach what he considers to be a

IN NOMINE IN ANIME TERMS
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proper standard of behavior. Against demons, a
Malakite’s attitude is unequivocal: it will be either
“Redeem or die!” or simply “Die!” Malakim can
sometimes be manipulated by their honor into
acting unwisely, or temporarily helping demons;
this will usually be followed by a tragic confession
and a heroic death in battle. The forces of Hell
are constantly trying to find out what will make a
Malakite Fall (since no Malakite has ever Fallen)
and frequently lay vile traps for them or force
them into unendurable situations. Malakim often
appear as Angstful Experts, Brash Young Heroes,
Virtuous Martial Artists, Mysterious Strangers,
Parents, or Teachers.

In celestial form, Malakim appear as humans,
or as human-shaped shadows, with great dark
wings. They wear tokens symbolizing their oaths:
typically chains around the torso, bracelets, or
earrings. A Malakite never removes the symbol of
an oath, unless the oath itself is dissolved by the
will of his Archangel.

Kyriotates — the Dominations

Constantly distracted by the many hosts which
they can possess simultaneously, Kyriotates often
seem to be rather scatterbrained, trying to express
several different viewpoints through a single
human hosts mouth. A Kyriotate will possess
anything that looks interesting, just to see what it
feels like. Many Kyriotates cultivate personal
habits in order to make themselves more recog-
nizable when possessing people, such as catch-
phrases, humming tunes, snapping their fingers,
and so on. However, as most Kyriotates have no
access to a host’s memory, they must think quick-
ly when the host’ friends ask awkward questions!
This can result in moments which are humorous,
embarrassing, or extremely dangerous. And the
host’s friends, relations, and enemies will show
up, at the worst possible moments. Hosts always
have jealous girlfriends (or boyfriends, who will
challenge male-vesseled friends of the
Domination). When a Kyriotate moves between
hosts, a full special effects extravaganza is appro-
priate, with distant sounds of angelic music, and
beams of light between the old and new hosts.
Kyriotates make good Brash Young Heroes,
Hotshot Pilots, Cute Fuzzy Animals, Elder
Siblings, Kids, Sidekicks, and Teachers — often all
at once!

In celestial form, Kyriotates appear as a cloud
of wings, mouths, and eyes: human onlookers fre-
quently go into shock on seeing a Kyriotate in
this form, and more fragile types may faint. A

BYAYAY

Kyriotate’s “human” shape is winged, but its face
and body constantly change and shift, never the
same for more than a few seconds at a time.

Mercurians — the

Intercessionists

Mercurians are everything that Seraphim are
not: friendly, outgoing, laid-back angels who love
interacting with mortals, never happier than
when engaging in purely human activities.
Mercurians are the angels who show up at the
rock concerts, hang around the mall, eat sushi at
the best restaurants, compliment you on your

clothing, and give you advice on your love life.
They understand human culture and personal
relations in a way that other angels don’t, and
enjoy helping people with the small problems of
everyday life; they also often have relationships
with humans. Since they under-

stand normal human behavior, |

and don’t make embarrassing (

mistakes, they’re often assigned \{

as “native guides” for angels new

to Earth. Mercurians make good

Innocent Power-Wielders, Mecha
Pilots, Elder Siblings, Kids, Parents, and
Sidekicks.

In celestial form, Mercurians appear as glori-
ously beautiful humans with soaring white wings
and halos. They are among the most likely angels
to indulge in “fashionable” accessories while in
celestial form, such as nail varnish, ribbons, or
Armani suits. (In fact, Mercurians of Trade
wouldn’t be seen dead in anything /ess than an
Armani . . .)

Relievers

Relievers are very rarely chosen for Earth duty,
being young, innocent, and weak. If they are sent
to Earth, they will be assigned to an angel or a
group of angels, and usually given a child or ani-
mal vessel. They frequently turn up as talking
cats, birds, dogs, hamsters, or other cute small
creatures, providing advice to their “owner” or
spying for him. While they are as enthusiastic —
sometimes overly so — they are also timid and eas-
ily overawed in the presence of powerful angels.

In celestal form, Relievers appear as small
winged animals, huge butterflies, or fairy-like
creatures, fluttering around cheerfully. They are
cute and pretty rather than beautiful, but for all
their tiny size and weakness, they are still true
angels, and dream of helping humanity.
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Balseraphs — the Serpents

The Balseraphs, premier among Hell’s liars and
deceivers, consider themselves to be the most
powerful — and most evil — demons in Hell. They
are fond of tall, elegant vessels, and like expensive
clothing. When they appear on Earth, they pre-
fer positions of power . . . or at least, the power
behind the throne, as an advisor to a puppet
leader. Balseraphs are diabolically persuasive, and
often take an evil glee in using their resonance
merely for the amusement value. While a
Balseraph has a much better understanding of
human society than Seraphim do, he doesn’t
understand selfless actions or motivations (if he
did, he’d be on the road to redemption). When
Balseraphs work with other demons, they expect
to give the orders. Two Balseraphs in one group
results in an immediate — and continuing — argu-
ment over who’s in charge. Balseraphs cheerfully
betray other demons, if given reason to do so, and
enjoy complicated, devious plots. They make
excellent Amoral Military Leaders, Demonic
Overlords, Twisted Aristocrats, Bureaucrats,
Mysterious Strangers, Parents, and Teachers. In
lighter campaigns, they can be Elder Siblings!

Celestially, Balseraphs appear as huge serpents
with multiple eyes and leathery wings. They favor
adornment, such as chains, decorations, or
weapons. If they take a more human form, they
still manifest multiple wings, and their eyes are
often slit-pupilled. They may be beautiful, but it
is an evil, brooding beauty.

Djinn — the Stalkers

The Djinn are the brooding, obsessive Stalkers
of Hell, hunters and trackers, obsessive-compul-
sive control freaks. Despite a facade of apathy,
they often develop fixations on the people or
things that they are attuned to, and yearn to be
loved in return. While a Djinn cannot hurt the
person to whom he is attuned (without permis-
sion) he can harm the things or people that his
target cares about, and will do so in order to get
attention. Most Stalkers are fanatical about neat-
ness and order in their personal space, and a
Djinn may painfully kill his subordinates if they
leave a single pen or folder out of place in his
office. (Some Djinn go to the other extreme, and
appear as thugs or vagrants, conspicuous by their
lack of personal hygiene.) A Djinn who has been
assigned to a particular human may show up as
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his bodyguard or secretary, or some similar role
which will allow him to stay close to his target. In
human form, Djinn are rarely extremely beautiful
or extremely ugly: they often have anonymous,
easily forgettable faces. Djinn make good Amoral
Military Leaders, Crime Lords, Twisted
Aristocrats, and Bureaucrats — or henchmen for
any of the above — as well as Elder Siblings,
Lechers, Monsters, and Parents.

