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Our Ct1co~mterwith the Dwlte of St-Armat1l:>
We met the Duke of St-Amand onc hot summer afternoon in 1990. Laden witp" the heat, we sought refuge in the cool nave of
Notre-Dame. It might have been the setting, or the stony ~les. but t~,p1ace is where we feverishly thought of the first few
lines ofNephi/im. The passionate discussion had been going on for hours when we noticed a man ofindetenninate age, dressed in
old~fashioned clothes, who slowly but tactfully involved}wpsclf in our, ~nversation. We shonly fell silent to listen to him speak;
in a few sentences he brought light to our flambo)"lnt!Jtut ro,I'ifuse<l ideas. We had jusT met that mysterious character, the
self-styled Duke ofSt-Arnamcl. . ~ ,'" "'-"'" ," --

.'~'
We would like to thank him for lettingl\tf-consult his secret and labyrinthine library without which we would never have

written Nephilim. We would also like [0 thank those who have'R"Ossed OUT path, those who inadvertently rumed up: the master of
the three moons, the alchemist, the th;.osopherofQleribus, the 'Zen monk of Bethune and the talking yellow dog.
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- GCll('~is (}:..j.

"In tflO~ tilllcs, II'/;en IIlcn {l1'CIl' mIl)

IIIlI(' iJ'ficlJ after Aoom!JitlJ (cft
F.OCII, ,f,c Ncpl,i(illl romllC(l d,c
EM!{".

OLEPlAYERS and readers of fanluy,
~u have already appnnched the 0c

cult. You may have: encountued it un·
wittingly. Your understanding begins
by admitting that already you know
such words as magic, alchemy or kab

_1o:lI.1nb.
With Nephilim, we invitc you to go

further. We invite you to cross the thrcshold of fanrasy in or
der to discover the hidden side ofour everyday univcrse. Hcte
~u will cl.iscoo.>t:r the underlying rcality which has been hidden
for millennia, you will see behind the scenes and reveal the
canvas undcr the paint. You win discover a twilight world
wherc alchemists bend over their alchemical ovens, kabbalists
trace thcir pentacles, and magicians decipher their grimoircs
for the hidden spells within. This world is concealed behind
the rcspeetable facade of wealthy neighborhoods, non-profit
associations, flourishing businesses and historical monuments
which seem to be compktely open to public scrutiny.

But [his is a world ofscaea. Secret societies wage unseen
w:ln against the Nephilim and one another for control of the
nugic fields, and ultimately for world mastery. From this
world of mystery, rmgic and the occult come ~ur clunctm:
the NEPHILIM.

The Nephilim charaetu has a past which is as ancient as
humankind, uses supcmatunl po'\'Yers, and has lifetime goals
which an: incomprehensible to most humans. This character
sees :a mystical and magical vision ofthe world and possesses a
rich and unsettling personality. This character is but a spirit
and hu, since the Deluge, lost in body and has been forced to
inhabit human bodies during different periods of history. Per
haps your character has thus wimcssW the founding of the
fu'St cities, participated in thc sack of Troy, contributed to the
fall of Rome, spied upon the crowning ofCharlcmagnc, initi
ated Napoleon to the mystcries of the Carbonari or encour
agcd the crimes ofJack the Ripper.

Now, in the 1990's, the Nephilim have woken up tn masSi,
though they do not yet know why. Your character will be one
of those who reawaken. It nceds to rcruscover the nustcry of
thc five magical forces of which it is composcd, for these de
termine irs personality and physical body. A Nephilim is nude
of firc, air., water, earth and moon. It has no body now, and

your dw'actcr will Wc.c posscssion ofa human body it caIJs its
$imubcrum. 1k Ncphilim retains irs awn pcnonality, re·
memben thc slcills that it has acquired during irs previous in·
carnations and 1carns how to usc those of irs Simulacrum
Then begins thc Metamorphosis. Every Nephilim h:as already
livcd through this in irs past. In Metamorphosis the body of
the Simulacrum changes to becomc the nonhuman which
cach Nephilim truly is. This change of the human body is just
thc bcginning of the long qucst which Ncphilim have pursued
for centuries: the qucst for Aganha.

Aganha is the spirirual and physical fulfillment of the
Ncphilim. It corresponds to a lost $tatc, whcrc thc Nephilim
has no nccd of a body, and whcrc it can directly manipulate
the fivc magic forces. Mter attaining Agartha a Ncphilim can
cvcn becomc a Icadcr ofonc of the Ncphilim's 22 tribes, which
are called the Major Arcana. An Aganhan charaacr possesscs
a trcmcndous sum of occult knowledge and holds the most
important sccrcn of our world. Many words havt: been used to
describe this state, so that such a lx:ing has become :l. Mastcr
or an Enlightcned one.

But before it reaches this magnificent state of :accomplish
mcnt, a Ncphilim must undertake many difficult wb. It has
to acquirc OCOJ.1t knowledge. II has to uncover great scC'CtJ. It
hn to accustom itself to our 5tr:ange world., and reruscoYfi the
old volumes that are stacked away, lost in museums, within
whose bounds are
consigned the rea1
spc11s. It has to
undo the plans
built by secret so·
cicries. which seek
to destroy the
Ncphilim or to
takc over the world.
It necds to find
companions, locatc

in old tribe, and
computc thc new astrological conjunctions. It must abandon
itself to thc tcchniqucs of magic, and most of all increase its
knowlcdge and skills in thc occult beforc it can reach Aganha.
It wiD live through wh:oIt humans vulgarly call adventures.
Ncphilim know that these shc2thc what we can call iniria-



'"• cions. as is uid in one of the best known hermetic texts, TIN
EmmlIdTah/(ts.

Nc:philim is a rokpl2ying gum. Its aim is to get the playtrs to
bring an imaginary character 10 life within the shared envi·
moment of the group imagination. But Nephilim is a unique
roleplaying game. for it asks you to play the part of an imma
terial entity which takes possession of a human body. You are
a Ncphilim that embodies itself within the flesh of a Sinmla·
crum.

What is a Rolepla\jit15 Game?
In a roleplaying game the players act the parts of characters
woo are going to live and Il\Cl'Ve within an imaginary world.

One of thc puyus is the g::unemaster. She conceives and
develops advwtures in the imaginary universe which serves as
a backdrop for the characttn. Thus the gamcmaster is a pri
nury I1lCI\Ief and creator in the woOd.

The gamemastu is also a referee. being:an arbitnry rules·
wita between the player d12facten and the universe which
she has created.

Dice

column andhepitulens. The other is the one's column. For
instance. a 4 on the tens and a 7 on the ones is a result of 47.
BcwnsisrCDI.Donolswirchdiccbecauseyouuelempr:edlobe
sUCtt5SfWeveryrime.

£SsCt1tiall'rlt1dples
In all roleplaying games, you playa character who is defined
following certain rules. These rules are derailed later, and in
dude explanations of these concepts.

The Characteristics
Characteristics define the physica.l universe. The usual range
of human characteristics is betwccn 3 and 18. Ntphilil1l in
dudes statistics for Strength, Constirution, Intelligence, Dex
terity, and Charisnu.

These statistics an be changed and measure the relative
physica.l conditions of a c1uncter, especially through the use of
hit points.

Weapons and 2lmost any kind of accident an also change
these statistics for the worse. Weapons'damage are measured
in these same point values.

Skills
Skills are things that the chancrers an do in the world. This
rolcpbying game uses a percentile syslem. The sca.le begins at

Several different kinds of
diet: are needed for this
game. They arc desig~

nated by the prefIX ~d~

followed by a number,
which is the number of
sides on the die. Thus a
d6 is the common six
sided die. 1k available
dice nceded for this p.mc
~:d6,d8,dIO,d20.You
an get them u any good
hobby store.

Sometimes a die des

ignation is preceded by a
number, which indiates
how many of that dice to
roll. Thus 3d6 means to
roll 3 six-sided dice.

Some dice~ less ob·
vious to the newcomer.
For instance, no d3's exist.
To find a d3 resu\[ just roll
ld6 and divide by 2,
rounding up.

Fuu.I1y, the clIOO is
critical to this g:lme. This
is also called percentile
dice. To find a dlOO roll,
use 2d1O. Designate one
of them to be the ten's

Roleplaying g..1mes give the playe.s a way
to ratiun"lly intera!.1 WIth a fJnli1sy
world. In a roleplaying game the players

make up an im,'ginary person called a ch.lrac
ter. Then they direct rhe aclions of this charac
te, as she intCfaets WIth other imaginary
characters. Th.ough the aetioos of theil imagi
nary characten the players are like actors in the
make·believe world. The pla~, through the
<Ktlons of thei, Nephilim. mtefaet WIth and ex·
plore the occult world of Nephihm.

* /o.iost of Ire game is verlul inlerchange.
Mo!;I: aetions Me oIU1CII'fUtlUlly successful:
everyone can woIlk oInd talk undef calm
condilions, and so on. DiCe' rorls are used
10 determine whefher a ch.lfaeter suc·
ceeded i1t peOOfffimg an act whIch is nOlI
automahcally successful, such as fightmg..
casting magic, or afg\ling WIth another per
~.

The pJ"ye.s begm by cOfltroll,ng charac
ters who a.e Nephihm-maglcal spi"ts inca,·
nJtl..'<:l inro modern humans. If soffit.'Ofle alreacly
knows how to play this g.1rne tht:y can proh
ably e:<plain mo~l of rhe nec~sal)' rul!."S in half
an hou•.

Typical adventures of player charaCler~ arc
10 perform arcilne mJgk, fight Teutonic Knight
warriors, scillCh out occult IOfe, spy on SCCfl.."1
society son.:erers, SIleak into the Temp!ar head
qUoll1ers, or bunt fOf i1nclent ,)r1I(a.ct like EJcc<lli
bUf Of the phllosoph~'sstone.

To play lhe gJme J second Msk must be
un~r1aken by one player: that of the g.1memas
ter. The gamemaster describes lhe world and
evenls wilhin il to the player5. She controls the
non·player char<Kters.

The gamemilster In a roleplaying game
directs the flow o( the game while the playell
(Onl'oI the ;aCllons of tne ch.lriletefS. As the
gilmemilster dec,i!>es whilt i~ going on, where
they are, and OIht:'J dt:tails of !he pia(. the plolY·
en choose aetlO~ ror thei' Cha.oICtefS, thus c0

operatIng WIth her in Cfeiltmg the oIdYenture.

The golmerTWster~ the lmagmary
WOtId, describing II in derail and di'ecIins its
course. b IS not an adversary, but .alhef me
key 10 the WOtId of Nephihm. She bl'1O~ boch
f.iends .lnd enemIes 10 II(e for lhe playeo;.
When they h.lve qlJeSflons or need help, ploly_
ers fUrn to the gamemaste. ror ans""~ like
WIS!:", the g.lme~er must ask for opinions
from the pl.lyers to milke it an acceptable
gJme.

The player charJcters' knowlt:dge of their
world I~ dIfferent from the play\-"s'. Players
should remember to diffcrcntiare befween lheir
knowledge and lhat of their charaL1crs. A good
garnemaster will <Keept lhe players' assistJnce
and ask for their help when needed. Success in
Nephilim comes through cooperation between
playe' characters, and i1lso:. betW(!ef"l players
and gamemastt:'J.



o and ranges to 100 lind beyond. Whenever the character
performs lin lletivity whose success js not automatic, her

player rolls II die and if its roll is within the range of success,
then the llction occurred successfully. Other rules explain re·
suits of f.Wure, too.

Metric Conversions
Nephifim uses lhe metric syslem of measurements. If you
desirt', use this IOlble 10 convt'fl metric 10 English measure
menlo

All values llfe rounded 10 approximate measures

Leng1hs

1 centimeters • .4 inches •.03 feet

1 meier. 40 inthes • 3.3 fcct
1 squ~ centimeter •.15 sqlW"e inches •.001 square

r",
1 square meter· 1550 squve inches. 10.8 square fcct
1 kilometer •.62 miles

Weights & Measures

1gnm •.035 ounces

1 kilognm. 2.2 pounds
t Iiler- 1.06liqwd quam _ .91 dryqwm

Peculiarly go<xl successes and dramatic failures are in the
game through the procedures ofCriticals and Fumbles.

Experience
Roleplaying games deal with characlers over a long period of
time, and during that time we expect changes to occur. In
N~hi/jm the Experience rules reflect the ability of characters
to learn and improve at doing things.

Furthermore, in Nrphilim Ihe Metamorphosis rules fur·
ther dr.l.m:atically delineate the chlltXteTS rransfonn:ation.

Vl1iquc Ncphili!'l1 factors
Ka
Ka, in its fj~ fonns, is lhe magic energy in all Nephilim.
These five components ofeach Nc:philim give it its personal
ity and originality. One of lhe elements dominates the others,
at the player's choice:. This detennincs which type: of crnture:

the: Nephilim will rum into, wfut its per;onality will be. and
wha.t I)'pe of Il'lllgic will be most CllSiIy manifested by it. The:
five Ka elements of the Nephilim are: Earth, Air, Fm:., WalU,
and Moon. Tbc game also includes other 1)'peS of Kll, includ
ing Black Moon-Ka, Solar·Ka, and Black Sun-K:L

Metamorphosis
Each elemental component (or Ka-elcment) affttts a physical
Ch:lf2Ctc:ristic and the eventual physical body which the
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Nephilim will change into. This shape, called Metamorpho
sis, is characterized by five physical transformations. Each of
those transformations is measured on a scale of 0 (normal
human) to 20 (complete: transformation). The sum of the five
add up between 0 and 100.

When an individual transformations reach 16 or more
points, the change becomes difficult to conceal from humans
who are not even tr.li.ned in seeing Ka. When 2 or more trans
formations arc that developed, the change is even harder to
conceal. At this stage the Nephilim arc often called Mcta
morphs.

The Metamorphoses are essential to roleplaying in Ntphi
lim. They characterize each Nephilim to act in agreement with
its element. During play the gamemaster will attribute t:XtTa

rewards to those players who roleplay their Metamorphosis
with talent. For example. a fire Nephilirn of the Djinn Meta
morphosis should receive points for setting flCe to a cardboard
factol)' which provoked a gigantic conflagration. Such a crea
ture is devoted to destruction and violence. On the other
hand, an Earth Nephilim in the Elf MetamofJlhosis is de
voted to earth and nature, so it gets points for preventing the
destruction of parts of the rain forest.

Double Skill Columns
On the character sheet, you will find a list of the skills. The
two columns indicate that the store of skills known by a
Nephilim is almost never the same as the skills which its
Simulacrum knows. However, it can still use the Simulacrum's
skills, separately.

Magics
Magic is natural to all Nephilim. They manipulate the ele
ments of the world to change it. Their magic is elementally
determined.

The Nephilim invented three w:lYS to manipulate the
magic fields, each called a technique. These techniques are

metasystems which were fint clearly defined by the great Ger
man Henneticist Agrippa (circa 1530 AD). He defined these
three systems as the Natural World, which dealt with the
properties of the malerial world, whether it was stones or
breath; the Celestial World, which dealt with the properties of
things conceptual, without physical makeup; and [he Spiritual
World, which dealt with the properties of things beyond the
world, especially Summonings from other realms.

In Nephi/im the Celestial Technique is called Sorcery. The
Nephilim finr devdoped i[ and have interacted with humans
that way since the dawn of humanity. Sorcery allows direct
manipulation of the magic fields.

The second magical development was of Summoning,
Agrippa's Spiritual Technique. This was developed as an at
tempt to open new ways to reach Agartha, but has ended up as
a way to get help. It enables the transferal into this world of
creatures which are composed of magic fields. Then those be
ings are dominated, and instructed to act upon physical reality.

Alchemy, the Natural Technique, was the most recent
fonn of magic. It began as a method of altering the physical
world, hoping to thereby create a bener Simulacrum. llllrd
Circle hopefuls claim it is possible to have a Simulacrum
which also functions as a Stasis. Alchemy has not yet suc
ceeded in creating this living Go/em. Alchemy now allows the
transformation of the different magic fields through the use of
an A/honor, an alchemical oven.



MONG mE nRST great secrets that a
Nephilim learns is that history, as con+
ceived by the majority of humans, is
incorrect. Most (perhaps all) historical
events have their origins in the magical
world of the Nephilim. Human history
books only describe the surface of

things, as lived by individuals and groups who are unable to
comprehend their true implications, or simply rdUK to f.Ke
the uuth. FunheTfTl()K, secret societies have &briCloted false
historica.l and scientific bUths to protect their influe0CC5 and
activities. These deceptions have been accepted as troth by
most of humanity.

A blatant example is that of Darwin's theory of natural se
lection. Incurably curious, Darwin discovered Atlantean docu
ments which hinted at the origins of human development.
During one of IUs numerous tr3vels, he was eventually initi
ated into a secret Masonic lodge which :aimed at bringing hu
mans and Nephilim together. When he kamed the: origins of
humanity and the destiny of the Nephilim, Darwin destroyai
the observations which had brought him to his enlighten
ment, afraid ofbetraying the Nephilim lodge to the olher hos
tile Kcret societies. Then, guided by a Nephilim, Darwin built
his coherent system of biological evolution to further obscure
the track. This also provided a weapon which would be used
to amck the Masons' sworn enemy: the Catholic Church.
Thus Darwin protttted those whom he caUed ~the miracle of
selection": the Nephilim

Each Nephilim knows the story of its origin, for it has
learned it during its various incarnations, step by step. Bits arc
inscribed on obscure papyri, or engraved on stone tablets in
forgotten languages. Centuries of war have destroyed vast
sources of ancient knowledge. This ffllgfTlentation of history
makes it hard for them to compile the uuth properly. We have
selected the version given below because it is the. most com
plete, concise, and modem. It is also an overview use.fu1 to

newconxn. This version was transb.ted into English in 1994
by Francis Hades, based on a draft by the Dulce ofSt·Amand.
He copied it from an anonymous scribed French parchment
dated to the seventeenth century. That one claims to havc
been :t translation from the original, which was written in
Enochian during the second century AD by Simeon bar Yok
kai, the Master of Kabbal:t. It is untitled, but like B:tbyloni:tn
manuscripts, has been givcn :t title made up of its opening
lines.

Without further ado, we present Biftm All.

Defore All

B
EFOREAU.: [he hurly-burly, the Chaos. In the un

known void. the forces of the universe rook the
shape which we all the ether, :and concentrated
the.mselves to fonn the guides of our spirits, the

stan. In our local system the. ethers congealed themselves in

:t sacred spot, the Axis of the. world, and formed the guide
of our hean, the sun. The forces of our universe. beamed in
turn from the sun and matecialittd into five cdestial bodies
caned planets, here called by their Latin n:tmes: Mercury,
Venus, Luna, Man and Jupiter. Each planet began then to



...- aet as :l. prism and to focus the ethers of the sun on a second
magical point. There they mingled to fonn the seventh ce
lestial body of our universe: Euth.

For a long time the forces mingled without effect. But
gradually they came into conjunction and formed the ccnttr of
the Earth, the Grail, a container of all the physic::a1 forces. The
Gnil is so fonl'lt'd that it imprisons each part of the ether and
transConns it into a nugic fields which circulate the Earth.
Five 6elds were created: the fidel of water, influenced by Ve
nus; the fidd of earth, under the influence of Jupiter that
modelled our soils; the field of air, governed by Mercury who
wove our annospherc; the field of fire. under the domination
orMan who ~nentedOUT combustion; and :11 last the field of
the moon. dependent on Luna. This last lickl was the most
powerful, because the moon was then, and is still is, the closest
celestial body to the Earth.

By its nature, Luru opposed itself directly to the pure
forces of the sun and, thanks [0 their interactions, the earliest
life forms were born. Over innumel'2blc years life developed,
changed, grew. and multiplied. Mter immeasurable time one
creature, born of the fields of the moon, was able to dominate
the other life fonns. It was the coming of the great saurians,
the dinosaurs.

The saurians voenented the: fJdd of the moon., drawing nugi.
ca.1 enttg)' from it. They O't':lled a great civilintion, somber
and terrifying to human minds. They lived in vast cathedral
forests that were also their meeting centers. They developed
mystical tools so that their thoughts, sharpened by the field of
the moon, replaced both speech and tools. They dedicated
religions to the moon. They terraformed, conducted philo
soprucal debates, and tnvelkd mentally to other- planets.
They did everything wlUch they aruld imagine until, at Iasl,
they waged interminabk wars on each other for entemin
mcnt. But they were not omniscient. Their vast yean of rule,
the manageable power of the moon fields. and their demca
tion to material pleasure conspired 10 blind them. New life
fonns had evolved at their UpelliC.~ Olya of the 5UIl con~

tinued their slow process upon the~ new life fonns which
would, much Iattr, give binh to human beings.

Durihg this period the first Nephilim were formed. They
were puR: spirits, without physicaJ bodies, under the influence
of the five magial fields. 1bcy had no focus, anention, or
consciousness.

1bc: saurians reached ,. stage where the ruling nces lived
onJy for the satisf2ction and the. pleasure of rmstering the
moon fieldi. Guided by a Tyrannosaur prophet-Icing named
Mu, they decided to make a new celestial body, a rw:w moon.
Such was their power thar they succeeded in making the Black
Moon. This Bbck Moon emitted :1 stronger maWca.l field
than the white moon, and so intensified and variegated their

pleasures even l1lOJt.

Their ignorance W2S foUy. They disregarded the: disruptive
effects which woold occur as a ruult of modifyinA the balance
of the magic fields upon the Eanh.

The Ncphilim, who had been born of dle.harmony of all
five magic fields of fire, earth, air, wate.- and moon, awokr: 10

consciousness. In these days they called themselves the Kalm,
because they were the rmslen of the elemental fields.

They reafucd that lhe Black Moon threatened to termi
nate their existtnce by cancd1ing the magical 6c1ds., and they
resolved to stop the aued S2urims. As they matured the
Ncphilim slowly acquired control of the magical fields and,
with great care and prqnntion, united their five powers to
dcsnoy the Bbode Moon. It expkxlcd,creatinga gigmticcloud
ofplanetary dust which damage.d the fidd ofl.una. The S2uri·
ans, deeply dependant upon the lunu fields, couldn't resist
both the destruction of the Black Moon and the destruction
of the Luna field. They finally perished, leaving the Nephilim
as sole conscious mastcn; of the Earth.

The BlacIc Moon cloud scnlcd, but the disruptions to the
magical fields had pennancntly dcr.lflged and poluted the Lu·
nat fidd. The Ncphilim nonetheless carried on their matunt·
tion and developed their rmstery of the fOUl magica.1 fields
that remained inlXL The fifth Lunar fidd, although weak
ened, did not disappear altogether.

Tl1e life C"Ide of the Nel'hi!im
The Nephilim were not born of carnal relations or chemical
interaction, but each made (or itself a physical body which
was shaped by the natun.l clements which composed it. Thus
were formed what humans would later call the Old Races.
Today they are c:aUcd salamanders, sylphs, elves and satyrs, as
well as other elemental creatureS.

The Nephilim set forth on the road towards unity and s0

phistication. They refined Iheir use of magic, which was to
them a tool and a fonn of energy. TIley invented the language
called Enochian to communiclite their magica.l knowledge.
They studied their own life cycle and came to the conclusion
that they were almost immortal.

A Ncphilim is crearcd when the fiye magic fields meet in
one parriallac place, called :l Nexus, during a particular con·
junction and enthronement of the planets. 1nesc magic fields
are never of the S2U'lC intensity u different rimes.. The strong
C5t of the fields is dominant, and determines the shape of the
Nephilim.

The Nephilim materializes into a basic elemental shape
upon which it builds as itjncrea.scs its knowledge of the magic
fieids. During its life it becomes an initiatei a(X)Wres knowl
edge, apcriena: and wisdomi and, when illw qualified, tran
xcnds the mattrial world and enters Agartba.

A ~philim might be dissolVtti before its enlightenment.
The causes can be accidcnt.ll, such as a Ncphilim whose
dominanl field is firt being thrown into a pure field of w.ner
(for watCf is opposed to fire). But its dissociation could also be
prccipitned by other Nephilim who seek its annihilation,
through the use of spells.

The Nep 6ilim I practiced their magic and grew great in
wisdom and power. Yet they did not reach Agartha, as if :l

dOor was closed to them. They searched some more, and
found that to reach Agartha they must be able to control the
rnost"powerful magic field of all, that of the Sun. They decided
then to cross a new boundary in their spiritual accomplish
ment and to masttr the solar field.
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AtI."l1tis
Collectively, despite dissension and conflicts, the Nephilim
progressed along the way of wisdom and succeeded in uniting
as a single realm which covered the entire planet. The Nephi
lim created the Golden Path, which 'W'.l.S their grand plan to

obtain access to the Solar-Ka so that they could reach
Agartha.

Lacking all 5olar-Ka themselves, the Nephilim decided
they would obtain it from other life forms. They studied all of
the creatures on Earth, then settled upon severn! species to
work with and watch. Mter millennia! evolution they selected
a single species whose membcn were deft, bipedal and with
high intellectual potential. They lacked consciousness. but
they possessed a marked trace of the solar fidd. The Ncphilim
had mated a continent for their creatures' development. Plato
would much later call it Atlantis. There the Ncphilim began
their attempts to merge with the creatures, but these attempts
met with failure because this species was only beginning. The
Nephilim resolved to be patient and develop the solar field to
those ancestors of humans. More millennia passed, overseen
and controlled by Nephilim, with various breeds tried and dis
carded until there was a creature we recognize as the earliest
humans. Yet success still eluded them, despite bizarre new ex
periments, and merger with the humans was impossible.

It was then that unity among the Nephilim dissolved.
Certain Nephilim took fright, seeing the Colden Path to be a
repetition of the errors of the great saurians. They exiled
themselves from Atlantis. Others learned to love the humans
and took offence at how the Nephilim treated them as mere
flesh puppets.

One Nephilim, whom the humans called Prometheus or
Loki, took the initiative and revealed all of its Truth to certain
humans. The result was beyond its wildest hopes, for this
revelation provided the spark that had been lacking. They
gained self awareness.

Consciousness made the humans aware of the atrocity of
their condition as slaves of the Nephilim in a paradise which
wasn't theirs. Some of them fonned groups which travelled
widely and shared the knowledge handed down from
Prometheus, founding the first secret societies. Dissent and
rebellion among the humans grew.

Then an extraordinary OCCI.lITCnce upset dle plans of the
Nephilim. A gigantic meteorite crashed into Atlantis, pene
trating to the magma and shaking the whole land with earth
quakes. The fall of the meteorite had other consequences: a
cataclysmic deluge swamped Atlantis and the continent sank
to the bottom of the oceans. This flood has been remembered
in the myths of all humans whose ancestors managed to es
cape and reach the other continents.

But the physical damage was not the worst problem for
the Nephilim.

This meteorite came ftom Saturn, a distant planet which
had so far had little influence on Earth. This opened the ter
restrial fields to a new magical field which was so powerful
that it cancelled out all the others. The material ofthis meteor
was called Orichalk.a.

The Oriclulka pennanently diminished the Nephilim,
much to their shock and horror. The other magical fields were

so weakened that all Nephilim were forced to pennanendy
materialize themselves into a body, and were incapable ofsub
sequently dissolving into the fields or creating a new body.
These creatures, so pitiful in comparison to the Kalm they
had once been, were thereafter called Nephilim.

Thanks to the knowledge that Prometheus had brought
them, the humans quickly understood the implications of this
event. They made weapons out of Orichalka, then attacked
the Nephilim, destroying great numbers of them. Their suc
cess emboldened othets: the secrets of Orichalka were spread,
and the entire race of Nephilim was endangered.

Thc Sc1cl1im Rcscuc
The Nephilim fled from their attackers, and many found
their way to the realms where some of the exiled Nephilim
had gone, and where no humans had ever lived. Those exiled
Nephilim were alanned and detennined to react decisively.
They had previously studied dle magical field of the moon,
and they had discovered residual tr.I.ces of the Black Moon.
They now discovered that those remnants of Ihe field of the
Black Moon could resist Orichalka. They worked diligently
and desperately with this field, Iibel1l.ting and encouraging it
so it grew. They learned how to reach and use it. Many dedi
cated themselves to be at one with dle Black Moon. They
were changed by it, and became the first Selenim.

Then they fought back and succeeded, for the Selenim
were immune to Orichalka. But they paid heavily, for they
were no longer Nephilim at all. TIley had been transfonned
beyond recognition. They lost the ability to manipulate magi
cal fields other than the Black Moon, and they lost their con
nections with the fieWs from which Ihey had gained life. To
replace this loss they stole Solar-Ka from the humans. The
Selenim lived from the flesh and blood of the humans, wan
dering at night and terrifying humanity. Humans named them
dle living dead, werewolves, ghouls or vampires. Humans,



confronted with :a terrifying creature immune to their magical
weapons, abandoned their Nephilim hunt and fled. The
Nephilim race W'.lS saved.

The Selenim were heroes, and they ruled the world. This
peace enabled the other Nephilim to prosper. Always experi
menting and searching for new avenues of existence, they
often took the fonns of monsters and dragons, and visited
their human tormentors. The war continued across the world.
The majority of humans fiercely fought their creators. Titanic
battles r:aged, and are remem-

bered still in epic poems such as ~
Gilgamesh or the Bible. ~

At about this time some of
the heirs of Prometheus decided
that the knowledge that had
been transmitted to them should
not be shmd by all. They cal1ed ~
themselves the Black Star Soci
ety. They chose to keep those _
revelations secret to dominate
the non-initiates, to institute rituals safeguarding humans
from the ascendancy of the Nephilim and to get rid of their
previous masters forever.

Not all hum:ans were so hostile. Many humans understood
the Nephilim to be terrible and benevolent gods and god~

desses, and worshipped them in numerous cults. Some of
these Nephilim even assisted the humans against the Selenim,
and so gained great trust and respect among humans.

There got to be so few hostile Nephilim that they became a
mere memory in the mythology of the Black Star Society.
Numerous attempts were made by co·operative humans and
Nephilim to obtain gifts for their mutual benefit. Seven!
significant events are remem-
bered.

During the reign of the Selenim the Nephilim called
Hem learned to make Stasis objects to act as an anchor for
their Ka-dements. 1lUs allowed them to maintain their e1e~

mental integrity and thus their consciousness. Now they could
improve with eaeh life and reincarnate with their memories
and slcills intact. From its Stasis a Nephilim could temporarily
incamate in :a human, then return to the Stasis until the hu
man priest returned.

Soon, the humans of the Black Star came to realize that
the Nephilim were reincarnating,
and used the secret ofStasis to their

~
own advantage. They learned that
the Nephilim would remain
trapped inside indefinitely if the
Stasis was kept from entering a
magical field. Humans then erected

~
standing stones to predict astro
logical conjunctions, enthrone

_ mems, and the movements of the
elemental fields. They captured ex-
isting Stasis, and used calculations

to place them in locations which would never be crossed by
magical fields. Numerous Nephilim were thus trapped in Sta·
sis, indefinitely.

The Great Compromise
Around 10,000 years ago a new arrangement was made be
tween Nephilim and humans. They called this new develop
ment the Great Compromise. Under the compromise the
worship of the ancient tribal gods was expanded so that the
priests and priestesses would prepare themselves to be vessels
for Nephilim, who permanently incarnated in them, speeding
up the Nephilim's progress to Agartha. This was the start of
the priest-Icings, whose protection and guidance allowed peo
ple to settle into the first towns. Concentrated poplilition
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The first great event was
the creation of Stases so that
the Nephilim could have a re
ceptacle for their Ka-dements
and thus prevent dissolving
back into the elemental fields
between embodiments. Pre
viously, when a Nephilim's ele
mental body was destroyed the
Nephilim would h:avc a very
short time to create a new
body, or else dissolve back into
the magical fields. Its energies
might be reborn :as a new
Nephilim after some great in
terval, an action recognized
but not understood. Only the
most powerful Nephilim
could create new elemental
bodies, so most Nephilim suf
fered the fate of dissolution.



«nkB aU~ people to g:uher knowledge from othe:r
pbttS, and within a short time the neolithic revolution had
begun.

Scw:n thousand yeats of devdopment led to the Pact at
the dawn of the Egyptian civilinhon. In this pact the: Phar
aoh Mencs united and reorganized the hlllTWlS and Nephilim
ofEgwt into a single political entity. TIle Age of Empire had
begun. The Nc:philim and the Egyptian Pharaohs ckvdoped
the Great Compromiu: further, agreeing that the Nephilim
Vr"OUld incamak in the royal line for one lifetime, then would

be entombed in the: pyramids to continue: their progress to

ward Aganha by following the Weskm Path through the un·

derworld.

The compromise lasted without fail for some 2000 yeus,

until the incarnation of the Nephilim Akhc:naton, under the

xvm th dynasty, some 1350 yean before the coming ofJesus·

Christ.

-SimttM bar YoHai

The £t1~ oftHe Compromise

W
EN AKHENATON SUCCEEDED 10 the

throne of Egypt, he decided to defY the
Great Compromise and return to the
Golden Path. He began to spread a new

religion, of a unique solar god. He engraved 22 tablets of
power, each destined to receive one Nephilim phanaoh from
each past dynasty and four pharaohs that would come after
him. He secretly ordained the opening of the vaul" of the
pharaohs and embodied them into humans.

HlIllll11l.~1 ,11011 11'(/0 tlJillr~ Hl(' 11lil~. r(lr~(' ('C(,~ fo,· (! tilllC

IPil[ ((11111.' 11'(/l'l1 tilt' ~l'JII/i{ijjl Il'i/{ ,dl mdic IIp l'llllld\\l'

dll~ lI'i{[ [,&l' pll\'t'"illil tIl ,11,1111' ("lo."lir'.

;-;illll'(1)l kn Yl,u,di, 1)1~ l'l'lltlll)1 All

The members of the Egyptian clergy, panic stricken,
br:lVely decided to fight against Akhenaton. lney managed to
dispatch some of the ineamated Nephilim pharaohs, as wen as

Akhenaton himself. The power ofAkhenaton's revolution was
dissipated. Little by Little. the knowledge that b:I been em·
paned to the humans by Prometheus was lost to aU, sa~ for a
few individuals who guarded it jealously.They resolved to hide:
the tnlth from other human beings by falsifying history. They

hid «ruin teachings, especi:illy those concemed with the
Nephilim, and set out to rule the: world. The NephiLim were
forgotten, except by lhe secret societies who kepi chasing
them to destroy them or put them in Stasis. When humans
attempted to rediscover fragments of the tnIth, a.!l they
achieved was the displacement of a few Stasis and, consc
quently, the awakening of the Nephilim. Since then, the
Nephilim have hidden from humanity and sccret societies,
and seek to renew the Golden Path, the goa.! of which they
call Agartha.

The time has come. You, as Nephilim, may at last redis·
cover the pleasure and curse ofaW'olkcning, incarnation and in
itiation. Earth in the 1990's is your new environment. Once
there, aU you need to do is to seek Agartha, to find the tribes
of NephiLim and to protect yourselves from secret societies.
Today, the world is yours.

The Destil1'l "f the Nephilil11
For lhousands of years the Nephilim have materialized, Lived,
and faded again. At times they have come in groups, and in
times ofgteat crisis they ha~ rome by the hundreds.

How many this time? What part will you play in the f2te
ofthe world this time? Wh:u purpose win you serve, tius time,
as you struggle to amin Agartha?



PART 1

As the magic thrnmmeb through its essence,
fleeting "collectio", bimmw its tbouBhts. !l re
",11,0 being haekeb b:9 tbe swonls of kniBhts
who bore t/,?e cross of Saint AI1Drew. It breatheo
oirt as it oieD il1 palestil1e that oa~. It bea~ its
companiol1s' screams of pail1 as t/,?eir lapis-laz
uli stat«cs were shattereD.

P~jf-4Y£s~' ,
, /Jf~ (1'>- " if
f wirE itslJep.'rde Kr~aal: scal111W the It ~i~110 te scatlcr the »1emor~ as it

I j sht»lberi/9 ft~'Ii»1 f'hoo ,::a~'5WppeO its ir- f;eqrl> foolteps. It l1arroJlloo it.'; e~s to be but! i \ ""';stibf~c,,",~ d,,~ ...ht llti<.{,eab, passi"9 two sm~';'1li.lits. Ahobo, human t"'sI"
,r b:9 il1 slow JlOiRIM' wbfle,:jf~;;; (rnmal15 sloggro sUlbge~ ~tI}e fOOl sqHi11til19 his tva,y. Kragar

~il., pas~ cruslJ> bli J;j, iailll~D(WO""ies. ill impu/sii.j<l§ ~"b its 1,003. K'"9a, ;gawnw
, cont",st ';'I~ hi.",ims\f«914miss ICraB'" .' ol'!"lefit,lonBue loll fro", its ""utiJ, anb
\\ I, laintl~ senseb'tbe t.~rent l''l''kk ~J';ic j '" 'h~fouo{;<), T~etramp !J'1",0 anb s",m",.',o

bicb were Ct1casw IU1.(tet:.tar bel1clltJzbim, ?f£i!el1c1;u1fJ. hIs Ttl$JCO flaptJll1fi 00:17CraSbJl19
'" - _ J ~ In""'."~,~..tiJrnB as (le lu,cI;..o tiJrouB~ <J,e fOB.

Kragar hall bool1 waitlt19 1411001 tbea,~~ ~ l'
b {, I I iVW T(,e sun "')]S now fa{terinBI~ lit tbe hoob of

''-.': ribge ~r a 0119 time. Time, evel1 so, the statue. It was exact~( as Kra~l1r ball
fWMW. An obscure tHtO i'kl»1~ mist crept1;tp

fromiJ;e~r. It sbiverw, or it was stilt'far p(al1l1e~. Its serpel1til1e ace wril1 {ell Ul form a
~UJfUU1 smile as it saw the sf;,aoow cast across

from its f)Oiil al1~ the skil1 of its Si»m{acrnm the l1eatl." CJ.1t I1rass al1l} poil1t I}irectl." Ul the
bion't protect it from tbe bitin" colb." "" "" b,ioiJ<.

At fast W' sun aPrea", from behino tbe The sl,aoolV of a swne ba1JOnet pointeb to a
church spire. An DOzilt9 purple siQ, owt{il1ei} rock, making ashape whiCh I<.ragar il1terpretei}
the Revo[J.ttiol1ar;9 War !1cro;motionless sUlne with ease. It qwicld;9 spokc the last magic
il1 aheroic posc.l\raoar ul1s!7eathro a parch- won)s from the parchmel1t. The shaoow wowli}
mel1t from its crackel} (eather. It hai} sUllel1 it remain il1 positiol1 for on(:9 Ol1e mil1ute. I\ra-
back from the Tempfars} il1 this life, al1i} now it gar stoopei} al1l} got three F.9:9ptial1 cat figlAres
examil1w the ci,J.,ers IAI10Cr the fif1Jt of the ris- out of its ba~. It i}rew a pentaclc with chalk
il10 SUI1, as Anabaseth hai} instrnctro. It saw ani} placei} them il1sioc. A few fil1af won)s, a
ot1Jer sigl1s now, al1l} felt the magic begil1 to gesture1thel1 it was ool1e. Four stol1es of the
take shape. It spoke inf,Hmal1 won)s. brii}~ bC{jal1 Ul shimmcr. The rC5t was but a

matter 0/ mil1utes. when it got up it sbivew
The mOl11Cl1t weigbw upol1 it. Kragar realizei} as it saw the fo«r wg«e sitlX>J.tcttcs of its
that it was about to finaf/:9 free its frieni}s} fel- friel1i}s o«tlil1ei} il1 the i}awl1. Tbe;y convergw
low Nepbilim who bai} beel1 trappei} il1 this towari}s I\ragar, i}rawn fw its speff, hesitatil1g.
statue for more thal1 two cel1t«ries. Tbe:9 spokc, briefl:9.l\ragar watcbCi} as their

etherial forms movoo bccisivel~ awa;9- ThC:9
WOH{i} SOOI1 choose l1ew bumal1 boMes tmb
1V0.lb tben join him, (,ere in Wis fine little park.

!l hao compleleo tbe first slaiJ<, tbe rejoininB of
U}e At!tmtcal1 Fugitives. 50011 ibe:9 woulb start
aBain tbei, ~Hest W finb tbe philosop/;e"s
SUlne, together, once marc.



"Holl' IIUl!l~1 Ncp(lifil1l t}(rve
kliOll'll JIlorc il1l.:(ll"lwtiolls '{)(III I?
NOIIC, i dJil1k. of {dl dJC SillHl[(l
,nUll dlat ihlli'c kllOl/ofl, I {J(l'f!C
flO Doub, (l[I1'(l,\JS preferrcD thc
wisc C(lliauf~ (!lID dJC fwil'C
GCflrj!)is K(Wfl. It is I If'{JO Il1(lDc
dJClIl w{wt tfJC~J wcrc, (!lu) J WIl
ctCl"lw/ dnOlfJJ IfICllI."

- A.~I(lHd(~ lirc NCp(}ililll

1-1 E N EPHIUM you are going to play
has accompanied mankind through
History. In order to find out about its
personality, you will first defme its past
and pres<:nt being.

Before you begin to play, you will
first create a character. This is a multi

step process. The creation process is similar to the awakening
of self consciousness that a Nephilim und~oes when it is
thrust unexpectedly from its stasis into a new life. It reme:m
bers its elemental ess<:nces first, then its true form, its Iu
canum, its past lives, and finally chooses a Simulacmm.

Your first step will be to determine your Ka. Ka is magical
esse:nce, and is the: most important thing to any Nephilim.
Five eleme:nts exist. Each eleme:nt has associatcd narures, and
each narurc an associate creaNre. Choose an element which
suits your plans for your Nephilim's personality. That element
will be your dominant Ka-eleme:nt. TIle: value of your domi~
nant Ka depends on how many Past lives you choose to have
lived through.

The second step of the character's creation is to choose a
Metamorphosis (page 28). All Nephilim transform into the
shape of a mythical creamre. The type of crearure is deter
mined by its dominant Ka-element. This change is c:.illed
Metamorphosis, and is ine\'itable as the Nephilim approaches
Agartha.

TIle third stage: consists of figuring out what Arcanum
tribe you belong to. The opportunity to join one of the Major

Arcana tribes of

Nephilim, also

sometimes called

the Trump tribes, is

one of the formative

events of a

Nephilim's life.

The fourth

stage is to choose

your Nephilim's

past lives. Those

awakenings are the

landmarks for your

Nephilim's history. You will be able to choose the times when
it was in=atcd, and determine what type of human being(s)
it had possessed. For this purpose, you have at your disposal
eleven ens of incarnation which range from Neolithic Egypt
to London in the early twentieth century.

The: formal of all the:se: eras is identical. You will fllld a
brief description highlighting dle general historical and politi
cal context. You will choose a host from available simulacrum,
You :.illocate the occult expcr1ence ofyoue Nephilim (page 44).
He:re your character acquires magic techniques, and perhaps
some: spells,

You will also find information about the: se:cret societies
represented in those times, The great tribes ofNephilim active
in those: times arc: also me:ntioned. Finally, you will determine
what your original Stasis (the: obje:cl dlat imprisons it in be
tween its awakr:nings) was, using a random table.

The fifth stage, a.t last, is to choose the incarnation of your
current human body, called the Simulacrum. You should save
this last a.ct until you have conferred with your ~emaster.
Many gamemasters wish to begin the:ir campaigns with this
incarnation event. If gntlted freedom of choice, you should
choose a. Simulacrum from among the ones that arc offered to
you (page 79),

Your Nephilim is almost ready. You need only to give it a
name. Some:times Nephilim like: to c:.ill themselves after
Nephilim who were famous among humans, like: Akhena.ton.
They might choose ancient words or sounds, as well. Some tm
names after events, landmarks, or other memories they have.
Less human Nephilim name:s often sound rough or harsh,
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STASIS

SORCERY LOWER MAGIC

HIGHER MAGIC

GRAND SECRET
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FIRE _

AIR _

EARTH _

WATER' _
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ASPECT
Head _
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Skin _
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Voice _
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POINTS

Name _

Solar Ka Ar,o _

Gender Social Suws _

Opportunity (SOCIAL STATUS xl) _

Education _

Life Experience' _

Professionl _

Family Relationship _

Culwre' _

Description _

PAST AWAI{£NINOS

PoinbiYear
.....

SLACK STONE

WHITE STONE

PHILOSOPHEIl.'S STONE

ALCHEMY
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Your NephiIim is now ready for its first adventure. Its mis
sion is to survive and progress towards Agartha. To succeed, it
will have to seek the secrets which pervade our universe and to
overcome the human secret societies which would steal the
magic and enslave the Nephilim. The Nephilim may join one

A
LL BEINGS TN Nrphilim arc defined by their
characteristics. Ka is the name of the characteristic
which defines ;l, NephiLim. Ka is an Egyptian
word. The ancient Egyptian texts provided us

with our earliest useful information on the nature of the
Nephilim. As a result, we havc: taken our basic Nrphilim
vocabulary from those millenarian texts. We have found
that many Egyptian words arc the most appropriate, due to
their mystical overtones and accumulated symbolic power.
The Trxi ifthr Sarrophogus teaches us that the most impor
tant component for the Nephilim is called Ka. Therefore
Ka is the most important characteristic that you will find on
your character sheet and is the first to be explained in the
odes.

The J{~ Ch~r~cteristic

K;l, is the vital energy of thc Nephilim, without which it
cannot exist. It is neither energy, matter nor spirit, but r;l,ther
:ill of those: in one substa.ncc. It is the life force of the
Nephilim which en;l,bles it to act towards its long destiny.

Ka is morc, too. Ka is also the measure of the Nephilim's
wisdom. It shows its growing comprehension of the universe
and measures its progression on the path of Agartha. Finally,
Ka is the magical strength of the Nephilim which links it to
the magic fidds which permeate and surround the earth, and
which enables it to act upon them.

Ka can be seen as the synthesis, the whole ofthe five main
magic fidds. In this sense a possible translation of Ka could be
~quintessence.~ Ka within the Nephilim is defracted into five
dements called Ka-dements: the Ka of fire, the K;l, of air, the
Ka of earth, the Ka ofwater and the Ka ofthe moon. It is with
these Ka-dements that the Nephilim can sense and perfonn
magic.

The Ka characteristic for beginning Nephilim ranges Oil a
scale from 2 to 20, although through play it may be raised to a
maximum of}oo points.

In these rules, whenever the term Ka is uscd without any
modifier, such as Earth-Ka, then the Nephilim's dominant Ka
is meant. Thus to make a Ka roll x3 (as explained below)
means to roll percentile dice under three times your
Nephilim's dominant Ka.

of the great Arcana tribes of Nephilim which has carried on
for centuries, and which will hdp its mcmbers to quest for
Agartha. The time of awakening has come at last for your
Nephilim.