Their celestial forms are ugly, malformed, mis-
colored animals with scaly or leathery wings. As
humanoids, they still bear the marks of their ani-
mal nature, with horns, colored skin or fur, ani-
mal eyes, clawed hands or feet, hooves or paws,
misshapen faces, or tattoos. This is always ugly
and a deformation of the animal’s natural beauty,
except in the very greatest Djinn, who may
appear pleasing to the eye yet still threatening.

Calabim — the Destroyers

Calabim are surrounded by a halo of entropy;
they exist to tear down, burn, smash, rot, and
atomize anything that comes within their reach.
It’s a bad idea to leave a Calabite near any scien-
tific equipment or fragile art work, especially when
anime devices are so often explosive. Calabim
love a good fight, and adore weapons of mass
destruction. They are frequently used as goon
squads by the forces of Hell, and are sent to ter-
rorize or kill angels and humans. Very few
Calabim have the ability to restrain their tempers

.. an angry Calabite is likely to lose control and
attack the source of annoyance. While they enjoy
car chases, their cars rarely survive for long.
Calabim make excellent Crime Lords, Demonic
Overlords, Monsters, Kids, and Tomboys.

Celestially, Calabim appear as red-skinned,
horned, ugly, bat-winged humanoids, with skin
that is burning hot. While some can take on a
more attractive human appearance, and tone
down their interior heat, they will still manifest
black leathery wings and horns, and their skin
(except for the most powerful among them) will
remain bright red and hot.

Habbalah — the Punishers

Convinced that they are angels, Habbalah
know it is their task to tempt, judge, and punish
all those around them. They alternate between
being alluring and sensual, when working to
tempt others into wrongdoing, and stern cruelty,
once their victim has proven himself guilty of sin.
(In lighter campaigns, this might be an alterna-
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tion between giggly cute schoolgirl and whip-
wielding dominatrix schoolgirl.) There are also
Punishers who take a more scientific or profes-
sional approach to their task on Earth, working
on some larger project while attempting to keep
a lower profile. However, these Habbalah often
manifest fanatical concentration on their work,
flaunting their lack of human limitations, and
scorning the humans around them who need
such luxuries as food and sleep. With their emo-
tion-affecting resonance, Habbalah can be devil-
ishly persuasive, luring their victims into foolish,
impulsive actions. They may also turn against
demonic allies, if they feel that the other demons
are weak and deserve to be punished for it.
However, some Habbalah do have a twisted sense
of honor. These “angels” refrain from harming
the truly innocent, and will respect a sufficiently
strong opponent. Habbalah make good
Megacorporation Bosses,  Mad
Scientists, Twisted Aristocrats,
Bureaucrats, Elder Siblings,
Mysterious Strangers, Parents,
Scientists, and Teachers.

Habbalah have human-
seeming celestial forms, but
ones that have been brutally
mutilated, scarred, pierced,
and tattooed. However, this
gives some Habbalah a
strange, unhealthy attractive
quality. While it is far from the
natural beauty of an angel, it can
be diabolically alluring.

Lilim — the Tempters

The Daughters of Lilith are many things, but
never unattractive. A Lilim is always ready to
offer her services to a bargainer — or victim — and
prides herself on her tempting deals. Many Lilim
fit the stereotype of cheerful, brainless beauties
(but sharp hagglers) with no particular concept of
ethics outside the basic condition of keeping a
deal and paying off a Geas. A few have more
depth to their personality, and spend their time
dreaming of true freedom, embittered that they
were born into effective slavery, and indulging in
heavy angst. Lilim on Earth may have a position
as an important human’s mistress, secretary, or
close friend — anything which will allow her to
build up a network of favors and turn the human
into her puppet. Lilim are happy to offer angels a
bit of assistance in return for future unspecified
favors — and totally unwilling to help otherwise.

They form a (somewhat dysfunctional) sister-
hood, helping each other out in emergencies, but
will desert a sister who seems to be a bad invest-
ment and unlikely to pay her debts. Lilim make
good Angstful Experts, Crime Lords,
Megacorporation Bosses, Cute Fuzzy Animals,
Kids, Mysterious Strangers, Scientists, and
Sidekicks.

Celestially, Lilim are seductive, alluring, and
frequently cute: they have elegant little horns and
emerald-green skin. Almost all of them take
female form; male Lilim are rare (and typically
bishonen). The Geases that they owe to others
are visible on their bodies as bracelets, necklaces,
rings, piercings, and other forms of jewelry.

Shedim — the Corruptors

Vile possessing entities, Shedim whisper temp-
tations into the souls of humans and lead
them into sin. In anime, Shedim are
the epitome of evil — perverse, foul
creatures whose only motivation
is to corrupt and damn
humans, scarcely ever
redeemable. They particu-
larly enjoy possessing vic-
tims who are genuinely
good and innocent. If an
attempt to corrupt a particu-
lar victim fails, they will often
try to kill him! (A common
method is to possess the inno-
cent’s friends and force them to
attack him.) Given sufficient time
and effort, a Shedite is also able to warp
the memories of a host, resulting in a sort of
brainwashing. If the Shedite is expelled, the host’s
true memories will return, resulting in severe
mental anguish and high drama. When a Shedite
moves between hosts, unsettling noises are dimly
audible, and strange, unholy lights flicker around
the old and new host bodies. The new host’s eyes
may also briefly change color, or glow with a
strange luminescence. Shedim make excellent
Crime Lords, Demonic Overlords, Mad
Scientists, Lechers, Monsters, and abusive
Parents.

In their natural form, Shedim are repulsive,
squirming masses of mouths, eyes, and slimy ten-
tacles. Although they can take a more human
form, this body will instantly manifest extra eyes,
mouths, tentacles, and other unwanted organs.
Few Shedim bother: they prefer their natural
form in all its unhallowed vileness.
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Impudites are optimistic and fashionable,
friendly demons with an excellent understanding
of the human world, and an insatiable hunger for
Essence. They will cheerfully extract it from the
humans around them, unmoved by ethical
qualms or moral drawbacks. While an Impudite
will mingle with humans and enjoy their compa-
ny, he is always conscious of his own superiority
as a demon, even if he considers some of the
humans to be friends. Takers use their ability to
charm others to ensure that they have friends
everywhere, and that nobody will ever suspect

them of villainy. If cornered by Heaven,
Impudites prefer to negotiate, trying to
charm the angels into an advantageous
truce. However, ultimately they are as
treacherous and corrupt as other
demons. Few Impudites can be
' trusted, and they will betray their
™ oaths at a2 moment’s notice, or
backstab a superior to claim his place — or steal
candy from a baby. Impudites make good Crime
Lords, Demonic Overlords, Megacorporation
Bosses, Elder Siblings, Kids, Lechers, Parents,
and Sidekicks.