Nephilim must raise: their dominant Ka to 90 points in order
to reach Agartha.. Thus a Nephilim's spiritual progress is
measured by its Ka. Methods of increasing Ka arc given later,
on page 119.

Ka can also be reduced. During combat the Nephilim's Ka
may be damaged if it is struck by a weapon of Orichalka.
Orichalka thus constitutes a mortal dmger for the Nephilim,
for only the Sdenim arc impervious to Orichalka, and they
pay heavily for this immunity in other areas. lG may also be
drained if the
Nephilim IS

captun:cl by
hostile secret
societies.

When Ka
vanes, other
scores change
too. The player
must change
the score of all
the Ka-ele
menU of her
Nephilim,
guided by the table of detcrmination of the Ka-clements,
givc:n on page 26.

The K;l,-dements arc used often in the course of the game for
the manipulation of the magic fields. All the magical opera
tions of the Nephilim are called magic (Hr-Ka in Egyptian).

Different spells require successful lea-clemen[ rolls. Thus
th.ere are spells of Air, Water, Moon, etc.

Ka Pcrcrntilc Roll: lv.-Visiol1
The lea characteristic, like any other c1Jarncteristic 10

Nrphi/im, can be used for a cbarncteristic percentile roll called
-the lG roll. ~ Its value is equal to dominant lea x3. Success
indicates the Ncphilim is using its Ka-Vision. Ka-Vision is
explained in greater detail on the page 128.

Ka-Vision is Nephilim magical sight unconnected to any
nonnal human senses. Ka-Vision reveals magic fields which

...-



1{" Distrib"tiol1
K. " 02 03 0' 05 06 07 00 0' 10 II 11 IJ 14 /5 16 17 18 " 20
Dominant 01 02 OJ 04 05 06 07 08 09 10 11 J2 1J 14 15 16 17 18 19 20
Malor Neutral 01 01 02 03 04 05 06 06 07 08 09 09 JD II 12 IJ 14 14 15 16
Minor Netutral 01 01 02 02 OJ 04 04 05 05 06 07 07 08 08 09 10 JO II 11 J2
Minor Opposed 01 01 01 02 02 02 OJ 03 04 04 04 05 05 06 06 06 07 07 DB 08
Major Opposed 01 01 01 01 01 01 01 02 02 02 02 02 03 03 03 03 OJ 04 04 04

•

Finally, d~~id~ your ~haracler's name. Your name
~hould be s.omelhing both evocallve and interesting.
Play around With a few befure you decide.

Step 6

-,'""

.,

_.
'-

Step 2
Next, you choo~ your new Nephilim's
MetamorphoSIS Jnd Major Arcanum. Distribution of
Metamorphosis points will be handled after
examination of your charJcter's paslilves.

K,,-demel1t
A~i"stmel1ts

01·04 + 1 Fire affects STR
05-08 +2. Earth affecb CON
09-12 +3 All afk'Cls INT
13-1 b +4 Water affects DEX
17-20 +5 Moon "ffeets CHA
21-24 +6
25-28 +7
29-39 +8
4Q..49 +9
50-59 +10
60-79 +11
80-100 +12

(

Actions
I
2
J
4

5
.1

DamasI' Bonus
-ld6
_ld4
o
+ld4
+ld6
+2d6
+ld6

DfX
01-05
0&-09
10-14
15-19
20-24
('"eh +5

•

•

Step I
Before doing ,lnything else, you must Lhoose your
Nephilim's Domillant Ka elr:melll. This wtll
influence your choices as to Met,lmorphoses, so
chooM' with th,11 in mind. The clcmetm <He Air,
Earth, Fire, Woller, ,md Mooll. Domillant Ka begins
at 22.

Actiol1S

STR
03-04
05-08
09·13
14-16
17-18
19-2'1
each +5



Ne"I, you deietmll1(' your Nephllnn's P~st lives_
f.lch liie your N('p1l1lim h,ls expellcnu.od iollows
,lIang a ~l p.11h, ~s dl't':llled below. Follow Ihls p,nh
beforc gOing on to 5t(1) "

• ChlJ()~ [r,l ,lilt! Simulacrum.

• SubtracT 2 K,I for the in,,:am,ilIorl

C rmd Age (Jd6115)

o Multiply !he Srmul,lcrum's Age by" 10
delermlne Skill PO"lt~.

( D,strlbute SkIll PomlS affiOflK your
SlmuliK:rum's dVdllable skills. No more th.Jn
SO"J'" may be pl3Ced m ,myont' skill dunng a
Single Incam'lIlon. Additionally, you m,ly noI

r,llse any skilllugher than 90% durmg lhe
ChMilclt;>r creal Ion pIOU·SS. All 51mulaua
receive Life [xpt'flencl' for Ihat [ra equdl to
their Age, as well as Speak larlguage at (2ub-t-6)
x5. larlguage pomts liMy be dlvld...'IJ between
ililianguoilges hStlod for thilt 5imul<lcrum.

, Roll Jd6)(5 ,1Ild <ldd 10 Age 10 find rmal
Age.

I Multiply lhe number of yea~ the Nephllrm
was IllCdrn,lted by 2 10 fmd Occult
Development POIIl!S. Use ltle"t' POlllt~ 10 ral!>C
MagiC Techmques, Icarn 5peClilc ,!>ells (no

Ilmd l-irLie spells l1'l<ly blo le.amed yetl. or
esl<Jbhsh an Arcdnurn low. No more than 50
points may l>t' piKed InlO <lny srnl\le Me,l for
(',Ieh 1Itl:<lrnatlon, and no more than 90 POlilts
rwy be plilced irllo ,my single .lIca dunng
lhafcler creilllOO.

II Wille up oil bflt'f synopsIs ol ..... hal your
Nephlilm leilrned and <Kcompllshed durmg Ihl~

localOdtlUrl.

I Ot.'tet'mllle how th,~ hie eooded. ror your h~
IOCilrnahon, decide on your '<I"~IS ooJt'Ct.

J Do you Wish 10 proceed 10 ,mother IIfelli
yes, then go l)<lck 10 "A' above, If not, go on to
Slev 4.

Step;

--- .- ----
---

0° --.. _..~._~_...--
~

_.---

----_..

Step"
The end IS mgh! You mo!>t now detemline youl N{'JJh,hm's la
S,muld(;fum. Follow the ~le~ below.

• fll~1 you ffiUY ctJou.!.e a SmlUbuum f,om those listed 0f1

Jld&t'S 79 through 88 flit alilne listed ,nfOfTT\olllon in 00 you'
Cha'd<.lC'f !JleeI.

• Allocille Jdb xl 0 percl:.'nhles 10 youl SImulacrum's skIlls
as Bonu~ PomlS. Don" ralSoe anything dbovc ':10.

c Subtract 2 Ka for your nl'W incarnation.

• l'i;:Ufl' your elernental K.J Values. Usc the Ka Oi5friburion
chart 011 the opposite pJBe to dertcrmUll' your Ka 10'011\11')
1),)S<,·o on your domUlilnl KOI.

l You have d number of Meldmorpllo!;,s Pom's equal 10
youl Dom,nant Kd. OMde l~ po,nb betwen your
MetamorphosiS TrailS (st.'\' pp. 28 . ]9)

, Use ,he~~tAdjustmftltJ cll.ln on !he oppo!Ifle
pdge to ck'I(',mll'le you. Ka<haradeJISII( bonu~. Find (:dch
of youl Neoph,hm's eleffi('flb OIl the lable. and add the bonus
1'511'(1'0 youl S"nul<i(..rum's ilpp.opltillt' characteristICS. r mel a
lotal, .lnd lhen muillply Ihls number by j 10 find your
Char,KtCrlsllC Roll v~h..es.

G Hit points", CON; ,.ction points afe found on the ACIIon
Pornts Table; uilmage bonus is found on the Damage Bonus
T~bli>; Ch'awc is equal TO CON + Kil-eli>ment adjustment
baSl'd on the Dommanl "3; Kha;~ begms .II O.
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SUJTOUnCI and permeate all things. With experience a
Nephilim can thus an:&lyxe anything 3CC:ord.i.ng 10 its magical
strengths. K:a-Vision 2llows :ill Nephilim to distinguish the
K:a-dements of all other Nephilim. Nephilim armor disguise
themselves from other Nephilim.

Ka-Vision is more dun ~tion,h~r, for it is also
the ~-dlldc: for Nephilim ·hngu~I"which humans now nU
Enocru2J\. A successful Ka-roll allows your Nephilim to send
me:ssages 10 orner Nephilim which arc beyond hum:m hearing
or understanding.

Thc l{a-clcmcl1ts

l{
A~ELEMENTS MEASURE THE ability of the
Nephilim to manipulate the corresponding magic
fidds. The KlI·demc:nts of the: Nephitim 2fC five:
In number. the: K:a of6n: enables the: manipubtion

of the fields of fire; the: Ka of air, the use of the fic:ldl of air;
the iU of earth. the usc: of the fields of nnh; the Ka of
water, the usc of the fields of water and the Ka of the moon,
me use of the moon field.

The player choose one of the five IU-dcnlcnts as her
Ncphilim's dominant K:I-dcmcnt. There arc therefore five

major groups of Ncphilim, rcpr=nting their domin:anl ele
ment: fin:: Nephilim, air Nephilim, earth Nephilim, water
Nephilim,:md moon Nephilim.

Note that in the 16th ce:nrury the ~prince: of magicians,~

Agrippa, similarly classified the Nephilim in his weighty work
t!( orculla philosophia lib,i 1m. He called the Nephilim of fin::
the: Pyrim, the Nephilim of air the Eolim, the Nephilim of
water the Hydrim. the Nephilim of the earth Ihe Fa(rim and
the Nephilim of the moon the Onirim.

Thc T'Ct1t"c1c
The lUi-dements ate in permanent rilitionship within the
Simulactum of the Nc:philim. Those: n::lationships ate S)Tl'I

boliud on the: character roc:c:t by 2 five-branched pent2C1e: of
opposition. This pentade is the symbol of lUi, which is the:
c:ssc:ntial energy which links 2ll the lUi-elements.

The higho;t point of the pcnbcle is the b~ch of the Ka
dement of fire; it is the bl"1llch that springs up like a fume:.
1bc: a::ntr:a.l branch to the Ie:ft is the br.mch of the: lUi ofatth;
it is one of the stable: horizontal br.mchc:s upon which every
thing lies. The right hand central branch is th'1t of the lUi of
air; it is the second horizonw branch, st:ilbiliud by the first
one:. The left hand lower inferior br:.mch is that of the: K:l of
the moon, it is the first descending branch, the branch of the
hidden energies. The right hand lower brnnch is that ofthe Ka
of water; it is the second descending branc.h, it flows down
ward,like water.

In aJl begiruung Nc:philim one of the lUi-dements is domi
nant. In game terms it has the: higho;t score. It shapes the

Nc:philim. h gives the Nephilim its highest magic-al capabili
ties and also determines its personality. The choice of domi
nant Ka--clement of the Ncphilim is critic-al for the rest of the
game. Choice of this aspect is left entin::ly to the p1'1)"er.

The: two lUi-demenu which :ue closest to the branch of
the domi~nt Ka-dement arc: both considered to be: neutral.
One: of the: two Ka-dements is considc:ral as neutral favor
able, the: other as neutr:a.l unfavorable:. The pu}'Cr again decides
which is which. Their score is always less than that of the
domin:mt Ka-demenl.

The final two Ka-dements situated on the: two br:mchc:s
opposite the domin'1nt element are opposed to the dominant
Ka-dement. One of the K'1-element has to be chosen to be
the major opposite and the other to be the minor opposite.
The major opposite will havc the lowest score whereas the
other slightly more.

Note Well! Since the choice of the Ka-clement deter
mines the psychological and magical orienNltion of the
Nephilim, the choice of the K..a-clc:ments cannOI be: over·
stn::sscd for the rest of the chancter generation. You should
read the entire first half of the game to get a good grasp of the:
diffc:n::nt kinds ofcharacters n::Lated to Cich demcnt.

The K..a-elements :lie measured on a sale from I to 100.
lindicatcs a total magical iocapacity in the corresponding
magic field :md 100 a tow control of this field. No Ka-clc:
mentcan be raised 2bovc: 100.

o,,,r"ctcristks of
!{.,-c1cmct1ts

Arc
The: Ka-demcnt fire influences the m:.lgie fields of fire. It
alloYIS :.l Nephilim to practice magic with all the existing
fonns of fin:: :md light, including flamm:.lblc subst:l.ncel, ex
plosions, fires, cmptions, ffi:.lgma, lava, lightning and electric
ity. The Ka-dement fire is linked to very few life forms. It
reprnents physical and mental excrtion, :.lrtistie inspiration,
bmte force, violence, and destruction. It is activity and mo
tion.

The fin:: Nephilim ha~'e a tendc:ocy to react rashly to their
environment, to be vlolent and comb",ti\'e. They 10ve action,
movement and ate gencral.ly impatient. They may cvc:n fc:c:1 at-



Water

The Ka-e1cment of lhe moon acts upon the magic fields of
the moon. II is linked 10 natunl phcnomenon that can be
described as illusory or ~lial like mi~, rainbows, aurora
borealis, will-o-Ylisps, the tides M the phases of the moon. It
also means change, as the moon clunges through iB phases.
The Ka-cltment of the moon is linked to lifc forms that have
lunar connections, such as mushrooms, which grow without
light; nocturnal inStttS, like moths; wpents, which shfil skin
to renew like the mooni or albinos of any species which must
shun the lighl. It is also linked to illusions ofinttlligence, to
madness, 10 lies, slights of hand, hlsc appeannccs and most
of all to dreams and nightmares. The Ncphi1im that ha~

chostn this aspteI are often km in a world of their own
making. 11ley are attracted to any form of human dcviance,

MoOI1

The Ka-dcment of the emh allows the nunipubtion of the
magic fields of the emil. It cJUblcs magic with minerals,
mountains., earthquakes, the most immobile life forms lib:
moss, flowers or trees. II is linked (0 preservation, regenera
tion, and the growth of living things. It is the Ka-dcmc.nt
wlUch makes things grow. protects and heals. The Earth
Ncphilim are rather melancholy. calm, reserved. apathetic,
timid, and diffJCUlt to convince. But they an also be altruistic,
reliable, sensual, free, violent and even dcstructivt: like an
earthquake. Many earlh Nephilim are in love with lhe earth
and try to save it from the mistakes of others.

Air
The Ki-demcnt of air acts upon the magic fields of air. They
pennit magic with atmosphere, gases. wind. hurricanes and
the life fonns which travel through die air like birds and bah;.
Symbolically, air rtprest:ntlii spirirual heights. comprehension,
rd1ection, inquiring intelligence, and meow progras.

The air Nephilim tend to be intdlcctu2ls.. They an: think
m, rescuchers, di~n:r5 of the mysteries of the UniVU1C.
They can also have Ul instinctive and mindless behavior, like
the winds and tempests. A few of them think that scientific
disrovcries 1ead to illumination, to Aganha.

The Ka-elcment of water aclS upon the magic fields ofwatcr.
It makes magic possible with springs, fountains, WlUerfa.llS,

ponds, lakes, rivers, seas, rain, and all life forms thai live in
water, including aU thc fish. Water represents the inner, oc
c1udcd self, emotions, perceplion----what is hidden in the
deplhs of the ocean. It is also linkc:d to movemenl, transfor
mation, adaptation, and transition. Thc Nephilim of water
can easily adapt to new situations and are very curious; they
are mobile, ddt and pragmatic. They are the technicians
among the Nephilim with an :Ioolte practical sense. But Ihey
can be too curious, thcy can become fantastical, soon tcm
pered and unpredictablc, diffK:U11 to control. Many beli~

that lhe watcr of the earth must rise to an ultU1U[C deluge to
clanse the world 2pin.

Earth

...",-

-
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tneted to destruction. They an: the strong arm oflhe Nephi·
lim. They can also tum OUt to be seekers of the absolute, re
searchers, or passionate artists. A few of them seek
purification through fire. They also like to be the judges of the
other Nephilim.



Ka Distribution
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Your beginning Ka Value equals 22 minus 2 point. for each
incarn1ltion, and then minu. 2 more points for the current
incarnation with which you begin the game.

Write that value on the character sheet.

Ka-.elements are distributed around the Pen'~c1e in the order shown on this
Table. Find the Nephilim's dominanl Ka in the top row, and look down its
column to determine the amount lOr each Ka-.elemenl.

even to madness. They are thought of as buf~

foons, unstabk ch:lnCtc.rs, liars or cheats. They
arc just as likely to be fantastically imaginative,
either sweet dreamers or damned poets.

A fmal impol1ant point remains concerning
the Ka of the moon. Most Nephilim consider
moon-Ka as being t2boo for two reasons. rmt,
the moon itself is known to be inconsistent and
unreliable, alW2)'5 shifting uuI changing. like illu
sions. Secondly, and more impol'bnt, the other
moon, the Bbclt Moon, i. bad. It ius alw:a)'1
played a duk part in the history of the Nephilim,
and its ficlcls arc :a.hV2YS prcscnt, though inaccessi
ble. in those of the moon. Thus reproach comes
beo.usc those invisible fields are used by the
doomed Nephilim: the: Selcnim. The NcphiLim naturally mis
trust anyone who works closely with the moon.

'"...
•

Choote which of the Elements will be the primary Element

for your Ncphilim.

Distribute Other Points
Distribute the Ka-demcnts around the Pentx..le. See the box
titled -Ka Distribution" for the dUtribution chart_ Or if the:
player prefcn to do the m1lth, she can figure c:ach Ka-clemc:nt
as a fraction of the dominant lea:

t>ctermjt1~ Number ofJ'ast liv~s

Ch..wactcristics A~i\.lstmcJ1ts

When a Nc:philim rna possc:ssion of a Simuhcrnm, its dif
femu Ka-c1emcnts physical1y modify the body of the Simula
crum. This is shown by the incrr.uc: to the characteristics of
the Simulacrum. Each of the Ka-dcment is linked to 11 cha.rac-

Your beginning Ka V21ue starts at 22, and is reduced by two

for e'1(:h past life you have lived, and n:duced by another 2

points for the current innmacion. Thus you need [0 know

how many past lives you have had.

You may choose as many put lives as desired, as long as

you .till have at least 4 Ka. However, a very low Ka is detri

mental to ruccess. Low Ka means )'OUr Nc:philim i. futhcr
from its goal ofAgartha, is leu likdy to usc: its Ka-Vision suc

casfuUy, and is less likely to cast spells succc:ssfully. It is also
mon: susaptibJc to magic manipulation ofothas.

Most beginning Nc:philim chanctef$ have had two or

three lives. Decide how many lives you have had.

K.

Domin:ult

Major Neutral

Minor Neutral

Minor Opposed
Major Opposed

96 0/JfJmjnllnJ iGI

1"""
'''''
"'""'"20%

Susan wants to play Kragar, a fire Nepohirim. Her two neutral
Ka-elements are thef'efore the K.a of the Earth and the Ka of
the Air. Since ~he plans her charadef 10 be violenl, she

chooses hrth a~ her mioor neutral Ka-elemenl. This leaves lhe
Ka of Air as the major nevlral.

She further imoigines her Charaoer will be sU"'lghtforwMd,
W(lr\cing hard for its own trolrisformoltion. It will not be subtle.llnd
will dislike folke ...nd '...ney words, which makes the Moon ...s the
major opposo:f Ka-erement. leal/ing the K.a of W.lIter as~
her mioor opposo:f lCa-elemenl.

As a result 01 these choices ~he already knows thai her
Nepohilim is going 10 be rash, violent, and imlj·sociaL Sosan
decides lhis facade is 100 sil'flllle, and determifleS il is rTl()(;vale<!

by a desire 10 always be workins upon the single palh of reach
ing A.ganh....

Sosan .lIlready read lhe fesl of this chapeer, .loci has deter
mined thai her Nephilim will have incarnaled three limes in
histoly. The Nc:philim's Oomin.llnl-Ka is reduces by 2 for each
irocao'n.lIlion, and ...nother 2 for lhe ament incoolfTWion ...5 pl...y
besin5. As the 80imc begins III IC.lI rn",r;)(1er~ic is thtrefore
equal 10 14 C-2Hlx2l-2)

Susan consults lhe table above and determines the K(l(et

for.llll her K.lI-eIemenls. Her donun.ant 1C.lI-eIement, Fire, IS eqw.1
to 14. Therefore her nwjor neultillllC.ll-eJement, Air, is equal 10
II. Her minor neutral K...-elemenl, Earth, is equal to 08. Her
mfnor opposed Ka-elemenl, WJler, Is equal 10 06. Her major
opposoed lCa-element, Moon, is equal 10 0].



teristic. :md the clur..c:.
teristics are alte~ ac
cording to the value of
the Ka-clement. The al
tered characteristics are
called mcl:2-cli2r.lC
teristics. Write the b0
nus from the table
below on the Iiont of
the char:l.eter sheet un

der ·Char:l.eteristics,· in the Bonus column.

Ka-clement Characteristic Adjustments
Drepending on the $COre of the Ka·ckmcnt, the associucd
chan.creristic is modifitd as follows:

ChollI(/eriJ/i( Modifier

01-D4 .1

05-08 .2

09-12 .3
13-16 .,
17-20 • 5

21-24 .,
25-28 .7

29-39 .,
40-49 .9
50-59 .10

60-79 .11

SD-IOO .12

OtJ1cr f~r111S ~f l<a
Orlcl1allt.'.
Orichalb (literilly Mdestroyer of Ka") is the Ka which was
created by the magic field of the Orichalka meteorite that fd!
and destroyed Atlantis. The fields of Orichalb are linked to
the planet and powers of Saturn. Upon our planet they~ a
shape different than the five others. Dridulh fiekl.s do not
shimmer like the normal magic fields, but instead pool to
gether into a compact mass similar to the way that quicksilver
does. Those compact masses of energy arc usually found in
mews, though the reasons for this are unknown to Nephilim.

Solar-I«<
Solar--b is often considered to be: the most potent Ka-c1e
mcnt, for it en:lobles the direct manipulation of the ethers of
the sun rather than using one of the magic fields which were
derived from it.

All the evolved life fonns on the planet, but especially hu
mans, have some amount oCSobr-Ka. It is associated with the
life-force for terrestrial beings. But this Ka is of no m;agical use
to them since they have no skills to draw upon its power. The
Nephilim alone on manipulate Solar-ka, but only ;after they
have reached A~ha.

l<halba
Khaiba (instineu) is the most sinister tDnsfonnarion that can
affect the Ka of the Nephilim. Khaiba is the Nephilim's mad
ness, its ultimate dcgcncntion.

Khaiba is JeC()l'ded on the cMracter sheet. Every time the
Nephilim rol1s 00 when she uses an Occult Technique oron a
Ka or Ka-element roll, she adds 1% to the Nephilim's Khaiba
chance. During a Great Enthronement which is opposed to
the Nephilim's Ka-demcnt, the gamenwtu may ask the
player to roU under this percenagc. If the ron is higher than
the Khaiba value, nothing happens.. If lawu or a fwnb1c, the
Nephilim becomes Khaiba.

Nephilim undergoing a Khaiba change tend towards four
possible forms: giantism, dwarfism, ethereal fonn, or elemen
tal form. It is considered a monster and partth by other Neph
ilim. It becomes a beast, able to intc.nct only through its
instincts and impulses. KlWba can last for d2ys or months, de·
pending on the dominant Ka of the Nephiljm. Sec p~ 122
for more infonnation.

Sho~it

Shouit (pronounced SHoo-ttt) is Egyptian for ·shadow.~ It
corresponds to the state of the Nephilim's Ka when it has lost
control of the hUlnan body it inhabits. Shauit names a condi
tion in which the Ka-elements have gone to sleep. This loss
of control occurs when the Nephilim attempts to usc the
skills of its Simulacrum and fumbles (99 or 00 on a IdlOO
dice roU). It loses the control of its body fot a derumined
time, depending on the planets, as explained on page 122.

Narcosis
Narcosis is the state of the Nephilim when it is obliged to
leave its Simulacrum and onoot regain its Stasis. The Nephi·
lim then becomes :I static spirit inca.pable of moving or think
ing nonnally. It is condemned to 5I:2y on the spot where it 1o5t
control of its Simulacrnm and falls into a dttp sleep. 11$
Ka-elements nevertheless influence its environment, like the
terrestrial magic fields can on much smaller scale. Thus nar
cosiud Nephilim lie at the origin of haunted houses (Eolim),
magic wells (Hydrim), or wiO-o-wisps (Pyrim). The sleeping
Nephilim can only be awakened by outside intervt:ntion,
through reintroduction to its Stasis or a spcll which enabks a
new incarnation.

Character GeJ1eratiOJ1 Example

~
" lesull of the elements she chose, SuSiln's Nephi

lim h~ lhe 1011ow108 mo(lifien: -+4 in Sll (because
Nephlhm's Fire-K. IS equal 10 14), +] in IJIll (Air

SCOle IS 11), +2 in COtol (Earth score 8), +2 in IXJl (6 SCOIl:~ in
Wollel) 0100 111 last +1 In c,'" (J in MOOn).



The famoos hermetidsl Robert Fludd (1574 .163n. who be
longed to the htghesf RO§icrucian mystt.'ftes, emb.1rked
upon the complete descripllon mtne effects of K... -elements
on hum ... n beings in his summa, Compendium Iratt:rnitJlem
de Rosea Cruce. He was the first 10 use the word ·MeIa·
I1lOIpnosis· which was latel adopred as the standard !elm.
His wriling describes the two possible IranslorfThllions thai
the Nephilim's dominant Ka-element induces on the Simu
lacrum, which ;ltre ulled lhe materi,,1 and spt"tu;al MeI,,-""""""",

by ShouiLWithin each K.:t-demcnt the moods mmifest as
one: of two kinds of behaviors. One is primitive, existing clost
to the raw elemental, or the natun..l world, and is commonly
labelled as being yin. The other nature is more inlellcctu.al, in
cluding many subde thoughts and attitudes, 3nd is ailed the
JOng. BOlh behaviors are called a Met:lmorphosis.

The player has to choose between these two aspects of the
dominanl Ka-c1ement 3ccording to what suits her best. The
Nephilim can then portnty these moods according to the
pbyer's convenience.

The Material Metamorphosis
The chosen Met',unorphosis has an obvious and <M:rwhelm
ing affect on the Simulacrum. II actually modifies the physi
cal bod)'. and makes it resemble the shapes th3t the Nephilim
used to take before Atlantis. This new shape also mirrors the
spiritual life of the Nephilim, for the Nephilim's body must
change into its Metamorphosis ifit w:mts to reach Agartha.

This material Mewnorphosis is import:Ult for the: Nephi
lim since it gives it the feeling ofbeing flesh and blood as well
as spirit. But Ihe Metamorphosis can be extremely dangeCOll5,
especially when it re3ches :ulvanced stages, and perceptive hu
mans can begin to see the changes. The change can tum
Simulacrum into a stranger even among her own family, and
can make her the target of insistent frightened looks from per
ceptive strangers. In general, however, humans are usually un
3ware of Ihe physical metamorphosis changes unless the

Robert Fludd

~1i

M£TAMORPHOS1S

D
EFORE A1"UJ'ITlS, incarnation for a Nephilirn
meant that it could create a body sttueturW. ac
cording to the symbolic image of its own personal
ity. In designing its material form t:lch Ncphilim

naturilly followed the orientation of its dominant Ka-dc4

ment. Because of the nature of Nephilim, this orientation
was ooncentfll.ted upon either the material or spiritual side.

The cre::r.tion of this physical shape was a major activity for
the pn::-Atlantc:an Nephilim during it1 vtry long life.

Bur when die hlll1UflS rdx.Ued and Orichalb destJ"OyW
the Atlantan civilization, the Nephilirn cou1d no longer con
struct their awn bodies, but lud to incarnate thcmsclvt:s in
human bodies. As the pioneers of this technique quickly
learned. the Ncphilim transformed their borrowed bodies as
they progrased towards Agartha. Thus they disCCM:n:d the
Metamorphosis.

The Metamorphoses wen:: the only way for Nephilim to
physicilly express their personalities. l1u~ Nephilim rea1iU'd
that the Metamorphosis was a necessary part of the path to
Agartha. Nephilim discovered t1ul the more they emphasiud

their Met3
morphoses the
closer they
ClJTlC to 3t·
t:lining
Agarth3. They
inruitivcly un-
derstood that
their behavior
and bodies had

to correspond wilh their dominant K:i-c1ement to h3ve 3 ef
fect on their Met2fllOl'J>hosis.

While in the guIlt, pbying OUI the spiriNaJ. Met-amor
posis is entirely up to the pb}~r.Suggcstionss arc offered here,
bUI only the: materiaJ. Met-amorphosis is subject to precise
rules. Pbying the mctrul metamorphosis well gains the
Nephilim points in the physciaJ. transformations. It is up to

the gamemaster top determine what is appropriate activity,
3nd provide awards accordingly. A t:lble of example actions
and rewards is given in the chapler on Experience, on page
120.

1\11(111011' iI'." lillll' ttlr ,\1011 to t41kl: oj{
,\ltJur Illil~ 1I11V crtl<;.<; tf1C Ru~i(oll

-Ut.\l"~<;, Ikil(l Om Dmu:e

£--
i;z

~~......,

The Spiritual Metamorphosis
The dominant Ka-dement of the Nephilim detennines
its personality. Each K.:t-dement infers behavior, charac
ter traits, and attitudes, collectively called moods, which
constitute the personality of the Nephilim. But only the
moods of the dominant Ka-e1ement infallibly imprint
the total Nephilim person.ality.

The Met3morphosis reveals the gmuine personality
ofthe Nephilim. This dunge begins when the Nephilim
dominates the personality of the Simulxrum, which is
reltg:1led to the limbo of oblivion, unless it is ailed up

The Nine Common Metamorphoses Are:
Ojinn ,\It'lam'''1,hllsis, mah'rial fire

Phm'ni_ Md.lnlllrphllsis, spiritu.l! fire

Trilnn Mt'lanlOrphnsis, nlillt'ri.ll w.,lt'r

Umlint' Ml'l,lnmrphllsis, spiritu,11 w.,lt'r

S"tyr Metamorphosis, m"le,i,lll·.ulh

£If Metamorphusis, spirilualetHth

Sylph Ml'Iamorphnsis, m.lll'ri.ll .lir

Angd Met.lmurphusis, spirilu.ll.,ir

Sn,lLl' Ml'I.lnwrphnsis, nl.ltl'ri.ll III spiritual MII"n



Nephilim does something unusual to attract attention, the
Metamorphosis is especially advanced, or the human has a
high Solar-Ka. See the section on humans seeing Metamor
phoses, below.

Metamorphosis transforms the whole Simulacrum. These
are quantified for game purposes into five aspects of the
Simulacrum's body: its head, hands, skin, odor, and voice.
These characteristics aIe found on the character sheet, where
appropriate numbers are recorded.

The degree ofMetamorphosis is measured from 0 to 20 in
each of the five aspects. The total of these five aspects meas
ures the total Metamorphosis. When the score reaches 90
with at least 16 in each aspect, the Nephilim has completed
one of the tasks required for reaching Agartha.

Nine initial Metamorphoses are proposed. 111cse arc the
most common to be found today. Others have existed in the
past, and denil on them will follow in supplements.

A Chil1csc Portrait
Each type of Nephilim is delineated below using the method
called a Chinese Poncait. This is an artistic depiction which is
abstract and imaginative, and intended to help the player to
imagine and personalize her character beyond the normal
conventions of understanding.

A Chinese Portrait asks several standard questions to
which answers are given. The questions arc:

Ifl were a natural phenomenon, I would be..

Ifl were a metal, I would be..

If 1were an animal, I would be...

1fT were a color, I would be...

If! were a mythological being, I would be...

1fT were a famous human being, I would be...

If I were a human activity, I would be...

IfI were a work ofart, I would be..

1fT were a weapon, I would be .

If I were an object, 1would be .

We rc:eommend that you lengthen the list of ~If J were
a... " propositions so you may more precisely define your
NephiIim's metamorphosis.

The Metamorphosis
Metamorphosis defines the physical and mental changes
which the Simulacrum undergoes as the Nephilim progresses
towards Agartha. The Nephilim transfonns into one of the
Old Races. These physical changes are overall, of course, but
in game terms have been narrowed down to be five aspects:
the face, hands, skin, smdI, and voice. These are each used to
ch'Macterize a Nephilim's description. Eadl has a score, which
can be up to a maximum of 20. When the score is 20 in one
of those aspects, that aspect will have reached the state de
scribed.

Nephilim must increase their Metamorphosis points. The
sum of its five MeT1lmorphoses (face, hands, skin, smell, and
voice) must total 90 in order for it to reach Agartha. When

the total transformation equals 90 then the Metamorphosis
has molded a new body which corresponds to its spiritual self
so it can travel to the subtle planes ofAgartha.

Metamorphosis Poil1ts
Each aspect of the Metamorphosis of the Simulacrum is
quantified by its Metamorphosis points. TIle Metamorphosis
of an aspect is complete when the Nephilim has 20 points in
this aspect. The Nephilim can gain or lose Metamorphosis
points. Generally those points are gained or lost during a
scenario, dependant upon the will of the gamemaster.

The Nephilim can gain Metamorphosis points. It gets
points when it increases its Ka, when it undertakes aetions in
the game in accordance with its Metamorphosis, when it de
velops a ~style~ for its Ka-e1ement. Also when it resolves an
enigma, eliminates enemies of the NephiIim, when it is initi
ated to the mysteries of the Major Areana, when it frees cap
tured Nephilim or increases its ocCtllt knowledge.

The Nephilim can lose Metamorphosis points when it
hides its material Metamorphosis for more than one day; or
when it seeks to erndicate the traits by magical or physical
means. It can lose some when its Ka is weakened, when it is
captured by a secret society, or when it helps to manifest irs
opposed Ka-element, like a fire Nephilim helping to create a
rnging stann, or a water Nephilim helping to make a huge
fire.

Example
Kragar has a ~larting Kore of 14 in the fire Ka-elemenl.
After linle thought Susan decides upon the Djinn Metamor
phosis. She allocates 4 points to the facial Mel;)morphosis,
4 10 the hands, Q in both fragrance and in skin and 6 in
voice. Kragar wants to play it safe.

...
'",
r

~
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AC!'Nuve player can crt'ate a new Me\.tmofphosis lor any of the
K.a-eIemenI5. II is r«ommended to crt'ale two Md,unorpho5es:
(he one you want to play and ar"lOd~ thaI is opposed 10 it
according to Fludd's law, which states that there arc two Meta·
morphoses for each Ka-element, one material, the ocher spiri·
tual.

The designer needs 10 find a name for lhe new Mclamor·
phosis. The name should come from myths or fairy tales; the
crt'alure thaI beal'$ the name should generally be anthropomor·
phic, or else it will crealc serious problems for the beginning
player. She then needs 10 define a Chinese porlrail al IcaS! in·
itially based aroond these ten prOJXtSitions:

If I were ...
... '" natural phenomenon. I WQUld be
... a metal, Iwould be

... an .animal, I would be

... a colof, I would be

... a rnythoIosic",1 being,. Iwould be

... a foatnOl./$ hunwn being,. Iwould be

... '" human Ktivity, I would be

... a 'Ioo'Oflt of .It!. Iwould be

Aftc.r f:.unili-arizing yourself with the Metamorphoses, choose
one for your character, and calculate how you are going to
play it. Will it be defiant and proud of its inhumanity, or tty
to lie: low as long '15 possible:?

Write down the: description of the fInal Metamorphosis
which will occur in each of the fIve aspects.

Beginning Ne:philim have MewnorphOlis Points equal to

their starting dominant Ka. These points may be distributed
among the five aspects in any manner daired by the player.
Write the: values on the chu;acter she:d. An aspect may begin
with:zero points, and up to a maximum of20.

•.. a weapon, I would be

... an object, Iwould be

She then has 10 define tilch of the five ilSpects of Metamor·
phosis (face, hands, skin, smell, and voice) as is done in the
rules. Simply give ;I name 10 define the lY\eIamorphosis at i($
highesllevel of twenty, ;lnd ;I few lines of description and expla·
nalion.

a For example: William plays a fire NephiUm. He has decided
thai he wants his Nephilim, ndmed Kr.mach, to be bald and
have a bone crest on rhe rop of the head. William explains to
the samemaJtef Ihatthis crest is lhe symbol of the />role kNee of
/he Nephilim who h.lIs I~mated in a Karaleka Simulxrum,
which Is the name' of the new type of~is. The
gamemasler agrees on the condition /hat when lhe Meumor·
phosis is rompIere the crest soes .II/the way down to the 1JOSe,

anti is hence dlff/CUh fo hick.

IItI'iIl~m writes on his cha~ sheet its new local Meu·
morphosis:

-Fwl bont rrtsJ. 17M _It 0/1M Ntphi/ilPl low ih bai,
find rwtUs 1I.J'orm tll"tll lHmt rrtsJ. II gruws sJuwIy II rtMh

(md «1W1 IIx nou tlnd lhi Dad 0/1M nul.

C~atit15Your 0wt1
Metamorphosis
Thcre are: as many possible Metamorphoses as the:re: afe
Nc:philim. Each one create:s its own personality :l.S it goc:s
along, always following the indication of its Mctamorphosis.
But the player can modify these: if she wishes.

Modifying an Existing Metamorphosis

The: player can, with garnemaster pc:nnission, de:cide that the
MettmorphOlis affc:etJ her Nc:philim's five physical :l5pect

differently from the me:thods given. To ful.61 these desires for
originality, all she: needs to do is to define: the new type of
Mc:tamorphosis, give it a name, and cluracte:rize it in two or
three sentences u is done on the Metamorphosis table:.

Humat1s Secit15 Metamorphoses
Humans typically have no natunl Ka·vision. HO'Ao"C'VCt, all
humans have a propensity for it, -and some can be trained to

use their Ka-vision at will. In all cases, the: chances that a
human will sec Ncphilim Ka is de:pendant upon how power
nil the: K:a is. More powerful Ka is e:asie:r for humans to see:.

Conce:rning Me:tamorphosis. typical humans will de:te:ct
nothing which is below 10, while: almost e:veryone will detect
an aspect with a value: of 20. In betwc:c:n. at say 15, thcn hu
mans who are trained in Ka-vision and seeking Ne:philim will
easily dete:ct them; untrained humans with a high Solar-Ka
may accide:nt:alJy see the: Nephilim, and even low Ka humans
might see the Metamorphosis in a special situation. See: the
section on Ka·vision for more de:tails (p~ 128).



Odor: burnt

The Nephilim gives off the smell ofburnt hair, over
done meat and burnt leather.

Head: flaming hair

The hair of the Djinn's Simulacrum turns copper red
with shadows that glow like brands in the night. It
tends to stand up on end like a bush that is impossi
ble to comb. Like a burning bush, no hat can cover
it.

I-lands: claw-like

The fingers bend on the inside, the nails harden and
grow in a curve. They tum into claws like those of a
lxar, thick and hooked.

Skin: steaming

The skin stays at an abnormal temper.J.ture (40-50
Celsius). The Nephilim can no longer shake hands
without burning humans, and has to dress in clothes
that can resist flre. It seems to have a permanent
fever.

Voice: cf'd.ckling

The voice of the Ncphilim crackles like an open fire,
the words are harsh like a whip and the f's are hiss
mg.

A f.unous human being
Nero

A human activity
War

A work ofart
Apocalypse Now by
Francis F.Coppola

A weapon
A gun

An object
A molotov cocktail

A natural phenomenon
An erupting volcano

A meb.1
Iron

An animal
the lion, strength incar
nate.

A color
Red

A mythological being
Haphaestus

Extract from flu (J(cult memo ofan initiate of the Em

peror Arcanum conurning 11M request ftr initiation to

the mysteries of11K supterfrom the Nephi/im Kranach:

~Kranach is a young Djinn who has known two
previous incarnations. He is a very impulsive Ncphi
lim like all his Djinn brothers, and he likes action and
decisiveness. He places action above reflection. He is
often violent and aggressive and revels in showing ofT
his emotions to others, both humans and Nephilim.
He doesn't refrain from anger with his feUow Nephi
lim: he is famous among the initiates of the Emperor
Arcanum for his arguments even with his masters.
He is rtbellious against any form ofsustained author
ity. He has acute pyromaniacal tendencies, he has a
phobic fear of rain and full moons. He affects cigars,
and collc:crs lighters, which he had been doing even in
his 15th century lifetime. He loves firecrackers and
fireworks, the secret fabrication of which he sought
all the way to China. He drives a red sports car, and
devours spicy food. He likes using firearms above aU
other weapons, and he keeps an arsenal in his apart
ment. This has caused problems with the police in
the past. He has severed all his previous links with
relatives, work mates and friends to devote all his
time to the destruction of the knights templar, to
whom he has vowed eternal hatred.

Cl1il1ese P"rtrait

TH£D)lNN



TH£PHO£N1X
Extrac/ from the UC71!t journal oJ Diego Moendova,
Spanish inquuifor, after interrogating his clerk ofjus/ice:

"Mtc:r having cndun:d the minor question, he de
clared that death did not concern him. It strengthens
my admiration for this strangr: being who calls himself
Ambalatee and claims to have lived in the rimes of our
lord Jesus Christ. I now recount his disconcerting char
acter, for I would admire him if he were human. Am
balatce is intent, as jf he was driven by an unseen £lame
which gives him the power oftcn lions. He is focused on
all his actions to the point of obsession, and he carries
out all orders to the best of his ability. He obeys a code
of integrity which reminds me of the knights of olden
times; he often stands above young proud noblemen on
the field of honor. His eyes shine with an unearthly dc~

light when he condemns witches to bum at the stake.
He is also a patron of the arts and protects artists who
are devoured by the fire of their genius and he is often
seen with them in taverns where he consumes unreason
able amounts of alcohol. He often boasts that these
spirits kindle the flame of his faith. He claims to be
seeking Excalibur, the legendary sword of King Arthur.
At last I remember his cloakroom filled with ecclesiasti
cal garments, neat and clean and without decoration, all
of them red, orange and black."

Metamorl'J1osis

Head: red eyes

The pupil sw-allows the whole eye and takes on a

gentle red coloration which accentuates as the Meta

morphosis develops, affecting the iris and the whole

eye which then becomes blood red.

Hands: pointed black nails

The nails grow slowly black, but harden and become

sharp enough to pierce any type of glove, like bird

talons.

Skin: red

The skin turns red at the joints, ears, lips and gums.

This color does not vary with the original skin color

of the Simulacrum.

Odor. sulphur

The nauseating odor of sulphur and rotten eggs sur

rounds the Phoenix.

Voice: growling

The Nephilim acquires a growling, choleric voice,

sounding close to the bellowing of tigers or the roar

ing of lions. The alchemist Paracelsus (1493-1541)

once compared this voice to the sound that the vol

cano Mt. Etna made when it erupted.

Chit1ese Portrait
A natural phenomenon

Thunder

A metal

Iron

An animal

The salamander

A color

Purple

A mythological being

I am a mythological be
mg

A famous human being
Torquemada, for having
known him "personally"

A human activity

The exercise ofJustice

A work ofart
Electric chairs by Andy
Warhol

A weapon
The executioner's sword

An object
The high judge's ham
mer

I



THE SYLPH
Rtcord oj a secret discws;on oj the Rosicross, by the
untral infOrmation bureau (occult branch).

"He is an air Nephilim, he is a Sylph and he is
subject to certain crises of excitation where he can
not stay still, and then he is noisy; always huffing
and puffing to complain. But normally he is as
calm as Mount Olympus, thanks to his serene de
tachment from everyday events which goes so far
that he is absent minded. To contain him would be
to inflict upon him the worst pain, for he is claus
trophobic. His apartment is full ofair vents and ex
tractor fans, and his even his clothes arc all made of
light gauze or linen. His rooms are very untidy,
with the floor strewn with piles of papers and
documents of all sorts, books all open and dog
eared, and floppies even spilled carelessly onto the
floor. But even amid this great disorder, the Sylph
does not lose himself."

Metamorphosis

Head: totally blue eyes

The eyes of the Sylph become blue on blue.

Hands: cold

The hands of this Nephilim are always cold (four or
five degrees below normal body temperature).

Skin: translucent

The skin of the Sylph becomes opaque and translu
cent. An outside observer could initially see the
bloodstream and the outline of the internal organs
through the skin. The skin and the organs become
more and more transparent, finally leaving only the
silhouette and the skeleton of the Nephilim visible.

Odor. ozone

The Nephilim smells of electrical discharge like one
can feel at the back of the throat during a storm.

Voice: thunderous

The voice of the Sylph grows loud and low, and the
words roil like thunder.

(hit1ese Portrait
A natural phenomenon
A storm

A metal
Brass, like cymbals

An animal
An eagle

AcoJor
Sky blue

A mythological being
Aeolus, god of the winds

A famous human being
Yuri Gagarin, the first
man In space

A human activity
Travel

A work ofart

"An Ode to Tempest,"
by Victor Hugo

A weapon
A bow

An object
An airplane



TH£ANG£l

Extract from the private journal ofJohn Du (1589)
puhlished in 1859, from thefragment calld -T/x Angel
at the Golt oJIIN We-st-

-It is at last the time that my guardian angel, the
initiator ofsecrets, appears to me. He speaks to me in
this almost too be:autifullanguage that is Enochian;
he reveas to me a part of himself, as I had shown the
dark side of my mind to him. He then tells me : '1 am
an angel Nephilim, a researr:her, a Sttker of true
knowledge. I seek to comprehend the hidden why of
Que condition. I seek to collect all the hidden mes
sages, all the symbols on earth and in the heavens. I
have to devate my spirit as high as the stars. This is
why I appreciate human beings in general, for they
also possess this thi..rst for knowledge that drives me. I
am particularly fond of documents where informa
tion is collected; I myself collect papyri WTitten in an
cient Creek. and I am one of the only living
interpreters.l cherished the vast open library ofAlex
andria when I settled down to live there, a long time
ago. I loathe those who destroy documents, and I hate
the book burners.'"

Head: golden hair

The hair of the Angel becomes more and more

blond, finally becoming as shiny and metallic as gold.

Hands: white

The hands become immaculately white and the fin
gers get longer and thinner.

Skin: feathered

Linle feathers grow instead of the body hair of the

Simulacrum. The feathers are panicularly developed

on the arms all the way up to the shoulders.

Odor. honey

The Nephilim exhales a sweet odor, flowery, close to

that of honey. This smell attr.lcts insects.