Celestially, Impudites appear as fashionably
dressed humans, with leathery wings and small
horns. Good-looking and charming, with a per-
fect sense of style, they’re invariably dressed for
the occasion and project a seductive (or cute)
allure.

Imps and Gremlins

Occasionally one of these minor demons is
assigned to Earth to assist the forces of Hell.
However, given the weakness of these tiny crea-
tures, they’re usually given small, frail vessels,
such as black cats, crows, toads, wolves, or young
children. Imps and gremlins can be just as mali-
cious and spiteful as bigger demons — though
occasionally they can be unformed and ignorant,
potentially redeemable if shown the way of right-
eousness and honor. They usually end up serving
their masters as minions and familiars, spying or
running errands for them, though some may be
given a human vessel and assigned to duties as a
Kid.

Outside their vessels, gremlins and imps appear
as malformed blobs, tiny half-formed demons, or
ugly misshapen little winged animals. They tend
to hide in the shadows, either to spy on those
around them or just to avoid new orders.

dCMON PRINCES

Superiors should be played flamboyantly when
they turn up during the course of a mission.
When a Superior appears, everyone stops to pay
attention: if the Superior chooses to make a
speech upon arrival, nobody takes any other
action until he has finished. Archangels carry an
aura of innate holiness, and are angelically beau-
tiful: Demon Princes are shadowed by the dark-
ness of the Pit, and are either inhumanly gor-
geous or perversely ugly. Possible special effects
may include beams of light from Heaven, deep
rumblings from Hell, falling flower petals, sul-
phurous smoke, and chanted psalms or whispered
blasphemies.

Even if a celestial regularly interacts with his
Superior to make reports or receive orders, the
appearance of his Superior in a crisis should pro-
voke fear and awe. Moments like this, in anime,
are the climaxes of episodes. Characters should be
encouraged to gasp their Superiors’ names in
tones of awe, make dramatic statements to their
enemies, or fall to their knees and confess all their
wrongdoings.

ARCHANGELS AND

THEIR SERVITORS

Each of the Archangels has a powerful and
somewhat one-sided personality, as befits the
holder of a powerful Word. Most of these fit

quite well into anime models.

Blandine

Blandine always appears in female form, with
long floating hair and swirling robes, haloed in
shades of silver and pastels. She is a sweet, gentle,
caring Archangel, and leaves all the violent
demon-killing to her Malakim. If forced to fight,
she shields herself against enemy attacks and lulls
foes to sleep with beautiful visions. When she
appears in dreams, the background landscape
promptly changes to moonwashed dunes or
sunny fields with sweetly singing birds. Her
angels are high-minded protectors of dreams and
dreamers, and tend to look down on other angels
with more direct or Earthly jobs. They are the
best experts available on fantastic alternate uni-
verses (see Alternate Realities, p. 13).
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David

David appears as a tall, well-muscled, nude
man, with a commanding presence and a deep
bass voice. (Sadistic GMs may use this to force
awkward social situations on the heroes.) David’s
approach to problems is very simple. If the prob-
lems are due to demons, then kill the demons,
and if the problems aren’t due to demons, then
encourage the humans to deal with the situation
themselves. If personally involving himself in a
fight, David waits till someone attacks him — or
dll someone on his side is attacked — and then
goes into a bare-handed martial arts display
which leaves demon-shaped crevasses as new per-
manent landmarks. His angels are
tough, reliable types, and excellent
martial arts teachers, though they dis-
like giving away information with-
out good reason.

Dominic

Dominic appears as a thin, stern man (or occa-
sionally woman) in long black robes or a sober
black suit, with diamond-sharp eyes and cold
sternness. While never truly cruel (unless the
campaign actually involves his Fall) he is stern,
pitiless, and ruthlessly rigorous. If he does show
mercy, it should be a major event in the cam-
paign, and in response to some true gesture of
contrition from the guilty character. When
Dominic appears, he will pass judgment on
everyone nearby — including heroes and innocent
bystanders. If he fights, he summons a giant flam-
ing “Sword of Judgment” and pronounces sen-
tence on villains before striking them down.

Dominic expects his angels to be cold and ruth-
less, forming a Divine Inquisition which keeps
watch on other angels without prejudice or
favoritism, ready to arrest even their closest
friends and haul them away for judgment.
(However, a surprising number of them are soft-
hearted and compassionate, willing to pardon
minor sins or to give angels accused of crimes a
chance to prove their innocence.)

El

Eli is one of the few Archangels who may
appear relatively inconspicuously. He might man-
ifest in any form, but is most commonly seen as a
young Rastafarian man in battered clothing, car-
rying artistic or musical gear. He usually turns up
when his Servitors least expect him (and fre-
quently at embarrassing moments), offers friend-
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ly comments or criticism, then vanishes while
they’re still trying to get answers out of him.
He is invariably cheerful, and always preoc-
cupied with some artistic project. If he does f
fight, then he will use any nearby items in | |{
martial arts maneuvers (“Spaghetti
Noodle Strike!”) or build — at super-speed
— some mad science construction to trap |
or injure his opponent. Eli’s angels are
equally creative, and many tend to be
obsessed by their current artistic projects, to the
exclusion of common sense — fortunately, others
of them are more practical. In his absence, most
of them are in service to other Archangels.

Gabriel

The Archangel of Fire appears as a woman
composed of living fire, or as a human woman
with trails of fire rippling behind her. While she
can sometimes display astonishing compassion
and mercy, more often her face is fixed in inhu-
man lines of pain and exaltation as she speaks
prophecies or strikes down the cruel. Gabriel’s
arrival is as much to be feared as welcomed. She
may be in an insane state when she appears,
requiring long, patient explanations of what is
going on — or she may resolve her angst by setting
fire to everything nearby. When she fights, she
screams in fury as she strikes at her opponents
with waves of fire that either purify them or burn
them to ash. Her angels are hot-tempered, like
their mistress, and liable to overreact to situa-
tions: they also have a great deal of respect for
true religious believers, and often belong to some
faith themselves. Many of them smoke.