Voice: melodious

The voice of the angel Metamorphosis is particularly

musical and melodious. It sings more than it talks; it

uses the naNral music of the words to create sounds

which are music to the human ear.

Chil1csc Portr<!\it
A natural phenomenon
Clouds

A metal
Aluminum

An animal
A dove

A color
White

A mythological being
Gabriel

A famous human being
Leonardo da Vinci

A human activity
Ph;losophy

Aworkofart
"The Aleph," by
J. L. BoW'

A weapon
The sword

An object
Crystal sptttacles



TH£TR1TON
Extract from the pleading oJ BahahJlQJI, Triton a"usd
by the Sword ofJm/iu. Arcanum 8.-

~Why do you accuse me again? Your cousins the
Djinn are far more dangerous than us Triton. Sure,
I'm like still water: motionless but deep. But I'm not
some tamed Undine. My water is wild. You say 'two
faced' and 'falsely weak-willed,' but I say I am only
the strength that water has given mc. I am, and I
don't care that you £linch in fear. I kill, as all water
does to the careless. If I could a tidal wave. So what?
Will you condemn the sea too? You just hate me and
my kind. We are delinquents, not intellectuals. We are
used to violence. I love being where waves crash on
the beach. ¥ou of the Strength tribe think that I'm
'most degenerate' of us all. But once more I laugh at
you, for I am still the closest of us all to Agartha.
When I wander upon cliffs when the sea is raging I
am closer to Agartha than an Arcanum would ever
understand. You say I seek that spell which will pro
voke the unceasing rainfall. So what? I sometimes go
hunting with those admirable predators, the tiger
sharks. Will they be killed too because they hunt with
me? You can not condemn me for being my Ka-ele
ment."

v

Metamorphosis

Head:jagged ears

The ears get bigger and stick out from the head, the

lobe disappears and the outer rim of the ear becomes

pointed. In the end the ear resembles the description

that Lovecraft makes of his creatures of the deep.

Hands: webbed

A thick membrane of green leather appears between

the fingers and ends up covering the whole hand.

Skin: scaly

The skin is slowly covered with largish fish scales.

The skin becomes oozy and sticky.

Odor: swamp

The Triton smells of damp and mold, rotten plants

and swamp gas. To a human, it stinks.

Voice: cavernous

The Nephilim speaks with a voice from beyond the

grave, with a strong base and very low-pitched. Each

word is rocky and seems harsh. The Triton speaks

like someone who has been operated upon for throat

cancer and speaks without a larynx.

....
'",

Chit1csc Portrait
A natural phenomenon
A tidal wave

AmetaI
Mercury

AnanimaI
A shark

A color
Blue-green

A mythological being
The Kraken

A famous human being
Blackbeard

A human activity
Fishing

A work ofart
"The Rhyme of the An
cient Mariner," by
S. Coleridge

A weapon
A depth charge

An object
An anchor



,

THE VND1NE
ExlTa(/ from tht Ntw Hmnu, Q human link. with the
Nephi/im circa 1994, ~SeIfPortraj/ofManala":

"My name is Manala and] am Undine. I inhabit a
Simulacrum which can introduce me into any part of
human society: a call girL Through her I can express
all my Undine personality. ] love the thrill that I get
in changing social situations. I want to know all about
everything human. 1 think I can understand you.
Some day. Some ha~ said that, faced with problems,
I am like water passing a stone. I avoid it. Of course I
do. I am not stupid. I avoid it in order to overcome it.
I appr«iat(: Aikido because we use the stn=ngth of
the: opponent. I am the: only Nephilim with taste.
Only I appreciate FAshion. At the marnene here, I go
to raves, even sometimes at the techno clubs. It's all
just a ploy to use you. 'Usc' is the word, yes. I admire
your human capacity to adapt through technology. I
like any machine that gives me time to seek Agartha.
Personal details? Oh, you're serious? Well then, I hate
smokers. I love mineral water. Swimming promotes
health. That's enough."

Mctam<JTpJ1<Jsis

Head: blue hair

The hair of the Undine grows very thin and straight.

It grows out of the shoulders and down the middle
of the back. I t is blue and blue black.

Hands: webbed

A thin, nearly invisible but tough membrane forms
between the fmgers of these Nephilim.

Skin: smooth

The skin of the Undine becomes completely smooth

and seems to be rippling when the Nephilim moves,

similar to the waves that appear on water when a
stone is thrown in, or the undulations ofa squid as it

hovers. Like dolphin, it has a layer of fat upon its

limbs and body.

Odor: salty

The Undine exudes {he smell of salty and ozone

which blows onto every beach from offshore.

Voice: liquid

The Nephilim Jets words flow from it and accentu

ates all the I..:s. When the Nephilim is angry, words

seems to glut in its throat.

Chit1csc P<JrtT~it

A natural phenomenon
Sea foam

A metal
~icksilver

An animal
A dolphin

A color
Navy blue

A mythological being
A siren

A famous human being
Jacques Cousteau

A human activity
poetry

A work ofart
"The Birth ofVenus," by
Boticdli

Awea.pon
The net

An object
Scuba gear



TH£SATVR
uSlimo"y of flu trrIiJorous O,.,.,OIId fix Elf. giwn /0 Temp/arl.
about Q St1tyr:

"I hate him. He is a beast. He is a destroyer, and
respects nothing. He is like an earthquake. He: is a
beast, a creature of material indulgence. He is unreli
able, and is as often furious as joyous. Or he sinks into
an abyss of melancholy and loses himself in drink. He
is vindictive. He doesn't forget. He likes revenge, es
pecially after nurturing his hatred. He is a born van
dal and his only disciple is of mindless violence. He's
a hooligan. He provokes anyone, any time, for any
reason. He is so material that he even appreciates the
pleasures of the body. Appreciates? What under
statement I make, for the Satyrs LOVE whatever
their body provides them with. The joy they get from
their Simulacrum can be so scrong that they abandon
the search for Agartha to exploit the joys of the flesh
at will. Even those which do not faU so low dress pro
voc,nivdy, or at least they dare to emphasize their sex
appeal As ifwe would care! So instead they seek the
company of animals-people, I mean. And with
them they feed their base instincts. I do not care that
this Satyr adores food and is a gourmet. He is not the
protector of Nature, he claims Nature for his own. I
asked him why the word "panic" comes from the god
Pan, whose name means All, and he just snorted at
me, waved his horns and burst into a fat laugh. 1say,
kill him ifyou can."

MetamorpHosis

Head: horned

Linle outgrowths shoot out from the brow or the
side of the head. They grow to take the shape of the

horns of a ram or a bull. They can be surgically

trimmed but never stop growing.

I-lands: three-fingered

The little fin~r and the ring-finger merge together

to oeate a Larger finger. Similarly, the index and mid

dle fingers. The thumb gets thicker. The fingers are
covered with semi-rigid hoo(

SlUn,hiliy

The skin grows thick body hairs on most of the body.
If shaved, the beard and the other facial hairs grow
back in only a few hours.

Odor: musk

The Satyr exudes a strong animal smell, like a large

beast. Humans can find this attractive and repulsive

at the same time.

Voice: bass

The Nephilim speaks with a deep bass voice. It often

doubles the R's.

-..

d1h1CSC Portrait
A natunJ phenomenon
An earthquake

Arnetal
Copper

An animal
A ..m

A color
Dirt brown

A mythological being
Pan

A famous human being
Angus Young on the
ACJDC Highway to
Hell cover

A human activity
Love-making

A work ofart

"Don Juan," by Mozart

A weapon
The whip

An object
An olisbos



TH££lF

~1j~~pj~
~~..I

Statement depoud by Ms. Smith ajtff the suddm diJapptaranu

oJh"husband, a histary ttocher:

"Barny started acting weird right after he bought a
strange statue in Brittany. He told me that he was really
a Nephilim of the earth, and his name was Yvintue1. He
said he was an elf. I thought he meant like Santa Claus,
but he finally just laughed and said to lr.:t it be. He said
he was just fooling, but I see that he'd changed. Before,
he was always well-read and theoretical. of course. But
he suddenly took up rock climbing and camping. He
said his inner motives were somehow being fulfilled. He
cured my asthma with some drink he made from the
woods, laughing at the doctors' long helplessness."

~I'm not always happy. He sometimes nearly stops talking
to me, and he doesn't ever change his mind any more. Of
COUISC, he was always stubborn, and even proud before. My
friends said he hardly ever changed his mind, before. But he
doesn't now, ever, even if he's wrong. He avoids my friends, be
ing shy, and after they leave he broods. He bought a safe last
month, and J have often watched him bury something in the
garden. I get worried about this, but when I confront him, he
can calm me do-wn with a few words. When he pays attention
to me his smallest gestures make me feel safe. I fee.! that he's
moved by something strong inside, something almost mater
nal, something that I flOd reassuring. At those times I'm not

bored with his acited talk about all those green issues thu he
espouses. He is very sensitive to the miseries of the world. He
even sold the car and now c4ives one that runs on methane,
and he always wears green or brown clothes. He's even be
come a vegan, though I don't like il much. J think his dre2I1l
would be to build himself a house in a gigantic tree in the
middle of the Canadian wildemess. ft

Mcbmorl'J1osis
Head: pointed ears
The ears of the Nephilim grow quite large and their extremi
ties narrow and become elegantly pointed. The lobe usually
disappears.

Hands: wooden nails
The nails of the hand become brown and are covered with a
thin bark to finally rum into precious wood.

Skin: green
The skin takes any of variO\lS green shades, and is finally a
deep green. The hue of green varies depending on the sun
exposure that the Nephilim has had.

Odor: wet earth
The Elf gives off the earthen smell of damp soil, mouldy
wood and moss. The smell reminds humans of freshly O1t
grass or moss after rain.

Voice: rustling
The Elf speaks fast, emphasizing the consonants and deleting
the vowels. Its voice: evenrually resembles the sounds that
leaves make when stirred by the wind in the forest.

cHit1csc Portr"it
A natural phenomenon

The blossoming of
flowers

A metal

Coppe:r

An animal

The fox

A color

Green

A mythological being

An Ent

A famous human being

John Muir

A human activity
Medicine

A work ofart
The Lord ofthe Rings, by
].R.R. Tolkien

A weapon

The club

An object

A Greenpeace T-shirt



THE SNAKE
PnJrmDl twtts oftIx Duh ofS/-AlMnd:

"lne Snake is the hardest Metamorphosis to charac
terize because orin very nature. Its main chaneteristic is to

coom.ntJy change its personality, hence the difficulty in
pinning it down. We have, hOYleVC:r, been able to narrow
down these following traits: the snake is an illusionist, a
trickster, and a liar.

The Snake alW2YS plays a part. behind which he hides
his true na~This might be the reason why the Snakes
an: alw2ys talented in the skills of the 'WOrld ofshow busi
ness. It is octremdy sensual. and competes with the Satyr
in its desire to exploit the joys of the human bOOy. A Snake
is also often twisted to the utmost, finding joy in applying
the wic~d principle of Machiavdli that "the ends always
justifies the means. ~ It is a vicious being by naNte, in hu
man terms, because it is impassioned by the depths of the
human Soul----i.ndeed by everything that is hidden inside
every onc of us. It lihs to pby with those wrestling fan,
those uruVO'o'led phantasms that we aU haw: within. It can
adopt the beluvior of a poet or and impenitent dreamer. It
can be subject to the most unapected and violent swings
of mood, resembling in this a psychopath. It is an devotee
of night life, veering wildly from deafening rock nightclubs
to sedate salons where practitioners recite Japanese haiku
among tea-drinkers. It is without doubt the most mysteri
ous and disturbing Nephilim of all, for it is by nature close
to the condemned Ncphilim of the Black Moon, the Sc-
I . •awn.

The Met....l11orpJ1osis
Head: reptilian eyes

The eyes get larger, the pupils flU the whole iris and
narrow to take the shape of a slit. The iris turns a
deep golden color. The eyelid grows a second mem
brane. which is transparent.

Hands: shrunken
Hands and arms shrink and dwindle, almost atro
phying completely.

Skin: scaly
The skin is covered with large snakes' scales, soft and
dry to the touch. Rapid growth of the scales occurs
during molting-time, which is usually at full moon.

Odor: none
The Nephilim no longer exhales any smell whatso
ever. Within a close range. this absence of smell can
be startling in a WOly that is difficult to put words to,
because: everyone is unconsciously used to the smell
of their neighbor.

Voice: hissing
The voice of the Snake emphasizes the words with a
mute S; lingering on this consonant to the point of
imitating a snake.

(
A natural phenomenon
An aurora borealis

A metal
Silver

An animal
A snake

A color
Black

A mythological being
Lolci

A famous human being
Lucrecia Borgia

A human activity
Tre2chery

A work ofart
A picture by M.C. Es
cher

A weapon

A syrin~ of poison

An object
A false J.D. cacd



TH£ ~JORARCANA

"To c(ld, 111(111 fJ'~ (}Il'lI .cf'oioll."
- Smull; v;l'cklllWlltl(l

Y
OUR NEPHIUM CHARACTER may havt:. during
one of its previous lives, belonged to one of the
great Arcanum tribes which live, cona:-:dcd. in
the W'CSrem world. Those tribes arc caIlcd the

Major Arcana, and the twenty-two Arcana of the Tarot are
nam«t after them. They provide a way of life, or a common
vision for the Nephilim to participate in the current age and
its magic. The Arcanum all represent different paths to
Aganha, like differing paths up a mountain Ih.at all Ind to
the 52me summit.

The Aran.a vary grntly, but most shan:: common ch.arac
teristics and attitudes. F"It'St among sMred traits is Ihat Ihey

are not closed
societies or
monolithic
cults. Most of
Ihem welcome
any Nephilim,
no maner what
their dominant

K.a-element might be. The Arcana arc, by nature, sometimes
opposed, but they rn.rcly actually fight against each other
Nephilim life is hard enough without conflict among Nephi
lim.

The Arcana are not large organizations. They arc loosely
allied Nephilim of like minds. Few Nephilim live in anyone
area, and so anyone Arcanum in a cily, even a large one, may
haVl:: onJy a few members. To Nephilim, their Arcanum is like
family, or more accurately, like fellow membe~ of the same
lribe. They nn offer protection, safeoousc:s, or loan money if
needed. They have estiblishcd connections and made arrange
ments with other Arcanum, so that ifa Nephilim neWs a spe
cial healing spell, or is in ilS flJ'Sl incamation and needs a
Stasis, their Aranum may be able to help Ihem find someone
who can pcrfonn the service for them. In exchange, the Major
Arana ask their members 10 work together for their common
good, and especially to help find their Arcanum's lost Tablet,
upon which Akhcnaton wrote all of the Arcana's secrets.

Nephilim usually belong to only one Major Arcanum
throughoUI their multiple lives.

Major Arana mcmbc~hip is not a fomul rd:uKmship.
Many Nephilim follow the philosophy of a Major A.rca.num
path without evu formally contacting other merI1ben of their
Arcanum. The gamemaster nuy wish hu playen to start out
this way, and have them encounter and work with olher mem
ben of their Aranum at some later point in the amp.aign.

Many. and sometimes most, of an Arcanum include
Nephilim who seek out olhc.rs who are newly .awaUnro, to
protect and~ them, and initiate them 10 Ihe secrtb of Ihe
tribe. Those Nephilim serve the fuanum first and thus Ihey

luve particular goals and wks. But the A.rc2na :also almost al
ways include Nephilim that are not: active participants in the
life of the organiutioo. but who nonetheless an:: :UIilUred bc
aUK their activities foUow the Arcmum criteria ofbduv1or.

Azana affiliation gains the advantages and diudvantages
of working with an organization of like~minded be.ings.
When the Templars close in with Oridulh-tipped bullets,
friends will be welcome.

You may hold off on choosing your Aromum affiliation
until after you have gcner.ttcd a past life or two and seen
which Atc:.Ul3 wen: active when you were alive. In tlut caK, go
ahead and read through these: descriptions, and remember to
write down your Major Arcanum on your char.tCtcr shut after
you ha\l't made your decision.

Initiation
Or so it is with the exoteric, or outer form of the Arcana. All
Arcanum tribes also have an esoteric, or inner path of initia
tion which some of their membership pursue. Taking the step
to the inner circle of an Arcanum is a defining moment for a
Nephilim, and determines its life path for the rest ofib incar
nations. Nephilim who take Ihe step of initiation almost never
leaVl:: the Arcanum, in any lifetime. Progress to the inner circle
requires some period of devoted service, and apprenticeship to
an already initiated member who sponsors the petitioner.

The benefits of raking the inward path are many. Some
Arcanum know powerful spells that are only revealed to initi
ated members. Others have techniques for increasing Ka, or
augmenting magical castings. Some Arcanum know the se
crets to anazing new physical transfornutions. Some know of
places where pennanent Nexuses may be found, and others
ofTer malerial wealth.

OnJy the outer path of Ihe uninitialro is given in this
book.. h is assumed tllal all pla}~r charactas are members of
the outer Arcana, and that possible initiation into the esoterie
path may be won during pby. The inner paths of the Arana
will be detailed in later supplements.

Arcanum Lore

Members of the different A.rca.na have dC'owped clandestine
me2ns of oommuniating with one another through the ob
scure signs of their tribe. If someone in the Justice Arcanum,
for example, learns that a m«ting of the Templars is to take
place in New York, they might place certain signs in a na
tiorul advertisement. Other Arcanum members who see the
ad and mw their Justice Lore roll will know to call a phone
number mentioned on the ad and give an Arcanum password.
The secret signs might be general enough that Nephilirn of
all A.rca.na nn recognize them, or they may be known 10 only



a particular Arcanum. Signs include not only
symbols and words, but sounds, musical hanno
nies, hand gestures, color combinations, and
more. These signs are not a language in them
selves, but serve to attract the attention of those
who know of them, and in combination with
words or pictures. an ronYC}' messages.

In this way the Arcana an secretly commu
nicate among their widespread membership
without the SCCJ'Ct societies learning of their ex
istence or plans. Often these communications
are orchestrated by the initia.ted members of the
A=n=.

Arcat1um 0: th¢ Tool
The Nephilim of this Arcanum are not available
as beginning player characters. They are proph
ets among humanity and Nephilim alike. They
have something which other Nephilim do not
understand. They are the most frtt and the
most mad. They seck to ante the ultimate
Nephilim messiah who will lead all of the
Nephilim to Agartha in one incanution. Jesus
Christ was the oot-knawn of them in the

W=
Whenever the Fools have gathered t~thu

in lUnary, they WCft: noticed and dcstroyaJ
quickly. None are known to exist, and thus this
ttibe is not available to beginning ch:lr.lCtcn.
Some Nephilim say the Fools are the mJe heinl of
the Golden Path, which had been launched by
the first innocent Nephilim who created Atlantis.

Arcat1um I: th¢ Ma$lclat1
The Nephilim of this Arcanum work closely
with certain human beings who study the mys
teries of Nephilim magic and the Solar-K1 The
humans fonn sects and SCCJ'Ct societies to pro
vide them with Simulacra which are sufficiently
educated to manipulate the e1emcnw fields.
Theybdi~ they will ~ntually learn how to manipulate the
Sola.r-Ka. They believe that they perpetuate the secret teach
ings of Prometheus of Atlantis.

Arcat1um II: th¢ HISh l'rf¢sf¢ss
The Nephilim of the High Priestess are collectors of Nephi
lim nugic, whether sigils, pcntlC1cs or alchemical fonnulae.
Their aim is to locate, prcscZ"\'e and copy everything as well as
they possibly an. They are the depositories of oc:roIt knowl·
edge, the Iibl'llrians of the Ncphilim, the kttpcrs of the great
hermetic museum, the guardians of the 666 secrets.

Arcat1um Ill: th¢ £ml'r<!ss
The Nephilim of the third Arcanum seek to control the emo
tions and the feelings which spur human beings. Their moti-

vation is not to help mankind, bot to attain the
oc:roIt goals of the Nephilim by controlling the
human species. They are usually excellent scholars
of the human psyche, and they are also matchless
manipulators. Today, using computerized infonna~

tion technology, they keep an updated emotional ata·
lague of each human they meet in order to later exploit
th<m.

Arcat1um IV: th¢ £ml'¢r"r
1bese are very secular Nephilim. They Sttk powu of a mate
rial kind, to ultimately goycm the C2rth through financial,
military, and political tools, whether it is through d}'J'lastic
manipulations, war or govcrnmenw lobbying. TIley seck to
master the human world so that the Nephilim will be frtt 10



complete their origirul work on the Simubcrum which was
started in Atlantis.

ArcaJ1ut<1 V: tJ1e HleropMJ1t
The Nephilim of this Aroanum work with humans who be
Ii~ that they :ue gods. They exploit the atavistic memory of
Atlantis which all humans have to nuintain these primal
lUges. Ptiesthoods min themselves to provide willing and
educated Simulacra to the Nephilim, whose StaSeS they pro
tect. Thus an incarnating Nephilim from the old days expects
to find a crawd of ready and willing humans who :ue eagerly
waiting to serve as its Simulacrum.

ArcaJ1ut<1 VI: tJ1e lovers
The Nephilim of this Arcanum enjoy and exploit the:ir physi
cal boWes, ~n as they Metamorphose into other shapes.
They are sensualists and hedonists if they tend towards the
physical side, or gourmands and connoisseur.; if they:ue more
mc:nt:l.1. Many :ue unhappy at the rate of human progress
between their inc:anurions, and prefer the ways of one of
their earlier incamation periods. They then do ~rything to
revive this era, though such efforts often end at mimicking
the: period through period clothes, languages and food. Since
they constantly look back in time, they are the: nostalgic
Nephilim.

ArcaJ1ut<1 VII: tJ1e "'ariot
These Nephilim see the world as an entity to be exploited,
whether it is their own Simulacrum's body or a machine.
They love their bodies and take gttat cm: of them, often
doing bodybuilding or following me:tiaJ.1ous eacing habits.
They seek to work smoothly in their new environment with
as little trouble: as possible. They want to adapt as fast as
possible to their times and seck to exploit its teclmological
potential. They enjoy machines and the challenge of technol
ogy in each new era, and they appreciate modem works. They

:ue emincndy pngmatic and urilitarim, and look after their
Simulacrum as if it was a machine. Hwnanity to them is
another part of the environment to be oq>k»ittd.

ArcaJ1ut<1 Vll1: StreJ1:;tJ1
This small Arcanum has specialiud to fight agains[ the
Khaiba form of Ka degeneration. They are fierce enemies of
Arcanum xv, the Devil, and thus an exception to the rule of
nonviolence against other Nephilim.

ArcaJ1ut<1 IX: tJ1e Hermit
The Nephilim of this Arcanum think .hat no contact should
be made with the: human world. Dependency upon Simu1acn
is degrading because it diverts the Nephilim from its genuine
aim: the quest for Agartha. Incarnation in a SiITVJbcrum iJ
punishment upon all Nephilim for the original sin of trying
to control the SoIar·Ka. Those Nephilim seek Agartha
through working magic and ignoring the body as much as
possible. They are the Nephilim hermits.

ArcaJ1ut<1 X: tJ1e Wl1ed ofFortuJ1e
The Wheel Nephilim have spent [heir lives studying the
magic fields. the planel:U)' cycles and the ethers. They map

the magic fidds and can forecast the En
dvonements and other astrological influ
ences. These Nephilim like to observe
their surroundings through Ka-Vision.
To them the world is an immense Man
dala whose multifarious aspects, drcum
volutions, cogs and wheels all need to be
distinguished in order to map the path ro
Agutlu.

ArcaJ1ut<1 XI: Justice
They are the guaniians and judges of the
Laws which rule all of the Major An:ana.
Tht$(; Nephilim take it upon themselves
to leam those Jl¥terlous and arcane
bws, and to punish all the Nephilim or
humans that go astray from this vision of
the Cosmic Order. They develop special
skills to perceive [he: actions of the
Nephilim that are inscribed in the magic
streams. They claim to be the keepers of
the destiny of all Nephilim. They main·

tain a vast inventory of past and present acts. During cenain
Enthronements they decide on judgements and then send
their members to inflict penalties, rewards. and assistance.

ArcaJ1ut<1 XII: tJ1e HaJ1$cl> MaJ1
These may be the most str.mge of all the Major Arcana.
These Nephilim choose to live exaetl.y 1ike the Simulacrum
into which they are incarnated. They choose [0 put them·
selves in a state of volunwy Shouit, placing their Nephilim



penonality in a secondary roll as they play the part of their
Simulacrum. They claim this is an indirect Wlly to reach
Aganha. 'They arc root sure if they:act as the Simulacrum or if
they let the Simulacrum act in their pl2cc. Of all Nephilim,
they arc the most difficult to understand since: it seems that
their method f:ails each time. Hanged Man charactm are
difficult and perverse, and will root fit into a normal$M"
paign, and so are not recommended as player charActers.

Arc",.,um XlJI: the V.,.,,,,met>
Arc",.,um
'This is the Arcanum of the Selenim, the doomed fPhilim
who have chosen to isolate themselves from the natucil magic
streams in order to CSClpe Orichalk.a and the cycJcs cit inar
nation. This is the only Arcanum whicft teC:fUits its memben
strictly according to K2·ek:ment, in that its mc.mbcu may
have only Black Moon Ka, and none of tbe other Ka-e1e·
ment. The Selenim's ritual of initiatio~js tqrirying and irre
versible. This Arcanum is not open to l!;le Nephilim that YQlI
will first create. This tribe is usually reitrvtd for guest swi
and other gamemaster use.

Arc",.,um XIV: 1i:mper",.,ce
For these Nephilim, och living organism, wlutevet'~ nature,
is part of the Creat Whole of the Macrocosm whe.re ootlUng
is aeated and nothing is lost, and therefore deserves to-..u·
vive. 1hey are the schobrs of the Nephilim reincarnation and
of the human potential in the field. Unlike other Arcana, the
Nephilim ofTemperance seek to heal sick Nephilim, or those
they consider such, like the Hanged Men, those in Khaiba, in
ShoWt or even the Sclenim. Initiated members know of W1tys
to make the sick RgrtSS to an alternate state, and have special
spdls that can hc:a.I Khaiba or Shouit.

Arc",.,um XV: the Devil
The Nephilim of this Arcanum are the most dangerous ofall
They think that their true nature lies in the Mcwnorphosis
into Khaiba. They believe that by entering Khaib3, the Neph
ilim return to a stlte closer to that of their origin. They are
sawges, enslaved by their instincts. Some of them don't even
recognize the dilFcrence: berwu;n the unltlShcd d~on effect
(KlWba) and their Arcanwn. This Arcanum is~ for
non-playu characters and other gamemastcr uses.

Arc",.,um XVI: the Tower
The Nephilim of this An:anum are Destroyers.. They seek all
Swes, whether buildings or objects, to protect them from
humans. They also seek anything which controls the magic
streams, weapons of Orichalb, and Orichalka itself, to de
stroy it. They also try to prevent and suppress the spread of
octUlt knowledge among humans by killing anyone with ob
vious occult knowledge or high SoLar-K2. They want to con·
ceaI the existence of the Nephilim and to reverse the mistake
of Prometheus. They are the direct rivals of the Magician.

Arc",.,um XVII: the St",r
The Nephilim of this Arcanum believe in interplanetary con·
sciousness, and know from mystical experience: that simihr
life e:Wtt-in othcr...solar systems. Some believe that they did
not....lSSUC from mysticaJ-etlUmS which bathed the earth but
iNtead Y!'Cl'e ooadc.1Jy a venerable cxtr2·terrcstrial race which

on the decline. They also believe that those extra-terres
trials are coming back for them to ~them to Agartha.
TheY. look throughout the...pbnet for signs of those extra·ter·
restrials and actively prepare for their anlnl..

Arc .,um)(VlJl:1he Moo
TJtese Neplulim lu a special riilW of ineam2txm which
dley claim is the most ancient. They choose only cc.min ani·
ma1s fix Simulacrum, for they believe that the whole human
experiment was..:a rnistaU:-They are ,hoMed by the other
Ncphilim, and they are few in nwnber tim the risks of
Showt are greater during their rituals of transfer infO animals.
IR-fXchange for these risks, their animal Sirmlacrum offer an
existence unburdened by hwnan concerns. 1bcir'.ign is the
moon bc:c:alllC they were the l)nIy Arcanwn at ~ height of
the latest Lww Grand.Deeade.

Arc",.,um XIX: the su.,
These Ncphilim study the powers the sun. They are the
tnost mysti of all. They look for W2ys of accessing and
mirlg..the eventual magic::.stttams of the sixth K2, the Solar·
K2. They--ny ttrrecover the lost teachings of Akhenaton, the
doomed pharaoh. TIley wish to recover his secret method
whereby a well trained Nephilim can integt'2te this sixth K2
dement through its Simulacrum, the human body.

The Nephilim of this Arcanum are among the most pessi
mistic. They believe that the world has been deteriorating
since: the £:ill of the first Orichalla mcteorite which sank
Atlantis. They foretell the £:ill of similar mctcorites on earth
from other dist:lJlt planen which will funher influcna: the
magic streams. These Nephilim are charActerized by either
their unshakable gloomy fatalism or their unquenchable thirst
for Life.

Arc",.,um XXI: the Wor1t>
This is the missing Arcanum, the unknown tribe. This tribe is
considered as non-existent for no known Nephilim has
claimed to be part of it. The World Arcanwn is an UJUl:SOlved
mystery for the Nephilim, for it has never been manifest on
earth. Most be~ it to be the A.rcmum of accomplishment,
accessed only when the Nephilim reaches Agartfu and
merges with its Simulacrum to form a new balanced creature.
Certain other NephiLim think that this Arcanum is the link
with the far eastern Nephilim brothers. According to their
ideas, the Buddha could have been an initiate of this Ar·
canum.
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Swmm.mit15
Summoning wa.s dc:vdoped much latC.f than Sorcery. Sum·
moning c:nablc:s the Ne:philim to summon 11 creaNre which
will cxc:cute a spc:clfie task for a given time. A phy5ica.l object.
ca1Ied a Pent:lclc, is necr:ssuy 10 summon thc:sc m2gica.l crea·
tures. Each magical creature is linked to a precise magic fidd
and can only be: invoked by the Ne:philim using that Ka-de
ment, It h:u a threshold like: Sorcery. Its three: circles U'C

called Scals, Pcnt:lclcs, and Keys. Summoning is expwncd in
deWl bcg1nning on page 154.

Each of the three: circles ofSummoning has its own sym
bols which ClJl only be: rnd if the Ne:philim has the requisite
lechnique. Genc:r.illy the Nephilim needs the appropriate
pentacle: in oreler to summon a magical maNn::. To control
the summoned creature: the Nephilim must usc: its own Ka
dement to overcome the Ka-clement of the invokc:d creatun::,
using the rcsist:lncc: tllble.

Nephilim can dll)OSC 10 have 11 magical teclmique called by
Ihe name of the chosen Arcmum, Ths slcill must have: a ICOn::

Akkem\j
Alchemy is the last and mosl recent of the: fonns of magic. It
is also the mon accomplished and the most powerfuL Each
alchemical fonnula islinkc:d to an elemental power (water, air,
earth, firc or moon). Alchemy also h:u thn::sholds. Its thn::e
circles an:: callcd Black Stone, While Stone, and Philosopher's
Stone:. Alchemy is explained in dctail beginning on page 173.

Alchemy must work from a written 5OU1tt, and is possible
only through the usc of the A/honer or alchem.ical oven, which
tnnsfonns magical powdel'5, The Athanor has poinls of Ka
for~ ofiu Ka-elcmenlS. Those points,h~r,come from
thc Ka-dements of the a.lchemin or, more commonly, from
the Ka-c1emenls of its Stasis.

In order to usc an alchemic-al fonnula, the player has to
make a dl00 roll under the technique corresponding to the cir
cle: ofthe formula. 1nc: alchemist then uses the dcmc:nl:l.l pow
der. and the: pl2ycr makes a roll undtt the: KJ-clcmcnt of the
Athanor which corresponds to the KJ-elemcnt of the powder.

Alchemy is the newest fonn of magic. It has its rools in
the firsl a:ntury after Christ, but became an organized magi
cal pUl'5uit much later. It can be learned only after the twelfth
century AD, Although it thcoretically has Ihree circles. Al
chemy is so new Ihal its wI Circle, the Philosopher's Stone,
ha.s yet 10 be: diSCO\ll:rc:d. Some claim clul die Philosopher's
Slone will grant the ability to creale Litharge without using
Orichallu to destroy Nephilim first. Litharge is used to create
Stasis items, and is explained on page 191.

Sorcery is older than humaniry-, and may be kamcd in al
most any period of incarnation.

SorceTlj
Sorcc:.ry is the din::ct manipulation of the magie fidds. It en
ables the Ne:philim to affect the: surroonding univc:nc: dirc:ctly
through the: casting of spdls. Each of the three circles of

Sorcery is rep
n::scnted as a
Technique
with a chance:
of success be
ginning at 0%
and going up
beyond 100%.
The three cir-
cles an:: called
Lower Magic,

Higher Magic, and Gr.lnd Secret. Som:ry is explained in
detail beginning on page 142.

These tc:chniquCl indicate the progt't'Ss of the Nephilim in
the: occuh arts. They reprc:scnt the ability of the Ncphilim to
pc:tfonn :all the an::arn: actions, mon::ments, and other riNals
that a spell requires.

Each spdl is linked to one: of the five magical fields. Eacll
spell requires the caster possc., the relevant Sorcery technique
at a sk.i11 above a given threshold. It is impossible to lcarn or
c:ut a spc:ll with a threshold which is higher dlan the tech
nique possc:ssc:d by die Ne:philim.

A
NEPBlLlM IS A MAGICAL BEING. It has power
over the five main magic fields: those of Fire, Air,
Euth, Water, and Moon. Thank$ to this power it
is able to perform magic.

You will have to rn:OO:: some choices in the ncrt section
about what kinds of magic to take.. This section explains the
background ncccssary for you to mah: infonned choices.

Sora:ry spells an:: always wrinen on a physiol medium
which describes the na:cssary ritluls. It includes many in
structions which an:: nol visible to human SCIlSCS, and may
seem quite ordinary to people:. That objc:ct mUSl be: prescnl 10

perfonn the magic, and the player must succeed at two die
rolls, The Nephilim must roll under the n::lc:vent Sorcery tech·
nique. and invoke: the corresponding Ka~dement by rolling
under its lG.-elemc:nllU on a dl00.

Though the centuries of their long history, the Nephilim
ha~-c: developed $CVCr,U techniques to manipulate the magic
fields. Magic ha.s bc:c:n furthct dc:vcloped as humans have
sought to master the occult arts through their sccrc:t societies.
Finally, nugic is the: royal path lhat the: Ne:philim have chosen
to n::ach Aprtlu. Then:: an:: dlR:C rruin types of magic: Sor
eery, Summoning. and Alchemy. Each type is subdivided into
three circles of knowledge.

RA-AS TSi\I.[))\·\;\N I'ARA[HZOl) 0
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of at least 10%, and its allocation points :m: taken from the
total of its ocrolt experience. as oudined in the rules on
magic. Thus acquiring this skin is
treated as ifit was:ll spell.

This percentile is used by the
gamemaster when the Nephilim tries
to get in touch with its Major Ar·
anum after its awakening. It indi·
cates its knowledge of the Ottllh signs
that each Arcanum uses so that its
members might recognize it. It is a
magical perttption. Successful use
gets the Nephilim a hint and good in·
dication of where to find its fellow
Major Arcanum tribe members.

The Arcanum tribes were begun
in the time of Akhen:uon. This was
the only time that some of the M:IIjor
Arcana met. Nephilim incarnated in
Akcnaton's era receive a free 1096 in
their Arcanum Lore. 'The only excep
tions to this :m: the four Missing At·
ana of Akhenaton's time, explained
below.

Cl1.w-.'ctcr
GCl1Cr-.'ti"l1

The Nephilim's pla~r a1Joates its
occult development points in the
magic techniques. Three circles of in·
itiation exist for each of Ihe foons of
magic. Within each Technique, a
lower circle must be mastered be
fore going on to the ncx:t. The
higher circles of Technique can be
acquired only when the score in
the precc<ling circle is equal to
90%. Thus White Stone cannot be
learned until Black Stone is known at_.

However, any of the three First
Circle Techniques can be started in
any historical puiod in which they
:m: available, regardless of which
Olher lechniques the Nephilim a1eady
knows. Thus you can begin a firsl cit·
de skill in Summoning or Alchemy
no maner what any of your Sorcery
Techniques may be.

SpeD Inscription
A Nephilim usually needs :II physical
focus to cast a speU. When a Nephi·
lim returns to Stasis it usually loses its
physical focuses, so it nonnally an·
nor cast a spell when it fll'Sl wam.
Mtet centuries of learning, the
Nephilim have devdped a technique

whKh enables lhem to get around this problem. It is a com·
plic2ted ritual which enables them to inscribe a spell on their

,y

o
i..



Kragar, Nephilim of Fire, has had three previous incarnations.

As detailed on page 50, its first se1 of Occult Development Points were 70.
Kragar gets 70 percentile point~ for magic:.

tcrfeced with the magic fields and provoked thc awakening of
the imprisoned Nephilim. They wcre free to reincarnate again
and resume their paths to Agartha

Tl1e Stasis As a Maslealltem
The St:asis is a part of the Nephilim. It is like a fakr: body, a
substitute for the Simulacrum when the Ncphilim is discor
pornte. When a Nephilim is within, the Stasis connects itself
to thc five Ka-dementi of the Nephilim, preventing it from
disintegrating back into the elemental fields, but also prevent
ing the Nephilim from using its Ka-elements.

A St:asis i5 crcated as a rec:eptac:le for Ka-clements. When
it comes in contact with a magic field, it retains part of the
field. It is this storagc of energy which initially provokes the
awakening of the Nephilim from its prison. If the St:asis grows
full enough, the Nephilirn wakes and h:as :I chance: to break.
loose. This is how your Nephilim woke up :lnd began its cur
rent incarnation.

TIle magical energy stored in a Stasis can be used by the
Ncphilim during magical oper:ations. However, it is unwise to
keep it empty. The lowcr the arnount of stored energy in :I

Stasis, the more :I Nephilim is likely to be drawn back and re
integrated with its Stasis when its Simulacrum dia. See the
chapter on reincarnation (page 116) for more specifics.

If a Stasis is destroyed, and then the Simulacrum is killed,
the Nephilim has a good likelihood of permanendy dissolving
into the elemental fields. Since only one Stasis can ever be
made for a Nephilim, the destruction of its Stasis is a serious
blow.

Upon incarnation, a Nephilim needs to locate its Stasis. It
must be protccted--any Ncphilim who has livcd a life or two
knows this fact. The ancient priesthoods did not object to be
ing retained in great statues, because they were protected by
their worshipers. Tocby, most Nephilim arc not so lucky.

At last, during it!; third incarnation, Kragar it get!; 50 perCl'ntiles. Susan has also
decided that, despite Kragar's single-mindedness, ;t wants to be able TO fly. Thus she
first allocates 20% TO the Seals Technique, and 10% to have The Swift Flame Portals
spell. The final 10% is given to Higher Magic.

In it!; second incarnation (not detailed above), Kragar get5 80 percentile point!;
for magic. Susan chooses to raise Kragar's lower magic technique to its required
90"1'", which cost!; it 40 points. Susan decides 10 start Higher magic with 30"1'".
finally, she spends 10% on Seals, the first Summoning circle.

Since lower Magic i~ the only magic available, Susan gives 50% to the Tech
nique. Susan, suspecting trouble and wanting a weapon·like magic, also learns the
permanent spells of Pyretic Limb, and Strength, which cosl 20 more point!;.

Thus after three lifetimes Kragar IkIs ma~tered lowL"- Magic, the first circle of
Sorcery, at a level of 90% and knows three Lower Magic spells; Pyretic limb,
STrength, and Find Fire Plexus. Kragar also knows Higher Magic (2nd circle Sorcery)
at 40%; knows Seal (Summoning) at 30%, and one Invocation, The Swift flame
Portal~.

Uninitiatcd humans eventually dis
covered the ancient Stasis and uprooted
them as treasures and talismans. They in~

A long time ago your Nephilim became linked to a magic-a.J
object~ a Stasis. St:asis objects wcre first invented by the
Nephilim tens of thousands ofyears ago as receptacles to hold
the Nephilim's Ka-elements between incarnations and pre
vent their disassociation back mto the elemental fields. One
of a Nephilim's most important tasks during its first incarna
tion is to find a more learncd Nephilim who can create a
Stasis object for it and perfonn the magic ritual that connects
a Nephilim to its Stasis. 11lls is the first and perhaps the most
important service which the Major Arcana offer new mem
bers. Only one Stasis object can ever be made for a Nephilim,
and once: made, the Nephilim is always magically attached to
it.lfit is destroyed, the Nephilim cannot make another.

Those Stasis have since been used by secret societies to
imprison the Nephilim and keep them forever separated from
the magic fields. They learned that by placing a Stasis where
the magical fields never cross, a Ncphilim remains trapped
within indefinitely. When the humans were fighting
Nephilim after Atlantis, many Nephilim wcre tnppcd in
those objects and could no longer merge
with the magic fields nor be reborn in the
telluric knots, the Nexuses. The humans
had found the only way to prevent the
resurrection of the Nephilim. They built
instruments, following the instructions of
the Promctheus Brotherhood, that en+
abled them to compute the displacement
of the magic fields. Then they raised the
first megal.ithic: monuments, many of
which we~ still see today.

~ history unfoldcd, the humans
gradually lost their ancient wisdom and
the records of the forbidden places where
they had hidden the Stases of the
Nephilim. Only the secret societies kept
the occult knowledge of computing of the
magic: fldds. These. societies also tried to
keep rnck of the hidden Stases, but often
fa.iled.

their Ka~clement.This pennanent change has been compared
to getting a tattoo inscribed upon a Simuhcrum's body. Many
Nephilim undergo the process, and once done the spell is
written upon the character sheet, and the Nephilim no longer
needs the focus of the written spell, pentacle, or Alchemical
process to cast the spell

Inscribing any spell during character gcn~tion costs 10
Occult dcvc::lopmc:nt points. Avid players arc urged to investi
gate the complete spell dcscriptions containcd in the chapters
on Sor~ (page 142), Summoning (page 154) and AJchemy
(page 173). Later, after the game h:as begun, inscribing a spell
requires the sacrifice ofone point ofKa. See the description of
spell Inscription on pagc 138.

The St.'\Sis,



EPHIUM HAVE LONG HISTORJI::s' They
wake for a time, then return to Stasis.
During ea.ch period of consciousness, they
live and learn about a new human society,
acquire skills specific to thelr place and
time, meet other incarnate Nephilim, de
velop their occult techniques and learn
new magic spells. Then they again, for

various reasons, return to Stasis. Being in Stasis means under
going long periods without any contact, communications, or
consciousness until some rnrc chance rcincarnates them anew.
Most Nephilim awakening now have previously known one
or two lives.

All Nephilim must have at least one past life. TIle choice
of previous lives for your Nephilim is yours. Nephilim can in
carnate only one time in each time period. Also, inC':lrnations
must be done in chronological order.

The skills from past liVC$ should be written on the ch;u-ac
ter sheet in the "Nephilim~ column, combining the same skills
gained from different eras.

Read through tlus section for guidelines, and the whole
book for details. Then choose one or sevc:ra.l of the eleven pe
riods of history in which your Nephilim had incarnated. Pre
planning will help shape your fIrst Nephilim towards being a
reasonable: and playable: ch;u-acter. Feel free to design your first
Nephilim to be a playable and interesting ch;u-acter without
relying upon random die rolls.

However, do not feel free to abuse otherwise r:mdom rolls
to make everything strictly to your adv=tage. A ch;u-acter
with maximum wIues in every statistic typically gains no re
spect among roleplaycrs, who seek opportunities to meet chal
lenges rather than be always successful. Discuss options with
your gamemaster, whose ruling is always final anyway.

Other Optiot1s
If your gamemaster agrees, you are not be limited to these
periods. If you want to be: inearnated in a historical period
which you know puticululy well, discuss it with )'our game
master, who will help create the appropriate skills and abili
ties.

The options given here are not all of the options which
Nephilim have had to live. Given here are those periods which
will provide you with the best player characters for beginning
players. Later on, after acquiring some experience in play, you
will more easily be able to create Nephilim with other back
grounds.

What About famous People?
Gamemasters may allow Nephilim to have been a famous
person during a previous incarnation. It is easy to want your
Nephilim to have
been someone fa
mous, but far
harder to play it out
successfully. To play
this successfully re~

quires that;

-ec TIle player be
familiar, if not
intimate, with
the char~etcr's

lifetime;

f:r The gamemas
ter be con
vinced be.fon:
play Jugins that the pbycr knows the necessary information;
,od

fc TIl(', pbyer and gamemaner agree beforehand how this
character's particular skills will manifest in the game in
terms of skills, techniques, and so on.

Your P-'5t lives
Players first choose tile eras in which their Nephilim had
previously lived. All player ch;u-acter Nephilim must have
lived in at least one past life.

Upon its inception, each player character Nephilim starts
its personal history with 22 points of Ka. This will be ·used
up" during each lifetime at the rate of2 points per incarnation.

These incarnations offer a chance for your Nephilim to
ha.ve learned many skills and magics which are useful for at-



uining Ag2rtha and for protection from human secret socie
ties. They also add &Kat depth and color to a character.

You may choose as many as desired, as long as you have at
least 4 points of Ka left. But remember that, in game terms, a
low Ka means your Nephilim is farther from its goal of
Aganha, is less likely to use its Ka-Vision, and is less likdy to
cast spells successfully.

Dct¢rmlt1It15 l'<\st lIws
1. Choose An Era
The Player chooses the first ern of incarnation. Eras begin on
page 52. Ems must be chosen in chronological order, and a
player cannot shoose an era more than once. All Nephilim
should have at least one past life.

2. Determine Your Simulacrum
The pla}'l:r next finds the occupation of the Simulacmm in
which the Nephilim incarnated for that life. Either choose an
occupation from the t:lble listed with your incarruJ.uon era, or
roll dl00 and consult it.

3. Subtract 2 Ka For the reincarnation
This occurs in every Previous Incarnation and also when the
Nephilim incarnates into its latest Simulacrum for game play.