FJanus

Janus inevitably appears on a motorbike, at the
wheel of a fast car, at the controls of a supersonic
jet, or in some other sort of rapid transport. He
manifests as a young man in fashionable but
disheveled clothing (often motorcycle leathers)
with his hair constantly blowing in the wind.
Janus is slapdash, reckless, and carefree; his reac-
tion to catastrophes tends to be along the line of
“Cool!” rather than any helpful instructions. He
fights with gusts of winds, tornadoes, and hurri-
canes — which usually result in a lot of incidental
property damage. Janus’ angels are very like their
Archangel, with casual attitudes and a cheerful
approach to imminent danger and peril of death.
They can be extremely annoying to other angels,
but they’re the fastest drivers in Heaven.
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]ean

Jean is more likely to send e-mail than to turn
up in person. If he does arrive, he manifests as a
tall blond man with a craggy face and a well-cut
business suit, carrying a cutting-edge laptop. He
is brusque but efficient, demanding a report and
rapidly assessing the situation before providing a
list of bullet-point recommendations for immedi-
ate action. While he is a micromanager, insisting
that his angels contact him at the least hint of
trouble, he is a good micromanager, and will pro-
vide assistance and resources. If battle is neces-
sary, he may produce elegant high-tech weapons
(such as laser guns or neural disruptors) which are
clearly far in advance of modern scientific devel-
opment, or strike with raw blasts of lightning.
The angels of Lightning are also extremely effi-
cient, and often scientists of some sort; their
enthusiastic curiosity frequently leads them into
dangerous situations.

Fordi

The Archangel of Animals never appears in
human form. When he manifests, he takes an ide-
alized animal form, and usually an impressive
one, such as a glowing lion, bull, tger, eagle, or
occasionally a dinosaur. (“Godzilla!”) He has very
little time for human concerns (though he will
intervene to save innocent children from danger),
but will react violently to cases of large-scale pol-
lution, industrialization, or mistreatment of ani-
mals. Should he attack, he does so in animal form,
biting and clawing his victims, or smashing them
into the ground with mighty blows from his mas-
sive paws. His angels are also eager to protect ani-
mals, but usually have more understanding of
human concerns than Jordi himself, and are
(mostly) able to function in human society.

Laurence

Laurence appears as a bishonen (beautiful) thin
young man with long hair, and a/ways carries a
sword. His priorities are honor, chivalry, the pro-
tection of humans, and the destruction of the
forces of Hell. He expects a high standard of
behavior from his Servitors — perfect obedience,
perfect loyalty, and perfect honor. If any of his
angels fail these standards, he is merciful to those
who are repentant, but will assign a perilous quest
or mission as penance. He fights with his sword
alone, and needs no other weapon. As
Commander of the Hosts of Heaven, Laurence
frequently involves himself in the business of

PN

other Archangels. His angels all bear swords
themselves (though not as obviously) and are
honorable, virtuous warriors, if not quite as per-
fectly honorable as their Superior. They fre-
quently undertake personal quests or missions
against the forces of evil, but are often too devot-
ed to honor to manage comfortably in

human society.

Marc

The Archangel of Trade appears
as a handsome young man in a
stylish business suit, carrying a
cell phone and a briefcase of documents. He is
pleasant, easy to deal with, and an excellent nego-
tiator. His pre-mission briefings are fully detailed
and equipped with handouts, and his missions are
well-funded (though he expects a full report and
receipts for expenses afterwards!) Marc is incred-
ibly persuasive, and very effective at finding out
what people want. He rarely fights physically,
preferring to negotiate a settlement that will
please both sides; only if that fails will he pick up
his phone and invite over one of the more aggres-
sive Archangels. However, his audits terrify
angels and demons alike, and he can also offer
very convincing cash incentives — or tax writeoffs.
His angels are likewise friendly, professional, and
highly focused on money, bargaining, and per-
suasion; it can be difficult to get them to take a
demonic conspiracy seriously if it seems badly

funded.
Michael

Michael is the toughest warrior in all Creation,
and manifests as such . . . a hard-bitten older man
with well-muscled shoulders and arms. While he
does not always carry his huge axe, he can sum-
mon it to him with a single thought. To him,
everything is military: romances are tactical com-
bats, business is a war, and martial arts are a way
of life. (Advice to Servitors will be phrased in
these terms.) Michael is easy-going in quieter
moments, enjoying a beer and a chance to put his
feet up, but will take quick command in battle.
When he fights, he uses his axe, cleaving the
enemy limb from limb, head from torso, and gen-
erally soaking the battlefield in blood. His angels
are similarly aggressive and enthusiastic, leaping
into combat at a moments notice and never
retreating. The older, more sensible ones send
out scouts and get intelligence reports first, and
are extremely dangerous combatants and leaders.

-
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Novalis

The Archangel of Flowers is the sweetest, kind-
est, most gentle Archangel in all Heaven. She
manifests as a young woman with flowing hair and
gentle eyes, innocent and beauti-
ful, dressed either in flowery
robes or a cute teenage outfit. She
is akways loving and merciful, and
frequently gives flowers to her
Servitors, or to any bystanders
who don’t get out of the way fast
enough. If faced with opponents,
she imposes an aura of love and
peace on the entire battlefield. At
her most “violent,” she projects a
purifying ray of brilliant rainbow
light, which cleanses, weakens, or
destroys her opponents. Her

AV,

will either rise to power or (more likely) be found
unworthy and suffer dreadful torments. An angel
who draws the personal attention of a Prince,
especially by thwarting his schemes, will find his
life has become extremely interesting . . .

- Andrealpbus

The Prince of Lust manifests as
a handsome man, a beautiful
woman, or as a gorgeous specimen
of indeterminate sex but total
style. He will invariably fixate on
one of the heroes and attempt to
seduce them, and may need to
have his attention forcibly recalled
to any urgent matters, such as fire-
fights or citywide destruction.
Andrealphus regards mere rape as

angels are generally merciful
pacifists, who enjoy celebrating the beauty of cre-
ation and helping those around them; some of
them are mildly aggressive if provoked, serving as
protectors to their gentler fellows.

Yves

Yves manifests as a mysterious, vague, elderly
man who is always smiling. While he undoubted-
ly knows almost everything that is taking place in
the entire universe, he allows both angels and
humans to achieve their destinies through their
own efforts, only offering occasional pieces of
advice when absolutely necessary. Yves never
fights personally; he is capable of banishing lesser
demons with a single thought, and will call other,
more aggressive Archangels to battle with
Demon Princes. However, Yves prefers to
maneuver angels into a position where they can
fight their own battles, or where they have the
necessary tools to solve the problem themselves.
(He also has the annoying habit of refusing to
answer questions.) The Servitors of Destiny are
hard-working, intelligent angels, who serve as
teachers or protectors, trying to help others reach
their full potential.

DEMON PRINCES AND
THEIR SERVITORS

If a Demon Prince appears in a campaign, he is
likely to be the major villain, with world-span-
ning plots and diabolical schemes of hideous
depth and depravity. If the Prince takes an inter-
est in the work of one of his servitors, the demon
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tacky: he much prefers slow seduc-
tion, resulting in hopeless devo-
tion from his targets, whom he will later betray
and abandon. If he fights (he much prefers not to)
he will attempt to seduce his enemy, either in a
human form, or as a writhing mass of tentacles.
His demons are all gorgeously attractive, and
tend to be either g'lggly bubbleheads or catgirls
whose only concern is casual sex, or dark seducers
seeking innocent, honorable targets.

Asmodeus

Asmodeus is a dark, brooding figure. He man-
ifests as a tall, thin man in somber clothing, with
eyes that burn like the fires of Hell and a voice
that echoes with an infinite dry cruelty. As the
master of Hell’s secret police, he is constantly on
the watch for treason, heresy, and insufficiently
demonic behavior. However, he has no objection
to persecuting angels too, or to capturing them
and torturing them for information. (He and
Dominic may sometimes cooperate, but this
would only occur in a dark anime campaign —
possibly a Cops, Crime, and Noir one — and
would be likely to involve Dominic’s Fall.)
Asmodeus’ plans are wide-reaching and intricate,
often involving other celestials, and even other
Superiors, as pawns. In personal battles, he wields
a dark, barbed sword of burning shadow — how-
ever, he prefers to play a game of some sort, such
as chess. His demons are devious plotters, spying
on other demons or torturing them for evidence
of treason; while some of them may seezz merciful
or understanding, this is usually just an act.

- {1
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Baal

The Prince of the War manifests as a tall, com-
manding man in military uniform, always wearing
a sword or gun. He has an air of absolute authori-
ty, and a handsome face, but his eyes are dark with
thwarted pride and anger. Baal sees all situations
from a military point of view: if presented with a
problem, he will immediately assess the situation,
gather his forces, and move rapidly to destroy the
enemy and seize the objective. Should he fight —
and he will be glad to — he does so with surpassing
skill and butchery, never leaving the field until he’s
won or his physical form is destroyed. His demons
are all soldiers, though they vary from good (if
amoral) enlisted men to twisted, debauched offi-
cers, and from planners and strategists to profi-
teers. Baal and his demons are among the few in
Hell who may have some sense of honor, or who
might fight fairly even if it means losing.

Beleth

Shrouded in mists and darkness, the Princess of
Nightmares is beautiful but cruel. She manifests
as a woman with long dark hair, draped in black
robes, with a halo of shimmering ghosts trailing
around her and murmuring demonic incanta-
tions. She prefers to appear in dreams, where she
will terrify her minions to near-insanity while giv-
ing them their orders. Beleth is remote and
unconcerned with most aspects of human life; she
is only interested in increasing the fears of
humans. If forced to fight, she conjures up her
enemies’ worst nightmares, and lets them strug-
gle with the horrors from their own minds. Her
demons are stalkers and skulkers, lurking in the
shadows and committing horrific crimes to
frighten communities.

Belial

Belial manifests as a well-dressed man, with the
charisma of a Mafia boss, the self-control of a
spoiled teenager, and an huge flamethrower. As
far as he is concerned, he wants everything to
burn, and he wants it to burn now. Disobedient or
under-enthusiastic servitors are char-grilled. If he
can’t set fire to something on the spot, then he
chain-smokes continuously. When he fights
(which he does as often as possible) he creates a
great sword of fire, or simply blasts enemies with
huge gouts of flames. His demons are proud,
arrogant hotheads, delighting in destruction.
They are great schemers, but frequently ruin
their own plans through hastiness or carelessness.
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Haagenti

The Prince of Gluttony manifests either as a
unthinkably obese man, or as a monstrosity
which is all mouth and tentacles. He immediate-
ly devours any food in the vicinity, and then
begins gnawing on furniture, minions, and
Servitors . . . Haagenti’s priorities are the increase
of gluttony among humans, and the satisfaction
of his personal hunger. He rarely considers poli-
tics or philosophy, but will eagerly ally himself
with those who promise him food. If compelled
to fight, he assumes his monstrous form, and
attempts to tear his opponents limb from limb,
and then devour them — or simply eats them
whole, if they’re not too large. Some of his
demons are thuggish brutes, concerned only with
feeding their own appetites, while others are
clever, devious plotters, who make an art form of
encouraging gluttony in humans.

Kobal

The Prince of Dark Humor takes many
different forms, but most often appears
as a well-dressed man with a sardonic
frown, whose eyes betray a bitter ennui.
If Kobal smiles, then the joke that has
amused him is truly hellish, and prob-
ably involved multiple fatalities. If he
actually laughs, then the jest is so ele-
gant and cruel that it would amuse Lucifer him-
self. He is witty and relaxed with his Servitors,
giving them only as much information as they
need. Kobal dislikes open fighting: while he will
curse lesser opponents with humorous disasters
(anvils falling on their heads, swords turning into
plastic, manic attacking hippos in purple tutus) he
will flee the approach of another Superior. His
demons are intelligent and quick-witted, with a
cutting sense of humor and a tendency to indulge
in angst. They like to dress fashionably and to
indulge in all the latest human vices.

Kronos

The Prince of Fate appears as an elderly man in
an old-fashioned suit, wearing a small pair of
glasses. His only concern is bringing the
Symphony to its ultimate fate, by whatever
means necessary. He works to lead every living
being . . . human or celestial, angel or demon,
Prince or Archangel . . . to his own particular
fate. When he speaks to his Servitors, he is pre-
cise, accurate, and to the point; he wishes them
to be efficient in corrupting others and luring
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them to Hell. Kronos does not fight, any more
than Yves does — he simply allows his aura of
doom and despair to reduce lesser opponents to
flight or suicide, or calls on another Prince to assist
him. His demons vary from the coldly efficient,
through the amoral and scholarly, to the darkly
corrupting. While they all attempt to doom their
victims to Hell, some prefer to do so by rapid
temptation, while others lay slow schemes of grad-
ual sin that will take decades to conclude.

Lilith

The Princess of Freedom appears as an exquis-
itely dressed young woman, either cute and gig-
gly, or businesslike and crisp, but always wearing
a lot of jewelry. She is invariably glad to help the
villains — or the heroes — with whatever they are
currently doing, in return for “just a little favor
later.” Likewise, she will refuse to explain what
she’s currently up to (“What’ it worth to you?”)
or help even her closest associates without a sig-
nificant promised payment. (“There’s no such
thing as a free lunch . . .”) As the first wife of
Adam, and the only human ever raised to the rank
of Demon Princess, there is a great deal of spec-
ulation about her origin, her rise to power, and
her hidden secrets.

Lilith avoids fighting; since most of the other
Demon Princes owe her a favor or two, she’ll ask
one of them for help. She has contacts in unex-
pected places, even in Heaven itself; many people
owe her favors, or are prepared to negotiate a deal
for temporary assistance. While she has few reg-
ular servitors, those few are similarly mercenary —
but may occasionally act in a semi-altruistic fash-
ion, if only to lay in some future favors.

Malpbas

Malphas manifests as a friendly middle-aged
man in bland but well-cut clothing, who projects
trustworthiness and helpfulness. (Particularly
pure of heart Innocent Power-Wielders may feel
uncertain about him, however.) He is always will-
ing to help his Servitors, assuring them separate-
ly that they have his complete confidence, and
that he doesn’t believe a word of the horrible
things that their “best friends” were saying about
them. His greatest interest is in setting people
against each other: families, friends, religions,
nations . . .