4. Find Age
Roll 3d6 x5. This determines the age of your new Simula
crum at the time of incarnation.

Incarnation Periods
1. Prt'llynol'lit Emvt lirl.l 'jllllO BC

Thl' Grl'.ll C"mprum;....·: \Vh"1 Gild VV"r" Yuu~

2. Mt'mphb, Egypt. liKol l.lXX) BC

Tht' P,lll: Mt.-nl" U"JI.., Empire

I. The~s. Egypl. dru 1j'jO BC

Akhenalon: The ArtJn.l Rdl.. llion

4. Bahylon, Pe"ia, lirla hOIl BC

ZtmlJ,ler .lnd ElhiL,ll rdil:ion

l. AIt'xJlldriJ, [I:WL lir",l \')0 flC

AIt'x,lIldt'r Jild Iht' GreJI Phil''''lplwr,

h. ]t'ru'Jlem. ]ll(lt.'.l" irl'\ 1O AD

Tht' ]e~u, InLid"nl. Birth "f Ihl' Pi'"t'Jn Al:"'

7. Romt'. Ilolly. Lir.. .l J';O !\D

Con~l,Jnline,md lhe Nt'w Church

6. AJchen, GelmJni.1, Lirlil 750 AD

ChJrlem.lgn" c1t:,lroys p,\g.lni~m

9. Monl""gur, Tuulou'>t'. lirlJ 1243 AD

The Collholr,

10. PJri~. eircJ Ibm AD

Tht' Birth of till;' Age of Rt:J'itJn

11. london. c. l'lIKI AD

Rt'tufll of lht' Magit"i,lns

5. Find Simulacrum Skill Points
Multiply the Simulacrum's age by 4. This gives your available
Simulacrum Skill Points thar you will use to spend on skills.

6, Determine Skills
Distribute Simulacrum skill points among your Simulacrum's
available professiona.l skills. If this is your first character, we
suggest you distribute these. in 10% blocks, except for any
remainder of less than 10 which can be placed as needed. Any
skills can be ignored. or a few skills loaded up with points.
You can add up to 50 points to a skill during anyone past life.
Adding to the same skill over several past lives will let you go
above 50, but in any case, you may not raise a skill above 90
points in character generation. Later they can go higher.

Write these skill points into the Nephilim's skill column,
since these are the skills your Nephilim stole and will take
with it when it reincarnates.

All Past Lives receive some free skills.

-.."r All Simulacra receive Life Experience for their era. The skill
is equal to their Age.

i'r All Simulacra receive Speak Language at (2d6+6) x 5. This
can be understood as a human INT times five. These points
may be applied to one language, or divided berwc:en all
languages listed.

D1scov¢r Your N¢w lIf¢
Read the sections concerning lhe historical context and
events into which your Nephilim incarnated. AU of these are
important times of Nephilim history, wherein Great Events
were occurring. Naturally most Nephilim were not present at
these, and most Nephilim incarnated into calmer periods, and
knew few if any Nephilim for thaI lifetime.

Secret Societies are lhe enemies of Nephilim, and differ
ent organizations have varying powers throughout history.
Notable or significant Secret societies are explained here.

In different periods different Arcana tribes came to the
fore and exerted themselves enough to influence most of the
other Arcana, and perhaps even all of human history. These
are discussed here.

Read which Secret Societies were troublesome at that
time and place, and also which Major Arcana were active and
powerfiil.

Your new life as a Nephilim then begins.

7. Find Final Age
Roll 3d6 x5. This gives the number of years your Nephilim
lived in that Simulacrum. Added to the Simulacrum's pre
vious non-Nephilim age gives the total number of}'l:ar5 the
human body lived. Simulacra live much longer than nonnal
h\lmanS, because the Nephilim is able to slow or even stop
the aging process. See page 115 for more infonnation.

8. Find Occult Development Points
Multiply the }'l:aTS that the Nephilim was incarnated by 2.
This gives your Occul[ Development Points.



9. Distribute Occult Development Points.
The player distributes the Occult Devdopment Points among
the available occult abilities. Occult Development Points may
be used for.

A. Raising Occult Techniques.

All Nephilim have magical techniques as part of their na
rure. It is one of the things which sets them apart from hu
mans. In the game, techniques an: magical skills used for
casting spells.

Techniques may be gained only in the types of magic
which existed during that particular time of incarnation.
Within each Technique, a lower circle must be mastered be
fore going on to the next. The higher circles ofTechnique can
be acquired only when the score in the preceding circle is
equal to 90%. Thus White Stone cannot be learned until
Black Stone is known at 90%.

You can add up to 50 points to a technique during anyone
past life. Adding to the same technique over several past lives
will let you go above 50, but in any case, you may nOt raise a
technique above 90 points in character generation. Later they
can go higher.

B. Inscribing Specific Spells

All magical use requires some material object except for
the special spells which are tattooed upon a Nephilim's soul.
Each spell does specific magical things. Feci free to srudy the
Magic Chapter before making your final choice, though. You
can tm any spells for which your Nephilim qua1i£ies and in
scribe it. T)pically, these are spells for self defense.

Unlike regular play, Inscribing spells in character genera
tion costs no pennanent Ka. However, learning each spell does
cosl10 Occult Development Points.

No Third Circle spells of any technique may be learned,
but otherwise the Nephilim may learn any spell whose thresh
old is equal to or less than the Nephilim's applicable tech
mque.

C. Establishing an Arcanum Lor~

Occult development points can be used to gain a perma
nent (Arcanum) Lore Technique which is useful in fmding
your Arcanum tribe wherever they are on the planet. It allows

a Nephilim to notice members, places, and messages of it Ar
canum tribe by recognizing their special symbols and signs.
This is a very useful skill to have for a re-incamating Nephi
lim seeking its friends. This skill is written on the character
sheet with the name of the Arcanum. followed by the word
kLore.~ The Temperance Arcanum, for example, would be
written ~Temperance Lore.~ More on this is explained in the

section on the Major Arcana, beginning on page 40. Do not



spend more than SO points per past life, 01' raise Arcanum

Lon: above 90 points during charxter gener:ation.

10. What Did You Do?
Some eras have critical events which. could hal1: concerned

)'OW' character. Ikvicw these questions and dctennine your
Nephilim's 2nitudc:.

11. Detcnnine Stasis Event
How did this life end? Answc:n may be: determined by a
nndom die roll, modified by decisions you nude: concuning

your Nephilim's anirodc:s. Specific Stasis events arc listed

with each past life era.

12, Dctcnnine SbSis Object
Only fltSt incarnations need to do this. Once: a Stuis is deter

mined, it an never be: changal. For pbyc:r conl1:ruencc:. we

have sdccti\'ely taken Stases which will suit pby. Stases in

each era also included many other types of objecb... A random

lin ofSwis objoeu is given with each put life era.

Another Life?
The player decides whether the Nephilim hu known another

incarnation and repeats the procc:s& for each of them.

Charact<r {;"",<ratiol1 Exampk
1. Choose an Era.

Susan chooses lhe: Thebes Era, in Ihe lime 01 Akhenalon.

2. Delennine Simulacrum

Susan knows whal she wants and dispenses with lhe random
roll. Kragar inarnaled inlo a Chariot driver.

3. Subtract 2 Ka.

Kragar's Ka is now 20 (22·2..20).

4. Find Age

Susan rolls 3<16 and gels 12. 12x5 _ 60 years old.

S. Find Simubcrum Skill Points

Simulac,um Points. age II 4. Therefore 6Ox4 • 240 Skill points.

ft. Delennine Skills

Susan calculale5 I'aer Nc:philim's Life Experience: as 60, its age.
Krag.u's spoken l.llJ18Uage skill is (2df>+6) liS. She rolls 10, sa gets
(I0+6)1l5 _ 80. If more than one l.anguage is available:, she may
spht these: potolS among them_ Susan .lIlsa t.J~:

15 Cran (Repair Chariolli)

3S DrIVe (Chariot)

25 FirslAid

2S Hunt

60 Life Experience (Middlc: Kingdom Egyp()

3O.Me1ee: (Bowl
25 Melee (Spear)

30 Nannoillore

2S SCan

70 Spcak!Midd1c: Kingdom Egyprian)

30 Survival

7. Find Y~arl or Incarnation and Final Age

Susan rolls 3d6 again, gelS 7, liS • an additional 35 years lived.
Her incarnalion Iivt.-d a lotal of 100 years before and after being
possessed by the Nephilim.

8. Fiod (Kalil Developm~tPoints

Susan multiplies the amount of time her Nephilim Will incar
nated by 2, 10 get 35 )(2 • 70 Occult Developmenl Points.

9. Distribute Oc:allt Development Points

KtagJr spends 50% on Lower Magic. It inscribes t'NO spells,
Pyretic Limb and Streflgth, fa, a cost of 20 occult development
points. With another incarnation or t'NO it may have some signifi
cant occult powers.

10. What Oid You Dol

Krilgolr joined Akhenalon. Iu a result Kragar gets a free 10% in
the A,canum Technique of Susan's choice. She decides that !he
Tower 's an appropri,J1e:, and Kragar gets Tower Technique 10%.

11.lnttmline SUsis £¥enl

Susan ,oils ldlOO, resulti"ll is 29. She consults !he stasis C'VCflt
t.Jble: In the Thebes c:r.ll and learns thaI Kragar WolS killed by the
Order-of the Black $l:a,. Now Kngar h.lIs a eoemy.

12. Intenni~~

~se Ihis is Kr.llgar's first inamalion, Su:san rolls ldl00 10
determine wNt il5 Stasis object is. The result is a 17, whkh !he
$l:asis C>bicd able: for the: Thebes aJ'N shows tlw 1(r.Ig;ar was
~ into a piece of~ial ;e:wdry. Susan dc:ddes it
Is a sold, lapis luuli, and pearl necklace.
Anothft Liftl

Susan has decided 10 do two more livt,'5. She rollows !he same:
process as outlined here.
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___P_~_c_~y"astic£gltpt. ;000 DC
The Great Compromise: What God Were You?

Histork,-,I (o"text
Once properly embodiedy()U were able t() see what was g()ing rm.
Here is a synopsis 0/entical wenls.

Since the Great Compromise, established about 1O,(X)() BC,
one group of the Nephilim had grown stronger, the rest gen~
erally weaker.

For thousands of years the ancient Promethean Sibling
hood had led mankind towards happiness. TIlen humans stole
the method of creating permanent StllSis. The Orichalka Men
spread the knowledge quickly, and they began putting the
Nephilim into them and then hiding the Stases, so the Neph
ilim would never get out. This went on for centmies, spread
ing from village to nomad family to town.

But the Golden Path would not be blocked. Some of
those Nephilim brought about a new relationship with hu
mans, wherein the humans would provide bodies which were
prepared and willing to accept a Nephilim. These people
would work with the Nephilim, who would be protected while
in Stasis, and who would in rum use their magical powers to

protect and guide their band of humans. Often a small band
of Nephilim co-operated, so that one of them would be alive
at various times and maintain an unbroken tradition. These
were the first tribal gods.

Most of these tribal gods provided some simple necessity
or luxury to their tribes. The deities were varicd, and in gen
eral vcry specialized and panicular.

In Egypt, Hathor taught her humans how to harvest,
grind, and cook grasses, especially barley. Her priestesses led in
the planting and blessing of the fields before the gn~at Nile
rose each spring. TillS brought the birth of agriculture. Those
grass-eating people, wcU fed, increased in number and their
Nephilim cults increased as well.

By 5000 Be the Center of the World was populated by
hundreds of little tribes, each of which had nuers who were
priest-kings. The human relatives of the kings and queens
helped rule tribes. They arranged the earliest trade, and they
manned the great cult centers which later grew into cities. Un
der their rule, the people flourished and grew even more
populous.

vowr Simwl"crwm

Y OU awoke for unknown reasons, and
had a very short time to find a Simu
lacra. Roll dlOO on this Table to find

what simulacrum you chose.

Priest·l<ing and Priestess-Queen,
male or female
Business
Climb
Fast Talk
FirslAid
Life Experience (Predynastic Egypti<ln)
Religious lore (PredynaSlic Egyptian); Ho-

rus, Hathor, Set, Sebek, etc.
Speak (Predynastic Egyptian)
Sorcery, lower Magic

dloo

01·15

16-50

51-60

61-70

71-80

81-90

91-00

Simul,lCwm

PrIest-king, male

Priestess-quccn, fem.. le

Soldier, male

Craftsperson, ITIille

Craftsperson, ft>m<lle

Farmer, male

Farmer, female

Sorcery, Higher Magic

Soldier, male
Dodge
Grapple
Hunt
life Experience (predynastic Egyptian)
Melee (Spear)
Melt-'C (Bow)

,,'"
Spe",k (Predynastic Egyptian)
SUlVival

Craftsperson, male or female
Art (predynastic Egypti<ln)
Conce,]1
CfJft (stone)
Grapple
Life Experience (Predynastic Egyptian)
listen,,'"
Scrutinizt!
Speak (Predynastic Egyptian)
Swim

Farmer, male or female
Boat (papyrus hoar)
Build
Conceal

Dodge
farm
Hide
Life Experience (Predynastic Egyptian)
liSlen
Speak (Pre-dynilslic Egyptian)
Swim

Please remember to subtract 2 Ka
for this incarnation.

Simulacrum Age
* Roll 3d6 x5. This gives your Simula

crum's age befOfe incarnation.

Simulacrum Skill Points
* Multiply age til1l(."s 4. This gives your

current simulacrum skill points. You
can spend these points on the skills
listed with your Simulacrum's profes
sion, up to 50 points per skill in this
past lift!, and to a maximum of 90
points.

* Add prt-'-inc,]rnation age ..s value of
Life Expt.'fience

* Roll (2d6+6) xS. You can spend these
points 011 any spoken languilge skills.
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Secret Societies
Ancient Cults
Throughout the human realm, from Spain to Indochina,
the ancient priest Icings roIed. Each kntion tended to
have its own local deity or spirit, which became a cult.
When the Nephilim priest entered the final st'ages of its
metamorphosis it was not shunned, but revered and wor
shipped as an incarnation oft~ deity or its helpers. Simi
lar rcmpk-stares were SClttered throughout the whole of
the euth's equatorial belt. each with its sep:lntc
uibclpriesthood.

Dom;.,....,t Arc....,...
V: The Hierophant

Although nor officWIy an Arcanum yet, the Nephilim
who were active: in Egypt in this era were the first to be
doing exactly what t~ hiler Hicroplunt Arcanum would
do.

The Hierophant Arcanum \YOrks c10sdy with II group
of humans who prepare themselves to be voluntary vehi
cles for the Nephilim, who move into onc of the ready
bodies whenever possible. The Stasis are kept dose by, and
huge human groups maim:l.in groups of Nephilim within
the s:lInc place and fornu over llWly yon.. When the

ephilim eventually Mcumorphosc they oh: the shape
apcctcd of the cult's deities or helpen, 2nd :are highly re
vered by all won;hippen; 2nd feared by foes.

Yo..r New life

Ddtk.

Met,mwxphosis Deily

Ojinn Sekmet, goddess of the burnmg
Sun

lhe Nephil,m which are given in Ihls g..me.
Cre.-.llve players wuhmg di~ dell<es
may choose the-ir own, and dt.-sign lhetr

own Melarnorphosd;, as RUlded by Ihe roles
herein (page 28) dnd the G;unemaster.

for Ncphdim of lhe first incamahon

Sf,lSis

Rough stone iool of YOU' deity,
grafllie or sandslOorle, hand-sized

SrTlilU stone idol of your deity.
o;emi-precious stone

Tiny amulel: idol of yourdei1y,
semi-p'l'ClOUS slone

Cefl'1nonlal Staff of cult

Cercrnoniallapis lazuli IlL'Cklace

Cefert10nial obsidian knife

Sf..\I" form
dlOO

01-12

51-60

bl·1W

81-100

IJ-2S

26-50

Stasis Event

Stasis Form

What evenls led 10 !he death 04 your Simu·
l.-.crum, and )'OUr rellnprisol'lmeOl in your
Stasisr

The pnesl-klOgs of this period piKed
Ill""" Nephitim Into Sta.ses which were their
5.lcrl'd icons and religious artifacts. They
kepI Ihem in lhe sacred predncls 10 pre
'W'lVe lhe resident Nephihm and Pl'Otecl
lhem.

Buto, cobra goddess; Ncphthys,
wife of darkness'

Ra, Sun God

Sebek, crocod,1e god; Hekel, frog
goddess;

Hapi, god of lhe Nile

Haloor, sky goddess; Min, phallic
ertlhly god; Khnum, ram god

Isis, nal\Jre goddess; Osms,
resurrected nature god

Nut, sky goddess

Horus, lhe avenger; Koonsu, god
of victorious war

Phot."fl'X

Triton

Elf

Sylph

""""
Snake

Undine

,,~,

What Deity Were You?
Given here are nine Egyptian deilies who
correspond 10 the nine Melarrorphoses 01

Nephilim Age
* Roll aOOlhl'l' 3d6, This number)(S is

the number of years you lived in the
Simulacrum after incarnatIng.

Available Techniques

SorcefY, lower MagiC

Occult Development Points
'* Multiply lhe number of )Ie"S your

Nephilim was incamaled by 2 10 deter
mine how milny ocruh development
points you Ililve to spend on occull
skills. Distribute occult development
points among available techniques,
spells, or a specific Arcanum lore, up
1050 points per lechnique in lhis past
hie, and 10 fT\,})limum of 90 poinls ~f
lechnique

Y OU undertook a new Ide of embodt·
mmt. fmd out how long you lived
in thiS new body, and whill you

le.Jfned fof Illilllimf'.



___M_c_m_pl1is. £Sltpt. 3000 DC
The Pact: Mencs creates Empire

Hist"rical c.,"text
Onu proptrly tmhodid you 'UXr, abl, to su what was going on.
Ht:rt is a synopsis ofmt;rol roenfs.

The city-states of Egypt had continued a long rivalry for
centuries. No onc city ever gained reaJ dominance for more
dl:ln a short time. Only the river rose and feU in its eternal
cycles, unchanging.

Shortly before 3000 Be a band of Nephilim began a new
project to help mankind. They brought forth new powers and
ways of thinking which they shared with the priest~kings of
the cult of Prah. Foremost among them was co-operation
among sevel':l1 cults to fonn a new power. It was manifested by
the Nephilim who in~nted writing, mathematics, the calen
dar, and institutionalized royalty.

Around 3100 Be the royalty plan blossomed when the
Pharaoh Menes conquered Upper Egypt and thereby united
all the peoples of the Nile. He brought the first stone builders
together and they built an entirely new city, Memphis, pre
cisely on the border between the Upper and lAwer Egypt. He

even diverted the river to make sun:: the location was exact. In
Memphis his new body of priesTs. now dCHly separate from
the priest-king cults, organized a new pantheon of deities
around their god, rather than JUST relying upon their single city
deity. New types of architecrure began, including the fint

Your Simul"crum

Priest-King and Priest-Queen,
Male or Female
Same as for Predynastic Egypt, except

change to Dynasty I Egypt and Old
Kingdom Egyp!.

Y OU awoke for unknown reasons. and
had a "ery short time to find a Simu
lacrum. Roll d100 on this Table to

find wh.., simulacnlm you chose.

Modifier: If you are a Hierophant Ar
canum from a pre"ious incarnation, sub
tract -25 to your roJi.

d"J(}

-25to 0

01-15

16-30

31-40

41-50

51-&0

61-80

81-90

,,-00

Simulacra

Pfi~tess-queen

Priest-king

Priestess-queen

Royal Artist, mOlle

ROyOlI Artist, female

Soldier, male

Royal5cribe, male

Farmer, male

Farmer, female

A R:oyal Artist, male of female
Art (Sculpt, Paint)
Astrological Lore
Life Experience (Dynasty I Egypt)
Listen
Religious Lure (Prah)
5<:rutinize
Speak (Old Kingdom Egyptian)

A Soldier, male
Build; Camps
Conceal
FistfF'unch
life Experience (Dynasty I Egypt)
Melee (Spear)
Melee (Bow)
Melee (sword)
Scrutinize
Speak (Old Kingdom Egyptian)
Survi"..1

R:oyal Scribe, male
Astrological lore
Bargain
Business
Hermetic lore
l.w
Life Experience (Dynasty I Egypt)
ReaWWrite (Hieroglyphics)

Religious lore (Old Kingdom Egypt); Tooth,
Osiris, Isis, etc.

Speak (Old Kingdom Egyptian)
Spcilk (l<lnguage); Nubian, Aramaic, or

Arabic

Farmer
Same as Prt:dynastic Peasant, except:
life Experience (Dynasty I Egypt)
Speak (Old Kingdom Egyptian)

Simulacrum Age
* Roll 3d6 x5. This gi"es your Simula

crum's age before incarnation.

Simulacrum Skill Points
* Multiply age times 4. This gives your

current simulacrum skill points. You
can spend these points on the skills
listoo with your Simulacrum's profes
sion, up to 50 points per skill in this
past life, and to a maximum of 90
points.

* Add pre-incarnation age as value of
Life Experience. Roll (2d6+6) ~5. You
can spend these points on any spoken
language skills.



ebborate Tombs. This was the:
N<phi1im p""""-

The Pharaoh introduced Royalty. Henceforth a single
Ncphilim, incamaling into a single especially trained human
family, would wear the Dual Crown of all Egypt. This
Pharonic dynasty were Nephilim who followed and enforced
this new method ofrule. They got their simulacra from among
a group of ready, tnined, and willing simulacra of the Royal
Family. These beings were relieved of all human responsibili
lies to be tree to pursue the path to Agart:ha. A stiffofhullWl
administnton and priesb did the imperial work.

The purpose of this was to make the Tombs. These were
inferioc versions of the ancient Sarcophagi as had been made
sorne 50,000 years earlier by the Sdenim. These allowed
Nephilim to continue their progress to Agartha even after the
death of their simulacra. Thus many belicvtd an alternative to
the Golden Pllth had bttn found.

Secrct Sodcties
The Black Star

~

~~

~~ ...-Ii
~

..

~
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Orichalka Mens' SCCtcb of building and metalworking were
men into the cull of Pm, the: Maker, who were the: wsts

and (bter) rncttlsmiths. Their knowledge bdpcd build the
great pyramids, which began with Menes.

Mencs' climb to power was fCsisted by every city-state for a
time, but they succumbed to his increasingly large armies. At
last, resistance in Upper Egypt coalesced under the acclaimed
leader of the Order of the Birl Star. They brought forth
magical weapons to smite Mencs and his gods, but even these
Orichallu ~pons &.ikd to stem the tide. Mterw:uds Mencs
offered to protect and support a part of the Order. Most
refused and were killed with their own Orichallu weapons,
but a few agreed, and wetc allowed to scrve the pharaoh. The

D"m;M.M,t ArcaMa
IV: The Emperor

The installation of Menes and his dynasty marks the perma
nent establishment of the Emperor Arcanum, though it was
not }'tt called by in Arcanum name. In popularity spread
quick.Jy throughout the ancient agricullUra.1 world. and has

remained ever since.

Your New life

What Did You Do?

71-60

61-100

dlOO Stasis
01·11 Huge Idol of your cult

12-22 J\.1oderale Idol of your cult

2J·JJ Sm~JIldolof your cult
J4-SO Archil«ture

51-60 Ceremonial Staff of cult
61·70 Ceremonial lapis lazuli necklace

(gold, ivory, lapi~ lazuli)

Ceremonial gold necklace

Ceremonial vase

For Nephilim of the firsl incarnation

StMisForm

Stasis Form

f~'

Killed in war by the Black Slar

Killed in WOIr by Meoes· men

Died old when the body wore

00'

d'OO

-10-10

11-20

21-00

Stasis Event

Did you help, hinder. or nol care about the
firs! Emperor Arcanal

Whal events led 10 the dealh 01 your Simu
lacrum. OInd your reimpmonment in your
Stasill

Modilia-.: If a member of lhe Hiero
pnan! ArcOinum, sublrolct 10 from roll.

Occult Development Points
• Muhiply the number of years your

Nephillm was inumaled by 2 10 deter
mine how many occull development
points you have to ~nd on occult
skiJl~. Oisrfibute occult development
points among available techniques,
spells, or ~ spKirlc A.rcanum Lore, up
to SO points per technique in Ihi~ pa~

life.. ~nd to rTWlimum of 90 points Pel"
technique.

Nephilim Age

Available Techniques
Sorcef)', lower Magic

* Roll another Jd6. This number xS is
the number of ye~rs you lived in the
Simulacrum ~lte iOCilfnating.

VOl.l undertook ~ new life of CrTbodi·
menI. Find 001 how long you lived
in this new body, ~nd what you

learned lor lhat time.



~
- '.
\'.

,
•

Thebes. £Sl{1't c. 1350UC
Akhenaton: TheArcanu11l Rebellion

Historical 'ol1text
Onrt propuly tmhodid you 'WO't ahlt /0 Me what was suing 1111.

Htrt is a synopsis of,"/iwlnltn/s.

tn 1350 BC Eg}'P1 was already ancient. UR£kr Nephilim
guidance this cnd1e of human civilizarion had rttcivtd agri
cultuTc, the whttl, cities, and the fmt s:oci2l d:Lsses known 10

hununlcind. Under eighteen drnasties of god-emperors
Egypt had grown powerful and proud. lncy had even in
\~nted bronze working, to me surprise of the Nephilim mas
ters.

Thebes, situated in central EID'llT, had grown 10 be Ihe po
litical. religious :md culrur.l1 C1pit:l1 of the Egyptian civiliza
tion. A class of Nephilim-enlighlened pricsls dominated the
Nile V'A1ley and built magnificent complexes of temples 10

Amon- Ra at Luxor and Kam:Lk.. These priests worked closely
with the Pharaohs. and also controlled the magical energies
which emanated from those living Nephilim. One million
Egyptians served this organization.

Around 1379 BC the pturaoh Amt:nhotcp IV (also caIled
Amcnophi5 IV) came to offICe. Unknown to his companions,
he was :l spirinl:U ~volutionary. He sought to libcnte the
Ncphilim from the few options av:lllab1e to them to interact:
with humans. Thus shortly afrer taking his sacred office, thc:
god-emperor opposed himself to the tnditiol121 priesthood of
Amon-JU.2nd instead instituted the supreme cult of the god
Aton. He changM his name to Akhcnaton (He who is dc
\"Otcd to Aton) and had an c:nrirely new city built which he
named Akhct-Aron.

Akhenaton's revelation was thai he had discovered the se

cret method which led to coordill2ted human and Nephilim

energics and skins to allow the manipulation of the m:lglc $0
lar fields. Aren, the Sun Disk, was the ultirruue symbol of this

knowledge. The newly reve:l1ed secrets allowed the Nephilim

renewed access to their potential liberation, for it allowed

them to reach rewards the Solar-Ka vi:l their Simulacra in:l

variety of ways which had not ever been imagined. Many peo"

Y OU awoke for unknown reaf,(lfiS, and
had a very shun time to find a Simu
lacrum. Roll dl00 00 Ihi§ Table 10

find what simulacnnn you chffie.

d,OO Sirnul,tCTum

01-15 P"est

16-30 Pliestess

31-50 Chanel! Oliver, male

51-60 AI1.~I, male

61-70 Artlsl,lemaJe

71-80 Claftsper5Oll, Ill.lle

81-90 Claftspersoo, female

91-95 farmer, fIl.lle

96.00 F.lrrnt.'l", fel'llille

Priestess or Priest, female or male
Art (Dance)
f1rj;fAid
_lore
life Experience (Middle Kingdom [gypI)

lklen
Read"M.te (Hieroglyphicsl
Religious lore (Middle Kingdom Q;ypt:l.ln)
ScMlflizc

Speak (Middle Kingdom Egypli~n)

Sorcery. Lower M<lgic
So'cery. Hlgll('r Magic

Chariot Driver, male
Cr,1ft (Rqlai, Ch,lfiols)
Drive (Ch<llioll
firslAld
llunt
life ExIlt'fIl.'1lce (MIddle Kingdom Egypl)
Ml.'k-e (Bow)
~k.... (Sp.'Jr)

N.llur.ll lore

5<,"
Spe.lk (Middle Kmbdom Egyptian)
SuM\".l1

Artist, male or female
Art (p.llnlmg, x:ulpllng)
Astrological lore
Build
(rafl (POItel)'l

life Expellence (Middle Kingdom EgypC)
Rea<VWnle {HlCfoglyphicsl
Ref;gio.!s lore

5<,"
Scrullnizt'
Spe.lk (Middle Klnj;dom Egyph.ln)

Craftsperson, male or female
S.llTlC .15 Farmer (above) except:
life hpl..'fience (Middle Kingdom Egypt)
Speak (Middle Kingdom Egyptian)

Farmer, male or female
5.lme.ls in fuodYIl.lSlic Egypt, excepl:
Ufe (l(perience (Middle Kin~om [gypl)
Speak (Mlcklle Kingdom Egyptian)

Simulacrum Age
* Roll 3db x5. Th,s gives your Simul.l·

crum's ilge before incamalion.

Simulacrum Skill Points
* Mulhply age times 4. th,S gIves your

a.arrenl Simulacrum skill POints. You
on spend Ihcse points on lhe sk.ills
listed WIth your Simulacrum's profes
'>lOfI, up 10 50 points per skill in this
past life, .md to a maximum of 90
POints.

* Add ple-mcamahon age as value of
life £xpt.ot"ience

* Roll (2d6+6) .S. Yoo UI1 spend These
points 00 .my spoken language skills.



pie and Nephilim converged upon the new city to participate
and help the project.

This provided an entirely new approach to Nephilim and
human interaction. It was not controlled by the ancient The
ban priesthood, who feared to lose their tr.lditional power and
prestige. They ~CIoted the common people ag:UllSt the Phar
aoh until civil war broke out. The mcient unity of Eg)1lt was
broken as Upper Egypt fought ag:Unst Lowa Egypt. But the
traditional priestS' forces were first defeated by Akhenaton's
powerful court, which included the commander of the Egyp
tian armies.

In his new city Akhenuon continued his guidance. He
engraved his discoveries on twenty-two magical golden t:.tb
lets. He then bud eighteen enlightened Nephilim from their
~.Thq Iud ill W=Iy .rn;=<! Agmha. 11><>< =U
J11:lted Nephilim were each given responsibility for one part of
these secn:ts which bore potentiallibention for the Nephilim.
They were called The Major Arcana, and around them they
fonned their followers into the first Arcana tribes. Akhenaton
announced that the other four Arcana ~re ~t to come, but
mould b< apttt.d.

Akhenaton concentrated on his work of spreading his en
lightenment. He utterly ignored foreign invasion. The civil
war continued. To counteract the threat of the Ph:lfll.Oh's illu
minating revelations, the Theban clergy revealed the Egyptian
Book of the Dead to their human followers. This was a genu
ine guide for a Nephilim to understand the journey to
Agutha, but most Egyptians, guided by the priesthood, saw it
as a revebtion of the fearful and monstrous world of the

Nephilim. Bit by bit Akhenaton wu abandoned by all but his

most enlightened and f.lithful disciples. When the more un

usual Arcana tribes began collecting in Akhet-Aton, many

people, including lord Heromheb, the commander of the

army, became frightened and went over to support the 1beban

priesthood. The PMraoh grew more and more isobted, sur
rounded at wt only by a deadent court and neurotic artists.

At Last Akhenaton was abandoned even by his wife Ncfatiti,

was poisoned by his own personal physician and died. The
anny,led by Heromheb, destro~dAkhet-Aton and buried its

infernal temples.

When the Thcban anrues and assassins overwhelmed

their homes, the ephilim Arcll.llll. tribes avoided destruction

by scanering throughout the world. So thorough wu their

diffusion that many even lost contact with each othe[ Yet

from many secret locations they initiated odlers into certain

Nephilim secrets and bade them to continue the search to 10

ote the other lost Arcana. This wu the birth of the great bo~

hemian people caI1ed "Egyptians" or "g)psics- in Victorian

England. Those nomads Ctt2.ted their own culture based upon
secret Nephilim rites, Egyptian customs, and elements bor
rowed from the many countries which Ihey crossed over the

centuries.

In Egypt, the traditional priesthood recovered their an

cient prerogatives, and savagely suppressed the teachings of

Akhenaton.

Yo"r New Life

StMis form

Stasis Form

Slasil
Died a pe.JCelur death in old age

Died Ylolently, killed by Order ol
the Black St"r

Died yiolently, killed by Pharonie
Priests

Died YiolenIly, killed by Mystenes

"'''''Died a peaceful dealh in a lo~gn

country

66-75

dl()()

-25-26

27·50

51·65

76·125

dfOO Sl;JsiJ

OI.QS A stela
or.·20 Ceremonial jewelry

21·25 Sacred idol of god
26-30 S.JCred idol of gockk.-ss

31·35 s..cred idol of the Pharaoh
3&-40 Pharonic. barge
41-60 An altar
61-80 P;JJ)yrus

81-100 StafloiRule

What Did You Do?
What Arcanum did you foUow

in the revolution?
Ellcept for the Iradilional priesthood. mosl
Nephilim initially co-<lpt.'l"aled with Amen·
hotep, and followt.'d one ollhe 18 Arcana.

8onl.lt: Because of the nau...e of Ihis
unIQUe siluation, ilIlY Nephthm who W.llS

praelll m helped Akhen.-llon with the Ar·
cana tribn at this tllTlC geb a free bonus of
10% in their speciftc Arcanum lOfe. up 10
50 points per technique in this p.1$1 life. and
to mal(imum of 90 point$ per technique.

Modifiers:
If you were With lhe Theb.Jn Prit".'it

hood: minln 25

If )OU were with lhe Akhe",,1On Re
bek, Ot anyone eJ[cepI. the Theban Pries!:
hood: plU$ 2'i

Stasis Event
Whal evfflts led 10 the de..th of your Simu
lKrum, .lind your reuTlpri!;onment in your
S,."I

Occult Development Points
• Multiply the number of yeilni your

NephiJim w~ in~maled by 2 10 deter
mine how many occult development
points you have to $pend on occult
skills. Distribule occult developmenl
points ilmOng available techniques,
Jfl'eUs. or a 5JltClflC An::anum lore, up
10 SO poin~ per lechn~ in thiS pont
li~. and 10 ffiil.llimum of 90 poinls per
lCChnique.

Available Techniques
Sorcery, tower Magic
Sol'cery, Higher Magic

YOU uodefIook a new lire of embodi·
menl. find out how long you lived
in Ihis !'leW body, and whill you

learned for ''''''1 lime.

Nephilim Age
* Roll allOlher 3d6. This number 1(5 is

lhe nllmber of year5 you lived in the
Simulacrum after incilfnaling.



~
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S<!crct Sodctks
The Pharonic Priesthood
These were the tr3dition~ Egyptian priesthoods, whose men
and women maintained traditional relationships with their
Nephilim deities. They worked under the direction of the
Pharaoh cult. Mter centuries the Pub cult h2d been replaced.
Now the god+cmperor cull of Osiris was the k21der among
the many others, including Huhor, Ra, ThOll\, HONS, Sa,
and Anubis. The priesthoods wen: all participant! in the
Great Compromise. and worked in m-operation with their
Nephilim. The priesdy hmilies who were not blessed by
Nephilim incarnations were the clerics, bosses. consumers and
other ruling members of Egyptian society.

They were stllunchly conservative in all matters, 2nd both
humans and Nephilim of these cults resisted the teachings of
Akhenaton both openly and subtly.

Order ofthe Blade. Star
Akhemllon's era saw the return of a secret society which
would pbguc the entire history of the Nephilim: The Black
Stv. The order had taken refuge in foreign lands and secret
places. At fust Heromheb had encouraged the bronze smiths
to help him by malcing their rmgial weapons. Then he asked

for magical help from the secret and ffi2gical smiths. Then he
asked them to bring forth their secrets, -and men ofrhe Black
Star came once again openly to Egypt. They led the assault
upon Akhet-Aton, and destroyed many Nephilim with
orichalb, -and imprisoned many others. Heromheb beca.me
the new Emperor, stuting the XIX dynasty. Once he was
crowned, the brilliance of Osiris descended upon him mel he
received Nephilim :wist::lnce.

Thus the tnditiorul 5Oci2l order wu rrinstitutcd, though
the Arcana had escaped into the world to do their long-term
wod. 'The n~ Theb:m P~h would havr: tlltn des~
the Black. Sw, but agreed instead 10 let them survive when
they SWO~ that :ill they W2rUed W25 to hunt down the hiding
Arcana. He ~named them Ihe Order of me Forbidden Sw.

The Rosicrucians
In Akhenaton's time the many humans came to learn of his
secrets. They we~ welcomed into the Cult of Aron and to
serve the Arcana tribes. They learned and practiced magics
which they could not perfonn in anticipation of being a
Nephilim Simulacrum. Some learned to harmonize with their
own Solar-Ka,:md thereby see Ka as ifwith magical vision.

When suppression came, the wise and locky humans
gathe~ and sought to fiod out how they coukI survive. "They



dKidcd that swviviJ W:IoS found in the Scat:ts of the Rose and
the Cf051.. They dKidcd to keep this secret and hide, ~n
:llmong the Egyptians, as :II secret society. They codified their
knowledge, detenruned their 5eO"Ct signs :lind p:loSSWOrds, and
diuppeared from history to Stly among the peoples.

The Mysteries oflsis
The Mysteries of Isis began as :II sisterhood among the The
ban Priesthoods who worked closely with their goddess, Isis.
She taught to them certain seems COflceming the Nephilim
50 that they were intrigued by the potential of m:;r,gics.

The society began to stnI the hidden scicnccs of the
Nephilim. They aated their o:nhs and objectives, then swore
themselves to seem:y. No Nephilim knOYIS the secret of the
Mysteries of Isis. Emboldened by early success, they began to
pillage the tombs of the old pharaohs. Therein they :IIcquired
numerous documents, occult artifacts, and other magical 0b
jects which they h:ll~ kqn ever since. They helped to hunt
down the renegade Arcma.

Domil1al1t A1"Cal1a
The 18 Original NephiJim Families
Upon the instruction of Amenhotep, each of his favored
eighteen Nephilim founded a secret society to preserve their
Arcanum. The great Nephilim f.unilies were born when the
Nephilim realized that every possible way of life for a NeplU
lim was depicted in the Arcana.. In Akhet-Aton they each
established a magical hiervchy and rituals to unifY, idenrifY,
and educate the membert of their Arcanum. The Major Ar
cana were born.

For a time, representltives of:;r,Jl of these eighteen were
gathered together. Akhenaton's en was the only time that
some of the families have ever met in history, such as the Ha
mit. Some of the Nephilim, cherishing their independence,
denied tJut they were: even in &milic:s :and became OI'phans.

Complete details of:;r,Jl the Arcana tribes are given later in
this book..

Eighteen families were gathered. The leaders from each of
the preceding dynasties was brought back from their pyra
mids. Only four of the Arcana were missing, and only their
Arcan:ll tribes ilid not fonn :II! this tinlC, but formed under the

le:llderslUp ofluer Phanohs. The missing Arc.m:ll:loIe: Fool (0),
the H:;r,nged Man (Xll), the Unnuncd Arca.num (XIII), and
the World (XXI). These a~ the Nephilim Arcan:ll tribes
which can NOT receive the f~e bonus Arcanum Technique
in this er.\.
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___D_a_bylol1. Persia. c. 600 DC
Zoroaster andEthical Religion

Hist"ric...! C"l1tCXt
Onu J'r01'n1y ~tI'lbodird you 'Wa't obit 10 JU wlJal Ul/U going on.
Hat is Q synopsis oftritiCQ! nJrolJ.

Iron working was an entirely human skill, learned despite the
best efforts of Nephilim to prevent il. Iron working reveaJed a
new source of Orichalka to humans, as bronze had before.

The Assyrians began as a tribe of Orichalka Men who,
around HXXl BC. seized the sources and technology of iron.
lOey made iron swords to slay humans, and orichalka blades to

de:srroy demigods and priest-kings. They sct upon a period of
conquest and r.apid expansion throughout me Center of the
World. They were masttn of war, and invented the first siege
engines. so that even people behind staunch city walls were not
safe. They gloried in destruction, often slaying every person in a
city because they suspected that Nephilim were a.mong them.
Furthermore, dq were the: nm people to imp~ upon the

ephiIim's concept of Emperorship.. for the: Assyrians custom
arily killed an the royalty they c:nmuntercd, and installed gover
nors instead of tributary kings. They even conquered Egypt
around 670 BC, and carried off manyofits tl'e1SUIa.

The i\ssylUn's zc:al in suppressing all Nephilim activity
and tradition resuhed in the rdeuc of some Sdenim in the
region, who wandered and brought monumental ruin. ln
Babylon the M2gi of the 5tarlen Night even encour:aged this.

The human subjeas of the Assyrians did not need Nephi
lim to stir them to dissent after cenNries of crud oppression.
The Medes, a Persian tribe living on the lr.mian plateau, were
blessed with multiple ineatTUled Nephilim 211 dUs time. King
Cyaxares was lhe self-made King of the Medes, ably attended
and guided by Zoroastoc, Mitr.l, and some others.

Zoroastor was able to provide a vision of the Golden Path
to his fellow Nephilim. This helped them too~ the Per
sian people and Nephilim to combat all which was opposed to
their vision, whether it was Orichalka Men, Sdenim, or e~n
reluctant priest-kings. Zoroastor divided all the world into
those which helped the Golden Path and those: who did not.
After Zoroastor had metamorphosed fully into his Angel
bod); he was alkd Ahura Mazda and Sttn as the ruler (in
deed to the ignorant, he was considered 10 be the Creator) of
the forces of Good and Light. His foe was Arihman, a $e
lenim who had considerable intelligence and magical power.

Your Simulacrum

Y OU awoke for unknown
reaKlO'i. and had a Yl'fY
short time 10 find a Simu

lacrum. Roll dlOO on this Table
to find what simulacrum you

"""e.

dlOO Simubaa

01-25 Tribal ArlstClCr.lt. m.1Ile

26·l5 Triml AnSlOCr~ female
l6·50 Magi. male

51-60 Imperial SCribe, male

65·75 Priestess, female

76·80 Potter, male Of female

61·'JO farmer, male

91-00 farrnet", female

Tribal Aristocr<tt, ITWIle
Business
D,i~ (Chario!:)
Hunl
l.w
Life Experience (Assyria 600 BC)
Listen
Melee (Spear)
Melee (Bow)

Tribal Aristocrat, female
Bargain
Business
Craft {SewinKl
Firs! Aid
Life Experience (.Assyria 600 BC)
NatUfallOft!
Scnrtinize
Speak (PersIan)

Persian Magi
i\strological Lore
Fast Talk
l.w
li(e Experience (i\ssyria &00 BC)
Natural lore
Read'\rVrite (pefSlan)
Research
Religious lOft! (fenian)
Speak (Persian)

Imperial Scribe
i\strological Lore
Bargain
Business

e-
Life Experience (i\s5yfia &00 BQ
Read'Vo/flte (Penl..n)
Research
Speak (Persian)

Priestess, female
Nt (Dance)
firsl Aid
HermetiC lore
life uperience (....ssyria &00 BQ
l ..~
Read'Wnte (Hleroglyphio)
Religious lOfe lAs-syria &00 SC)
SCrutini~e

Speak (Assyria 600 BO
Sorcery, Lower Magic
Sorcery, Higher M.'SIC

Potter, ITWIle or felTWlle
Nt (painl,"g)
Craft (ponery)
Life Experience (.ASSyfla &00 BQ
Scrullm~e

5peak (Persian)

Fanner, male or female
Same as PrroynaSlic Egypt. bul

change:

LIfe Expenence (.Assyr~ &00
.q

Speak (Persl.ln)

Simulacrum Age
* Rollld6 x5. This gives

your Simulacrum's age be
fore incarnation.

Simulacrum Skill
Points
• MultIply age limes 4. ThIS

glvt5 YOU' current SImula
crum skill points. You can
spend these points on the
skills listed with your Simu
lacrum's profession, up 10

50 poinlS per skill in Ihis
pas! life, and 10 a maxi·
mum of 'J() paiNS.

* Add pte-incamatlOO age IS

value of liIe Expenence

• RoIl12d&+61 16. Yoo can
spend these points on any
spoken language skills.



The Penians thus enforced a belief system which was, for
the first time, based upon ethical standards rather than tribal
or local standards. One God, One Good; One Emperor, One
Empire. They welcomed all which would help their cause, and
condemned all which would not. Many priest-Icings changed
the nature of their worship to follow the dU2lism of Ahura
Mazda. The PenD.n Emperors quickly conquered all the civi
lized world, and by the rrign of Darius. Persia had enforced its
doctrine upon the whole of the Center of the World.

Many tribal gods, intact since the stone age. :accepted the
new pbn. The Emperor took a new cenlni scat in the uni
verse. Not just as the despot. but the Right King. Also, clUs
was thc first religion which looked forward to a better time,
r:nhcr than viewing the present and future as doomed and
damned. This was a revelation of the Sobr Agarthan teaching.

Secm Societies
The Mithridites
The Mithriwtes were first trained and prepared by Mithra.
an ancient priest-king who quickly adapted to assist Zoroas
tor in his e/fens to destroy the Assyrian OricJulka Men.
Mithra was a Sun Arcanum. committed to maintaining the
Gokkn Path teachings. He aught humans to aw:akcn their
own Sobr-Ka. Through other training the best among them
were. selected as vehicles for the cult's Nephilim incarnations.

The Order ofthe Noonday Eclipse
These wr:re hard-COlt: Orichalka Men who refused all teach
ings of Zoroastor, including acceptance of Arihman as their

oyeriord. They loathed and
they hared the Nephilim.

The Mag;
The inner secrets of the Persian priesthood shared many
magical secrets. Long after the pure form of Zoroaster's relig
ion had disappeared tht'S(: core members ~rcd.

Doml"",»t At'C..'\»a
IV. Emperor
The imperial houses of l112Jly di/ferenl tribes had adopted the
ways of Emperor, and even surpassed Egypt, ancient land of
its origin, in their mastery of it. Many famous kings and
emperors vied for ultimate power at this time. Among them
was King David ofJemsalem, alive around 975 BC; and Ne
buchadnezzar, of Biblical fame, around 600 BC.

XIX. Sun
The Sun Arcanum c:unc 10 fore with the ~ations of
Zoroast« and Mithn. They proYidcd a glimpse of the Golden
Path for doubting Nephilim. and they proYidcd a process and
orxanization te maintain the ideas through mystery religion.

XV. The Deva
The DcviI Arcanum was unusually strong at tlUs time, for
some ancient things were disturbed, and the unter of the
World saw the rcnlm of the Selenim.

Yo..r New Ufe

Y OU undef100k a new life of ell'bodi
ment. find 0Ul how long )'OU lived
In this new body. and whal you

Ie«ned tor that time.

Nephilim Age
* Roll anolhet" 3d6. Th~ number x5 is

the number of years you lived in lhe
Simulacrum after iocilmilling.

Occult Development
Points
* Multiply the number of years your

Nephilim was incarnated by 2 10 deter
mine how many occult~opment
points you have 10 spend on occuh
rJcilk. Dislribule occuh~I
poinb among availiblle IoeChniqles.
spells, 0' 10 Sfl'e'Ciflc Afo,num Lore, up
10 50 points pet' Iedlnil:f.Je in this paJt
Ilfe• .lInd 10 maximum of 90 points pet'

cechnl(Jle.

Available TechnKJue5
Sorcery, lower Magic

Sorcery, Higher Magic

Sorcery, Gr.llnd Secret

What Did You Do?
Nephilim riv.lIlry rO§e in thi~ time.. Before
Zoro.Jslor had acoompli~ his pis many
Nephillm resisted lhe changes. Some re
fused allogether, and wenl 10 the fringes of
the emplle. Did)'OU:

Go Ioloog from the slas1

Resis! slightly, Dut i1gree

Resist, and go .lIWilY westward

Resist, and be condemned to the dark·

Stasis Event
Whal evenb led Ie the death of your Simu·
1.Jcrum. and your reimpri'iOnmerlt in your
~isl

Modifiers: NephiJim behavior affeded their
fate. If you;

Wenllolong from the start. -40

Rf':!iisled slightly, bul agreed, .)0

Resisled. and wenl away westwilrd, +/.0

Resisled, and condemned to the darkness,
.25

dlOO Rewh

-401050 Died old.llnd C..J.lm

51-60 Imtroyed by rioting mobs

61·70 KiliedbySecrerSocIeIV
71 to 125 Destroyed I>y Mithlidites

Stasis Form
For Nephilim 01 the first incarnation

Sf"";. Form
dlOO StaSIs
01-10 Polished silver mirror

11·20 Winged bullstalue
21.)0 Ceremonial clay vase

]1-40 Ceremonialclaybow1

41-50 Ceremonial sacrifICial knife

51-60 Clay Idol

61·70 Gold and JeWeled drinking cup

71-80 Necklace of lapis lazuli
81-90 Arm band of silver and emerald

'J1-00 Wooden c.llrved comb



Alexanderand The Great Philosophers

Hist"ric...1C"tltcxt
0'1(' properly ,mhodiedyou 'Wert' able to Stt what was going on.
Herr: is a synopsis ofentical roents.

The Age of Emperors ground inexorably forward. The One

King of the Center of the World was contested by powerful

kings at the edges of the world. In Greece. at the edge of the

world, the Age of Philosophers was in fi..U vigor, Nephilim

who did not accept the Emperor Arcanum dominance as

natural or inevitable had gathered to share ideas. Thq had
many---too many to fit together, in fact, which created a class
of people inclined to review and question rather than simply
accept facts from authority. Philosophers took their place in
all ranks of society, even to the point of tutoring the sons of
kings.

Aristotle nltored AJexander, the son of a Macedonian
warlord. The warlord conquered aU of Greece, the homeland
of his teacher and then died. The son gladly accepted the
mantle of his father, and crushed all Greek rebellion in the
best regal manner. He then mustered the armies ofMaceclonia
and Greece, and conquered all of Persia and the rest of the
CentCJ" of the World. In this way, the Nephilim undermined
the One King forever by planting the philosophies of the
Many into their hearts. Alexander died, leaving a fngmented
empire which would never again rule the whole civilized
world.

Yo"r S;/11"I""",.,

Y OU awoke for unknown reasons, and
had a very short time to find a Simu·
l3Crum. Roll dIDO on this Table to

find what simulacrum you chose,

dIDO Simulacrum

01·25 Farmer

26-40 Phalangire

41-50 Philosopher

51-70 Greek Merchanr

71-8S Nobleman

86-00 Noblewoman

Fanner
Same as Predynastic EgWr, but change:
Ufe Experience (Alexaoder's Greece)
Speak (Classical Greek)

Phalangite, male
Build
Climb
First Aid
Fist/Punch
Life bperience (Alexander's Greece)
Listen
!'<\elee (Sword)
!'<\elee (Spear)
Sao
Speak (Classical Greek)
Survival

Philosopher, male
Astrological Lore
Fast Talk
Hermelic lore
L,w
Ufe Experience (Alexander's Greece)
Natural Lore
Read-'\Nrite (Classical Greek)
Research
Religious Lore
Speak (Classical Greek)

Greek Merchant, male or female
Bargain
Business
Conceal
Drive (Wagon) or Pi lor (Sailboat)
Ufe Experience (Alexander's Greece)
Melee (Spear)
ReadJ'Nrire (Classical Greek)
Scrutinize
Speak (Classical Greek)
Speak (Language); Egyptian, Aramaic, Etrus·

can, or Latin

Nobleman, male
Bargain or Filst Talk
Business or Law
Climb
Hunt
Life Experience (Alexander's Greece)
Melee (Sword)
Ride

Scan or Scrutinize
Speak (Classical Greek)
Survival

Noblewoman
Bargain or Fast Talk
Business or Law
Conceal
Craft (Seamstress)
First Aid
Life Experience (Alexander's Greece)
Natural Lore
Speak (Classical Greek)
Speak (Egyptian)

Simulacrum Age
* Roll 3d6 x5. This gives your Simula

crum's age I>efore incarnation,

Simulacrum Skill Points
* Multiply age times 4. This gives your

current simulacrum skill points. You
can spe1ld these points on the skills
listed wirh your Simulacrum's profes
sion, up to 50 points per skill in this
past life, and to a maximum of 90
points.

* Add pre--incarnarion age as value of
Life Experience

* Roll (2d6+6) x5. You can spe1ld rhese
points on any spoken language skills.



Egypt hod b<en """lU"'d by Al=ndu. Thm '" buili
one of the nuny cities he named Uter himsd£ When he died
Egypt was ruled by Ptolemy, one ofhis wadords, who founded
::a great dynasty tlut tl'lCOlU2gcd modem thinking. 1ncy
adopted the Pharonic nature of the Egypcian Emperor Neph·
ilim and ruled until Qu«:n CIeop:un, the wt of the Greek
dyrwty. Among this dynasty ~re many of the foremost phi·

losophen of the time. including the Ptolemy who dttermined
tlut the earth was ttuly the ttnttr of the universe.

Secret Societies
Sisters ofthe Eclipse
These were also called the: Orichalka Mothers. Nerbadda the
Curser came to Alexander's thrQne and pronounced dooms
upon him in defiance of the emperor. Alexander surprised
everyone by ordering the woman to be well tended and taken
care of, and she was held prisoner until her first pronounce~

mtnrs came true. She was again brought to Alexander, who
asked what he could do (0 prevent the rest from oca.Lrring. It
was too late for some things, she decUred, and Alexander did
whatever he could to prevent the rest. Thereaftu the order
disappeared. leaving only their curses to come true. As it was,
Abandcr died young. had no sons, and his greu empire
dissolYUl when he died.

DomhuJ1t Area"",
XIX. Sun
Philosophers g2ined great prestige and flourished in many
cities and city-st1ites throughout the Empire.1hc:y bcgul the
process of thought which l:ilcr bcnmc scientific., but for now
wu philosoprucal.

Your New life

Y OU undertook a new life of embodi
ment. Find out how long you lived
in this new body. and what you

learned lor lhallime.

Nephilim Age
* Roll another 3d6. This number xS is

the number of yean you lived in Ihc
Simulaaum after ioc;.tlwting.

Occult Development
Points
* Multiply the number 04 yean your

NephHim W~ inarn;llled by 2 10 defer
mine how fll,1,ny occult development
poinl5 you have 10 spetd on occult
skills. Oislribule occult dt-vdopmenl
points <lITlOflg iwailolble techniques.
spells. or a ~jfic Arcilnum lore. up
1050 points per ledlnique in this PJlst
life, and 10 maximum 0190 points per
technique.

Available Techniques
Sorcery, lower Magic

Sorcery, Higher Magic

Sorcery, Grand secret

5lJmmoning.. Seals

Summoning. Pen(olCles

What Did You Dol
Egypti'ln and Babylonian Nephilim r~isted

Alexander, whom they considered to be a
rogue rebel without right 10 Emper~hip.

8uI it w,n mainly a war 01 men, .md most
Nephilim stayed away.

Stasis Event
Wh.tl events led to !he de$ of your SiI'T'lV
lacrum, and your reimpn$Ol'1rT1efll In yo.Jr
Stasisr

SWiJ Evet1t
dloo Even'
01-SO DIed old when Ihe body wore au

51-'JO Movedamurd~dying.andex-

piled someplace else

91-00 Kllledbya5ecretSociety

Stasis Form
For NephJlim of the firsl incarnation

StMiJ form
dlOO Stasis

01-10 Bronleslaluetle

11-20 Black-figure day bowl

21·30 Golddiadem

31.-.0 Silver inscribed ruby nng

41·SO Clay statue of househokl~5
51-60 Ceremonial vase

61-70 B~dounlainspigol

81-90 Alhenian Sliver coin

91-00 Iron short wrord



Jerusalem. Ju~ea. circa 30

TheJesus Incident: Birth ofthe Piscean Age

Hist"ric.,1 C"l1tcXt
Once~Iy emhodidyou Wt:rt able to stt! what was going on.
Here is Q rynopsis ofcriti~tfXTIts.

The city of Jerusalem was founded by King David, the
mighty slayer of Goliath who became King of the Hebrews.
His son, the great and wise King Solomon 2dded a temple, a
fortress and a palace. It naturally became the center of power
for the Hebrew tribes, and had been prosperous since its
foundation. The city remained the capital ofthe Hebrew peo
ple until 586 Be when it was largely destroyed by the savage
Babylonians. Later it came under the rule of the Syrians. It
remained under foreign domination until it was freed in an
uprising led by the famous Jewish family of Maccabaeus.
Later ~t it was seized by the Roman consul Pompeus in 68
BC and given to the client kings of Rome who ruled under
the administration of the province of Syria. As such it became
the seat of the Roman procurators, of whom Pontius Pilate is
the best known for his part in the condemnation of Christ in

the ~ar 30 AD. Thus Jerusalem was at the heart of political
and religious intrigues involving Rome, the Jewish kingdom

ofJudea and the province of Syria. Around the year 30 AD
the political siruation had grown so unstable that it threat
ened trade, which worried the powerful merchants and bu
reaucrats of the Roman Empire.

In this context the Jesus incident took place. Reports of
the events are muddy, having been obscured by Templars, the
Church. and others in the time since they occurred. Even
most Nephilim are not exactly sure what happened. or how.

Human, or perhaps more correctly Humanistic, history
has a theory. According to them Jesus WAS a prophet who an
nounced the coming of a spiritual kingdom. He delivered his
message throughout Judea and was condemned by the Ro
mans for attempting to spark civil war. He suffered the Ro
man torture of crucifixion.

Accepted religious history professes a different mesS3ge.
The Christian Church says that Jesus was the Messiah who
had been announced in the Old Test:lment, that he is the Son
of God, and that he came upon Earth to spread the Good
N~. During his life he accomplished numerous miracles

and ultimately proved his divinity by resum::cting himself after

Your Simulacrum

Y OU awoke for unknown reasons, and
had a very short time to find a Simu
lacrum. Roll dloo on this Table 10

find what simulacrum you chose.

dJOO Simulacrum

01·25 Farmer
26·40 Roman legionary

41-60 Phoenician Prieslf!;s

61-80 House Slave

81-00 Jewish Scholilr

fanner
Silme as Predynaslic Egypt, but change:
Ufe Experience (Imperi..1Roman)
Speilk (Latin)

Roman Legionary
Build; Cilmps
Conceill
Fim .... id
Life Experience (lmperiill Roman)
Lislen
""'eJee (Speilr)
""'elee (Sword)
S",

Speak (latin)
Survival (Desert)

Phoenician Priestess
.... rt (Dan<:e)
....strological Lore
Life Experien<:e (Imperial Roman)
Niltur..1Lore
Religious Lore (Pagan Roman)
Speak (Latin)
Speak (Aramaic)
Sorcery, Lower Magic
SorceI)', Higher Magic
SorceI)', Grand Secret

House Slave
Bargilin
Dodge
Drive (Wagon)
Fast Tillk
Grapple
Hide
Life Experience (Imperial Roman)
Lislen
ReadtWrile (lalin)
Scrutinize
Speak (Latin)

Jewish Scholar
....strological LOfe
l.w
Life Experien<:e flmperial Roman}
Listen
ReadtWrite (Hebrew)
ReadtWrite (Latin)
ReadtWrite (Greek)
Resean:::h
Religious Lore (1 st Century Jewish)
Speak (Hebrew)
Speak (latin)
Speak (language); Greek Of ....ramaic

Simulacrum Age
* Roll3d6 x5. This givf!; your Simulil

crum's ilge before ino::amation.

Simulacrum Skill Points
* Multiply ..ge times 4. This gives your

current slmul..crum skill points. You
can spend these points on the skills
listed with your Simulilcrum's profes
5ion, up to SO points per 5kill in this
past life. and to a maximum of 90
points.

* ....dd pre-irn:arnation age as value of
Life Experience



being dead for three da~, whereupon he ascended into
Heaven.

Nephilim say differendy. They say that Jesus was a Zero
Aranum Nephilim. More importantly. he was tilt: fiBt Neph
ilim to be embodied within the flXtUS of a human being, and
was thus born inc:unate_ So claims the sources of The Jesus
Conjunction Incident. This document sa~ that the Wheel of
Fortune, forewarned through calculations of conjunctions,
joined with two other Arcana, the Sun and Temper-mce. to

manipulatc the gipntic magic energies which would be re
leased at that time. They brought about the merging of a
Nephilim with an unborn human foerus.

As had occurred with Akhenaton, me established powers
found this new way to be thre2tening :md dangtrous. The
birth was full of maglc as many groups, including the Tem
pbn using their ann called the Mysteries of Dumuzi. the
Rosicrucians. always too curious for their own good. scver.U
Gnostic groups, and the Roman government each inde
pendendy sought the child. Several of these sought to destroy
the child. They failed.

The child had vast abilities in all known occult practices.
BUI soon DOUbles begm, for the child was truly ililTerent.
thanks to the powen of the unique conjunction. InstC2d of
folJowjng the teachings of the three Nephilim Arcana me5+

Kn~rswho came to in$l:ruct him, Jesus decided to follow rus
own way. Thcn the minclc oa:tll'Ted: he became aware tlut hc
could nunipul.:ue the nonnal magic fields, and also that of the
sun. In this way he became a Zero Arcanum,thc unnumbered,
the one who listcned to his own heart, thc Fool. He discardcd

aU loyalty to the established governments and religions, and
embarked upon his own teachings.

The igno~tamong humans fared and hated him. M2ny
societies, foUowing the traditions ofthe Bbck Star Order who
hated Nephilim, sought independendy to destroyJesus and all
wruch was connttted with him. 1hey succeeded only in kill
ing him.

Your New life

ror Nephilim of ,he first incamallOn

StMifForm

Stasis Form

,~,

Died of old age

Accident

1<01100 by Durnuzi Brolherhood

Killed by Soldiers

d/OO St,lSis

01-10 Jewelry

11-25 SCroll

26·50 Clothing

51-75 UndIestJdc

76-00 Copy of Greek St~lve

Yoo _re ~ later follower, .ftet' Enlighten-
ment, +20

d"Xl
-1U -50

Sl-6S

66-7S

76 -120

Stasis £VCt1t

The appearance and n"ture of jesus was a
surprise l.'Vcn to Nephilim. I'll fillit. norte
helped It Immediately after Its Illumination,
though ~ variety congregated itl friendship
before its <lealh. When did youl Maybe you
never beurne invo/vtod. Maybe you were
ag.'llnSl it from the start. and never joined
up. Maybe you were Ml earty follower who
turned ¥way. Maybe you were a later foI·
lower. who joined up after Enlighlenmt"l'll.

~. Gr.uw:l Secret

Summoning. Seals

Summomng. Pentacles

What Did You Do?

What events led to the death 01 your Simu·
Iacrum. and your reimprisonmenl in your

....."Modiflcn: You never became Involved. +/-0

You~ ag.'linSl it from the Slat!. ·10

You were .ul e~ty follower who turned
~way. -s

* Roll anolher 3d6. This number xS is
the number or years you lived In the
Simulacrum aftl'f Inc.lrnaling.

Nephilim Age

* Multiply the number of)'t!ilr1 )Ulf

Nephilim Wal; I/'lCo1Imated by 2 10 defer
mine hOW' many occult deYelopment
poi...ts you have 10 spel'Id on occull
)kills. OiSlrilJule occult deveIopmeni
poinls afTlOflg available techniques,
spells, or a lPeCific Arc.lnum lore, up
to SO points per technique in this paSI
life, and to m;ucimum I:i 90 points per
technique.

Occult Development
Points

AvailableTechniques
Sorcery. Lowei' ~ic

Sortery. Higher Ma8k:

YOU undertook a new life 0/~j+
menI. rind 001 how long you lived
in this new body. and ~t you

learned for lnallime.
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But his message went on. People whose Solar-Ka had
been ignited did not flutter out like lights in a wind when
their leader was killed. Instead, it spread and was incorporated
into m:rny belief systems, some of which were knowledgeable.
others which wen: not. Some of these concealed the truth for
safety, and thus saved it. Others lost it. And the Tcmplars de
liben.telyobscured it.

~ Templan fonned a new organiz2rion under the lead
ership of Saul. who~ Paul. who ~ a Ncphilim in
ShoWt. He preached a garbled ve.sion of part of Jesus' mes
~. and t~by obscured the nUrmlious Nephilim events.
The Founders of the ~ Church lured all Nephilim and
swore to destroy them fomu.

11K: mysteries ofDumuzi
This secret society was the leading native society to react
during the Jesus Incident. It acted for Herod. the ~nt king
of Judea. Herod knew of a Nephilirn plot to birth a new
pharaoh-child. Herod was so frightened by the g;uhuing
Nephilim that he ordered all the children of his province
killed, fearing further births. But all ofthese effom failed, and
afterwards this society was made up only of old men with
traditions, oot without magic.

The 'Doml",,»t AreA""
O:ThcFool
This Arcanum made its appcanmcc here for the flIn time

ever. It promised an entirely new method of reaching

A~ha, enticing to many Ncphilim. However, they did not

know how to reproduce this event, for it was dependant upon

the stars mo~ than them. Yct an Arcanum Tribe fonned

which srudied thc phenomena, trying to prtdiet when a simi

lar event might ocrur, for surely the original would never

ocrur again.

X: The Wheel of Fortune

This Arcanum prt<lieted the largest Enthronement of magic
ficlds sino: Menes.. This began when a shining star appeared

in the: sky.lts Ie2.ders claimed to ruk the coming cr.l.

The Moon
At the nativity of Jesus the Moon Arcanum made a ~
appearance. A variety of Nephilim in animal fono had con

gregated in seaet, ahead of time. at the site of the birth. 1llcy
~mained with him for a short time, aiding and communicat

ing, and dispersed when Jesus went to Egypt.

1
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Rome. ltaly_c_._35_" _
Constantine and the New Church

o"u1'"1'"1J (mhoJid JflU 'lDrrt' J,/( /() Ut! w/xIt 'fDQS lfIl"ng 0".

Hrrt iJ Q tynDf'Jis oftritiuU ~rI!s.

Mltr ttnturies of rule, the once mighty Rorrnn Empire was
long gone. h was sh:lonered, broken from internal dissent and
foreign invasion. Civil ww r2gCd 2S Emperors and usurpers all
exploited the powers of Empire to their fullest.

From Britain 11 contender came to the continent, inlent
upon bringing pexc to all. He wu detcnnined to ontt again
assert the powers of the Emperor aibe.. He WAS Constantine.
who became Emperor uter he won the 82nlc of Milvi2n
Bridge. There he 5:!.w the Sign of Christ in the sky, and swore
to worship the new God ifhc was given victory. His foes were
routed and lciUed, and Constantine becunc the sole Emperor
of the Roman Empire.

Under his rule he brought peace and plenty. He reorgan
ized the politicalll.nd administr.uive systems of the Empire.
And, like all Emperors before him, he attempted to reorganize
the I-lierophant families which were within his Empire. He

Y OU Jwoke lor unknown re.l50IlS, and
h.ld a very shon time 10 find a Simu
lacrom. Rolf dl00 on this table to

find what simulacrum you chose.

dlOO Simu/~m

01-25 Imperial Atistocral

26-45 legiooary, male

46·55 Engineer, male

5&-75 farmet'

76.QO Slave

Imperial Aristocrat
B,vpin
Business
F~Tark

H~'

Uw
Life Experience (4th c Rome)

R~rite(lahnJ.....
5f:leak (lale latin)

legionary, male
Build; Camps

Climb
Conceal
Dodge
First Aid
Hide
Ufe Experience (4th c Rome)
IY\elee (5WOl'd)
IY\eIee (Spear)
Speak (lale Labn)

Engineer, male
Build
Climb
C,an (any)
Drive (wagon)

Hermetic lore
life ExperIence (41h c Rome)
Naturoll lore
Re.lCVWnte {latin}
Spe.1k (lale lalin)

Farmer
Same;as PredynastlC Egypt, but ch.Jnge:
life Experience (4th c. Rome)
Spe.lk (l<lle l.Jhn)

Slave
Business Of Craft

Cooce.l)

Dod""
Drive (W.lgon)
Fast Talk
Hide
life Experience (41h c. Rome)
Speak (lale latin)
SulVival

Simulacrum Age
• Roll 3d£> x5. This gi"':'S your Simula

crum's age before incarnation.

Simulacrum Skill Points
• Mulliply oIge li~ 4. This 8've5 your

curreot simulacrom dcill points. You
GIn spend lhesoe poinlS on lhe dcills
listed with~ Simulacrum's pr0fes
sion, up to 50 points per skill in this
past life, <lnd 10 a INxirn.Jm of 'JO
points.

• Add pre-inc:.unation age;as value of
life Experience

• Roll (2d6+6) xS. You c= spend thesoe
points on any spoken language wills.



did it by supporting Christianity as the organized imperial re
ligion, intended to be under his direction.

However. for all his politia.l knowlc:dgc, Cons~tine did
not have the: knowkdge to penist this way. The Age of Em
peron was over, so in the end he was tricked by the Hiero-
phant Arcana into establishing them as the actual ruling
pawen. Emperor Constantine became aware of this, and with

his great political skill and resources he tried to stop it. But it
was too lafe, and when he summoned all Nephilim to hdp
him the Justice Arcanum intervened, and they executed the
Emperor's hte as determined by the Whed of Fortune. Con
stanline was buried in his mausoleum, buill in the manner of

ancient tombs, and honored as a Pharaoh, except no human
ucrifices were offered.. Rcgrettabl}; he did not know the Book
of the Dead, and so he could not ever CSC2pc from the tomb.

Secrrt Socirtics
Gnostics
TIle Gnostics were philosophers whose belief depended upon
knowing (in Greek, gnQsis) rather than in believing, or having

faith. They had existed before the Jesus lncidc:nt, but after
wards most of them incorporated the teachings ofJesus into
their works.

There is no one Gnostic belief. Gnosticism includes be
liefs which arc in absolute contraruction to each other. The in

dUSllieness is false, and comcs only afler this period of history
when the Church begins to condemn and destroy all other

Christian beliefs which will not be pe:Kdi.llly absorbed. by the

main church. Gnosticism and other heresies are wiped out by

the Church, save for those which go underground.

1)omit1....'t Arcat1a
XI.Justice
TIle attempts by Constantine to exert his personal and politi

cal will against the will of the cosmos prompted the Justice

Arcana to act against him. TIle Church used this threat

against all rulers who followed.

Your New Life

What Did You Do?

Stasis Event

Modifocr: If you helped Constantine,
add +25 to your IOU.

Stasis Form
For Nephilim of the first Inc.Jlrlalion

diOO Slasis
01-10 PJlnledbowl
11-20 Painted vase
21-]0 Gold brooch

31-40 Carpent""s 5quare

41-50 Small marble statue. imllation
C....

51.6Q Gold e.ltmg kmfe

61-70 Iron spearhead
71-80 Brass bell
81-90 Egypllatl plunder, roll from

A!dlenaloo's age
'}I-OO Gleek plunder, roll from

AleKandl.-'r's age

St..ui. FOf'WI

E~'

Died old wh•.:n body wore out

Died in confliCl

Were driven 10 a ~gn land.
slam by foreigners

5lam by justice Arcana

d'/Xl

01-25

26·50
51·75

76-125

The major confliCl was between Ihe Hiefo
phanlS and COl"1s1antrfle. Did you help the
church, or help lhe cmpcrorr Or, perhaps,
stay out altogetfler?

Summoning. Seals

Summonmg, Pentacles

.....'11.11 events led to the death of your 5imu
lacrum, and your 1t'impnsonmenl in your
Stasis!

Available Techniques
Sorcery. lower MagIC

Sorcery, Higher MagIC

Sorcery, GroInd 5eael

'" MuIt,pIy the number 01 yean; your
Nephihm was Incarnated by 2 10 deter
mine how many occuh development
pomts you have to spend on occult
skills. Distribute occult developmenl
pomls among available techniques,
spells, or a spt."(,fic Arcanum lore, up
1050 points po..'1le<;hnique in Ihis pa~l

life, and to ma;>;lmum of 90 points per
technique.

Nephilim Age
* Roll allOther 3d6. Th,s number lI5 IS

the numbet' of years you lived in the
51muIJcrum after Incarnaling.

Y OU undertook a new life of embodi
menl. Find out how long you lived
in this new body, and what you

leanle(! lor lhal lime.

Occult Development
Points



£--i....:z
Charlemagne Destruys Paganism

Historic.\\ COl1tcxt
Once properly lm&xl~J you 'tIXrr die 10 sa what WQS going 1m.
Hrrf! is a 'Ynr1jJru ofrriliral rventr.

The Franks \/oI'tte one of many barbarian tribes which had
inV2ded the Roman Empire. For centuries their mling long""
haired dynasty of magici2n-pricsts, called the Merovingians,
had been guided by Nephilim_ Ova the last a:nturles the old
dynasty declined in power as the number or co-operative
Nephilim diminished. At last a &.mily of vigorous warlords
gained the alliance of the RoITW\ Church, killed the last
Merovingians and seized their~ throne. Invading foreign
ers, paynim Saracens, were aushed.. Stability was regained.
Centnliza60n ocrored, now in the hands of a Nephilim-hat·
ing dynasty, and crated the opportunity for a mighty empire.

Charles the Great, called Charlemagne, ascended to be
the King of the Franks. He organized a band of twelve Pala
dins, each armed with an Orichalka weapon, and they rol~

lowed the ancient Speu of Destiny as their b:lnner. This was
purportedly the weapon which slew Christ, and in fact is a
powerful Orichalka weapon.

Charlemagne campaigned diligently against the pagans,
destroying the idols which were their stases, and butchering all
the worshippen. With the help of the Holy Vehm he cleared
his l2nd of pagan sympathizers. The plague of airy spirits
which had infested lhe bnd was swept awlilY.

When it Sttmed as if Charkmagne would seize all the
Emperors power to himsdf.Justice intervened The strongest
ally ofCharkmagnc, Pope Leo m. was chosen as the incarna
tion ofaJusticc Nephilim who sct about to rom sure that the
Emperor power \ws nor~. A similar process had ex
CUI'Ted with Empuor Constlntinc, who also bore the Spear of
Destiny. 1bc Pope then offered to crovm Chukmagne as
Emperor, thereby denying that the Emperor ruled all The hu
man lUng agreed. Pope Leo further tried to corrupt Charle
magne by sending to him many esoteric volumes which could
weaken his KSOI~. Charlemagne countered by remaining ut
terly illiterate and untouched by this knowledge.

Charlemagne ruled the greatest Empire of the West in
a:nruries. It coUapsed upon his death, thanks in large part to
the undermining done by Pope Leo.

YOU ilWOke foI. unknown reilsom,. ilOO
had a very shorltime to find il Simu
lilCl\lm. Roll dUlO on this Table to

find what simulM:rum you chose.

d /()() Simu/NTum

01-{J7 Arislocrat, male
06-14 Arislocnt. ferNie

15-30 Knight, m.lle
J I-SO Pries!, male
51-60 CraftspelWll

61-00 Serf

Aristocrat, male
Business
Hunt
l.w
Life Experience (Ch"r1emagne's Empire)
Mel~ (Sworo)
Ride
Speak (Frilnkish)

Aristocrat, female
Bargain
Business
C,aft (SeoNing)

Fi~Aid

life Experience (Cl'Ianemagne's Empire)
Speak (Flanki~)

Knight, male
Fi~ Aid
Hunt
lile Expenence celurlemolgne's Empue)
o\IIelee (Sword)
Melee (Speill')
Melee (Bow)....
Sc,"
Spe.:aK (Frankish)
SU..... ival

Priest, male
Astrological lore
Business
First Aid
Life Experience (Charlemagne's Empire)
ReacVvVrite (Latin)
Religious Lore
Speak (Frankish)
Speak Ilatinl
Craltsperwn
Crilft (CMose one)
Life Experience (Challem.:lgne's Empire)
Natulill Lore

Scrutinize
$peak (Frankish)

Serf
5.Jme ilS P~rlilSIlC EgypI: IMmer, but

crn.nge:
life Expeneoce (Cl'Iarlemolgne's Empire)
Speak (Frankish)

Simulacrum Age
• Roll 3<16 xS. This give your Simub

crum's. before incal~hon.

Simulacrum Skill Points
• Multlply.:age times 4. This gives your

current simulacrum rJcill painrs. Yoo
un spend these pointi on the rJcitis
liite(! with your Simulacrum's profes
sion, up to 50 points per skillin this
past life, and to a maximum of 90
points.

• Add pre-incarnation age as value of
Ufe Expef ience

• Roll {2d6#» x5. You can spend lhese
points on any spoken l,lnguage skills.



Aftu Charlemagnc's death thc barbarians of thc farthest
north, called Vikings, began to arrive. They had been inspired
by the many Nephilim who had come among them, fleeing
from Charlemagnc. By thc time of Charlemagnc's sons and
grandsons, they had sailed south and destroyed the Frankish
Empire:,

Seem Socldl~.

The Holy V.hm
A Secret Society founded under Charlcnugne's pattorugr: in
n2 AD aftcr Charlcmagne passed a Law making it a capital
crimc to deal with Nephilim. Their modus operandi "r'2S to
kidnap influcntial pro-Ncphilim individuals, tty thcm in sc
cret, and thcn exccutcd thcm with a aucifonn sword impaled
through thcir hearts at a cross road.

Pricurc de Sion
nus society ~nt underground at this time, hiding from the
wnnh of Charlemagnc. They wr.~ protcetol'S of the Last
Mcrovingians, a Nephilim-riddcn dynasty whose touch
worked magic, came: from the sea, and had the frog as their
emblcm, The Pricure also belieVl:d that their wards were thc
blood descendants ofJesus, thc first Zero Arcanum.

The p..a!adjns
Charlemagne formed a sacred brotherhood of Nephilim
huntel'S. It wu extremely effective until its end, when corrup
tion had seeped in deeply. Then Ganelon, one of the paladins,
betrayed thc brotherhood to his Sun Arcanum corruptors.

Roland was slain, and his orichalka sword Durandil, and his
Stasis hom, Oliphant, wr.~ lost. Ogier Ie Dane was seduced
by an Elfof the ~I'S Arcanum 2S weU.

Domi»atlt ArcAtlA
Xl.Justice
In response 10 the ill-fated ascent of the Em~ tribe once
again in this era,Justicc maneuvered the rise: of Charlemagne
against the Mcrovinglans, and then maneuvtm:! his downfill.
The net result of this was a politic:al st~ngthening of the
Roman Church.

You. N.w llf.

'''''''
Died peacefully in bed
Driven oul Ii Empire:, killed else:·
where by barbarians
KiII~ by Charlemagne's forces

Killed by forces of the: Church

Killed by one of the: p.. radins

Killed by Hoty Vehm

St.uis £VCt1t

51065

"'·80
8'·90
91·1045

Stasis form

"'00
01·35
3&·50

Stasis EV~tlt

dlOO SldSis
01-10 Silver 0100 acacia wood reliquary

11·20 Sllver·p1aled bishops crozier

21·30 Roogh<Ut ruby in thumb riog
31-40 Brass lamp from (moorish) Sp'in
041·50 Iron helmet

What events led to ,he de~th of your Simu· 51-60 Hunling norn

lacrum, and your r~imprisonmerl11 &1.70 Iron baslard sword

Modifien: If your metamorphosis is a Sylph, 71-80 Glass bo"1e from Germany
Angel, or Elf. add-+20

81-00 Roman Find, 0011 on COmurll1rle &,

Kyou ,re: Hieroptw.nt Arcani"imii'i""'iii••"•••iiiiiiiiiiiiiii;

Were you .. membef of the Hicroph..nt Ar·
canum which was not pall of Charle
magne's Christii," empire?

Whal was your Metamorphosis?
Some. liSled below under Modifiers, were
cspc:cially per'SCCUted.

AvailahltTtchniques
Sorcery, lO'lt'ef Magie

Sor«ty, Higher Magic

Sorcery, Gr~nd 5ec1~

Summoning, Seals

Summoning, Pemades

Akhemy, Blxk Stone

What Dit> V"u Do?

* Mulhply the number of ~ars your
Nephihm was inc..matc:d by 2 to deter·
mine: how matlyoccuh~nt
points you ~ve 10 spend on occult
wulls. Dlstnbute IX;CUIt development
points ,mong ,vaibblc: techniques,
spells, or, specific Arc,num lore, up
1050 points per technique in this paSl
lif~, and 10 maximum of 90 poinl§ per
technique.

* RoU ..nolher 3d£>. This number)(5 is
the number of ~aR you lived in the:
Simubcrum aft~ incMnolling.

Y OU undettook a .- life 01 e:mbodi·
ment. Fioo out !'low long you Irved
in thrs new body, ..00 what you

learned for that time.

OcruIt D~vc1opm~tlt
Poltlt.



The Calhars

Historic....l COl1tcxt
On« troJ!"/y tmhodidJfIU WiTt able to su what WQS going on.
HtTt is asynopsis ofrritiCilI twnls.

The Catholic Church continued to enforce its orden upon
hum1llity. It had grown more: powt:rful hs spiritual message
wu nearly obliter:lted benClth ninc hundm:l. yean of consoli
dated economic poWl:n, and the church wu growing ml:fe2S
ingly political. No rival could be tolcl'2tcd. TIle province of
Toulouse, in southern Fr.lr\ce, had alw::lYS been a hot bed
of religious inqulry, synthesis, and debate. These were
gndually wiped out by the Catholic Church, by perse
cution, lepl action, or even by accepting them as the

new monastic orden.

Bm one heretical church, C2llcd the C:llh:us, had wSled

(or more m:m (ony )"eUS. hs propheu were unwilling to ttkc:
the: route of Francis or Dominicus and find wet)' and official

acccptmce :u a Illon:utic order. Instead they held the Roman

Church in absolule contempt, publicly scorning ils malerialis

tic obsessions and its politically dctcnnined dogma. But worse

than any speech, the C:uhus encourag.:d friendship with
Nephilim. They had collected in southern France and inevita
bly C2JJlC to tile: :mcntion of the authoritiCli.

The King of France was looking for any cxcusc 10 conquer
Toulouse. He WlUIted wu but did not wish to pay for it. To
su.it CVl:ryone, the: Church ordered a ho1yaundc:&g'1inst here-
tics. Knights from across all Christian _,_, ,,--t;o ~.'.;

... -,.,";::-;';~ ~i}~~)<'1~;::':.';f .1:~~:-·:
~;""","":>

Europe came at their own Cl'pCnsc to crosh the infl
:md, i( pmsiblc, enrich the:mscl\"CS. During dtis croSw.c Sir Si-

mon of Montfort distinguished himself,:md Ihe mon:lStic or-
der o( Ihe Dominicans bcc:ime Ihe org:miution o( lhe

Inquisition.

Your Simul"CT\4m

,-;'00 awoke for unknown reMOnS, and
y h~ a~ shoo ti~ 10 find a Simu

lacrum. Roll d 100 on thIS TWle 10
lind whal S1mul«rum)'OU diose.

Believer Knight
F"Sl Aid
Hl'frnellC Lore
Hunt
Life ExperienCt! (13c. france)
liSlen
Melee (Sword)
Melee (Lal'"l(;c)
RelIgious Lore lCathari)

."'"Speak Ole french); ..oo Ocola.n
SufVlval

.,. Multiply age lifTlC5 4. This gl\tC$)'OUr
CUffenl simulacrum skill points. You
Ciln spend l~ POlnlS on the skills
IiSled with your Simulacrum's profes
sion, up 10 SO points per skill in this
pasl life, and to a maximum of 9'0
poinlS.

.,. Add pre-incarrotion age as value of
Ufe fxpefience

• Roll (2dOi-f,) x5. You can spend these
nts on a lan~ skills.

Simulacrum Skill Points

Farmer, male or female
Same as Prl'Clynastic Egypl, bill change:
Life Expcrll'l1l"e (1] c. France)
Speak Ole french)

Simulacrum Age
.,. Roll Jd6 xS. This gives)'OUr Simut..

crum's age before il1Cilmillion.

life Expeflcnce (lJc. France)
Mooicll1e
ReligIOUS Lore (Cathari)

"'"Scrulinize
Spe;lk IIJc french); and Occilan

Perfe<:led Kabbaiisl
Asttologic.:lllore
Hermetic Lon.'
life bcperieocc (13c. Frara.)
Natural lore
Re.ld'Wrile ~Iinl; ..nd Greek
Read/Wrire (Arabic); and Hebrew
Research
Speak 113c. French); Occitan
Any lwo of: Sorcery, Lower Magic; Sorcery,

Higher Magic; Sorcery, Grand St.'Cfeli
Summoning, Seals; Summoning Pen,,,""

Alchemy Blade Slone

A Passionate Troubadour
M(Sing)
Art (Music); lute
fiI)( Talk
life EJcper.ence (1Jc. france.)
Religioos lore ICuh3ri)
Religioos lore (MarioIOlry),,'"
Scrutinize
Speak (1 Jc. French); and Oo:;ilan

SirTlul.1CfUrTl

Belil....l'f Knight

P,lSsionate Troub<odour

Perlected Kabbclli51

Nob/eWodow

dlOO

01-20

21-40

41-50

SI-7S

76-00



i..

While Catharism was supreme in the kingdom of Tou
lousc, the arts blossomed under ncb (ntronage. and the legal
and social role of women was gratly improved. But after the
crusade social and economic conditions got worse, and e\'c.n
lilC.rACY declined in tllC land.

This religion was an organization which attempted to regain
the ancient Golden Path. Its actions were guided by the dual
ism which h2d been begun by the Ncphilim prophet Zoroas
ter. In this religion ~rything which exists is seen :as
maniflC5t:lDons of one of twO equal gods of good and evil
Spirituality, they claimed. W2S found by following the Good

God's commands and shunning the Evil God's.

The Cathars declared that the Christian god who
created the world was the evil God. and not the true
spiritual one. Devotees foreswore the evil moml world
with rigorous and demanding behavioc 'They gave up
sex and &nUly. ate no flesh. refrained &om all violence.

and abandoned all worldly goods. In this way they prepared
themselves to be vehicles for the Nephilim. who thernfter
fIlled many of them.

The church had varying levels of membersh.ip. Most of
the human C:uhari were Believers. who supported the belief
but did not t:llr.e on the gte2t aesthetic hardships of the En
dunlo Most revered among them ~re the Perfetti. who let
themselves nearly die of hungu to prove their det:lChmenl
from the flesh.

The Believers and the
Perfected of the C"thari relig

ion defended their radical faith to the bitter end.

lnough their position had become unbear.tb1e
without food. the besieged requested a truce for a

few more weeks. The leaders of the siege. I-Iugues des Arcis.

the Senesch:d of Can::assone. and Peter AnUel, ~hbishop of

Narbonne. agreed. The night befOn: the truce ended. a single

being rappe.Ued &om the mountain &stness of the surrounded

castle and escaped unSttn_ The nttt d:a.y, the last of the truce.

before the astonished ~ of the Simon and the besieging

anny. the Perfecti and othen leapt from the castle wall and

tumbled to their group death. Forty others were found insKie,

and thq still refused to give up their beliefs. The men were

decapitllted immediately. and the women and children were

burned at the stake.

After" ruinous war. the Count ofToulousc SlIlttndcmi,
bur the C"thari did not. Some ksser k>rds, many landless
knights, and innumerable commoners refused to surrender
their beliefs and lands. The bloodshed continued as knights
sbughtered commoners by the hundreds. Fmally the last sur
vivors ~re SUITOlInded at their last stronghold. the castle of
Montsegur.

Your New life

Were you pan of Ihe CathN movt'ment~

What Did You Dol

Stasis Event

Stasis Form

dIDO S,.~sis

01-10 Cubon-slee! NOfI'Ilan axe

11-20 Bfa§§ ~1'Il"l nng

21·30 Golden bfooch

J 1-40 O ...k and gold ~Iiquary

41-50 Slones'iltueofa~int

SI·bO Brilss MId silver ladies' mirrur

61-70 Silver cruCIfix

7' -80 Golden goblet set WIth garnets

61-90 OoltTlascene steel scimitar
91.{)() Roman lOOl from ConSlanlinoplc.,

roll on Coostanline era

For Nephihm of the filSt incama!lon

StMi. form

,=,
Died quietly

Killed by Crus..lden;

ComrTllned Suicide

dlOO

01-25

26-00

101-125

Son:eJy, Higher Milgic

Sorcery, Grand Secret

Summoning. Se,lls

Summoning, Pt!nt...des

Akhemy. BI.-.ck Sfollt!

What evt.'nts led to the death of yuur Simu
1000rum, and your ~imprnonment in your
~sr

Modificn: If you _e part of the
Calhar~I, ...dd +25 10 yout roll

Occult Development
Points
* Multiply the number of years your

Nephilim was incamated by 2 10 deler·
mine how many occult deve/opmenl
plKnts you ha~ to~ on occult
skills. Oi§tribule occult devdopmenl
points among av,ilable techniques,
§pells, or iI specific IHCilnum lOfe, up
to 50 polnls per technique in this past
life, and to mil~imum of 'JO points per
techmque.

Nephilim Age
* Roll ,nolhet" Jd6. This number xS is

tile r'IUtTlbefof Y'!"s you I~ In the
SirnulOlCrurn after Incarnating.

Available Techniques

5ofcery. lOW'tl" Magic

Y OU undertook , new life of embodi
menl. Find out how long you lived
in thiS new body, and w+.i1t you

learnt.'d for thilt time.



It,
f-';;:
1

Catholicism
The Roman church fe2/;hcd the height of its asc;c.ndVlcy.
Signs of its decline were apparent, but not yet come to frui
tion. It could not rewn its influence without bringing in
intokr;mcc and rq>ression. The Templan. prcpuing to exe
cute the Gl'2nd Plan. cncoungcd this through the: coUege of
c:udinals, which it controls.

The Tcmplan continued their thoroughlyanti-Ncphilim
campaign, especially through the agem:y of its Tcmplu secret
societies. In recent years the influx of Nephilim causc:d the
Pope to attempt 11. new betic of control and draft Ulcrn into
the official monastic societies provided for them. 11m! con
trolled, they could be tcnded properly by the Tempb.rs who
had infu.tr.l.ted the monasteries.

The Dominican Order, calling themselves the llounds of
God. became responsible for the: Inquisition. Besides being
composed ofignor.&nl and fanatical humms, it became the ref
uge for many Tower Nephilim who wac inlent upon destroy
ing hUmll.nity. After destroying hue-tics, du:y turned upon
women. pagans, and finally the Jews before the madnesli
1W,<d

The Seem Societies
The Perfecti

This society was the elite of the Cathan, initiated to the
mysteries of the Nephilim whom they have come to love.
Numerous Ncphilim were among the Perteeti at Monuegur,
among the sacrificed Cathars. The Cathm did everything

they could to prevent the Nephilim fro',l being ~pturcd by
the Templars. Among the mysterious treasure secreted out of
the castk were the SlUeS of the NephiJim. as wcU as the Holy

Grail itsdf:

The Knights Templ~
1bc Order ofthc Temple ofJerusalem was the most powerful
secret society of the times. 115 members had begun to o:ccute
their Gl'Cl.t Plan to take over the earth. They dared not f.Ul,
for that wou1d push the nc:xr 2ttempt back another 750 )'an,

to around the ye:tr 2000. The order had spe:tthcadcd the at
l2C1c. on the Nephilim colony of Montscgur. Led by Jchan de
Saint-Prcux. GDnd Master and Dving lunatie, the crusade
against the C:lthars W2S one the gre:ltest succcsscs of the or
der. Their disinform:lrion attempts were successful as well, to
the point that some accounts actually place: the Tcmphrs
within the stronghold, difmding it.

The Hermit
The Hermits, who disdain this mortal world, were instru
mental in developing the C:lthm religion. They provided the
model, and kept cI05C relations with the secret society of the
Pcrtected.

,
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Birth oftheAge ofReason

Paris, Tral1cc circa 1630

Hist"ric...t C"l1tCXt
OnU! properly tmbtxli,d you wm: ablt. to Ul. wh4t 'Wa1 ping MI.

H~ is Q synopsis ofrritital nxnts.
The Sun Arcanum increases irs power in this reign. The
French Icing, a hUlTWl guided by Cardinal Richelieu (a Sun
An::anum Ncphiliml, atablished the fOWldatioo of the mod~

em nation·SUte in the n:ign of King Louis XIIl. The monar
chy bec:u1lC absolutist despite the rcluetanec of the nobility,
whose prerogatives diminished appreciably in his reign.

Intrigue abounds. and foreign policy w:lS aggressive and
Macruavdlian. Thus Fnnce acquired its present boundaries by
w:uring on its Hapsburg neighbor in both the Rousillon and
the Flanders, yet also intrigued into royal marriage aI.I.i.ana:s
berween the courts of France and Spain. Factions within the
ruling c.1ass intrigued endlessly. The rivals include partisans of
the cardinal, the king, the Medici. the nobkfTl(:n, and good
Q1een Anne of Austria (ll. Empress Arcanum Nephilim).

Religion becomes more f:uutica1, &ith more mystical,
with death omnipresent. Baroque artists p2inted vanities,. and
stills with skulls and memento moO wen: me rage. Literature

W2S revolutionized with the impiousp~ novel and the
satirical Don Quixote. Cyrano de Bergerac., poet and muskc:t
eer, wrote about his tr3vt:ls to the moon. The times were fertile
for intdlectual pursuits, and the bases of scientific diSCO\'eries
wen: bid down when Descartes (an Nephilim of the Clutiot
tribe) and Bacon (in Engbnd) disseminated their prot<KypCS

of the modem scientific method.