Malphas doesn’t fight — he makes other people
fight, inflaming old grudges and inciting out-

bursts of unreasonable rage. If cornered, he will
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flee. His Servitors are sly-tongued and polite,
excellent slanderers and rumor-mongers, and
often practice their skills on other demons — just

for the hell of it.

Nybbas

Nybbas manifests as a brash, pushy, red-haired
young man in an expensive business suit, always
wearing dark glasses. Television images flicker as
he passes them, and radios give off bursts of infer-
nal music advertising Hell’s latest soft drinks. He
is obsessed with all forms of the media, viewing
everything in terms of audience shares, market
distribution, prime time viewing groups, what’s
hot and what’s not, and 24-hour reality television.

Nybbas is the Prince most likely to want to film
angelic heroes rather than kill them. He’ll be
delighted with his minions as long as they’re
bringing in good footage and media material, but
once they start losing their audience, it's “Ciao,
baby, don’t call me, I’ll call you.” Nybbas is more
interested in filming fights than taking part in
them; he can use his personal TV remote to hyp-
notize lesser celestials into television-watching
trances, but will hide from Archangels, or confuse
them with pop culture illusions. Demons of the
Media are as obsessed as their Prince, and con-
stantly struggling to find the big hit which will
catapult them to stardom. While some of them
actually quite like humans (or at least, cute
humans who’d look good on television), others
see all mankind as material to be manipulated,

filmed, and discarded.

Saminga

The Prince of the Dead manifests as a drooling
zombie or a horrible, tentacled mass of rotting
flesh. His prime concern is killing people, prefer-
ably in large numbers (though small-scale mur-
ders and serial killings are acceptable). He isn’t
exactly stupid, but he is utterly focused on death
and killing things, and slow to react otherwise.
When Saminga appears, he expects his minions
to grovel humbly and to present him with fresh
proof of their demonic work. If attacked, he will
either raise hordes of zombies to do battle for
him, or will physically assault his enemies in the
form of a huge, rotting corpse. His Servitors
range from brutal killers whose only interest is in
their next target, to suave and intelligent necro-
mancers and vampire lords with networks of ser-
vants and large-scale plans for mass fatality.
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STRIKE TEAM FROM NOTRE-DAME: A SAMPLE CAMPAIGN

The characters are a team of angels, working
together to fight local demonic menaces, with
frequent trips to exotic foreign locales. The
team leader is a female Seraph of Laurence, a
pure Virtuous Martial Artist who uses a sword.
Her second-in-command is a male Malakite of
Novalis, a Virtuous Martial Artist with Teacher
overtones, who prefers to fight with a staff. The
Bad Boy on the team is a male Mercurian of
Gabriel, a Brash Young Hero with an attitude
problem and a bare-handed fighting style. (The
green flame helps.) The team Techie is a female
Elohite of Jean, an Angstful Expert and
Scientist with a fondness for black vinyl, strange
gadgets, and shotguns. The final hero is a
young male Ofanite of Janus, a Brash Young
‘Hero with Kid overtones who loves motorcy-
cles and shuriken. What with the unresolved

romantic tension between the Seraph, the
Malakite, and the Mercurian, the Elohite’s
Dark Secret from her past, and the Ofanite’s
immaturity and irresponsibility, there’s plenty
of material to work with . . .

Naturally, there are several recurring enemies
and background characters. These include a
Balseraph of the War (the local demonic leader)

Valefor

Valefor appears as a dashing young man, dressed
stylishly in motorcycle leathers or Versace suits,
his hair rippling constantly in the wind. He always
shows up or leaves in some form of fast transport
(often stolen on the spot), whether it’s a motor-
bike, a Bugatti, or a government black helicopter.
He is charming and cheerful, and even when he
makes “an offer you can’t refuse” it’s always with
style and with a smile. He’s constantly searching
for new and greater challenges, and is often more
concerned with personally committing some chal-
lenging theft than in encouraging larceny in
humans. Valefor’s first move in any fight is to
attempt to steal his opponent’s weapon. He then
attacks with blasts of entropy, dodging elegantly as
he does so. His demons attempt to emulate his
style and skill, whether as dashing gentleman
thieves or merely thuggish gutter pickpockets.
They’re all speed freaks, too, and love a fast, excit-
ing getaway chase.

with a romantic fixation on the Seraph of the
Sword; an androgynous and unsettling
Habbalite of Lust (who happens to be the
Elohite’s brother/sister); and a madder-than-
usual Impudite of Technology who serves as the
Balseraph’s sidekick and who is obsessed with
online computer shoot-em-ups. On the angelic
side, a Cherub of Destiny is in charge of the
local library, providing Teacher-like philosoph-
ical comments when the heroes need them, and
a Bureaucratic Ofanite of Judgment makes fre-
quent visits to check on the heroes for ortho-
doxy, proper procedures, and general angelic
behavior (or the lack of it). There are also sev-
eral local humans who are involved, as Soldiers,
Sidekicks, or general Innocent Victims. One of
them in particular, a reporter for the local
paper, tends to be at ground zero for most local
demonic activities, but has yet to link the heroes
in their civilian roles to her numerous last-
minute rescues.

There is also a local ethereal who has shown
up on several occasions to deliver warnings or
intervene in fights, but this Mysterious Stranger
has not yet revealed his true intentions.

Vapula

The Prince of Technology isn’t # mad scientist
— he is the Mad Scientist, with bushy white hair
and a stained lab coat. His laboratories are terri-
fying labyrinths of horrifying scientific break-
throughs, echoing with the screams of overheat-
ing machinery and unwilling experimen-
tal subjects. To him, any project that
may result in a new scientific discov- My{ |
ery is good, and everything else is \Q
unimportant. If summoned, he will \&.
immediately apply his insane genius to TS
attempting to redesign all nearby technological
equipment. Should he have to fight, he will be
delighted to field-test his latest inventions — these
generally result in huge collateral damage, and
numerous casualties to his own side. His demons
gleefully experiment in their own laboratories,
creating giant robots, plague viruses, and hideous
mutant hybrids, with zeal and devotion to the
march of science almost equal to Vapula’s own.
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ANIVE CAVPAIZNS

An entire anime-style campaign for In Nomine
will run more smoothly than an otherwise “nor-
mal” campaign with a single anime adventure slot-
ted in — there will be no violent clash of styles, and
continuity can be developed. Running gags and
background characters can be added as the cam-
paign continues, such as the recurring Bureaucrat
who shows up at the worst possible moment, or
the matchmaking local gossip who keeps on walk-
ing through the middle of celestial schemings and
fails to notice any of it.

If the GM wishes, whenever a celestial fails a
Trauma roll, he begins to lose memories! (The
check digit can suggest importance of the lost
memories, number of memories lost, etc.) If the
celestial fails a number of times equal to his
Ethereal Forces, all of his memories have been
repressed. These may resurface with appropriate
stimulus (see True Romance, p. 17), or may remain
forgotten forever. Even Malakim sometimes
become amnesiac. Whenever a Malakite is killed,
a single Intelligence roll is required. Failures lose
some memories, though never of the immediate sit-
uvation, and an Infernal Intervention will cause
amnesia! Imagine the angst of a Malakite who
regains his memory and realizes he has not been
keeping to his oaths.

STYLES OF P1AY

While anime may by turns be
humorous, heroic, or tragic, it is
rarely all three at the same instant.
However, each in turn can have its
place in a campaign.

Humorous

The heroes all have character
flaws which frequently result in
minor humiliations for them. The
villains are frankly incompetent,
stupid, or both, and even if they do
occasionally succeed in their
schemes, they will promptly mess
things up due to overconfidence.
If any of the heroes have a
romance, then it never quite suc-
ceeds; they will either wreck it due
to their own flaws, or outside

IN NOMINE IN ANIME TERMS

events (the visit of the Dominican Inquisition, the
rescheduling of a duel, or the sudden appearance
of a naked Archangel) will confuse matters.
Friends may quarrel, but ultimately the problem
will be resolved. There is a happy ending.

Heroic

The heroes have character flaws which may
force difficult choices upon them. The villains are
competent and dangerous, but can ultimately be
defeated if the heroes act with honor, courage, and
intelligence. Heroes may have a successful
romance, but may also have affairs with villains (in
which case they will be torn between love and
duty) or have their adored ones kidnapped and/or
brainwashed. Friends may quarrel, but if both
sides act virtuously, they will ultimately be recon-
ciled. There can be a happy ending, but it may
involve heroic self-sacrifice and death.

Tragic

The heroes have character flaws which will
result in personal tragedy. The villains are com-
petent, intelligent, and quite possibly acting from
justifiable motives or misplaced honor. Any
romance is doomed, and will end in either a sor-
rowful parting or with one partner dying in the
other’s arms. Friends may quarrel over a misun-
derstanding or a question of honor, and will even-
tually fight over it; one of them will die or be
maimed for life. If there is a happy ending, the
heroes won't be the ones getting it; at best they
may take satisfaction in knowing that their suffer-
ing was not in vain.

One b1g advantage to being celestial is that phymcal
; :__"dezth is mot final: after an unspecified amount of time in
| Trauma (or not, if the celestial is a Malakite) he can return
to play with a new Vessel. While this makes it less punish-

ing for the players to “die in the line of duty,” it can take

~ some of the dramatic impact from a noble, heroic self-sac-

~ rifice. However, the GM should remember that Trauma

~isn’t always instantaneous — it can take days, weeks, or years

~ before the celestial awakens. It is also quite possible for a

~ celestial to die or become a Remnant in celestial combat.
 The risk is still there . . .
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EP1sobpiCc FORMAT

It is possible to run an anime campaign in an
episodic style, so that each session is an episode of
the whole “series.” The sessions may have self-
contained plots, possibly contributing to a larger
plotline, which end neatly with a joke or a moral
comment. Alternatively, many sessions may end
with no resolution, but with cliffhangers or simi-
lar dramatic moments. This works particularly
well when the heroes (or villains) are functioning
as a team, and are cooperating closely, as it allows
the GM to plan a connected storyline for the
teamn as a whole.

REGULAR CHARACTERS
AND PLOT EVOLUTION

Characters in anime do develop — but not too
much. A hero or villain is still recognizable as the

original 50 episodes later, even if he has switched
sides, changed his hairstyle, and acquired a bigger
sword. Part of the charm of the genre is getting to
know the regular foreground (and background)
characters, and appreciating the same jokes, the
same mistakes, and the same villainy or virtue.
Even if a demon is converted, Redeems, and joins
the angels, he will probably still have the same per-
sonality traits, speech patterns, and basic physical
appearance — he’s just changed sides. The only
people in the story who are allowed to truly grow
and evolve are the major villains and heroes.

In anime as in most roleplaying games, plot is
centered around the major characters. The back-
ground characters may be amusing or worrying,
adversaries or friends or neutrals, but their main
function is to point up the heroes’ own personali-
ties and flaws. As such, they should remain fairly
constant, so that the heroes (and villains) can play
off them to best advantage.

HDVCIITURC SECDS

Warriors of Virtue

In a historical setting, demons have taken over
a local village, and massacred or enslaved all the
inhabitants. A single child escapes to find heroes
(or stumble across them) and to beg for help. Can
the angels — or Soldiers — cleanse the village, save
the remaining villagers, and restore the place to
normal life? Or is it all a cunning trap for the
heroes, set by an old enemy who knows that
they’ll come running to the rescue?

Down These Mean Streets
A Celestial Must Fly

Angels or demons are running a detective
agency, and must locate the criminal (or crime
lord) behind a current series of crimes which has
annoyed their Superiors. The genre is Noir, the
style is gritty, and everyone’s wearing trench
coats. Time to go shake some information out of
your informants, argue with your grizzled police
chief, pack some heat, and go have a car chase.

Over The Rainbow

Three innocent local children have gone miss-
ing; the only clue is that they were last seen look-

32 ADVENTURE SEEDS

ing at the ancient weaponry exhibit in the muse-
um. They've actually managed to activate a
Tether to the Marches, and are currently wander-
ing in the Far Marches with three extremely pow-
erful Flaming Swords and a lot of imagination.
Can the heroes find these Innocent Power-
Wielders and get them back to the “normal”
world before they’re seriously hurt — or should
they leave them there, and help them battle the
forces of Nightmare? Perhaps a regu-

lar commute could be arranged . . .

Cyber-Malakite W
Project Angelos!

A Mad Scientist has got hold of
some Malakite DNA (via extremely inva-
sive procedures) and has spliced it into his latest
bio-humanoid clone. The clone is now running
amok with wings and strange abilities, looking for
his “father.” Unfortunately, he’s part of the Mad
Scientist’s doomsday plan, and the Mad Scientist
wants him back. Can the heroes help the clone
find a place in the world, foil the Mad Scientist,
and prevent massive property destruction? And
can they stop Nybbas’ demons from filming the
whole thing?
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FILMOSRAPRY

There are hundreds of good
anime films and series out there.
Here are a few which can be easily
linked to In Nomine . . .

Angel Sanctuary (Kaori Yuki,
2000). A 3-part OAV based on the
20-volume manga series (not avail-
able in English yet) which is full of
angels, demons, Adam Kadamon,
and even a few humans. Not In
Nomiine, but splendid stuff.