It was also a time ofprolific occuh inquiry into all avt:nucs
of interest. Among the most famous is Galiko, in Jtaly, who
experimented with lenses and Iool«d al the moon.

Now, and afterwards, there was a tremendous Nephilim
presence and interaction. However, they wen: eventually de·
feated by the new scicncxs, and placed bade in Swis by the
Secrr:t Societies.

The Secret Societies
The Mithridites
1lUs society was based upon the Zoroastrian Cult of Mithra,
who work dosdy with thc Sun An::anum. !be human initi
ates of Mithra, the solar god, came into the open and under-

Your Slmul",crwm

Y OU ilwoke b" unknown re~. and
~ a vefY shofl time k) find a Simu
l,ICrum. Roll dl00 on mho Table to

find whal sifBJlacrum you chose.

Simwl..\Cn.m1 SclcctiO?1
dIDO Simul,lcr"
01·15 Rural Priel, male

16-30 Jesuit Monk. male

] 1-45 Mu~eer. mille

46-70 Tfilvelling Actor

71..(X) F.1.rmet"

Rural Priest, male
Bargain
Climb
OriYe (wilpl)

Fi~ Aid
Grapple
We Experience (france 1630)
Medicine
Religious lore (17e. Ciltholie)
Speak 07e, french)
Speak (Cle,iullillin)

Jesuit Monk, male
AsfrologlCill Lore or Kabbalislie Lore
ASlronomy Of Biology Of Chemislry Of Ce-

010sY
HistOlY

Lile hperience (F,ance 1630)
Met:Nnics
Mcdicire Of Pharmacy
Rud'Wnte 1I7e. fleOCh)
ReacVWrile (C!eriul Lollin)
Read'\rVrite (any, player's choice)
Religious lore (17c. Roman Catholic)
Religious Lore (~ny, player's choice)
Speak 1I7c. French)
Speak (Cleric,lIl..1,in)

Musketeer, male
Bargain or fltSl Talk
Build (Military C~mps)

Dod",
Fi~ Aid
FiSl/Punch
Li~ Experience (Ff;lnce 16301
Listen or Son
.vela" (Epeel
Melee (Musket)
Religious LOfe {lmpletyl
Speilk (17e, French)
Survival

Trilvelling Actor
Art (Acting)
Build (Sl:,lse 5eb)
C,afl (Costumes)
Dodge (Tumbling)
FaSl Talk

H""
lifc Experience (Francc 16301
lislen
Psychology

"'"Speak (17c. French)

farmer
See predynilSlic Egyp(,~ cholnge:
life Experience (France, 16301
5pcilk 1I7c. French)

Simulacrum Age
* Roll3d6 xS. This gives your Simula

crum's age before incarnation.

Simulacrum Skill Points
* MlJhiply,lge times -4. This givcoJ; your

current simulacrum skill points. YOli
Coln spend lhese points 00 'he skills
liSled with YOUI Simulacrum's profes
sion, up to SO points per skill inlhis
pastli(e, .and to a m.-.ximum of 90
points.

* Add pre-incarnation age as v.alueof
Life Experience

* Roll (ld6+6) 16. You un spend these
poinls on any spoken language skills.



went a renaissance. Embodied Nephilim devoted themselves
to the m}'5tical search for the sun, and received generous royal
pauo~. The humans of the Order, despite indfecrive pro
tests of the Sun Neprulim, !tamed the Secn::t of the 22 Ar
cana and later enshrined it in a garden in Vcrsais. Their
conspirxy culminated with the c:orronation ofLouis XIV, the
Sun King. Mter tlut the Nephilim abandoned the effort and
the oroer again went underground.

They began the fad of the la.byrinth-gardens, the -ruined gar
dens", turf-cut figures, and other architectunl Follies. This
organiz.ation evenrually became the Roya1 Society.

Domll1aJ1f Arcal1a
XIX: Sun
The Sun Arcanum WO£ks with Richdieu, as expla.ined above.

The Illuminati ofBavaria
One of the most refined secret society of the era starts at this
time. As part of its Grand Plan for world domination, this
Templar offshoot surfaces in Germany and infects many
other existing societies, both ~t and public::. Their plan
anticipates compktion around the year 2000 AD.

XVI:Tower
While Richelieu works within France, Gennany was being
decimated by this Arcanum in the Thirty Yem War. Among
prominent Arcana personalities were: It:l.lian Gene.nl Spinola.,
who captured a Iibn.ry from the Rosicrucian Elector in 1622.

The Order ofthe Daughters ofthe Nile
In Frana, this secret society is a front for the High Priestess
Arcanum. It attempn to help in the faction struggles, but is
kept in check by the politics of Cardinal Richelieu. Although
pro-Nephilim at this time, their origins are revealed to have
been as the Daughten ofIsis.

Other lJ1fcrcstlJ15 Arcal1a
II: High Priestess
The oppression of the Daughters of the Nile, and the murder
and Elixiration of its leaden, did not stop these Nephilim in
other parts of the world. They sought to flOd way to preserve
their long-sought knowledge. They encouraged reading and
writing, and embr:lad the newly invented printing press.

The Invisible College
Also calltd Societas RosiCJUCiana in Anglia (S.R.IA), this
English secret society mainttined the ancient Rosicrucian se
crets. In secret, the~rs continued to Sttk occult enlight
enment. Membenhip included even nobles, and the edocared.
Under the guise of curiosity they explored the -Celtic ruins"
and organized aremonies in specially conceived gardens.

VII: Chariot
This er:l s:aw the: beginning of Mechanical Age. The skill of
Mechania first appears among hwnans at this time. The
Chariot Arcanum. inOuenad by Desca.rtes and omen,~
the incipient principles of Science and other non-spiritual
methods of measuring.

Vo..r New life

For Nephilim oltne first incarn<ltion

StAti, form

Stasis Form

41--65 KiIl~ by Temp~rsOf other SecI1!t
Soc"",

65-115 BumedMawllCh

Diamond btooch

Steel rapier

Lootlmm a Gefman wunderkam
Il¥.::". roll on Calhat Eta

Roman lind, roll on ConSlanlinef,.

Slasis
Venetian g1i15S mirror

~rble neoclilssicolll statue

Unusually loII.r&e diMnond

Sliver Colndlestlck
Decotilled ceremorllaJ d..gger

Porcelain vase

91-00

d'OO
01-10

11-20

21-JO

"...,
41-50

51-f>O

61-70

71-80

81-90
StAti. £V~"t

Sorcery, HIghet' ~ic

Sotary, Gtand Secret

SumfT'K)(ling. Seals

Summoning. Pentacles

.... lchemy. Black Stone

.... lchemy, Whit~ Slone

What Did You Dol

affX) Ewnt
01-25 Died ~efully in bed

26-40 Killed in the sack or a German,
Rhenish, or Dutch city

Were you a Magus or an Empress Ar
cana in this en?

Stasis Event
lNhat events led 10 !he de~ of yoour Simu
l,lCfUrn, and .,out remlptlsonment ,n .,our
51,"'s?

MOOificn: If )")U ilre 01 Magus or Em
press .... rcilllil. add .;.15.

* Multiply the number 01 yeMS your
ephilim WilS Ir'lCilfTI,]fed by 2 10 deter

mine how IT\llny occult development
points you have to spend on occull
skills. DiSlrrbute occull developmeot
points ilfT'K)(l8 ilvililable techniques,
spells, Of iI specific .... rcanum lore, up
to SO points per lechnique in lllis past
life, and 10 maximum of'JO points per
technique.

Available Techniques
Sotcefy, Lowei' ~ic

Occult Development
Points

Y OU undertook a new life of etTixxIi
menl. Find OUI how Ions yoou livt"d
in lhis new body, mel what yoou

leoltl.oo for that time.

Nephilim Age
* Roll anolher 3d6. This numbel' x5 Is

the numbel' 01 y~.lrs you lived In the
Simul,l<;rum after incarn.lting.



Return ofthe Magicians

Historical COHtcxt
Gnet~Iy tmIxJidyou wtrt IJblt ID Ju whtu too:u suint C11I.

H~ is Q synopsis r{triJiwlewnlJ.

London was the capital of the gratest empire that had
ever existed, the empire of Her Majesty Queen Victoria. It
was :I. ciry of tremendous social contnsrs, acting rechnical
brnkthroughs, newly applied sciences. and psychosauaJ mad
ness. In London the rich displayed their wealth, and main
tained their privileged places atop common mankind, whether
they were old wsrocr.lItS or new businessmen. Most London
en lived amid the most squalid wban conditions in Europe.
The first underground subway of the world was built, with
v:lst subterranean g2lleries and miles of wooden stain. These
were, of course, fiUed after a time by the beggars and thieves
who mady niled the complex of underground sewers. Scot
land Yud, the most advanced police in the world. used scien
tific police methods to find criminals and prove [hem guilty.
Yct they were unable to find the serial killer called Jack the
Ripper.

Atnoog the rich and leiswt:ly of this empire wen: lOme:

people who had considerable time and rnoun:'CS to indulge
t~msdves. Inevitably, many parnkt: in debauchery and waste

cvtrything in lhe most human manner possibk. Others. mo~
aesthetic and refined, turned 10 more spiritu:L1 pwsuits. Eso
teric orden had, for the fust time. a wiclc: variety ofpeople to
work with. With their intent and energy, they consciously
pursued many of Ihe ancient secrets. Mosl wae frauds,
though (his did not detr.lCt from [he f.maticism of the society
bdi~n. Others sucettdcd in contaCling, and awakening,
many Nephilim.

Secm Societies
The Hermetic Brotherhood ofthe
Golden Dawn in the Outer.

This secret society is the ruming point in the history of the
occult groups. The Colden Dawn explored all the magical
paths openly. It admitted a disdain and disinterest in the
world. Its occult work was based upon yean of research and

Your Simulacrum

Y OU awoke lor unknown reason~, and
had a very shoft lime to find a Simu
lacrum. Roll dlQO on this Table to

find what simtJlacrom you chose.

d/(IO Simu/.,Ja~

0133 Poetess

34·66 Dodo.

67-00 Oilenanle

Poetess
Alcho!mical lore Of AstlOOglcaJ lore
Art (Poetry)

Hi~

life Expenence (london, 19101
lislenp,-
Rea4Wrile (Enshsh)
RC~11e lS4»nosh)
ReligIOUS lore (Church of Eng~nd)
ReligIOUS lore (Cbssical Greek)
Rode

Speak (English)

Doctor
""rooomy
Business
Drive (carriage) or Ride
fim Aid
lire Experience (london, I'll OJ
Medicine
'b""'Cy
Psychology or law or HIStory
ReadWrile (English)
Re.td'Wnle (lalin) or (German)
Speak (English)
Speak (German)

Dilettante
Choose Nly 10 01: Alchemical lore, Att
(....... ), A.strok>gical lore. Mlrooomy. Biol
ogy, Busiorss, (hermstry, C1.mb, Conceal,
Craft ( ). Dodgt:, Ori...-.: (ur), fast Talk,
first A.id, FiSl/Puoch, Geology, Grapple,
Hermetic lore, Hide, History, Hunl, Kabbal
islic lore, Kkk. law, l.fe EJlperience (Lon-

don, 1910), listen, Mei;hanics, Medicine,
Melee (pistol), Melee {~" Pharmacy,
Physics, Psychology, ReadWrite (English).
ReaeWohile (other), Religious lore (lOc,
PrOlestanl), Ride, Scan, Scrutinize, Speak
(English), Speak (other). Survival. Swim,
Tarollore

Simulacrum Age
... Roll 3d6 ",S. Th,s gives you. SimtJla·

crum's age before incarnation.

Simulacrum Skill Points
... Muhiply age limes 4. This gives your

curreol simulacrum skill points. You
un spend these points on the skills
listed with your Simulacrum's profes
sion, up 10 50 poiob per skillin this
past life, and 10 a maximum of 90
points.

1ft' Add pre-Incarnation age as value of
lIfe bperience

... Roll (2d&+6) 10. You un spendt~
pOlOb on any spoken language skills.



practice. Its inner members were all serious. and included
celebrities like the writers Bram Sroker and Arthur Machen,
poet William Butler Yeats. as well as prominent occultists
such as A E. Waite and Aleister Crowley. It was one of the
most successful groups, bringing together at last many strands
of the Promethean secrets to prepare humans to house Neph
ilim. They were the first, for instance, to reveal and spread
among humans the Enochian Alphabc:t and Language. This
activity disturbed the magic fields and provoked the sub
sequent awakening of the Nephilim.

The origin:l.1 Brotherhood, which included nearly a dozen
Nephilim, was destroyed by its foes, who implied sinister and
traitorous activities by its membc:rs. Rather than pollute itself,

the kernel group separated and left the organization and its
foes behind. The papers of the Order were published, to the
disappointment of both the Templars and the gossipy public.
Disciples. capable of reading Enochian and initiated into the
secrets, carried the secrets into the world in other guises. The
Nephilim masters retired quietly ro Met.tmorphosis.

Many other secret societies used these new methods too,
learned in that time and borne forward to today. These in
clude The Hennetic Brotherhood of Luxor. The Brotherhood
of Eulis, The Builders of the Adytum, and The futrum Ar
gentinum.

1)omit1at1t Arcat1a
I: Magus
The friendship of Ihe Magus Nephilim with the membc:rs of
the Order of the Golden Dawn has been unequalled in mod
em times. The inner circle of the order weft: all Nephilim.

XIV: Tower
At this time some very sublle members of the Tower worked
among the newspapers of Europe. They popularized the idea
of a Cleansing War which would strengthen their peoples
with blood and steel. The tower, helped by willing Emperor
Arcanum working among Ihe European royalty. eventually
brought about World War One.

Your New life

St..ui. Evet1t

Stasis Event

Summoning. Seals

Summoning, Pentacles

Alchemy. Black Stone

Alchemy. White Stone

Stasis Form
For Nephilim in their first incarnation

dl00 Stdsis
01-10 leaded-glass fable window

11-20 Ruby pend'lnt

21-30 Bizarre brass contraption

31-40 Ivory cameo

41-50 Cavalry saber

5t-60 Ceremonial magical sword

61-70 William Morris duplicate (roll
on Charlemagne Erill

71·&) Priceless family heirloom, roll on
Richelieu Era

81-90 Middle Eastem Artifact, roll on
Zoroastor Eta

91-00 Egyptian Artifact, roll on
Akhenaton Era

,~,

Died peacefully In bed

Killed by lenin, Slalin, Of Hitler

Killed in the influenza pandemic

Killed in World War One

Killed by neo-Templar or
Rosicrucian

Killed by Satanist Order

df()()

-15-30

31-40

41-50

51·70

71-90

91-12S

What events led to the death of your Simu
lacrum, and your reimprisonment in your
Stasisr

Modilia'l: If you are of the Lovers Arcanum.
-IS

If you are of the Empress or Magus Arcana,
+IS

If you are of the Emperor Arcanum, +25

Nephilim Age

Occult Development
Points

* Roll another 3d6. This numberx5 is
the number of years you lived in the
Simulacrum after incarnating.

Y OU undertook a new life of embodi
ment Find out now long you lived
in this new body, and what you

learned for that time.

* Multiply the number of years your
Nephilim was incarnated by 2 to deter
mine how many occult development
points you have to spend on occult
skills. Distribute occult development
points among available techniques,
spells, or a specific Arcanum lore, up
to 50 points per technique in this past
life, and to maximum of 90 points per
technique.

AvailableTechniques
Sorcery. lower Magic

Sorcery, Higher Magic

Sorcery. Grand Secret



To he or Jlllt 10 be,
tfJat is l&C qllcslioll.
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HE LAST STEP before your Nephilim
can live is for it to take over a host body.
All Nephitim must be embodied. They
must perceive the mauna! world to use
magic. They can do this only through,.11 dlC senses of their Simulacrum. They

• can see, smell, listen, touch and taste.

Nephilim alvnys require a few days to grow accustomed to
a new body. During this time they scout around, figure out
how long they can stay in hiding in their Simulacrum's old
haunts. and assay the state of the latest world.

Remember that no amount of wisdom could have pre
pared historical characten for the abundance of modern mate
rial cu1nuc. Even though the Simulacrum may have seen a
million cars, the first ride for the Nephilim may be startling.
Modem weapons would be nearly unthinkable, at first. Play
ers and the gamemaster must decide how much of this initial
awe and wondu they want to use in play.

When the Nephilim started to incarnate themselves in human
bodies, they immediudy discovered problems in choosing
which humans to possess. The Nephilim realized that the 50
Jar-Ka was different in each human being. A high 5olar-Ka
makes it harder for the Nephilim to possess the Simulacrum.

Nter centuries of observation they realized that 5olar-Ka
always affe<:ts the life ofeach human being. The Solar-Ka cor
responds to the willpower, strength of character and courage
of the Simulacrum. A person with a high Solar-Ka almost in
evitably occupies a high position in society.

Thus it is difficult or impossible to possess the most pow
erful and important people, whether they are political and
military leaders, social pacesetters, or popular heroes, who all
have too much willpower.

Most humans' 5olar-Ka falls into a mid-range. These peo
ple can often have useful skills to help in their mysterious
quest. Ifgiven a chance, you Nephilim can choose from several
candidates before incarnating again.

Some Nephilim prefer to choose social marginals as
Simulacra. The poor and londy are easier to isolate for Neph-

ilim work, but often have suffered poor health. Various social
misfit'S are popular types as well. These enable the Nephilim
to be unchecked by the actions or attitudes of any human be
in~. Artists are also priud Simulacra since their art takes
them closer to ule magical behavior of the Nephilim. These
Nephilim can assert dleir personality without really disnubing
the tribe or society of the Simulacrum.

Finally, all Nephilim have a natural desire for those hu
mans who are interested in the occult and myths. These simu
lacra may have
acquired access
to dleir Solar-
Ka, perhaps
even learned
Ka-vision and
magical tech
niques (which
before incarna-
tion would
have been totally useless). Undoubtedly such a Simulacrum
has acquired information which will be useful for the quest for
Agartha.

Your Simulacrum is defined by its name, chuacteristics and
attributes, skills and possessions. They are intended to be of
only passing interest to Nephilim.

Gamemasters have pennission to alter any ofthese facts to
suit their own campaign.

The name
Like all humans, the Simulacrum has a name by which other
humans recognize her. No names are suggested, and all ethnic
details arc missing. Players are invited to modify these chuac
teI'S according to their own desires.

The Charolctcristics
The Simulacrum has five characteristics which define it. They
are: Strength, Constitution, Intelligence, Daterity and Cha-
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risma. You will fInd a complete definition of those charac
teristics in the Game S~tem chapter (Page 91).

The human characteristics are defined within a scale rang
ing from 3 to 18. TIlese characteristics will later to be modi
fied by adding the bonus from the Ka-elements of your
Nephilim. These combined are called Meta-characteristics,
and are the rolls you will use in the game.

The Attributes
Gender
Each Simulacrum is either male or female. This has no more
bearing on the life of your Nephilim than you wish it to have.
Gender for the samples following is, in almost every case,
arbitrary. Gender is given to furnish some concrete ideas to
these particular samples, but players should feel free to have a
female Marine Corps rifleman or a male Midwife, if they
wish.

Age
The Simulacrum is aged between 16 and 50 years.

Social srntus (Soc)
Social Stams shows the relative position of your Simulacrum
in society, with its corresponding advantages and disadvantages
at her job or with resources. High Social Stitus can be of
tremendous import:lnce for the Nephilim who has extensive
material needs.

Opportunity roll
The opportunity roll is equal to SOC" 3. Each time the Nephi
lim seeks to use the financial possessions of its Simulacrum, its
player must roll under the Nephilim's opportunity. If she suc
ceeds, the Nephilim acquires the coveted goods without prob
lem, and does not diminish the resources of its Simulacnnn. If
she fails at the roll, the Nephilim does nOI get what it wanted,
and the Simulacrum loses one point of Soc. Thus the Nephi
lim gradually draws on the resources of its Simulacrum, and
probably slowly drags it down the social ladder.

Education (Edu)
Education depends upon the upbringing of the Simulacrum.
It is equal to the number ofyears oHormal schooling. Passing
gr.u:l.es are required to qualifY. It is generally measured on a
scale which ranges from 6 to 21 (3d6..3).

Life Experience
This attribute shows the general knowledge of the Simula
crum. It is a combination oHormal education and adult expe
rience (specifically, (Edu x3) .. (Age-(6..Edu») .. modifiers for
special experiences such as combat, migration to a new coun
try or subculture, etc.). The gamemaster can ask the Nephilim
to roll under this skill when the character needs to know a
fact about the twentieth-century. Remember that fumbling
risks falling into Shouit, which is defme on page 122.

Culture, subculture.
The culture in which the Simulacrum was rnised. The varied
natme of American society allows us to recognize a multitude
of subcultures as well. These subcultures are given here, too,
and gamemasters may detennine details as needed.

Profession
This attribute designates the CUITent job of the Simulacrum.
It has a relationship to the S~al sStatus and the Education
of Ihe Simulacrum.

Income
This is how much money the Simulacrum makes. If the
Nephilim is going to keep making this much money, it will
have to continue with its job. Characters with a steady job
have some money in savings. To determine how much a char~

acter has in savings, divide hl"J annual income by 20, and
multiply the result by Id6. 0 Far ~xamp/~, a marac/a with
30,000 annual inCQm~ would have (30,000120" 1,5(0) 1,500 x
4 (ld6 ro//mulfs in a 4), (ff $6,()()() in srrvings.

Residence
This indicates where the simulacnlm lives, and at what gen
erallevel on comfort.

Family Relationship
The Simulacrum might be married with children. You can
describe this family and determine the potential relationships
of the family on a scale rnnging from 3 to 18 (3d6). This
potential measures the degree of closeness between the Simu
lacmm and her family. For more information, you can consult
relationship potential on page 105.

Appearance
Each Simulacnlln has a usual appearnnce. TIlis entry shows
how the character usually dresses, and what sort of attitude
she commonly affects. Of course, the Nephilim may change
all that.

Possessions
This is a brief description of the fmancial resources and the
objects owned by the Simulacrum. They can be ofgreat value
to the Nephilim in its adventures. Listed possessions include
items of particular note, interest, or value to the individual.
Players are encouraged to 611 in details such as car or gun
model as they wish. 1n most cases people also own furnish
ings appropriate to their residence, and a wardrobe.

Skin.
Each Simulacrum has skills that can be used by the Nephilim.
Those skills depend on the age, social status and education of
the Simulacrum. TIle values given for the skills are sometimes
deliberately low, to indicate incompetence.

You have the advantage of awakening in a non-threatening
circumstince amid a crowd of random people.
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1. Select a Simulacrum

The stats for twenty seven Simulacra ue given below. You
may choose anyone of these whose Solu~Ka is equal to or
less than your Nephilim's dominant Ka.

Playen; should note that this incarnaton is an extnlordi
nary opportunity in acquiring a body your Nephilim would
find most suitable. Such choices ue not usual for Nephilim,
but is given here for first characters. Your gamemaster may
choose to make things more difficult for you.

Please feel free to work with your gamemaster and to cre~

ate a variety of other Simulacra. to suit your own needs. Dis
cuss your desires and possibilities and work out a colorful and
not inappropriate starting character.

2. Allocate Bonus Points
All Simulacra have interest independent from their obvious
professions. Phyers are invited to further shape their Simuh-

Simulacrum Professions
Choose a profession from this list, or roll d dl00 and pick
randomly.

crum with the.se. bonus skill points. TIle player can allocate.
these points to any of the list given here, simulating hobbies,
interests, and results of vaguely remembered nights flipping
through cable tv..

Roll 3d6 and multiply it by 10. This is the number of
points you can spend on lhe Simulacrum's skills.

Write down the Simulacrum's own skill values, plus the
bonus, in the Simulacrum column on the chancter sheet.

All skills in the game can be augmented by this bonus. If
you encounter a skill which is not listed on the sheet, add it
using one ofthe blank spaces provided.

3. Figure Chardctcristics
Your Simulacrum has meta-characteristics, which ue the sum
of the human's characteristics plus a modifier for the
Nephilim's e1emen-
tal-Ka. Add the bo
nus to the charac
teristics, and write
them down on the
character sheet.

Depending on
the score of the Ka-e1ement, the associated characteristic is
modified as follows:

..-

Characteristic Mot)ificr

DEX Numbcro/'acl;Dm

01-05 1

06.0' 2
10-14 3

15-19 4

20-24 5
each +5 .1

Characteristics Percentile RoDs: TIlen figure out your chu
acteristic percentile rolls by multiplying your Meta-charac~

teristic by three. You then compute your anributes.

Hit Points: Your hit points are equal to your COf\fitltution.
Circle that number on the front of your character sheet.

Actions: Action points are defined on the :letion points table.

Modifier ID Charadmstir

.1

.2

.3

.4

.5

.6

.7.,.,

.10

.11

.12

IVz-Elcmml

01~04

05-08

09-12

13-16

17-20

21-24

25-28

29-39

40-49

SO-59

60-79

80-100

Proftssion

Airline Pilot

Anthropology Professor

Artist

Book Seller

College Srudent

Computer Consultant

Editor

Sport Fishennan

Gangster Wannabe

Green Activist

Homeless

House Painter

Loan Officer

Marine. Corps Private

Midwife

Neodruid

New Age Publisher

Nurse

Photographer

Poete.ss

Police Officer

Retired Anny Officer

School Teacher

Stre.d Artist

Truck Driver

Unemployed Single Mother

US Marine. Private

d100

01-04

05-08

0'}-12

13-16

17-20

21-24

25-28

29-32

33-36

37~40

41-44

45-48

49-52

53~56

57-60

61-64

65-68

69-72

73-76

77-79

80-82

83-85

86-88

89-91

93-94

95-97

98-00



::-
~
;Z

Damage Bonus: Damage Bonus is based on STR, from the
dam2!C bonus table, below. During combat it is added to the

damage inflicted with mdcc wcpaons and unarmal. att2Cks.

m< Da"fi'&~&1fSU

03-<>4 ·ld6

OS... -ld4

09-13 0

14·16 +1d4

17-18 +1d6

19·24 .206
Each +5 +1d6

Ch'awe: yOU! Ch'a'We (CHA-WAY)-~bltath.. in Egypti~s

equal to your Simubcrum'li CON (without the Earth-Ka

Modifier) plus :l Ka-dement Modifier (from the table above)
deriYCd from the Nephiljm'li dominant~K.a.Circle: that number

on the front ofyour ch:aractc:t 5hccL Ch'a'We is expended when

casting magic, and is regained at one point pet hour.

4. Subtract Ka
It costs a Nephilim 2 K2 to inomatc into a Simubcrum.

Nonnally there is also a rules procaJure th:..t must be foUowal

to tili ewer the Simuhaum. but for beginning charactc:n 'We'll

just make it easy and Jay th:..t the. Nephilim fIICCCl:ds. Subtnct

2 K.a from your~nt K.a. Thus a b~ new Nephilim can
only have a maximum of20 Ka to sbn (22-2.20).

5. Name Your Nephilim
Find or make up a mythical.. heroic or occult name foe your
Nephilim. From now on, you're on your own, with compan

ions ofyour choosing. on the road to Agutha.

6. Stasis
Calculate the :amount of each Elemc::ntal energy in the Stasili

by rolling 1d20 for each of the eleme:nts. Write the number.

onto the: chanclc:r 5hcct back in the: box marked ~Stasis."

When this finc:d randomly, as alculated, your Nephilim was
expc:t1ed from the Stasis. This roll is only m3de during char

acter generation. During reguhr vmc: play, the player keeps
tnck ofhow much K.a is in the: Stasis.

At limes, lhe gamc:miUlef may wi§h
to randomly generate a human as
a garnemaster-played charilctef. At

olhCl time5 in the game, your Nephilim
may lll..oOO to reincarnate into anotllCl
Simulacrum. We ~uggest you ~imply pick
anolhel Simulacrum from the li5l, but if
the player i~ so Inclined, ~he may wanl
to randomly generate her next Simula
crum. Therefore, we have given these
ruleli for crealing your own Simulacrum.
However, a~ lhese rules are somewhal
open~nded, they may be subjed to
abuse by overzealou5 player~. If you feel
lhal you need to create your own Simu
lacrum, it should be done under scrutiny
by the gamemaster. A5 i~ always the case
in the game, lhe gamernaster has lhe fi
nal say ilS 10 whether new Simulacrum is
acceplable.

Creating A New Simulacrum
It is likely thaI advanced Role-Players
moly find lhe Simulacrum Pfesented here
to be too limiling.

Decide on Simulacrum Concept
The first step III designing a new Simula·
crum is to determine a concept. Remem
ber that Nephitim mely gel to a
lhel! host bodies, ilnd so your Simolil
aum should be KlIl'leOI"Ie who will add
10 your enjoyment of RoIe-Playing your
character, not ~rily someone who
will get the best bonuses and modifi~.

Try and desoibe your Simulaoum in one
or IwO words (Vagranl, E.C. Banker, Stunt
Man, etc.).

Take a minute 10 Jo( down some
noles about l~ Simulacrum: what did
§!le dlr What does ~he value! Whal 5Of1S
of things does ~he know about! What did
~he do forfunl

Determine Background and·
Characteristics
In keeping wilh YOllr design concept,
you must now decide on your Simula·
crum's fixl:d chOlrilctl..,i~lics. FOf Age,
Edocation, Social Stalus, and Family
slatus, choose values which are in keep
ing With YOllr COIl(;~ 01 lhe character.
An alcoholic sewer workl'f probably has
low scoro in all three, bul maybe he ha~

a tremendously high Education score,
Coopled with low self-esl"eem and no
moeivalion. As alway~, choose values
which will make the character interesling
10 play.

Next, decide on YOU' Simulac,um's
Possessions, Residence, Appearance,
and Income. A8.lin these valon a~ arbi
trary. Think about what your Simulacrum
woold be like when delermining these
numbers, and ,lg.li", choose values
which will help 'f'OlI to roIe-play the
dw"ilder.

Roll Charaderistics
After drcidlllg on your COf'lCqX and fill
ing in the backgroolld information, roll
your Simulacrum'~ d1a.ractCllShCl_ First.
roll 2d6+-6 lor INT, and write lhi~ v,lloe
in on lhe: character sheet. Next. roll four
setli 01 3d6 and ;0. down the values on ,1

~heet 01 scalch paper. Take these four

values, and diwibute them among STlt
CON. DEX, and CHA in keeping with your
concepl of the Simulacrum.

Decide on Skills
When designing the skill~ fOf your Simu
lacrum, yoll milY first want to lake a look
al those pfOvidl.'d in this book. See if
Ihere i~ a Simulacrum which could be
modified fOf YOllr use. For eJOCample, if
you want to playa Marine MP, obviously
lhe: Marine Skill~ li~ted wOllJd be inap
propriafe, bot maybe if you took lhem as
a base, and look off some thaI weren't
needed, and added a few from Ike Poli~

Officer, )"Oll'd get something close.

for newly generated Simulac,um,
roll 1<14-+6 to determine lhe number of
Professional Skills aV,lilable. This number
lells you how many ~kiJl~ )"Ollr Simul,l·
c,um has Iea,ned f,om her chosen pro
re$~ion. Talk with your g.lmamilster
.lbout what skills lhesc: should be. for
thee ~kills, mulliply !he Simulacrum's
INt (before oldding in the Nephilim's Ai,
K.l modifterl by 1S. This will give 'f'OlI the
oomber of perrenlilc:s which lNy be di
vided up o1lllOf'I8 the Professionoll SIeills.

Nelft. distribute JD6 xlO percentile
P04lllS .llT1Ong your Simulacrum's ottter
skills as you ple.ue. These poinls repre
sent hobbtes and inleteSlS your Simula·
crum has Olltside 01 her proIessiorl.The
rest. oIlhe prtXeSli 01 generatmg a Simu
lacrum is~ in the fir~t~ ollhis

"""'~.



ciently, or successfuUy. The Nephilim C2Jl temporarily delay
the consequences of neglect by using its emh Ka-deIT"lent 10

restort: health, but it cannot ignore them. Thus, e~n though :a
Nephilim can delay the n:uunl :aging of its Simulacrum, it
c:annot prevent it.

If the Nephilim is well integrated with its Simulacrnm, it
will seek to assert its magical nature. UnJess it is eccentric or
masochistic, the Nephilim will impose: its own personality at
the cxpcnsc of its Simulacrum. It modifies the behavior and
changes the life ofthe Simulacrum, eventually provoking reac
tion from her friends and dose relations.

On occasion the Nephilim may seek to hide behind the
personality of its Simulacrum. This might be usefiil to calm
the anguish of her next of kin, or maybe even to amuse itself
with human emotions. Utter sublimation of the Nephilim
personality is even condoned under the Hanged Man Ar
canum. But ItI05t Nephilim (and all pbycr characters) exert
their own Nephilim personality and identity. Sublima.tion is
certllinly in conflict with the nature of the game.

Thus we encourage you to playa magical character, an
alien, who has taken over a temporary fleshy vehide::. It is not:a
human posscssed by a spirit. It is not an enlightened huma.n.
Whatcvu it might have been, now it is:l. Nephilim.

l{S
~r ~W.llkem In .lI museum during ~ large exhibition, and so il

h.lls no difficuhy in firading .lI Simubcrum. By touching upon Ihe
ar·~ r:i !he t.Jrnans Mound him, il finds .lI young rebel who

pft'(ends 10 be in an ~hem.lllive rock band. This is a new young body
Wllh plenty r:i chance 10 party, .lind wilh an Ml:ilude to mock Its fellow
men. Kragar takes lhe Simulacrum.

To disguise itself for its remaining lime .lImong t.Jm.ans, Kragar
dec~ 10 model its Simulacrum to become the ~ader r:i a gothic rode
band. It thus .....oou 10 K'qui~ .lI higher socwl st~. The bonus pol'"
disiribullOl'l is then finished 10 Cfl9te an ~ing Simulacrum !hal is
ple.aS.llnllO pl.llY.

Note Ih.lll Kr.llgar ~s skills geared lowards roleplaying r.llther lhan
minimuing the game. Mostly.

In ~ny use. Krapr is determined 10 use the gothIC look to explore
the "ew' world ~nd its narurar melancholy mood.

m>g><
quickly,

N¢l'Hilim at1t> Simulacrum
AJ soon as w Ncphilim succeeds in possessing II

body, the human is rendered unoonscious. Nonethe
less, the cnmpped human consciO\l$ne5s ~ns.
for it alW21YS responds to pain when the Sifl1l1acrum
is hurt. The Nephilim is untouched, though on feel
the spirit of the Simulaaum react more Of" less vi0
lently according to the grievousness of the wound.

The Nephilim an also feel the spirit of the
Sim.Uacrum react each lime it uses the human skills.
It is during those: times tlut the Simulacrum can tty
to rttlaim hubody from the Nephilim. Ifit l'CCOVmi

control it suppresses the Nephilim consciousness,
and throws it into ShoWt (shadow). Thc Nephilim
pc:rttives the world 2S if from fu 2W2Y. but is helpless
to act. But most of the time it is the hum:m which is
so cntnlpped.

An 6St:ntial question ofNephilirn philosophy is:
~Whal is our rebtionship to this human?" The an·
swer was lUst proov;ded by two altemativt:S; destroy them or
hdp them. The 2Ilswer was further expanded by Akhenaton
through the vehicle of the 22 Arcana. Ed of those provides
one of the ways to treat with the Simulacrum. Thus some Ar·
cana revere and take care of the body (Temperance, Chari·
orea, LOY'eni) while olhers hate and condemn (Hermit) or
deny (Hanged Man) it. Most simply rake care of it and use it.

AU Nephilim must keep its Simulacrum alive. It must let
her eat, sJeep
and sustain her
bodily func
tions. Failing
to perfonn
these vital
needs will in·
jure the health
of the Simula
crum. Un
healthy
Simulacra can
not perfonn

"dfo-



Airline Pilot

Skills: Computer Use 10, Drive (automobile) 45, Electronics 10, Pi
lot (airplane) 90, Physics 20, ReadlWrite (Modern English) 60,
Research 10, Speak (Modern American) 70

Male, Age 43
Sociill SliItul: 15 Opportunity (Soc 1f3): 45
EdllCiltio<l: 17, College Degree
life ExperielU;e: 71

Cullure: Modern American, Middle Class
Profession: Pilot

Income: $120,000 per yeOlr
Residen<e: 3 bedroom condominium

f..mily Ielillio<lship: 14; wife, teenage children
Appeuilnce: tall, dark haired, muscular, gray temples.
Possessions: European sports car

Skills: Anthropology 95, Archaeology 55, Chemistry 40, Computer
Use 30, Geology 20, History 70, Read,.Write (Modem English)
70, ReadiWrite (Swedish) 20, Research 55, Religious Lore (Lap
lander) 30, Speak (Modern American) 55, Speak (Laplander) 20,
Speak (Swedish) 10

Anthropology Professor

STR 9 CON n INT 17

DEX9 CHAll Solar-Kal4

Male, Age 50
Social Status: 12 Opporlunity (Soc xl): 3t>
Education: 20, PhD
Life Experience: 90
Culture: Modem American, Academia

Profession: College Professor
Income: $52,CXlO per year

Aesiden<e: Nice house, owned (family money)
Family Reliltionship: 14; wife, children

Appeilrilnce: Moderate
Possessions: American car, fabulous collection of Lapland artifacts

(tattooed heaver pelts, carved yak bones), book collectionINT 13

Sun-Ka: 16

CON 15

CHA 12

STR 12

DEX 17

Artisl Book Seller
Male, Age 37

Social Stalus: 3 Opportunity (Soc x3): 9
Educillion: 16, some college, lois of art school
Life Experience: 63
Culture: Modern American, Alternative

Profession: Artist, welder (retired)
Income: $8,(X)O per year

Residence: Warehouse, 9 other room mates In shared quarters
Family Relillionship: 2: not interested
Appeilrance: unkempt, ragged, hungry
Possessions: Bicycle, arc welder, gas welder, mfscellaneous iron col

lection

Female,Age35
Sociili Slillus: 8 Opportunity (Soc xl): 24
Eduation: 13, some college

Life Experience: 55
Culture: Modem American, Al1ern.lrive

Profession: Small business owner
Income: $35,000 per year
Residence: House, rented, shared
Shop: Chestnut SI.
Filffiily Relationship: 13; husband

Appearance: careless about clothing. short cMe-free hair
Possessions: Small foreign car, 5m.l1l sllop (rented)

STR 8 CON 11 rNT 18

DEX 8 CHA 9 Solar·Ka 12
STR12 CONn rNT16

DEX 10 CHA 14 Solar-Ka 16

Skills: Art (Sculpture) 90, Craft (weld) 40, FlstlPunth 55, Mechanics
35, Pharmacy 55, ReadlWrite (Modern English) 40, Scrutini~e

45, Speak (Modern American) 45

Skills: Bargain 65, Business 45, Computer Use 20, Drive{automo
bile) 25, P~ychology40, Read/Write (lVIodem English) 80, Re-
r.e.. rch 70, Scrutinize 2S, Speak (Modern American) 60, Swim 40

College Sludenl Computer Consultant
female, Age 20
SOCW Stillus: 4 Opportunity (Soc xl): 12
Eduatio<l: 14, Sophomore

life Experience: 42
Cullure: Modern American, Academia

Profession: Mudent, Huma.nities Major
Income: $3,CXX) per year; tuition, room and bo.:lrd frum p.uents

Residence: Apartment, with room mates
Filffiily Aelillio<lship: 9; distant parents
Appearilnce: all black clothing
Possessions: Bicycle, textbooks

Female. Age 26
Social SIiIt\ls: 12 Opportunity (Soc x3): 36
Edualion: 14, 2-ye.. r college degree
life Experieru:e: 48

Cullure: Modern American, White Collar

Profession: Systems Analyst
Income: $)8,000 pet" year

Residence: Condominium
Filitlily Relatio<lship: 13; commiued relationship, no kids
Appearance: Sharp professional, designer labels
Possessions: American Compact, 1\\'0 home computer systems

STR9 CON17 INT17

DEX 11 CHA 15 Solar-Ka 11

STR 12
DEX 12

CON9

(HA 13

INT 16

SoIM-Ka 13

Skills: Anthropology 10, Archaeology 10, Biology 10, Compurer

Use 15, Geology 10, History 20, Psychology 20, ReadlWrite (Mod·

em English) 45, Research 25, Speak (Modern American) 35

Skills:, Art (Computer Graphics) 60, Bargain 40, Business 55, Com
puter Use 120, Read,.Wrile (Modem English) 45, Psychology 35,
Research 45, Speak (Modern American} 45



Female, Age 18
Social Shltus: 3 Opportunity (Soc; ll3): 9

EduCollion: 12, High Sckool Grad
Life Experience: 36
Cull1.lre: Modern American, Punk
Prof_ion: Daocrr (unemployed)

Income: none
R~: 01 room in the cheap poltt oIlOWn
hmily ReblionsNp: 8; family I»ck "orne
~:Punk

1'osHuions: Hand-polinll"d l.co1lher j.Kket, Pack full 01 doming,.
Tilt)' knife, SANDMAN comic

STR 15 CON a lNT 12

OEX 17 CHA l3 Solar-Ka 12

SkiDs: Art (Dilncel 55, Climb 30, Dodge 45, Fasl T.lk 40, Grapple
65, H.ndgun 25, Listen 30, PS'f1:oology 25, R&I~rile (Modern
English) 25, Speak (Modem American) 35

Weapons: Knife 15%, damage 1d4 -+ damage bonUll

Gangsll'r Wannabe
Male., Ag<e 16
SocW StilUS: 2 Opportunity (Soc ll3): 6

EduQlion: 9,F~ in High School
tife~e:21l

Culture: Modem American. Poor
Profftsion: petty thug, but'gI.v
Income: $50 per d-V (goes 10~O

a~ce: P,ntfltJ' House
F;amily Rmtiofl~ip: 2; UOCarlng

Appe.rance: unkempt, impoverished

I'onessiOflS: drug hahit, .22 ll:evolve-

5TR12 CON8 INT14

DEX <) CHA 12 SoIar_K" 7

51:i1ls: Drive (automobile) ]5, Fasl Talk 15, Fisl/PulICh 65, HaOOJUn
80, Hide 65. law 15, listen 25. Re~ile~ English) 5,
Speak (Modern Amerian) 15f Survival (City) 45

Weapons: _22 r('Y'OJv.e1' 80%. dal'N&e 1d6

Fi5l: 65%, d;amol8!t 103 -+da~ bonus

Homeless Man
Male,Age4S
50cUI StiluS: 1 Opportunity (Soc 1:): 3
EduQlion: 111, PhD

Life hperience: 80
Culture: Modern American, POOf

Profes.sion: Job Seeker, Financial Analyst (refired)
Income: none
Ilesidence: downlown

Family Ilmtionship: 2; Iosl COfllaet

Appeolrance: lagged, out of dale. broken
I'1)SsessfoM: coal wit""""t hole, warm Vloes, grocery art. Ihermos.

p.ddle balf g.me, remote col1lrol, other -useful- 5l:uff

ill 7 CON'} INT18

DE:< 11 CHA'} 501.l1-Ka 5

Skills: 8uslness 100, Computer Use 15. Conceoll 20, First Aid 35,
Fist/Punch 15, Iiide 20, Read(Wrile (Modem English) 50, Re
sealch 65, Speak (Modem Americanl80

Wupons: Fiwpunch 15%, 103 -+ damage bortus

Editor
Female, Age 28
Soci'" Status: 11 Oppor1unity (Soc 1:3):]3

Education: 14, some college
Lire Experience: 56
Culture: Modem American, Middle C!.Iss
Profession: M.lgazine Edilor. wannabe wriler
Income: $32.000 pel" year
Ileiclerlcr. Apolrtment

Family Rebtionship: '2; dedlColted '-bafld
Appe;wanr:e: F,W,lOnable puflk
l'ouesionJ: .32 ~~, txlienVYe tibrolry; home computei' system

STR 1J CON 13 INT 15

DE:< 12 CHA 14 $oIM-Ka 15

Skills: Art (Writing) 75, Computei' Use 75, Handgufl 45, Rea~rite
(Moder" Englishl60, Research 70, Spe-ak (Modem Ameliun) 60

Weapons: .)2 I"e'o"Olvet 45%,; damage 106

Green Activist
Male. Age 35
SocQl StlM: 7 ~Iufljty (Soc xl): 21
Etfuatiol'l: 26, former professional J&Uden1

LM Experience: 87
CIIllure: Modem Amencoln. Middle CI_
Profession: Anli-wNler, mamtv admlnr<;tr.ahon
IncotM: $ 10.000 per year
Residetlce: Wife's HOI,I5e

F;amily Rel;"lionwp: 14; wife and thikhen

Appe.raoce: Lean "00 .-.mbitious
Possessions: "-'CP, 4WD, extensive t'Colugicallibrary, outstanding

camping equipment, up-lo-the 5t:(;und home computer systtm,
incredible eltoctronk sound syslem

STIl:15 CON 17 INTI4

DEX'} (HAl) Solar-Ka 15

Skills: AnthfOP01ogy 25, Biology 80, Pilot (motor bool) 70, Com
puter Use 45, Geology 40. Law 45, NaturilllOfe 65, Re.adlWrile
(/'.1odem E"Slish) SO, ~.m:h 35, Speolk (Modem Ameounl
65, SurvIVal (Cif,mpmg) 45

House Painter
Male., Age 22

Social 51011us: 4 Oppor1unity (Soc 1:3): 12
Education: t 2, almosl graduatL'<i !'lIgh school

Life Expe...ience: 50
Culturt': Modern American, AIIL'fnative
Profession: House Painter (Drug ~alcr)

Income: $6,000 palnling. 542,000 misc.

Rtlid~:Apartment, with glrlfnend
Family Relaliondiip: 9; has girlfriend

Appe;w;loce: Wom caMJaI
Possessions: '92 4WO Ford 8I'oncu (tr;tShtd ouO, '} nvn automalic.

mean w.lch dog

STR 14 CON 8 INT 14

DEX ') CHA 12 Sol",-Ka 10

Skills: Barga", 65, Chemi~try20, (lilTO 25, C'aft (Pamt Hou~) 10,
Drive (aulomoblle) &S. foIsI Talk 60, Handgun 55, law 15, Phin
macy 30, ReadN/rite (Modern English) 15, Speak (Modern
Amenc~nl 30, Survival (cllyl1 5

Weapons: ,9mm ~utorTkltic 55%, dam~ge ldl0



Loan Officer
Female, Age 25
Social Status: 12 Opportunity (Soc x3): 36

Educalion: 18, College Degree

life Expel'"ience: 54
Cullure: MOOern American, Middle Class
Profession: Bank officer
Income: $40,000 per year

Residence: condominium
Family Relalionship: 17; aged mother, steady boyfriend
Appearanoce: Professionally dressed, sharp and conservative
Possessions: American Sports Car; .22 revolver

Midwife
Femille, Age 26
Social Status: 5 Opportunity (Soc x3): 15

EduCillion: 14, some college
life Expel'"ience: 48

Cullure: Modern American, lower Class
Profession: Midwife
Income: $ 12,000 per year (husbilnd illso works)

Residence: tiny cottage, rented
Fmtily Relalionship: 17; devoted to and iidmired by family
Appearance: Cilsual, unconcerned wllh fashion

Possl/5sions: old American station Wagon

STR 12

DEX 12

CONB

CHAl6

INT 14

Solar·l(a 17

STR 12 CON 9 INT 16

DEX 13 CHA 13 Solar-Ka 13

Sleills: Bargain 40, Business 60, Computer Use 20, Drive (automo
bile) 30, Handgun IS, Psychology 15, ReacVv\'rite (Modem Eng
lish) 50, Research 25, Speak (MOOern American) 75

Weapons: .22 revolver 15%, damage Idb

Neodruid
Female, Age 32
Social StlIlus: 5 Opportunity (Soc xl): 15

Educalion: 14, some college
Life Expel'"ien<e: 60
(u!lure: Modern American, Alternative
Profession: Druidess, Secretary on week days
Income: $24,000 per year

Residence: House, communal group
Family Relalionship: 12; single, loyal boyfriend

Appearance: Middle Class
Possessions: bicycle, decent occult book collection, rn<Xlern cere-

monial equipment, oak tree in yard

STR 12 CON IS INT 14

DEX 11 CHA 17 Solar-Ka 18

Skills: Alchemical lore 20, Anthropology 20, Astrological lore 45,
Drive (Motorcycle) 35, Hermetic lore 20, Kahb.1listic lore 20,
ReacVv\'rite (MOOern English) 35, Research 35, Religious lore
(Neopagan) 60, Speak (Modem American) 35, Tarot Lore 20,
lower Magic 15

Nurse
Female, Age 26
Social Status: 9 Opportunity {Soc 1f3}: 27

Education: 16, College Degree
Life hpNience: 52
Culture: MOOern American, Middle Class
Profession: Registered NUI5e
Income: $40,000 per year

Residence: Apartment
hmily Relationship: 4; ~married to her work~

Appearance: Slight, neatly drl'!ised
Possessions: Small foreign car

STR8 CON14 INT13

DEX 13 CHI. '2 Solar-Ka 14

Skills: Biology 25, Chemistry 25, Drive Auto 35, First Aid 80, Medi
cine 70, Pharmi>Cy 45, Read/Nrite {Modem English) 40, Scruti
nize 55, Speak (Modern Americiln) 45

Skills: Biology 20, Fi~t Aid 45, listen 10, Medio::;ine 35, Natural
lore &5, Pharmacy 15, Psychology 20, Read/Nrite (Modern Eng
lish) 30, Scrutinize 25, Smell 10, Speak (MOOern American) 55

New Age Puhlisher
Male, Age 28
Social Sl.1tus: 14 Opportunity (Soc x3): 42
EduCiltion: 15, some coflege
Life Experience: 52
Culture: MOOern American, Alternative
Profession: Publisher

Income: S30,OOO per year
Residence: House, rented, shared
Family Relationship: 13: comrnined relationship

Appearance: like a poor student
Possession5: Small foreign motorcycle, extenSive book collection,

huge Tarot collection, collection of foreign icons, tons of crystals.

STR12 CQNI4 INTIO

DEX 8 CHA 1S Solar·Ka 12

Skills: Art (Magazine Design) 65, Alchemical Lore 3S, Anthropol
ogy 25, Archaeology 25, ASlroJogicallore 45, Drive (Motorcy
cle) 40, Hermetic lore 35, Kabbalistic lore 50, Read/Write
(Modern English) 70, Research 60, Religious lore {Neopagan)
45, Speak (Modern American) 60, Tarot Lore 60

Photographer
Female, Age 50
Social Sl.1tu5: 8 Opportunity (Soc x3): 24
Educalion: 12, High School Graduate
Life Experience: &11
Cu!lure: Modern American, AlTernative

Profession: Freel.:mce Photographer
Income: $13,000 per year

Residence: small apartment
Fmtily Relationship: S; siblings someplace in Midwest
Appearance: Casual business clothing,. alert and curious

Possessions: old foreign compad Cilr, several good Cilrneras, vari-
ous lenses, lights, reflectors, and spot meters, etc.

STR9 CON 12 INT14

DEX 17 CHA 8 Solar-Ka II

Skills: Art (Photography) 115, Drive (AUTomobile) 25, Fast Talk 70,
Hide 2S, History I S, law 15, ReacVv\'rite {Modern English) 40,
Research 15, Speak (Modern Americiln) 65



Police Officer .....,
Male, AJ!!! l5
Social Status: 9 Opportunity (Soc Il): 27

Education: 13, some college
Life Experience: 5S
Culture: Modern American, Middle Class
Profession: Police Officer
Incorne: $45,000 per year

Rl!lidence: Apartment
Famity Ilebtionship: 5; estlangJed from parents. singles bolrs
AppNI-ance: crew cut, athletic
Possen'OM: AmericMl sporb car, moderate sized gun coIledion

Poetess
FefNle, AJ!!! 27
Soc~ Stiltus: 3 Opportunity (Soc Ill: <J
Eduation: 1~, some college
life bperiMc~:49
Culture: Modem American, Alternative
Profession: poet (7-11 clerk)
Inoome: $300 last year for poetry ($ 14,000 per year as clerk)
Residence: Ap.lrlmenl, with roommates

Family Bond: 8; sees parents occ.sion.Jlly
Apphl'anCl': outr~,f~ offcnsivoe
Possessions: molor scooter

STR 13 CON 11 tNT <}

DEX 12 CHA 1~ SoIal-Ka 14

S~iIll: Art (P<>elry) 85, Fast Talk 55, Kick 50, listen 40, Naturililore
45, Psychology 80, ReildNJrlte (Modern English) 60, Religious
lore (Modern Catholic) 40, Speak (Modem American) 90

Skills: Drive (automobile) 55, Fast Tillk 35, First Aid 45, Grapple 55,
Hilndgun 50, Hide 35, law 50, listen 45, Psychology 30,
Read.-Write (Modern English) 30, SCan 35, Shotgun 25, Speak
(Modern Amenun) 50

Weapons: M.lny hilndguns at 80%,~ we"POrK t.tble for damages
Potu Baton, 60%, ld6 -+ dafTlil8e bonus

Retired Army Officer School Tl'achl'r
Male, Age 65
Soci..l S~lus: t4 Opportunity (Soc 13): 42

EdUOItion: 16, College Degree
life E~>ence:81
Cult~: Modern Amerian, Military
Profe.sion: Miljor US Army, (reI.)

Inconw: $45,000 per year (Rel:irement benefits)

Residence: modesl: (SJOO,OOO value) home
hmily Relationship: 18; wile, grown children, granck:hildren

Appe..r.llnc~: thinning grey hair, wisdom lines
Possessions: Car, American sedan, gun, .45 automatic

Female, Age 30
Social Status: 12 Opportunity (Soc 13): 36
Educ.lliion: 22, Masters Degree plus

Li~ Experience: £>8

Culture: Modern Americ~,Middle Class
ProfeuOon: High School Science Teacher
Income: $35.000 per year

Residence: Apartment

Family ~alionship: 2; none Significant
Ap~aranc~: Neat, always about two yeatS out of style
Possessions: Small Import car, small library

STR9 CON 11 INT9

DEX 14 CHA 15 Solilr_Ka 18

STR 12 CON 15 INT 13

DEX 17 CHA 12 Solal·Ka 16

Skills: Business 20, Drive (~tomobi'e) 50, Handgun 60, History
40, Psychology 65, ReJd,M.'rite (IW;:ldem English) SO, Research
10, Speak (""odem AmerlcM1175

W~apons: .45 Automatic: 60%, damage ldl0+2

SIUIIs: AstlOIlomy 20, Biology 40, Chemistry 20, Computer Use 5,
Geology 20, Physics 40. ReadlWrite (Modem English) SO, Re
se.vch 35, 5pe;lk ("-"odem Americiln) 60

Sport Fisherman Street Artist
Male, Age 2J
Soc~ Sbtus: 10 Oppot1unity (Soc xl): 30
Education: 12, High Sct.Jol Grad.
Life ~>ence: 41
Culillft: Modern American, Middle Class

Profession: Fisherman

Income: betwa.... $10,000 i1nd $~O,OOO per year
Residence: on boat (illegal)

Family Relationship: 6; single, Pillen~ elsewhere
Appearance: s_!shirt. jeilrK

JlouessioM: 45 fooc fishing boat.. old ~gn compact cal'

Female, Age 24
Soci..lII Sbtus: 3 Oppor1unity (Soc d): <J

Educalion: 14, some college
Li~ Uper>ence: 55

Culture: Modem Amenun, Aller......tive
Profession: Stleet Artist

tncome: $15,000 per year
Residence: 5mi111 apartment, with boyfriend

Family Relationship: 10; has boy friend
Appearance: Hippie fUsllC
Possessions:.lewd1Y inventory, portable sales diSPl.Jy

STR 16 CON 17 INT 11

DEX 14 CHA 13 SoIaf-Ka 13

STR 13 CON 1S INT 10

DEX 11 CHA 12 Solilr-Ka 12

~;lIs: Biology 50, Pilot (row boilll 50, Pilot (fishing boal) 75, Me
chanics {boa! repair) 45, Natural Lore 60, Read/WTile (Modern
English) 20, Speak (Modern American) 25, Swim 50

Skills: An (Jewelry) 85, Bargain 50, Business 25, Oart (Jewelryl60,
listen 40, Reac.ll'Nrite (Modern English) 25, Speak (Modem
American165, Survival (city) 20



----------~--- -- -
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Truck Driver

Male. AgeJ2
Social Status: (, Opportunity (Soc xl): 18
Education: {,

Life Experience: 38
Cullure: Modern American, Southern Poor
Profession: Semi·trailer trud: driver

Income: $37,000 per year
Residence: Apartment
FMllily Relatiorlship: 7; wife al home. no kids

Appe,lrilnCf!: short hair, jeans and flannel shirt, Navy Taltoo

POS5e5sions: la-wheel lllJ(;k cab, 12-gauge Shotgun (double barrel)

STR 18 CON 14 INT 10

DEX 12 CHA 12 Solar-Ka 10

Skills: Boal (motor 00..1) 25, Climb 30, Drive (automobile) 35.
Drive (18-wheeler) 7$, Fist/Punch 65, Mechanics 40,
Re<ldI\Nrite (Modern English) 10, Shotgun 40, Speak (Modern
Americiln) 20

Weapons: Shotgun 40%, dilmage 4d6/2d6/1 d6
Fist/Punch 65%, damage 103 + damage bonus

US Marine Private

Unemployed Single Mother
Female, Age 28
So<:i.ll SU.fus: 9 Opportunity (So<: xl): 27
EduCillion: 12, High School Grad.

Life Experience: 46
Cullure: Modern American, Poor
Profession: Housewife, mother
Income: $11 ,000 per year (Aid to F.lmilies with Deperxl.lnt chil-

dren)
Residence: ApartmenT
F.lI'Tlily Relationship: 16; children

Appearance: Sweatshirt.lnd jean§, c..5u..1hair, h3lried expreision
Possessions: Sub.lru stoltjon wagon

STRll CON17 INT12

DEX 8 CHA 14 Solar-Ka 9

Skills: Bargain 15, Drive (..utomobile) 25, First Aid 40, Listen 25,
Psychology 45, ReaWWrite (Modern Engli§h) 40, Sc..n 10, Scruti
nize 35, Speak (Modern AmeriC.ln) 30

Male, Age 20
Social Stalus: (, Opportunity (Soc xl): 18

Education: 12, General Equivalency Degree
tife Experience: 38
Culture: Modern American, Military
Profession: Milil,ll'y Policeman

Income: S10,000 per year, plus room and board
Residence: MiliOlary Barracks
Family Relationship: 10; Mom and Dad back horne
Appearance: Flat top hilir CUT, miliTary bt:aring
Pout'ssions: USMC issue wardrobe, USMC weaponry (M1 01\1,

combat knife), wardrobe, cheap ciwies

STRlll CONI? INT':!

DEX 15 CHA 16 Solar-Ka 11

Skills: Drive (Armored Personnel Vehicle) JS, Firsl Aid'2S, Heavy
Weapons 2S, listen 25, Mechanics 40, Melee (knifc;Y30,
ReaWWrite (Modern English) 30, Scan 25, Speak (lVtodern Ameri·
can) 20, Submachine Gun 75, Survival 35

Weapons: M16A2 75%, dam.lge 2D8
Knife 30%, 1d4.;o2 .;0 d.lmage bonus
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Til" rl of ..~ siI{lul~.. 'ViI' bealilly
MwlJ/» obv~",I~, JaM Jki4,' ",iMb &ab
""ble a""pli"9 til" fei>3 bul et 1lI b;,~
Bloo/l M'" ,"MlliIJy 00"'" 1tI~ /0"9 bl,cIt"",.
llrippil19 Ott U)e vavelucnl itt an afmo.st tm."..
notic tva:!). r

-
I fil1all;r) fOlm3 the mctal stairn'tl;r). I was
sWore-it bal) to be ben. The stair.~ Ttl a

1 ;lIel~ ".Ipf£<l ""lit brilye. J &eaveIJ 1tI~ ';'"11
acrw.rn w.p tt;e last step al1l) SLoppW abrw.,Jt~

rollwil19 with a pas.ser-lm. From u}ere I cow.ll)
see til" brilye ""9r""fllrt~ ,,,,,,iIl9 a ,1tIQ1t ea
nar. A(O~ its S,JaH several street laltl"s
tw.rtloo the 3irt;r) waters of \'el1ice to afalse,
..ulJ/j~ yoIb. CAlltli"y~ breath, I closeb UI"

'WP of "r,,-SinmlacrtntllHl() amcentratell.
Glurl~, l-amM.see »l~ pursuers witl) »t9 K,a

vislJ.. 1 olio "",,!he abcrm"t Solar-I(a of the
Grea icarl. It. was closiPl9 fast.

'>11"" I fell, like """"'" til" '/;aOo", of a"
OriclJa(ka weapon. TI;e.!' were i)etentlittoo this
.......oWike i" 19-0. Haslilll I SfJ..g,l the
SCMjrtltft of lJ;e Rose iJl J)C CrossJ (osit1Q pre
ciQ!.tS tittle flmJJlit19 wiU; u;ese dwms~ /Janik
Lcoul~1Io"' ,",efl ill" fieM~isl, b,,"tI, of til" al
cJ;emjca( OOQ. I imagine() &is sca}l1o &wll wiU)
two cnlcf, slJil1il19 C;9CSJ seekil19 ItIJ} OIVI1 K,tl. I
ball to live} if CHI, to see U)C sl;il1if19 mOOI1
tlgail1, bllt that (la"'HI cl1gravil1!J was t.oo-wc{(
&iil<leM.

FiMaflll bcMeatl, til" Si",ula"u,"" &all~ J felt
a ql-lict click I slJOwteb Itl,!) jO:9J Vavill9 a~it1
foltl1b U)C secret 'N1SSag:: U)ill sauelIltI;91ife
foltr blll1i)reb 9Mrs tlfJO. I rerogl1jzei) Emx:bial1
retters wjrbit11tracell il1 (eall. No, tI;e:9 won't
catdJ Kr~r tl;is time eiUjer_



HE GAME SYSTEM includes the:
rules which em be drawn upon to play
Ntpbi/im. This dupter discu$5C:$ du:
use of time in gunc'$, IIl(Wl:ment, clut
aete:rinics, the: re:sistv\Ce: table, dtills,
combat, injury and haith, 2nd other
points. A1w:Iys kce:p in mind dut these

:ue your ruk:s, and you may do with than as you wish. Ignon::
the: oncs that see:m wrong to you, or mis-applie:d. You :ue the:
authority, not this book. L<:t your heart be your guide:.

G-'111C Timc
Enoounte:rs which might le::.ld to comb:.lt are pl:.lye:d Ollt in
lombat rounds, only a few second in duration, as outlined
bdow in the Combat section (page: 108). Occasionally an
activity n::qUlrCS :.l longer span of time. For inst'a.nce:, finding
infotfO:.ltion in a libn.ry might consume a ~e day. N:arun.l
healing is assumai to n::quin:: g,lme weeks.

Tli (ill .....1 flt,.H'.'1 ,I 11'l'i~/ll.

\Ihi/~Il." ,I'I(mr I.:(Hlrd,jl.' I1'\JIl/1'lI"l' IlI'Ci\c1'l!
I:1:'CII ill1'l: )lilt (lilt (It.'(,rh into OUT 11'\)rk.
Tf,1' I1rt j, lOlhJ <1H1) dll'lilllC i, J10fi.

-d,,,!l!',, "'1I1i'l.f.,ire. I.e Glli!jI1011. ill I.e, F(eur, [Ill ,",Ii

G:.llTle time is fictional: it has nothing to do with re::.J.1 time:.

G:.llTle time: is also V:.J.riable:. It passes at whatever I";lte suits the:

ga.memaster and the players. Gamemasters routinely expand

and contract time: as we:ll:.ls Sp:.lce:, in order to maintain :.llivdy

narrative: as stof)'teJlers, th.... t is their province. When nothing

is happening, the game:m:.lster may simply rem:.lrk, "Seve:n.I

days pass." She C:.ln mm a year pass just as c:.lSily.

Playt:rs rarc:ly ge:l more than one try at any skill roll in a

reasonable amount ofg,une time:. That amount of time varies,

depending on the: skill and the situation. Riding a horse: that is

galloping out of control may demand $C\'l:n.I Ride rolls in a
minute or two of game: time:, while someone: struggling to
comprehend the: dun and e:nonnous &mguifILm StUutlltis may
get a Latin roll only every few days. Again, the g:arncmuter is
the firW arbiter of these interv:a.ls.

SkillTime
The use of a. skill can :.J.1so mark the: passing of time. Though
fighting skills em be repc::uai round after round, a skill which
summariZC5 a process may repn::sent the p:.lssage: of houl'S or
days of~e time:.

The frequency with which a particuhr skill roll can be: at·
tempted depends on the :.lmOllnt ofgame time: the game:mas·
ter feels is adequate: to the job. A Re:search roll, for inst'ance,
customarily repre:sents two hours or more of persistent appli
cation, while a simple job like opening a jammai door might
take 15 minlltl:S with a Repair roll. Without other complica
tions (like: an e:ne:my Te:mpla.r breathing down your neck), a
simple Repair job could be ane:mptai ma.ny times a day.

Euct distances and rata :ue rarely important in the game. If
the ~ema.ster wishes, she may compart: the: number of -ac
tions differing characte:rs or crr:aNn::s have: to determine who
is the Duer. The number of actions avail:.J.blc in a round de
termines a proponional movement nte.

If distances need be dc:tenninai more cxxdy, then figure
du.t :.l human be:ing can norma.lly move one meter per :.lction
in addition to anything else: she: does a.t the same tim~O'V
ing one meter while dnwing a Wl:apon, for example. Ifa char·
aeter wants to move: fa.ster, she must dedicate: the action to
movement while doing nothing else. Each action thus de:di
cated allows 5 me:te:rs of movement while running, :.lnd 10
meters while sprinting.

It is possible: to run or sprint while doing something else:
(like shooting), but with negative: skill modifiers. For cxample:,
-20% while running and ·50% while: sprinting arc typical.

To compare chaneten to moving vehicles, each action per
round spent sprinting corresponds to approximately 10 kilo-

,



metus per hour. 1ncrd"ore a human with four actions, run
ning at a fUll spnnt, is travding at approximately 40 kmIh.

Movement may be represented by tokens or figures on a
w,le. Alternately, the gamemaster can verbally set the scene,
aUowing each player a gencnl stltemcnt of intent. If mini
anms are not used, the gamemaster may use Dominant-Ka x3
rolls or some other se:mi-nndom w.ly to detenninc which
Nephilim is near or far, touching or untouched, and so forth.

1n a kmg race, the gamelTUSter may also begin to ask for
CON roUs in order to 6nd out who is exhausted first.

Be~en opponents with the same number of actions, roll
CON against CON. or DEX against DEX; Swim against Swim,
etc., on the resistance table, as the gamemaster finds appropn
.t<.

If wounded or maimed, a chancter may ha\lt to~
more slowly, at a rate set by the gamemaster.

CHARACT£R1ST1CS

E
VERY UVING CREATURE possesses five char2c
teristies which define its physical 2ttributes. Each
animal species has a r:l.nge of values associated with
its own physical limits. Normal human beings have

charaaenstics ranging from 3 10 18, representing the bio
logical limits of the hum:l.I1 species. No human C:l.I1 go above
these limits, barring unnatural circumstances. A hum2n
with 3 or fewer points in a characteristic is considered en
feebLed (see Aging, page liS). The five biological charac·
teristies of human Simulacrum and Iheir definitions are
given below:

Characteristics of the Simulacrum
Strength' STR (3<16)
This characteristic represc:nts tht: pure muscular pl>\rtr of a
humanheing. A person with 5TR3 is weak and handicapped,
barely stronger than a baby. A STRof 18 represc:nts a colossus
capable of the greatest deeds.

Constitution: CON (3d6)

Constitution rtptesents endurance and physical n::sistmce to
pain, illnesses, and the other physical problems often encoun·
rued in a game session. Constitution can never be guessed
from physical appearance. A strong wonun can be very ill
nesses-prone, or a feeble one can be very resisl:l.I1t. A CON of 3
is a true handicap, meaning the person has almost no immu
nity to iUncss and a very weak physical resistance to shock
and pain. A CON of 18 indicates the character has a high
chance of resisting a.Imost any illness, and is much lno~ able
to endure shock and pain.

lntelligence: INT (2.16+6)

Intelligence measures the capacity to think, and the ability to
reason and then draw conclusions. It is also a measure of
lucidity and wits. An INT of J means a total absence of rea
soning, making the person opaque to logic and unable to
think absmctly or introspectively. An INT of 18 indiotes a
very smart person, fast-reasoning, mentally agile, and often
the recipient ofluminous intuitions.

Dexteritr- DEX (3d6)

Dexlerity reflects the control a person has over her own body.
It governs reflexes, physical adaptability, and manual and ath
letic skills. DE::< determines the number of actions ach~u
can perfonn in a round, and is therefore very impornmt in
combat siruations. A DEX of 3 means the character is ex·

tremely clumsy, barely being able to control her own body. A

DEXof 18 is the privilege of greal athletes, artists and dIS

=~

Charisma: CHA (3<16)

Charisma reflects the influence one can have on one's fellows,

encompassing physical beauty, chann, and personality as well.

Charisma is essentially a social characteristic. A CHA of 3
indicates a person unable 10 seduce and influence others,

either because of compulsive shyness or terrible ugliness. A

eHA of 18 is for super-scars and leaders able to rai.se the

enthusiasm ofwhole nations.

Meta-Characteristics
When a ephilim iflClI1\ales into a. human being, it takes
possession of the body :md therefore of its characteristics.

Because of the peculilT natu~ of the Nephilim, the body of
the hosl is modified by the Ka of the Nephilim. As previously

explained in Char.acter Generation (page 27), this infusion of

Ka augments the host's characteristics. The hunun being be
comes a Simulacrum and its clur:l.cteristics berome meta

chancteristics. Whenever a characteristic roll is called for,
always use a Nephilim's meta-characteristics.

Characteristic Experience Checks

Simulacn do not recetve cxpenence checks for casual use of

their cha.ra.cteristics, as they are no longer merely human and

their meta-characteristics are augmented by the Nephilim's

Ka. A Nephilim may decide 10 purposefully train up its char

acteristics. For mo~ infonnation, see the chapler on Agartha,

page 119.
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Charactcristic Dicc Rolls
During the course of the game, percentile dice are rolled
:lg.Unst a Simubcrum's skills to resolve actions. It sometimes
happens that no skill seems appropriate for the action at
tempted. The garncrnastct an then usc a Characteristic dio::
roll. In nonnal circumstances, these rolls arc made using the
value of the: Chu:l.eteristic multiplied by 3. The multiplier can
be increased or decreased to represent differing circurnsUllccs,
from simple to almost impossible.

~ra.ctcriltk, Multiplier,
Mulli"',,,, CimJmlla"u

'" simp\c: actions

,4 ",y

'" ~~"
41 quite hud
,1 very hard action

"S almon imJlO$sibk

mrnpks ofwhen such characteristics rolls may be appro
prUtt ate given below.
"Cr Effort roU (SfR l( 3): lnscd on StfCflgth and it u.scd fOf

intense mUKUIar efforts 100:: bashing a door open. carrying
someone in one's arms, etc.

1." Health mil (CON II: 3): based on Cotutirution and is used
to rcs.isr illnesses, poisons, cu:., or during intense and pro-
longed efforts (long run, CIC.).

~"r [dell. roll (INT x 3): based on Intdligcncc: and is used to test
memory or wits. The Idea roll should not replace a player's
ultdlecrual contribution, but hints at wh:u the chameter can
do with her br.Lins, like recalling somebody's face or name.

ft: Agility roll (DEX x 3): based on Datcrity and is used to
resolve actions requiring good coordination, physica.l or
manual skill, speo:l or balance (climbing a tree, walking on a
~f).

The Agility roD also c~rs jumping. With a success, the
Nephilim may leap up venica.lly and grab to its own height.
dcly leap down venica11y to its own height, jump horiwn
tally from a sta.nding nan to its own height, or run and
jwnp horizomally to twice its own height. If f.ill.ing from a
height, a successful Agility roll subtraett. Id6 from the fall
ing~. A Ncphilim with a STR. above 18 may add one:
meter to the dutance Jumped per STR point oycr 18, if it
can succeed in an ElTon ( x3 STR) ron as well as an Agility
ro~

'Cc Pel'5uasion roll (CHA x 3): based on Charisma, this roll is
mcd to resolve verbal conllicts or other rebttOflslUp-bascd
situations where no skills apply.

Derive" St"tistics
Three wlues are derived from the chancteriscics of living
eteatllres: Hit Points (hp), Actions, and Damage Bonus.
Again. for Ncphilim, usc their meta-characteristics to deter
mine these derived statistics.

Hit 1'''h1ts
Hit points inmate a character's health. They begin equal to
CON and diminish as the eharacrer receives physiaJ damage
and injuries (physical bloW$, wounds, illnesses, poisons, etc.).
A character reaching 3 or fcwcr hit points faints. She dies
upon reaching 0 or fcwcr hit points. Hit points return at a
rate of Id3 hit points per week of rest or 2d3 while under
medial supervision. A character whose hit points arc at
maximum value (that is, wllo hasn't been wounded at all) is at
full physical potential and totally well, regardless of the actual
w1ue of this maximum. 0 Fl)r tXilmplt, t'UXJ 'hamttm with 6
imd 17 Hit ?Qints mp«t;wly, ha1!ing suffrnd nl) damllgt, art
bl)th tl)midtrtd II) bt in full /xalth dt5pift tht diJftrrttrt IUf'Wttn

t/xir wlutJ.

Actiot1s
During a combat round (sec: Combat, page 108), every pro
bgonist can attempt one or more actions, according to her
rdlexcs and capabilities. The ocaet number of pouiblc Ktions
is basal. on Dexterity and i.s determined by the following
<>bk,

Actiot15

DEX Nwnbcr of actioos

01-05 1

06-09 2

10-14 3

15-19 4

20-24 5

each ..5 ..1

Any human character is limited to 4 actions per combat
round (since: a human's DEX is limited to 18). Only Simulacra
and some non-human bc:ings an have 5 or more 2Ctions.

Damagc UOt1US
STR influences the: damage done by a chaneter in a combat
situation. Determine the damage bonus according to the fol
lowing <>bk,

STR Damag.: Bonus

03-Q4 -ld6

05-08 -ld4

09-13 0

14-16 .. td4

17-18 .. ld6

19-24 ..2d6

Each ..5 .. ld6



tJ/imota to hQ'fJt Q ~ighf of12. KrogaTj pIa)'" mml Mare 65 or

1m wilh a J100; J1x lUuuds tInd pushes the rifrignutor. Other
WK, the rrfril"QIM is too Jxavyfar Kragtlr /0 mow.

a A"otJxr t)Ulmplt: KraglZT /'Tits 10 """tn'" lin oawt ChirJnl:
6oolslqrt. rzflu htwi"K IKm thrown t1Id by tht paranoid Munt'r. To
tkl",,"im if Kl7lKar a", Ktl i" whik liN Q'W/'/C' hlods Jlx rbJr,
jUJt UJt lht misla"et ltUJlt opfOJi"K tlxir mf"lroe El"RS. As both
mah 1JqrlJ 10 rt!Sist IIx otha; thegamtmasl" tkciJes who will he
lIN tuhw Churtul"" Six tkritks Kragar is still aeli1/( a"d tlx
l1W"u is possiw. Kragor. with STR IS, hos a 45% cho"u if

forci"g his wayfOJt tlx STR 16 qw,,""
About the Resistance Table
This formula delennines a resistance table chance:
Base Chance of Success '" 50%
plus Active charnctenstic x 5
minus Passive ChWlC1erisric x5

",-...--J~

TH£ R£SlSTANC£ TADl£

M
OST ACTIONS AlTEMPTED by characters 2ce

resolved using either :l slciU roU (as cxpwned
later) or by a characteristic roU (see above).
Sometimes though, neither of these simple

percentile die rolls applies to a sirw.tion, especially when
two or more forces 2t'C in opposition. The Resistma: Table:
is used to resolve these conflicts. It is used by comparing
two values, frequendy two Characteristics, and then deter
mining the chance ofone force overcoming the otheL

Using the Resistance Table

-:c Find in the fin! column the value of the: active Ch:.lfiC

teristic (belonging to the wmclc:r doing something or in
itiating the action),

'.."r Find in the first row the va1ue of the passiw or resisting
Characteristic.

~ At the: intersection of the column and the row. find Ihe
v:alrn:: the active~er mUSI roll ~uaJ 10 or less than on a
d100 to iUetted. Any two values C2Il be used wilh the resisWlCC table. You

o For tJCJlmplt: Kragor. with $77(.15. /riLs 10 pUJh tI ".friK"ator. will find addirion2l examples of rnim.na: table usc through-
Imftad of an Effort roll, tlx ga'NlNlslu tkrida lhal Kl7lgar out the rest of the rules sccr)on. Note that percentage: V2lues
mUJl I« tiN nsislanu lablt. Kragar is liN a(hw char(J(lu and C2Il be: used on the rnim.nce table by dividing them by 5 (i.e.
uses his $77(. IS agaifUl llx ftWi-wftidgt. which tlx ga~mmtu 25% is 5, 53% is 11).

Active Ck",rN:tfri.tlc

9 10 11 12 13 14 1~ 16 11 18 19 ~ 21 ~ ~ ~ 25 ~ V ~ ~ ~ 311 2 3 • 5 6 7 •
1
2
3

•
5

•
7

•,I.

55 " 15 70 " eo 15 eo 15

" 55 " 15 7' " eo 15 eo 15 RanSe of.. " 55 " 15 70 " " 15 eo 15 Automatic Success
eo .. " 15 eo 15 70 " eo 15 eo 15

" 44 .. SO 15 •• 15 7. " II 15 eo ..
SO " 44 .. " 55 eo .. " " eo .. .. .... 30 " .. .. " 55 " 15 70 " " 15 II "" .. 30 " .. .. " 55 " 15 70 " eo 15 .. "" " .. 30 " 44 ., " 55 " 15 70 " II 15 .. "14 " " " SO " 44 .. SO 55 eo 15 70 " eo 15 II ..
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'::
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Au/Ofl101tic Failure " 14 " " 2. 30 " .. •• .. " "" 10 II " " 30 " .. .. .. 55

- - - - - " 14 " " .. .. " .. .. ..



Sl{lllS

S
KIll.S REPRESENT A CHARACTER'S ABIUTIES.

They represent things she knows, or things she can
do. By no means an~ all possible skills listed on the
character sheet. Gamemasters should fed free to

allow players to develop whatever skills seem appropriate.
When creating 1. new skill, the gamemaster and player
should confer to determine how the skill should work.

Nephilim have two scores in every skill: the fmc (Nephi
lim column) is the Ncphilim's own skill and the second
(Simulac. column) is the Simulacrum's skill. Since the Nephi

lim takes complete: possession of the Simulacrum, it can use
either of the two scores, generally preferring the higheST, It
may choose at any time to use a skill from its Simulacrum in
stead of its own skills, Roll the dice for this as nannal, aa:pt,
do not check the Simulacrum's skill box when the skill is suc
cessfully used, since the Simulacrum cannot learn from experi
ence when dominated by a Nephilim. Also, if the skill use is a
critical (see below), completely fill in the Simulacrum's check

box.

When a Nephilim wants to perform an action for which
there exists a specific skill, but the character has not learned

that skill, have the player attempt a characteristic xl roll in
stead. The choice of characteristic to use depends upon the

skill in question. Intellectual skills would require an [NT xl

roll, whereas physical skills would either require a m:x xl or

SIll. xl, depending on the circumstances. The gamemaster

is the final arbiter, and may even rule that the character
could not reasonably attempt the skill at all.

Criticals and Fumbles
If the dl00 roll result for a skill use is one tenth or less of the
skill value, the player has achieved a Critical Success. The
character has done extraordinarily well, and either completes
the task quickly, creates a great work of art, or whatever the
gamemaster decides is applicable in the simation. 0 For ~x

ample. Kmgflr has a &S(arch s~i!/ of7696. He gets a rri/i(fl! mult

whm('l)ff he maJ:rs fl &srarchperrmti/~ roll of01% to 08%.

It's always possible to fail abysmally-this is called a Fum
ble. Fumbles happen less frequently than criticaIs because peo~
pie practice succeeding, and guard againsl failure. If the dl00
result is 99 or 00, the roll is a fumble--the character falls off
her horse, sings inappropriate lyrics, unknowingly mistnns
lates tile manuscript, or whatever else the gamemaster feels is
appropriate for the situation.

Special results occur when a Nephilim either criticais or
fumbles when using the Simulacrum's skills. On a fumble, the
Nephilim enters Shouit and loses control of the Simulacrum
for a period oftime. (See Shouit, page 122) Mter a critical, the
Nephilim has the opportunity to steal the Simulacrum's skill.
Fill in the Simulacrum's checkbox completely, and then re
mind the gamemaster when it comes time to check for experi
ence gains. See Skill Increase, page 118.

Skills in Excess oftOO%

Skills may exceed 100%, whieh is especially likely for
those skills learned over multiple incarnations. The
advantages of a skill value over 100% are m:llly-fold.
Most significantly, the chance of a critical success
doubles to one fifth or less of the skill value. 0 FI)7'
example, a &search sl.ill of12596 will receive a Critiuz!
Suaess on fl mil of25 or 1fJ'Wer. Li~rwise, the chaner oja
fumble ureduud to 00 only. This special rule applies to
skills which exceed 100% after any special modifiers
are applied. If the skill starred au! o~r 100%, but
modifiers bring il below 100, then the chance for a
critical is the normal one tenth of the skill.

Another benefit is that a skill over 100% C:lll ab~
sorb the effects of negative modifiers and still present
a reasonable chance for success. Also, a skill greater
than 100% gives better chances on the resistance table,
which is based on the differenct: between skills values
or characteristics.

Automatic Skill Use

Routine physical and intellectual actions in routine
circumstanct:s always succeed. There is no need to roll
dice to walk, to run, to talk or see or hear, nor is there
any need to roll dice for any ordinary and uninte~t

ing use of a skill.



For actions to wruch skills apply, a Nephilim is considered
to havt: the minimum levt:l of competency in a skill when its
value is 20% or above. The Nephitim can use this skill in mun
dane, uninteresting and non-critical ways without needing to
roll dice. For example, a Neprulim with a 20% Drive skill does
not need to roll dice to drive its car to the supermarket. Add
the elements ofa car chase or dangerous road conditions and a
skill roll may be called for, however.

Ext:nwrdinary CiccurnstanctS
Attempting to pafonn extraordinary xtions or to use skills
under dangerous Ol'CUlTl$tanccs, unckr cricical scrutiny, or in
W2}'$ that demand concentntion requires resolution with dice.
Skills such as Pilot helicopter, Climb, and Sholgun-those
inhercndy dn.matic or downright dangerous-are routinely
rolled for whenever used.

The gamemaster determines when and what the needed
roll is-a skill roll, a characteristic roll (with appropriate mul
tiplier), or a charaeteristic match·up to be rolled on the rtsis
tltIltt ",ble.

The Expc;rience Check
A grat pleasure in roIepbying lies in the adV1ll1Cement of a

ephilim from meager beginnings. Incrnsc:s of skill perttn
tiles are especially notittabk, lina the more a skill is used,
the better a Nephilim becomes at it. As Nephilim delve into
the occult, ovc:n:ome challenges and improve skills, pb}'t:rs
rt:member the circumsl:lnCC:S of the change, and savor them.

The character sheet records experiena checks. When the
Nephilim uses one of its own skills (NEPH1UMcolumn) suc
cessfiilly in play, the gamemaster may prompt the player to
check the box beside that skill on the character sheet. The
Nephilim has a chana to learn from its successful experience.
However, a Simubcum's checkbox (SlMULAC.column) is not
checked when its skill is succtSSfully used, sina the Simula
cum cannot 10m from aperientt while it is domin:lIed by
the Nephilim.lfthc Sil'TlU1acrum's skill was used, and a Criti·
cal Succc:ss achieved, the box is filled in completely.

No matter how many times 2 skill is used successfiilly in
an ~nture, only one check per skill is nude until the pme
master calls for expaiena rolls. Typically those experience
rolls 2fC made upon concluding 2 scenario or -after several scs·
sions. See the chapter on Aganh'1 (page 118) for more infor
mation on rtsolving experience rolls.

Sltill Dcfil1itiol1S
Anthropology
Applicable to living cultures, Anthropology enables the user
to identify an indiv;duaJ.'s way of life from her behav;OL If the
skill-user observes another culture from within for 2 time, or
works &om accun.~ f'W)l'm concerning an extinct culture, he
or she may nuke simple predictions about that culture's mo
res and morals, even though the evidence may be incomplele.
Studying the culture for a month or mort, the anthropologist
underst'Ulds how the culturt functions 'UId in combination
with Psychology, may prtdict the actions and beliefs of a
reprtsenntive from it. This skill is useful for detennining

infonnation about aJhures not already known to the Nephi
lim through prtV;OUS incarnations.

Archeology
Allows dating and identifiC:.ltion of artifacts from past cui·
tures and the cktecting of fakes. Having thoroughly inspected
a site, the user might deduce the purposes and way of life of
those who left the rtnuins. Anthropology might aid in this.
AIchacoIogists specialize in p2J1icuJu cultures 2J1d periods,
thus 2 speci2lty may be taken in this for a specific period. Ifa
Nephilim has Life Expcr1cna in 2 particular culture, the
player may use the tne Experiena skill in the place of the
Archeology skill when detennining infonnauon '1bout dut
cuJtu~

Arcanum Lore
Allows 2 Nephilim to recognize the secret signs used by the
Major Arcana. The secret signs might be general enough that
Nephilim of aU Arcana can recognize them, or they may be
knawn to only a particular Arcanum. Signs include not only
symbols and words, but sounds, musical harmonies, h'1nd ges
tures, color combinations, and mort. These signs are not 2

language in themselves, bur serve to '1ttract the attention of
those who know of them, and in combination with words or
pictures, can convey messages.

Art ( )
Specify song, some musical instrument, painting, dance, po
ctry, cooking, photography, erc.--.lny art which a creative per
son might seriously pursue through life. With 2 success, the
perfonnancc or creation is pleasing and the audience is satis
fied. Failure indicates that the '1rtist was off-key or inexpress
ive. The gamemaster might aUow much wider defmitions of
"art,~ from baseball to juggling. The player should note the
style or medium: opera singer, oiJ painter, etc. 1he ch2racter
sheet contains blank sp2CCS for differenr versions of this skill..

Astrological Lore

CoYtt'S knowledge of the innuentt of heavenly bodies, stus,
and constell'1tions on terrestrial events :md human behav;or.
Nephilim also me into account the effecno of meteors, subtle
bodies, and some planctS )'t:t unknown to humans. This skill
can be used to predict the exact value of an upcoming daily
Astrological modifier. When doing so, the negative modifiers
to this skill are as follows: Predict lip to 2 month in the future,
-15; up to one se2S0n, -30; up to one year, -45; up to ten
years, -60; up to 50 years, -75.

Astronomy
The chancter knows or can fllld out which stars and pbncts
are Ovt:rhe2d '1t 2 particular day or hour of day or night, when
eclipses 2nd meteor showers occur, and the n2f1lCS of impor·
tam stan. An academic might be able to calculate orbiu,
discuss stellu life cycles, or have 2 special.ty such :as radio
astronomy.

Bargain
The skill of obtaining something for an agreeable pria. The
bargainer must snle the price at which she wishes to purch2SC



the item and, for each 2% difference between that price and
the aslcing price, she must subtract 1 percentile from her Bar
gain slcill. The seller will not take a loss, no matter how good
the character's Bargain skill roll, but the keeper usually deter
mines the bottom-line amount secretly. 0 Kragar purchases a
slxltgun in AlbufJUfflJIle tl) tak with him whilt investigating the
disappearance 0/a (I)mpaniM, Kurt, in tlx I)ld ruins. (Kurtftiled
a Sneak rl)/1 and was (aught by tlx Guardian) TIx r1daly shop
krpu ash 1200 ftr tlx 'UXapon, and Kragar is I)n a limited
hudgtl. Kragar t:Jjfirs tlx skpkrprr 1140, and its player males a
dJOO rr;ll Kragar has Bargain 409b, hUI wanls tlx glln ftr 309b
Ius than normal, Sl) hiJ &hameftr sU(cw is reduced by 15 percen
tiles tl) I)nly 2596. The player rl)/Is 32-0 failure. Kragar tlxn
'?!ItT'S 1160, increasing his {hanus to 309b. The player ra/ls 12,
luauding.

By implication, use this slcill in any negotiation which fea
tures an exchange of value. Combination rolls with Fast Talk
or the Persuade roll might help in Bargaining.

A simple Bargain may be struck in a few minutes. A com
plex contract might take weeks, and Bargain might then work
in combination with Law.

Biolob'Y
The science of life, including botany, cytology, ecology, genet
ics, histology, microbiology, physiology, zoology, and so on.
The Nephilim's understanding reflects the knowledge avail
able at the time of incarnation. With this slcill one might for
instance develop a vaccine against some virulent bacterium, or
isolate the hallucinogenic properties of a rare plam.

Build
Allows the construction of anything using only simple hand
implemenrs and the five basic tools (lever/fulcrum, inclined
plane, pulley, wheel, and screw). Namral materials are all that
are required. This is the slcill used by neolithic man to raise
Stonehenge, Plmonic Engineers to makt: pyramids, Roman
Engineers to make temples, and medieval masons to raise
Gothic cathedrals.

Business
Grants unders~dingof business procedures and accounting,
and reveals the financial functioning of a business or person.
Inspecting the books, one might detect cheated employees,
siphoned-off funds, payment of bribes or blackmail, and
whether or not the financial condition is better or worse than
claimed. Looking through old records, one could see how
money was gained or lost in the past (grain, slave-trading,
rum-running, etc.) and to whom and for what payment was
made. Examining corporate records, one might trace a suc
cession of holding companies to their controlling entity. Also
provides understanding of stocks, real estate transactions. and
other financial activities.

Chemistry
A study of the com}X)Sition of substances, the effects of tem
pen.ture, enCJgY, and pressure upon them, and how they affect
one another. With Chemistry, one might create or extract
complc:x chemical compounds, including simple explosives,
poisons, gases, and acids, requiring at least a day or so with

the proper equipment and chemicals. The user could also
analyze an unknown substance, given proper equipment and
reagents.

CUmb
Climb is self-explanatory. A successful Climb roll must be
made every 3 to 10 meters, depending on the difficulty of the
Climb that the gamemaster perceives. Various conditions
surface, wind, day or night, etc.---may be factors for which
the gamemaster might impose negative modifiers to the skill
value.

If a Nephilim needs to climb surreptitiously, match the
player's dlOO roll against both Climb and Hide. If Climb suc
ceeds but not the Hide, the climb succeeds. but noisily. A
failed Climb but successful Hide indicates a fall without no~

ticeable noise.

Computet" Use

The slcill is nOt needed to use microcomputers nor to run
ordinary software. Special manipulations of a microcomputer
system may require this roll. Computer Use allows the Neph+
ilim to program in various computer languages to achieve her
end: perhaps write new programs. retrieve and analyze ob
scure data, break into a secured system, explore a complicated
network, or detect or c:xploit intrusions, back doors, and vi
ruses.

Each application of the skill takes at least half a day, and
perhaps more than one roll. The gamemaster must judge the
actual requirements and results, and should probably ITl:lke all
or most Computer Use rolls secretly. Once inside a network,
Research might be employed also.

Conceal
Allows the visual covering up, secreting, or masking of an
object or objects, perhaps with debris, doth, or other inter
vening or illusion-promoting materials, perhaps by making a
secret pand or false compartment, or perhaps by repainting or
otherwise changing an item's characteristics to escape detec
tion.

With it, a person might be secreted from sight, but could
not be disguised to evade even a cursory inspection. Larger
objects of any sort should be increasingly hard to conceal. Al
though very large things might be hard to conceal if just one
person is attempting the act, a group might well have more
success.

Compare with the Hide slcill.

Cr..n (. )
There are many different crafts. Knowledge of each craft con
stitutes a new slcill, and must be entered onto a new line of
the character sheet. Pelformance of a craft usually takes sev
eral hours, or longer. Craft examples include baker, brewer,
butcher, carpenter, cobbler, leather worker, locksmith, mason,
potter, smith, tailor, or weaver. Nephilim will also likely leam
earlier crafts from past incarnations. such as armorer, artificer,
bowyer. candle maker, cooper, fletcher, and so forth. Hun
dreds of additional crafts exist.