Ayashi No Ceres (Ceres Celestial
Legend) (Yau Watase, 2000) A
modern schoolgirl discovers she is
the descendent of a “celestial maid-
en” (an angel, an ethereal, or even
a Grigori!) trapped on Earth. Now
the spirit of that angel has awak-
ened. ..

Earthian (Yun Kouga, 1999).
Two angels are sent to earth to
judge its inhabitants, and get
involved with illegal cloning, psy-
chics, cyborgs, mad scientists, fall-
en angels, and other fun stuff.
Amusing, even if the wing colors
are the wrong way round (the
white-winged angel is obviously a
Malakite, and the black-winged
one a Mercurian) but the huge
chronological ~gap  between
episodes (due to it being based on
the manga) makes it difficult to
understand the whole story.

aflowne (Shoji Kawamori and
Ha}lme Yatate, 1996). An Innocent
Power-Wielder ends up on a fanta-
sy world, with winged men (actual-
ly ancient Atlanteans, but what the
heck). Watch it for the sword-
wielding mecha, which would
make any Laurencian drool with
jealousy.

Haunted Junction (Mukudori
Nemu, 1998). Three teenage
Soldiers (one Christian, one
Buddhist, and one Shinto) must
cooperate with a school’s ghosts to
keep out the forces of Hell. Silly
but fun.

Castle  Cagliostro  (Miyazaki,
1979). Three heroes who could be
angels (of the Wind, War, and the
Sword) team up with a Dominican
who's chasing them, and a Lilim of
Theft who’s never far away, to res-
cue an innocent heroine and foil an
Amoral Military Dictator. (Watch
other films in the Lupin III series
for a perfect example of how
Servitors of the Wind or Theft
should act.)

Neon Genesis Evangelion (Gainax,
1995). Mecha. Angst. Angels. Very,
very, very weird.

Ninja Seroll (Yoshiaki Karajiri,
1993). Dark Demonic Historical:
even if the heroes aren’t angels, the
villains are definitely demons.

Obh My Goddess! (Fujishima,
1993). Three “goddesses” from
Norse mythology, reporting to the
Creator, descend upon a hapless
mortal. Belldandy is a good role
model for a Mercurian of Flowers,
Urd would find common ground
with Lust, and Skuld could be a
junior Lightning Malakite.

Revolutionary Girl Utena (Saito
Chiho, 1997). Two possible ethere-
als control a private school, and
lead the Student Council into reg-
ular dueling for the hand of the
Rose Bride and the power to revo-
lutionize the world. Extremely
strange, but compelling.

Sailor Moon (Naoko Takeuchi,
1992-1997). No actual angels, but

excellent heroes and villains,
and the transformation
scenes are stereotypes
of the genre. A must
for Innocent Power-

Wielders.
Tenshi Ni Narumon (I
Want to Be an Angel) (Heaven
Project, 1999) Strange but
cute anime about Noelle, a naive
little demon girl with a halo who
wants to become an angel for the

human she likes.

X/1999 (CLAMP, 1997). Heroes
and villains (possibly angels and
demons) fighting for the future of
the world. A very confused plot,
but lots of cool fight action, wings,
and big swords.

Calabim, 22. Helpless Innocent, 9. Malakim, 20. Saminga, 29.
Inmk Campaigns, 12, 31. Hero types, 3. Malphas, 29. Scientist, 11.
Canon, 2. High school, 13, 14. Manga, 2. Sentai, 15.
Adventure Catchphrases, 9. Historical Marc, 26. Seraphim, 19.
seeds, 32. Characters, 3. campaigns, 12. Mecha, 15, 16. Settings, 12.
Aliens, 12. Cherubim, 19. Honor, 18, 21, 28, Megacorporation Shedim, 23.
Amoral Military Cliches, 3, 17, 19. 3L Boss, 7, 15. Sidekick, 11.
Leader, 6. Crime Lord, 6. Hotshot Pilot, 4. Mercurians, 21. Space travel, 16.
Andrealphus, 27. Cute Fuzzy Imps, 24. Michael, 26. Steampunk, 12.
Angstful Expert, 4. Animal, 8. Impudites, 24. Monster, 10. Stereogypes, 19; see
Anime David, 25. Innocent Power- Mysterious Stranger, also Cliches.
(definition), 2. Death, 31. Wielder, 4, 10. 10. Superheroes, 15.
Archangels, 24. Demon Princes, 27. Janus, 25. Noir, 13, 32. Supporting cast, 8.
Armageddon, 16. Demonic Jean, 26. Novalis, 27. Teacher, 11.
Asmodeus, 27. Overlord, 6. Jordi, 26. Nybbas, 29. Teams, 15, 30.
Axioms, 16; see also  Disturbance, 17. Kid, 9. Ofamin, 20. Themes, 17.
Cliches. Djinn, 22. Kobal, 28. Parent, 10. Tomboy, 11.
Baal, 28. Dominic, 25, 27. Kronos, 28. Past, see Historical Trauma, 31.
Balseraphs, 22. Elder siblings, 8. Kyriotates, 21. Campaigns. Twisted Aristocrat,
Beleth, 28. Eli., 25. Laurence, 26. Post-holocaust 12
Belial, 28. Elohim, 20. Lecher, 9. campaigns, 16. Valefor, 30.
Bishonen, 6, 26, 27.  Future campaigns, Lilim, 23, 29; Bright ~ Power names, 17. Vapula, 30.
Blandine, 24. 15. Lilim, 20. Present-day Villains, 5.
Brash Young Gabriel, 25. Lilith, 29. campaigns, 12. Virtuous Martial
Hero, 4. Godzilla, 26. Love, 5,9, 17, 18, Redemption, 18. Artist, 5.
Bright Lilim, 20. Haagenti, 28. 31. Relics, 16. Wings, 17.
Bureaucrat, 8. Habbalah, 22. Mad Scientist, 7. Relievers, 21. Yves, 27.



314 WIHEX, FICRY HAL®

This is for everyone who ever wanted a really big flaming sword . . .

It’s a new take on In Nomine — but it works. This book shows how
perfectly the War between Heaven and Hell fits the “anime” style of
art and fiction. Just shout “Gabriel’s Flame of Vengeance!” and fry
those evildoers . . . or serve the Demon Prince of Technology by
building a giant mecha and piloting it against Heaven!

In Nomine Anime includes:

"' Anime portrayals of all major Superiors

#k The Choirs and Bands, as seen through the lens of anime

"' Anime character stereotypes, and how they fit In Nomine

#k Hints for in-genre roleplaying in either humorous or serious style
i Two complete campaign backgrounds

sk Adventure seeds

So rise slowly into the air . . . assume your celestial form as your
mortal garments vanish and the music climaxes . . . and SMITE
the foe!
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