Dodge
Allows the Nephilim to instinctively evade secn blows,
thlOYlfl missiles. ambushes. and so forth. A Nephilim can tty
to Dodge something if it can be seen coming from a dis
tance---a rolling nx:k or swerving automobile for e:nmple
and can try to ~t out of t~ W2Y. Dodge cannot be used to

lyoid bullets. anows, or other suitably fust-moving missile
amcks. See the Comb:a! socti.on (~ ) for more: on the usc
of Dodge in combat.

Drive ( )
This slciU must be learned separ.ltcly (0{" every major class of
vehicle. The most common classes would be automobile,
mx:k, W2g0n, chariot, and heavy m:r.clllnery. A 20% minimum
in this skill allows the Neprulirn to drive the type of vehicle
named and nu.kt: ordinary rnalll:UVCri, usually without need
ing to make a Drive roll. If the chancrer wants to lose a
pursuer or tr.lil someone, both participants might COffipve

Drive roUs on the resistance table (0 sec which one: prevails.
DangeroU$ ffi:ilncuVt:rs alW2)'S call for Drive rolls. Slcill with
one category of vehicle docs not confer the ability to drive
another type.

EJectronics
The skill of fIXing items with transistors as some of their
inegnl parts. Used for trouble-shooting, repairing, and prop
erly using electronic equipment. it allows for simple new elec
tronic devices to be made. (Use the Mechanics skill for
working on simple, non-trnnsistor-based electric circuitry.)
Pam needed for Electronics work cannot be jury-rigged: they
are designed for precise jobs--without the right microchip or
circuit board, the skill user is out of luck. This skill is also
used to install electronic surveillance equipment, tap phone
lines, bug a room, and perfonn other high-tech spy activities.

Fas,Talk
Causes the victim to agree as the user wishes. Without re
flecting, [he target signs [he paper, allows the trespass, loans
the automobile. or whatever else within reason is asked. But
givt:n a short time to think and a successful Idea roll, the
targel comes 10 his or her senses: the Fasl Talk loses effect. 0
Kmgar slI«uds wilh a Fasl Tall. pilth, and Mils Ptnao~ goa
lips/airs I" find a~n wilh wh"h to sign Kragar's conlralllo ull
Ixr ja",ily /xir/()()m. As she rU"'1I'UIgtJ tnTJllnJ, Miu Pen~/o~ is
iIWilJfrom Kmgar long ttfollgh 10 rtltM an [ika roll It sllumis.
Mils P~IUJO~ toma to Ixr ~flSts and rthnns determined nol 10

sign. Kmgar musl tJJQil some houn to rl1lt:W his pilth, or thang'
tadia and inst,ad alumpt to Pn'Jumk 1Myoung min. In a game
minule or so, Fast Talk may pass off suspect goods and~
as reliable or as nOI worth bodltting about. In contrast. Bar
gain or the Persuasion RoU may uke hours or days to con
clude. Fast Talk is quick to take effect. but il can be used at

most on a handlUl of people. Fast Talk will not work on
targets whose minds :lI'e made up; use the Penuasion Roll
instead (page 92).

Farming
Confers know1ed~ ofhow to plant crops, harvest them, store
them. and how to herd and raise animals. Only a minimal

skill (20%) is needed to plant a baekyard garden, while run
rung a fuUy functioning farm mtuires considerably more
know·how.

First Aid
The paeenrage chance of awakening an unconscious or
srunned comrade, sening a broken limb, treating bum dam·
age. resuscit2ting a drowning victim. etc. F"1fSt Aid represwts
quick treatment given immediately Of shonly after an injury
is sustained. F1r.;1 Aid has no effect on diseases or subde
physical ailments, nor on poisonings unless the garnemaster
ximits the roU---treat these with the Medicine skill. Trealed
with Fir.;t Aid, a character's healing roue stays al IdJ points
per week. Moved to a hospit2l and successfully treated with
Medicine, that rate rises to 2d3 per week. First aid also stops
the blood loss that results from wounds of 3 or more hit
points (sec pa~ 11 I).

A F"1m Aid roll takes a number ofactions equal to the hit
points ofinjury. and restores IdJ hil points. F""1fSt Aid can only
be successfully applied once per wound. Somebody having
failed a F"tm Aid roll realizes it only at the end of Ihe proce
dure, having lost the time spenl. After a failure. subsequent at
tempts at Fir.;1 Aid can be made with a cumubtive -20%
modifier. Failure in applying First Aid requires that the user
wait some reasonable amount of time to try again, but another
practitioner could make her attempt in the next round. A
fumbled First Aid iflCteases the grnvity of the injury. adding
an additionalldJ hit points of damage to the original wound;
in this case, the wound can no longer be F"ltSt Aided.

In the same or the succeeding CON worth of combat
rounds, a character who has just died may be returned to
life if the emergency Id3 hit points raises ht:r hit point to
tal to at least + t.

Once a wound has been successfully treated with First
Aid, only time, important medical equipment and the Medi
cine skill can improve it funher.

Fist/Punch
A self-explanalory skill, which mighl be depicted as a closed
fist. a karale chop. a roundhouse punch, a violent slap. etc.
One can use FistlPunch to parry Kick or Crappie.

Geology

Enables a character 10 tell the approximate age of a rock
stratum. recogruz.e fossil types. distinguish many minerals and
crystals, locate promising siles for drilling. evaluate soils. and
anticipate volcanism. seismic e,~nts. avalanches. and orher
such phenomena.

GrApple

A Crappie is a special personal attack, frequencly chosen to

humJcnly subdue an opponent. llus atclCk may be parried
by a countering successful Crappie use or other unarmed or
melee skill use by the target, but only in the first action of
>nod<.

If a Cl'2pple attack suetteds in the 6m :action and is not
neutralized. then the attacker holds the target and may there·
after exercise one of seYeta.1 options:



,;"t Immobiliu; the target by overcoming the tuger's STIl. with
her own STIl., using the resist:tnce table:. With a success, the
tuget is held fast indefinitely, until the grappler attempts
another aelion.

,;"t Knock down the target. If used, this option automatically
succeeds.

,;"t Disarm the t:trget. With successful Grapples in consecutive
actions, a chancter could parry with a Grapple to prevent a
hand-to-hand attack in the first action, and then seiu; the
weapon or weapon-hand in the second aclion.

'Cl Physically injure the target. The opponent already musr be
successfully Grappled. Then the grappler must receive a sec
ond successful Grapple: roll in the next action phase, or
some later phase jf the target is held immobile. Success
costs the tuget ld6 hit points, plus the anacker's damage
bonus. Hann in subsequent action phases requires a new
Grapple altack in those phases, inflicting another Id6 hit
points. The target may try to break free with a STR \'S. STR
roll each time the grapple:r attempts to injure.

,;"t Strangle the lUget. Beginning in the comlnt round stated,
the target begins to asph)OCiate, as per the drowning nIles,
and continues in subsequent combat rounds. The allacker
needs no further Grapple: rolls.

In either type of injury-causing Grapple, the victim gains
another opportunity to escape by successfully matching Sffi.

vs. STIl. on the resistance table during her next action.

Handgun
Use for a.11 pistol-like 6rearms when 6ring discrete shots. For
machine pistols (MAC-ll, Uri, etc.), usc the Sllbmachine
Gun skill when firing bursts. The rate-of-6re difference be
tween handguns is chiefly from recoil and time needed to
take new aim on the IUget.

HeavyWeapon
Use for all large, modem, man-portable fireann weaponry,
such as a bazooka, one-shot anti-aircraft stinger missiles,
flame throwers, etc. Still-larger weapon synems would require
an individual skill specifically for that weapon.

Hermetic Lore
Provides knowledge of occult writings. Hermetic Lore could
identifY the magical tradition of a fragmentary writing, iden
tify an obscure symbol, or allow a Nephilim to recall in what
book a particular magical working may be referenced.

Hide
As opposed to Conceal, Hide concerns the individll;u user's
ability to esCllpe detection in an unprepared position. Use this
skill only in a pursuit situation, or when under surveillance or
patrol. It lets the user choose objects-bushes, deep shadows,
etc.-in which to lurk for a while. Cover must be present. In
an area being watched, the user can move while hiding. De
termine the chance for successful hidden movement by halv
ing the Hide skill amount.

History
Enables a character to remember the history of a country, city,
or region, with particubr reference to pertinent events. Less-

en the chance if the character needs to remember a particu
larly obscure fact. A successful History roll might be used to
help identify written fonus of extinct human languages or to

know some ancient technique. This skill provides an overview
of historical knowledge-for detailed information, the prefer
able skill would be Life Experience, since it gives much more
intimate knowledge of a particular historical period.

Hunt
Allows a character to track an animal and then kill, skin, and
prepare it. A Hunting roll can reveal information about an
animal's usual activities, or identi/}' its tr.1cks. It also governs
fishing. In an urban environment, use Hunt to tail a suspect
or creature. Character-; with only urban experience may be
able to usc only the more limited urban dements of this
skill----5peci6cally tailing--and not know how to kill or skin
an animal.

Kabbalistic Lore
The heart of Hebraic occultism, providing knowledge of the
Kabbalistic tree of life. More deeply, Kabbalism is a system
atic study of Ka, of the path of spiritual attainment, and the
relationship between the spiritual and mystical. Use this skill
to identifY the qualities of a summoned creature, or to identify
an alchemical process, or a sorcerous working. It represents a
character's overall unde~tanding of the subtleties of IU.

Kick
Whether a straight-forward kick to the groin or jaw, an ele
gant, Tae Kwon Do style flying kick, or a kick with both legs
while lying on the floor, this Kick is powerful enough to do
damage wherever it lands. A Kick may Parry FistlPunch, or
Gr.lpple attacks.

Law
Represents a character's chance of knowing a pertinent law,
pm:edent, legal maneuver, or court procedure. In another
country, halve the chance for success with this skill unless she
has spent 30-INT months studying that nation's laws.

Life Experience ( )
This skill is taken once for each historical period in which the
Nephilim has lived. It deals with all culmraI knowledge of a
particular time and place, and gives more detailed informa
tion than do the History, Anthropology, or Archeology skills.
During character generation, players should write in a Life
Experience skill for each time period in which their Nephilim
has lived. Several blank Life Experience lines have been pro
vided on the character sheet.

A particular Life Experience skill may be uscd in place of
Archeology or History rolls when referring to a time and place
in which the Nephilim has previously been incarnated.

Listen
Measures the ability of a Nephilim to interpret and under
stand sound, including overheard conversations, mutters be·
hind a closed door, and whispered words in a cafe. The
gamemaster may use it to determine the course of an im-



pending encounter: was your Nephilirn alerted by [hat creak
ing door?

Machine Gun
For brger machine guns too heavy [0 flCe standing up, use
this skill when~r firing bums from one of these weapons
using a bipod or tripod mount- If singk: shots art: futti from a
bipod use the Riflt skill instead, if it is higher. For assault
rifles firing bursts and hand-held machine guns, usc the Sub
machine Gun skill.

Mechanics
'The IXlfl5truetion and repair techniques to mili and usc pre
computerized teehnoqy. It also includes machinery which is
driven by non·natural power sourttS (combustion, not wind
or watu). It encompuse:s mechanics for combustion engines,
electrical ......-ode, plumbing, and high volt~ alturuting cur
rent- Reduced by half, this skill can be us«! [0 jimmy locks
but preferably use me I...ocksmith Craft if the character has
learned it.

Medicine

The user diagnoses and treats human frailties, injuries, dis·
eases, poisonings, etc., and makes public healm recommenda
tions. The usc of Medicine implies applicAtion of careful
mought and considention on me part of me prxtitioner. Use
rust Aid for quick on-me-spot tteatments. Ofcounc., a pr2C
titioner of Medicine should rnsonably be experienced in
rust Aid as a pJ'eC\llSOr to medici! training.

1.'t A chuacter who is hospitalized and succaJ"uIIy ttnted
with Medicine heals at 2d3 rut points per pme: week.

1.'t A soca:ss with Medicine immcdiatdy awaUns, if the:
keeper wishes, anyone unconscious.

1.'t 1be gamernastet may rull:: that a medical condition is not

treanblc:. Sec: also Fint Aid.

Melee ( )

This skiU is bmed once for each class of weapons the Neph
ilim can use. The character can men use all skills that fall
within mat class. The more typical classes art:: One-handed
sword, Two-handed sword, One-handed axe, Two-handed



()
()- axe, Knife, Small club, Large dub, Shieki, and Thrown wop

ons. Unusual or onc-of-a-kind weapons-likc lasso, bolas, net
or whip---are special weapons that do not fit into a pre-de
fined cbss and must be defined by the gamc:master.

Natural Lon:
Originally the study of plant and animal life in its environ
ment. Natural Lore was of greater utility in earlier limes, and
by the Slart of our turnnt century tills study had long been
divided into many sepmte academic disciplines. As a skill, it
represents the knowledge of rustics, woodsmen, inspired ama
teurs, and hobbyists. The chaneter identifies species and hab
its or milieu in a genera.! way, and is able to guess at what is
impolUnt to a particular species. What is known mayor may
not be accurate--this is the region of appreciation, Ir:ldition,
and enthusiasm. Usc Natural Lore to judge horseflesh al a
county f.lir, to identify the properties of conunon herbs, or to
decide whether 2 butterfly collection is exceUent--or jusl cx
celk:ndy &.uncd..

Pharmacy

The U5Cr m:ogniz.es, compounds, and dispenses 2 wide variety
of dru~ and porions, natunl.l md man-m..de. 2nd uoder
stands side-effects 2nd contnindications. He or she has a
good knowledge of poisons and antidotes. The skill grants no
:olbility to diagnose diseases or to prescribe medicines, though
the user ffi2y be familiar with a range of symptoms and be
2ble to selcct the right treatments for poisonings.

Physics

Grants theoretical understanding of pressure, materials. 1110

tion, magnetism, electricity, optics, radioactivity and related
phenomena, and some ability to construct experimental de
vices to Wit ideas. Practical devices such 2S 2utomobiles arc
not the province of physicists. but impractical or experimental
devices may be, perhaps in conjunction with Elceuonics or
Mechanics.

P~OI ( )

1nc air/w:tter equivalent of Drive, this is the maneuver skill
for flying or floating cr.Ut. A pilot might have scvcra.l \~rsions
of this skill in the spaces on the character sheet, och Stutlng
at OCI%. Without believable personal history explaining other
wise, the skill should be talccn as relating only to CJ<lft of
modcstsiu.

"Cc Pil()( skilk change from incarnation to incarnation. In all

orlier incanution, a Nephilim m..y larn to Pilot a J;;Jiling
vessel, while in modem d..ys it would man: Iikdy Ix a mo
torboat.

otc A skill user with 20 or more points of skill can stan and
then set sailor take off on a calm day with good visibility.
Pilot rolls arc: required for stonns. navigation by instrument,
low visibility, and other difficult situations. The s:Ulle sorts
of modifying conditions-b~ weather, b:ut visibility, or
Wm~pplyto air and w.lfer craft.

'Cl This skill also COYers the ability 10 navigate the ~sscl and
f~rc OUI how to get from one pba: to another, gi\'C1i the:
proper equipment and resources.

Pilot &at: the character understands the behavior of smal.l
motor and sailing craft in wind, stoffilS, and tides, and can
read WJ.ve and wind Ktion to suggest hidden obnx.les and
approaching stonTIS. Novice sailors may find diffKuh the
mere docking of a rowboal.

'Cl E:..ch class of boal oounts 1$ a different skill, and should be
listed indcpcndenrly, or as the gamcmaster sees fit. Pilot
Rowboat, Sailboat, Galleon, Motorboat, etc.

Pilot Airmift: the char.lcter understands and is increasingly
compelent with a genera.! class of aircraft, as summariud
below. Upon any landing, even under the best conditions, a
Pilot roll must be made. If conditions arc good, double the
chance for success. If conditions arc bad, the pilot lands at her
normal chance. Ordinarily, failure represents damage to the
craft wruch must be repaired before the next takeoff, but pilot
and passengers walk away with minor injury. A result of 00 is
a mcmorabk: disaster, with at least one death.

'Cl Each c.Ius of aircnfl counts as a differcnl skill, and should
be liSled indqxndendy, or as the gamcllWiter SCC$ fit: Pilol
Billoon, Dirigible, Civil Prop, Civil Jet, Airliner,Jel Fighter,
Hdiropter.

P')'Chology
A skill common to :ill humans and Nephilim, il all0W5 the
uset to srudy an individual and form an idea of his or her
motiva and chanctec. In general, the gamernaster should
make the rolls for this skill and keep the results secret, an
nouncing only the infonnation, true or false, thai the user
gained by employing it. Players should not cxpc<:t thai Ihis
skill penetrates skillfill deceit unless t11e character jars her
opponent's confidence.

ReadIWrite (•••••.•)
Specify the language. No limit exists on the number of lan
guages which an individual can know. The skiU represents the
user's chance to read and write in that language. Nephilim
may lcam ancienl or dead languages through the experience
of prior ineam2rions. Ocasionally the gamemaster may de
tennine thai a number of separate complc:x poin!! cxist in a
document, and call for sever:al such language rolls, one for
each important point. Simi1acIy, the gamcmaster may m0

mentarily reduce a user'5 skill in a language ifarchaic writing
in that language is encountered, and a cphilim's knowledge
of that language is more recently derived. Nonnally a single
socccssful RodlVVrite roll is needed to comprehend an entire
book or manuscript.

To identil)t an unknown present-day language, usc: an Idea
Roll. To idenril)t an extinct human language, usc Ii Hislory Of

Archeology roll, or possibly a Life Experience Roll if applica
ble.

Research

Represt:nts the ability to root out information and applies to a
v:lTiety of sources, like libraries, computer databases, etc. Sim
ple inquiries may be located in 2 few minutes, while more
complex or purposefully hidden information cou1d we hours
or longer to tnck down. This skill may be used in conjunction
wilh Ihe Computer Use skiU to pcrfonn extensive d2tabasc
",,ro,,,.



Religion ( )
IJcals with the religions and sects of the human spo:ies. Pro
vides knowledge of rituals.. beliefs. deities. symbols. usual
pr.teric:cs. and importlUlt pbces of a particular belief system.
Nephilim should choose a specific religion to which this skill
applies. Among these would be Christian (Catholic. Lu
theran. Protestant. Baptist, Mormon, Greek. Orthodox), Is
lam, Buddhism, Hinduism. Judaism. or some other earlier
religion such :as Wicca. Sufism. Midu-aism. Greek., Roman, or
Egyptian religions. and so forth. 'These. would most likely be
learned in earlier incarnations.

Ride

This skill applies to saddle horses, donkeys, or mules on easy
terrain. A camel might be ridden sllccessfillly at a lower per
centage chance. This skill also grants knowledge of basic care
of the riding animal and gear. and the ability to ride at a
g;illop.

Should the steed do something unexpttted, such as rear
ing. Ihen the rider's chance of remaining seated equals her
Ride. If the rider falls, she loses Id6 hit points in the accident.

\VIUle riding, all other sk.ills are limited to a maximum of
your Ride skill. Thus 2111 weapon or firearm skills are reduced
to your Ride skill if they are used from horseback.

Rifle
Permits the user ro fire any type: of rifle, whether 1ew:r-aaion,
boll-xhon. or semi-autonutic. When a miliW)'~style :asS2ult
rifle is used to fire a burst, or a shotgun fires a rifled slug, use
this skill.

Shots per round mostly vary because of the weapon's ac
tion and recoil. and the consequenr time needed to re-acquire
the target.

San
With Scan, a character on observe an :area for 2noma1ous
lll()\Iement. A Nephilim on. for example. use scan to see if
somebody is follo-.ving it down a city street. The chance of a
successful Scan roll can be curtailed by intervening obstacles.
Scan can also be used to determine if something has changed
in an area with which the scanner is already &miliar.

Ifa foll~r only pursucs when the scanner is not looking,
and tries to appear to be interested in something else when the
scanner is W2tching (a standard tailing teehnique). the scan
ncr's player must roll :ag:ajllSt the foll~rs Hide on the resis
tance table (after dividing both s1cills by 5).

Scrutinize
Using Scrutinize. a Nephi1im can closely search an area to
find a Concealed item, a person using Hide, a secret passage
or entnnCC, or cvt:n a hidden compartment. Scrutinize oflen
in~'Olves handling an object. Scrutinize taka about two
rounds per 4-sq~ meters or:area searched.

Shotgun
With this skill any scatter·gun can be flfed. Since the shot
scatters :as it is flfed. the user's chance to hit does not decrease
with range. but the damage done does. At nngcs from 10-20

meters. IdJ dose-together targets can be: hit with one round
and from 20-50 meters, Id6 such targets can be hit. The
gamema5ter decides whether the targets are dose enough for
this rule.

Double-barreled shotguns can be sawn off, for purposes of
concealment. See the firearms tables for data.

If fuing a rifled slug. use the Rifle skill. At the gamemas·
ler's option. combine Rille and Shotgun :as a single skill. dif·
fen:ntiating only between pcllct and slug ammo.

Smell
IJcals with emaordinary ability at smelling. Some Nephi1im
may develop extraordinary sensory powers in conjunction
with their Metamorphosis, which is why such esoteric skills
:as Smell or Taste are listed here. Most chancrers will ncvcr
have a value for Smell.

Sp<2k( )
Specify the Language. No limit exists on the number which an
individual can know. The s1cill n:pn:sents the user, chance to
speak and understand a language. Nephilim nuy learn an·
cient or dead languages through the experience of prior incar
nations. TIle gamemaster may momentarily reduce a user's
sk.ill in a language if archaic speech is encountered. and the
Nephi1im docs not luve experience with that archaic form.

I[ a chanaer has 20 or more points in a particular lan
guage. she always gnsps the gist of normal conversation.
though a char.tCler needs 50% in a bnguage 10 pass for a na
ti~'t: speaker. Blank spac:cs exist on the character sheet for other
languages.

To identifY an unknown present-day language. use an Idea
Roll. To identifY an extinct human language usc a History roll,
or possibly a Life Experience Roll if applicable.

Submachine Gun
This is the skill for hand-held automatic weapons. Usc it
when firing any machine pistol, :assault rifle bursts, or a sub~

machine gun. Some machine pistols. such as the Skorpion.
are so small that the Handgun skill should be used when
fIring single shots from them.

Survival
Grants the abilil)< to sumve outside the confines of a 5Up~

paning civilization. Applies also to the homeless and other
street people. who :are likewise without civilization's support.
With lhis skill a character knows how 10 gather food. find or
construct shelter, and orienteer and navigate in the outdoors.
In the urban environment this skill represents scavenging for
clothing and food. knowing when and when: to find a free
mc:al. how to stay warm in the winter, knowing when: it's safe
to sleep. and 50 forth. Use the Hunt skill to represent tr:Id:
iog. killing. and prrparing animals.

Swim
The ability to stay afloat and move in WJter or other liquid.
Immersed. usc a Swim roll to k.eep from drowning or to move
through the medium. A failed Swim roU starts the drowning
procedure (page 114). Someone drowning may anempt a

-<>-



Swim roll each round--with a success, she reaches the surface
and breathes. With a second success, she can begin to move
through the water. With a second failllfe, drowning begins
agaln.

Tarot Lore
Knowledge and use of tarot. The Tarot is a secret system
made by the G)psies in ancient times to preserve and pass on
their lore. Tarot can be used in research by using the cards to
ask. for dues. Alternately, it can be used as a symbolic system

through which to interpret certain types of occult dara. Thus

it can be used like Hermetic, Kabbalistic or Astrological Lore.

Taste

Deals with extraordinary ability at Tasting. Some Nephilim

may develop extraordinary sensory powers in conjunction

with their Metamorphosis, which is why such esoteric skills

as Smell or Taste are listed here. Most characters will never

have a skill in Taste.

POT£NT1AlS

P
OTENTIALS (POll are a universal measuring stick.
The:y are a shorthand method of describing such
diverse things as the virulence of a poison or an
illness, but also of the quality of medical care found

in a hospital, the amount of banditry in a town, the author
ity level (and efficiency) of the police, etc.

This system is meant only as a tool for gamemasters.
Don't feel compelled to apply them when you already know
how you want a situation to tum out. Playing out a situation is
usually the bener solution. Use potentials to give you ideas,
and to quickly resolve interactions that you don't \\'";lilt to play
through.

To use potentials, the gamemaster determines a value be
twec:n 0 and (usually) 20 to describe the degree of difficulty of
an action, the competency of a police force, the virulence of a
poison, or whatcver needs to be measured-a11 based on com

mon sense and conference with the players. To determine Po
tential randomly, roll 3d6.

Next, cross-reference the potential on the resistance table,
in either the active or passive role, to detennine a percentage
chance of the activity in question occurring or succeeding.

Below are scales of potentials applied to several common
events to allow the gamemastcr to quickly deal with situations

met by the Nephilim. The gamemaster should modifY the Po
tentials found on these tables according to the situation.

The Descriptive Potential
This is a simple indication of the quality of a thing or place.
o For example, tlx ga~masltr duides tlx little town of Bulls

Road, Ohio has a ~dicalpoltntialof6 (out ofa passihle 20). This

i,ldicatu the lewl of Ixalth carr: is low and tlx equipment out

dated Ifa Ntphilim has Men injured andgoes to the hospital. tlx

gamemastr:r can ducrihe an old-fmhiontd stylt hospital, typical of

tlx SOi, and tmploying an alcoholic surgeon. Con'-lmdy. had tlx

patmtial hun 16, the Ntphi/im could hQ'l/t found a '-leI)' good

pnwtt hospital with a surgton specializing in just the typt of

'WOund ta he healed

The Active Potential
Potcntial can be used to measure an action taken in the game.
This can be done: in one of two ways: multiplied by 3 (as is
usual for characteristics) to give a direct percentage: chance, or
cross-referenced on the: resistance: table: against some: othe:r
value to generate a comparative percentage: chance.

An example of Descriptive Potential: Krngar and his
Nephilim friends go to an average: town and try to find a li
brary still possessing a secret repository of forbidden books.
The: gamemaster has evaluated the occult information poten
tial of the town to be 11. The: group thus has a 33% (3 x POT
11) chance of fmding such a repository in the: town. In
Boston, Massachusetts (POT 20) they would have a 60%
chance of finding one. With this method, potential can be
used to de:termine: the outcome of interactions in the
game-has that librarian heard of those books? Or for a
more strategic resolution, the gamemaster can simply roll
the potential x3 on percentile dice to see if the secret re
pository is found, leaving the details unexplored.

When using the Active Potential me:thod, use the: resis
tance table. To do this, cross-reference the potential (in the ac
tive column) against one of the Characteristics of the
Nephilim. Or conversely, the Ne:philim can act through one of
its characteristics, and the ~attacked~potential can then defend
on the resistance table. 0 Examplt: Kragar (CON 12) is folTed
hy a uutonu Knight to ingr:st morphint in an altempt to
suhdue it so the Ntphi/im can he uud for mtdua! e%pen
ments. Tht gamemastr:r dr:ttrminr:s thai Morphine hm a 1'0
t(rltWl of 15 (strong and purr). On the nsistanct table, the
potential ofmarphine u adiu and the CONaftht Nephilim is
passi'/)(, gi'fJing a 65% Wance that tlx Nephilim passes aut. Tht
gamemaster rolls a 43, indicating success; Kragar now lies tkfmsr:
1m on tlu aperating tahle.

o Another txamplt: Kragar co~s to as tlx morphint wr:ars
off. and discO'Utrs itstf!S/Tapped to an aperating tab/e. Gathmng
its strtngth, Kragar strains against tlx honds. TIx ga~mast(7"de
citks tlx straps ha'/)( a miltanet potr:ntial of19. Kragad smngth
of18 is tht attiwfrn'Ct, and tlx potr:ntial oftlx straps is passiw,
gi'-ling tlx Ntphi/im a 45% change ofbmuing frtt. Tht player
rolls tht diet, r(((iving a 12. Kragar brealsfru!
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Minus Ten

Minus Five

Z<ro
Plus Five
Plus Eight

Plu$Tcn

The Jault of Scvc:rity. Modifier· Total Severity

Victim's Social Level Modifier
Apply these modifiers to the Dime: severity potential before
using it on the resistance table.

POT Crimi

01 Aocwnulatcd PvIcinJ Viohrion$.

02 Panhandling; B1bIie NuiJance, petty p'oUution,
Wg< ........
iUcgal drug lmpomtion.

03 VandaJiUlloS~. Forbidile:n Areas, Peeping Tom.

04 Minot driving ticb:t dewoying P~1K Property, major
induttrw pollution,decttonie-~

05 Sh~,"'~ing, ""'" Th<li
(1csI than S2,000),

i1lc:g'OlI drug'usagt.

06 Public Intoxication, forgery,'IIcgsJ ,ale...
07 Brc:lking and Emering, Ve:rbal Assault.

10 Physical Battery, Embezzlement up to S2S,()(X).

1i Bribe a Police Officer, Embettlcment up to 1100,000.

12 Robbery (S2()()()..IOO,OOO), Grand Theft Auto, JUc:gaI
d"",

di$tribution.

13 UIC agun in crime:, Create: Bodily Hum, Bribe aJooge.
Erobeulemc:nt up to SI,ooo,ooo.

14 DturF"n DriYi.ng,Grand Lan:eny (<M:r $100.(00).

IS ~ tOObery, lntenuo IGD.

18 Kid~ing for tankJm, Amult a Pollce Officer.

19 ""ccide:~lal Homicide.
20 Murde:r.

2 t 'Murde:r; a child.

22 Kin, .. politician.

25 KiU a poIioc: Oft"lCCr.

ing and Entering plU$ Petty Theft. A forger might be arrested
for forging, even without stealing any money, but a rich one: is
more likc:ly to be punue:d.

01-06

07-10

11-13
14~17

18-19

20

This measu~ the relative presence of authorities or witnesses
at a crime site:. A crime: commilte:d in a police station is more
likc:ly to provoke response than a crime done without any
witne:sses whatsoever.

Ncphilim arc: very IiIWy to break the law during the:ir adven
tures. Mter all, human law is not really binding on Nephilim
anyway. The:y have: see:n it change $0 many times that most
Nephilim are cynical about Ie:galitic:s at bc:st.

HulTUJl security ~encies do not care aoout Nephilim atti
tudes. They have b.ws and ~ empowettti to enforce them.
They wiU pursue criminal activity to the best of their ability.
But tht Law cannOt be everywhere, especially today. Wher
cvt:r the Law is, it will e:nforce wMte:ver crime it sees, no mat
ter haw petty. But many crimes occut outside: their vision, and
require invt::Stigation. Therein lies the: crisis of modem Ameri
can jU$tice. Two fxts predomin:loIe: the bw is overworked
and ignores many crimes oot of nCttssity; and rich people get
bener tTc:lItment than others. Both these factors come: into
play in detennining Response.

He:re is a method to figure out whe:the:r police: pursue: the
Nephilim.

Scverit\j Ponet1&!
The ~rity ofa aimc: goes far to detennine how the police
respond. In general, personal aimes arc: more severely re
garded than property crimes. PWlChing someone aoci doing
$200 damage in mt:dical bills or other physical repair, is worse
than destroying a $200 b.wn fllO\oto'U 1nc: v.lIue of property
items affects all theft. Anything less than $2000 is petty theft,
an}thing more is a fdony.

Here: is a suggeste:d list of crimes which are like.ly to occur
in a Nephilim g:l1llC. They may vary by local standards and
statute:s. They are cumulative. Thus a burglary includes Break-

Consequences
Potential can also measure the consequences of a Nephilim's
activities. The gamemaster might need to assign :In over:ill
value to an action of the Nephilim. In this case, she deter
mines a potential for the action. The potential depends on the
success of the skills used in the action, the significance of the
action, whc:re it rook platt, and other extr.meous circum
stances. The gamemaster then crou-references the potential
~t anomer value on the: resistantt I'able. 0 For ammplt,
KTllgar, nrNJ tkpmdnrt on nwrphint. must JlllJl syringafrom Q

phtzrmomt. 1MIOfNmasurpkzy1 oid the rohhcry with fix pla)'"J
hul tkritJa /(1 UM a pottntUl! /Q simulille the Qulhoritin' nat/ion.
TJx t!Nfl is done without proh/tm: no ont is hurt and Iht mag;r 0/
the Nephilj", annihiJalts 1& alarm tylltnu. But they (ZTt unj'orfu
naltlyfJmd by an amateur; vi/ko, The f/xji tHUs platt in an
awragt luwn on fix '*1/ Coast,~ the poIiu art not 'IIt:r'J
Qr/iw. The film giWI an mdmrr folal oj 12, whm 20 is no
appmjab/r t'f)idence. Tht gamrmaster dtritkr 10 give the ocfirm a
aifN 1twri,ypolm/iIll of6 (J is Ilgal). CrQSJ rifmncing fhem on
fix rt:sjsfana: fable, ~find that fix poJia: haw a 201J6 chana: fo
sfarf an jTl1JtJljgatiM leading tlXln fo fix N#ilim.

This kind of potential simubtion is intended only (0 sub
stitute for mundane, ·daily life· actions that can be dull or un
inte:resting in a game session. FoUowing arc: some: of tnc most
common situations enrountercd by the Ncphilim.
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POT Localirm

01 Alert guuds on patrol at all rimes

05 Good guards wilh good leamwork; luge crowds

10 Some alert people around most of the time

15 A few people might be around

20 deserted area, late at night

Modifiers:

Electronic Surveillance, Simple household alarm" minus 1

Typical Business Security .. minus 5

High Tech Security. minus 10

Magic Defenses, to determined by the: gamc:mastc:r using the
above as a guide

Private Security Agency hired (after the fact) .. minus 10

Government Agency (including Armed Forces) violated
.. minus 10

Government Security Agency violated" minus 15

To find Ihe police response, use the resistance table. The total
severity is Ihe Active factor, pined against the evidence po
rc::ntial al Ihe site. The possible results are:

Fumble. someone destroyed Ihe dues

Failure .. they are not interested in further investig3tion

Success" they are interested

Critical .. they are interested, and they have good dues

This should be used by glunemaste~ "off-scene.'" For in
stance, a group of Nephilim need some money and decide to
steal a car, drive out 10 Ihe countryside, and rob a couple of
gas smtions or convenience stores. Players may wish to play
these c:vents out, and they are useful for learning exactly what
each Nephilim can do with its magic. But most groups of
Nephilim will accomplish such tasks easily, and petty thievery
is not the point of the g3me. Nonetheless, these actions have
consequences, and the gamemasttr may wish 10 derc::rmine
those long tenn results. Altematively, the Nephilim may suc
cessfully perfonn some huge crime once, and apparently get
away. The g3memaster should use these tables to ascertain
what the humans have found oul afler longer periods of time.

Perhaps they will not be caught the first time, but how can
they rc::ll what files are being aCOJmulated in govemment and
secret society agencies?

COtlt",cts

It will sometimes happen that Nephilim cannot legally solve a
problem, and they may rum to their contacts. The knowledge
and power of these contacts are expressed as a potential, with
a higher number representing people of greater inf!llence and
knowledge. Adjust Ihe potential according to the need of the
Nephilim and the resources of the contact. For example, a +4
can be given to a Mayor to obtain speciallD, but -4 when she
tries to get some contraband heavy weapons. The polential
can be used by itself (multiplied by 3) to know the exact
percentile chance a contact has to get what the Nephilim
asked him.

Gettil1S flustel>

1t is not iJlegiil to be a Nephilim, nor is it illegal to use magic.
Bolh, in fact, might be too ·unrealMfor most police to dare to
report. Nonetheless. under suspicious circum~tances suspects

can be searcht.-d or arrt.'Sted.

Miranda right~ notwithstanding. the police can and do ar
rest whomever they want on whatever pretext they wan!. fla
grant abuse inevitably brings public ~rutiny, and <;() abuse i~ not
prooominant, but among the poor and di~po~sessed it is typical.
As always, increased r.ocial standing decreases hara~sment and
abuse.

If arrested, m3ny options are possible to the victim. Peace
ful obedience is rt'Commendt.-d in 311 uses where possible, es
pecially if nolhing illegal is being done. Being arre-ted in
America is a humiliating and dehumanizing experience under
the rnosl nonviolenl circum~tances. Physical resistance to police
bring~ rapid violent counteratlack, and humiliation and dchu
manizatiOfl are trivial compared to broken bone~ and crushed
organs. Armed resistance is always futile - police are generally
well trained and skilled at small arms, and are often bear much
heavier weapons in their cars. Shooting it out is really useless in
the long run when police can be backed by army or Nation..1
Guard troops. Armed resistance always brings stiffer conse·
quences in court. Killing a policeman marks the killer .lS a vi<;·

tim to be gunnoo down before the lawyers can be nolifit.od.
Counter-fatality i~ diligently sought.

Once taken in. procedures 3re rigorously followed in all
large cities, les~ <;() in rural areas. Nonetheless, gelling a lawyer
i~ foutine, and even the slackest hick lawyer could gel someone
OI.lt of j3il if the charges were Musing magic.· Such things Me nOf
within the interest or jurisdiction of the court. Burning down a
building, or harming people, might be. of cou~. The conse·
quences cannot be forgotten, and will not be by the law.

Getting Oul of Jail
All but the most violent criminals are encouraged to find a way
to get out of jail. The jails are far too crowded to keep anyone in
if at all possible. Those able to p.1y bai) or bond are .lllowt'd to
do w, while pefly criminals with a shred of apparent responsi.
bility are released on OR (Own Recognizance). Violent behavior
or il record of ~uch might keep o;omeone in.

If breaking out of jail or priwn is a reali~tic option in your
camp.lign. then we encourage you to pursue it. Such success is
unlikely for beginning Nl'philim. Tht.'SC noles are intended for
beginners. not Dreadnoughts. You G.lmemasll'rs with this kind
of campaign are on your own.
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Typ,
The Simulacrum lives in soci1lI isolation. Doomed artist,

loner, lighthouse keeper.
Minim1l1 social life. Neurolic colkctor, ailed wriler, young
divofC« or wiOOw(er).

Nonna! f:unily, married or MxWng. Two 0( thrrcnluablc
friends, one or two work males.

Strong family links, important job in a company. She is a
dediC2ted parent, with some responsibililies towards
other people.

The Sinmlacrum is Ihe most importanl penon of the f:un
ily.
She iJ f1ffiily hod, dan leader, ch2ifrfWl ofa big com·
pany, or had of a narootics selling otgmiution.

13-16

hand, 2 high rebtionship polential inmates a dose link be
tween the Simulacrum 2nd others, m:alcing such sudden SCp2
mtions more diffiUllr----a wife can uk. a private investiga.tor 10

investiga.te the new life of her husband, or 2 movie SID can
have her coniract broken and her face on the cover of every
magazine in the supermarket check.--out line.

09-12

POT

01-04

17-20

05-08

Typ'
Minor dmg dealer, cJea.ning penon at City Hall

Polia:m:r.n, City Hall sccrcwy, small company
accountant

Police offiCer, organi:r.ed thief, city counsd.lor
Anomey, Shuiff, M;a}'OC. chairm:lon of ill big company

Federal agenl,Ju~, CINFBI member, impomol
mcmberofrhe Mafia

Scrultor, lieutenant of the Medellin cartd

Obwrung forged documents is sometimes risked. 'The
Forged Documents Table is used by comparing the contact
potential to the forged documents potential on the resistance
table. If the roll is successful, the documents are obt::Lined. In
case of 2 critical f2ilure, chancte.rs tuve a1ened t.he 2ulhoritie.s
2nd 211 invcsciga.tion is begun.

POT

OH)4

05-08

09-12
13-16

17-19

1 10 20 using these

SWn...f, 11"0 llllC.\tioll tlx Illlil'C'·(,C. ttIC
bltllUII1 Il'iff (Ibmuxm ,'WI!.

-p,\JtfH1l}llrC, ill T(IC G()(~CIl Vcncs

'C( The Physical Factor: As the Nephilim modifies rhe ap
pearance orin Simulacnun, irs family and friends wiU begin
to wonder on its heallh condition. (Does she h2ve cancer or
AlDs?) This factor can be measured by usi~ the highest
Met2morphosis points of the Nephilim.

'Cf" The Absence Factor: The Ncphilim often must leave. irs
farnily and friends and Ihus will have. 10 invent explanations.
When le;lving for 2 short duration (one week), this factor is
low, while it wiU grow dramatically if the Nephilim leaves
ils family for two ,nonlhs without suff,cient explanalion.

"Cr The EmOItonaJ Factor: The Nephilim lus its own penoo
ality, which an be: different from its Simulacrum's. If the
Ncphilim respects its family 2nd friends, this factor wiU be
low, while it will be high when rhe Nephilim does the
opposite of what irs Simulacrum would do in certain situ
ations.

Using the Relationship Potential
The gamemaster may use this potential when the Nephilim,

through role-
pb.ying, be-
comes physi-

Mter h2ving detennined Ihe potential, lhe g3memaster may

uk. the Nephilim to roll dice. If the roll is a f.Ulurc, the
Nephilim can continue: to act nonnally; its f.lmily and friends
don'l care. If the roll is a SlK.ttSS, the friends and/or family of

the Simulacrum will try to find her or reason with her, per

haps even going so far as kidnaping and forcing !lleir (obvi·

Rd"ti,mships

POT Type

01-04 Club memhcrship l;:Ird

OS-08 Proofof payment for a smill amOUnl

09-12 Hunting license, proofofpayment for fenl

13~16 Passport. proofof payment for significant amount

17-19 Police membership card, official organization membership <::illy, h' all

2
0. Wh· H ~. . _~ . r b" geogrnp Ie y
v.- 'fe: DUse :l.o<llIl1ance C:lrO, procun!loll lor 19 company or emotionally

tOO far from
his fami Ir. The:
~master

evahlalCS this

dist.l.nct by assigning :a potential from
three factors.

How win the f.lmily of 2 Simubcrum reacI to her new wa.yof
life, now th21 she is hosJ: to 2 Nephium? How wiU her friends

interprel her new-born pyrom2nia? What will her companion
say of her Metalllorphosis? What will her employer do after
weeks of absence? This potential allows you to answer such
questions.

These rt.2cbons can be particuhrly embarnssing for a
Nephilim who wants to go unnoticed. They an also 2id it un
der some cirUllnsnnces. Usually, Nephilim prefer 10 isolate
themselves from the Simub.crum's family, because of the ob
stacles they place on the path to Agartha.

This attirude varies from one Nephilim to :mother, often
according to their domin:mt Element. Thus, Fire Nephilim
are ofren quick. to rut all links with the Simulacrum's friends
and families (Some Djinns evc.n scare the O\Ier-Uirlous to
de:lth). Evth Nephilim prefer to k.ttp their prior conbets SO

that they have 2 peacefiu place to rest.

nd...tiOl1ship l'otCl1ti...1
1bis potential me2Surt.S the quality of the ongoing reb.tion·
ship belV>ftn the Simubcrum and its family. The lower the
number, the less con~on Ihe Simubcrum h1.5 with her
family and other 1.5sociates. TIlis me2nS the Nephilim can
e1.5i1y leave human society to pursue advenrures. On the other
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Thc OccultJ\j Curious
Mmy a.ou-auiou! humans and adepts of the fantastic an be
found in the twentieth ct:ntwy. Some Ncphilim think these
humans are the real heirs of the first people initiated to the
mysteries of Prometheus. Often they art: independent hu
mans, not memben of secret societies.

Humans interested in occultism are !\Ot looking for
Aganha or Nephilim. They study through sheer curiosity and

attraction to
mystery. Some
arc looking for
money, others
try to build
new religions
or klok lOr illu·
mination.
Th<oc indi
vidwls, look
ing for
mysteries (or
perhaps The
Mystery), can

be grt;at dangers to Ncphilirn, as they are at times witnesses to
the Nephilim's occult actions. Their knowledge can sometimes
be useful to Nephilirn. Some may even become allies of the
Nephilim.

The Occult Curiosltlj Potrntial
This potential indicates the degree of interest an individual or
group of individuals (not affiliated to any secret society) has
for the esoteric, occu1t, or mysterious, and thus for the actions
of the: Nephilim. As the potential rises, the humans try to go
fwther in their investig:nions. Also, the higher the potential.
the IllO« the conccmed humans are convinced of the validity

oftheir own researches.

Oco.lt Cwriofihj Pot."tW

PUr TJ!t
01-G4 Total dcqltic, stubborn scientist, police,judge, national

maliL

05-D8 University, magazines, lV. common people, nonnal
scientists.

09-12 ~audiena: regional media, open-minded scientist,
the umy.

13-16 Tabloid media, occult dubs, new-~r, inclc:pcndem
occultist, mad scientist

17-20 Occult media.etoterica n::~chcr.

FOftUnatdy for the Nephilim. the institutional media. (TV,
national press) prefer to ignore ocrn1t ~nts as inexplicable,
anomalous, or just plain ridiculous Howa'U, it stiD sometimes

happens that a broadcast reporter or journalist points out
some. activities of the Nephilim, which then act as dues or
pointeB for the secret societies hunting for them.

While the Nephilim usually need not fear pursuit &om
the mains~ media, they should be wary ofjournalists be
longing to occult-specialized magazines. These pose a danger,
as secret societies keep a close watch on such sowttS as a
means of obtaining vital information on Nephilim activities.

VS1t15 tJ1e Curiosltlj Potet1tial
Every rime a Nephilim performs a magical action, and this
action has one or more witnesses or leaves physical evidence,
the gamemaster can assign a potential to the action depend
ing on how flagnnt or blatant it is. Since this number will be
used passively on the resistance mle, a 10\'t0'U number means
';\ more blatant activity, and higher numbers indicate a greater
';\uempt 2t stealth. Magic perfonned in the open, in an wban
uea, or in a grand way has a lower potentUl. FOr e:urnple,
casting ';\ thiro degrtt summoning in the New York city sew
ers receives a potential of IS, while the sunc invocation done
on a city street in rush hour is a 3 potential. The gamemaster
can then oppose this potential (passive) to the curiosity po
tentia1 of a narby human group (active). If the roll is a suc
cess, the human group investigates. The gamemaster can
simulate the succcs:s of the investignion by rolling under their
curiosity potential .u. 1nc group may then publish the results
of the investigation, thereby alerting the Nephilim's enemies
to its actions.

Occult l"form~tio"
One of the major activities of the Nephilim is the location,
coDection, and use of occult information. In many ways the
search for infotm:l.tion is vit:il to the Nephilim. A Nephilim
must analyu. the information it receives to know if it hides
occult secrets. Such hidden knowledge aI.Iows a Nephilim to
further pcnetn.te the mysteries of the world. As it absorbs
ocrn1t information, a Nephilim progresses toward Agartha.
TIlls research allows a Nephilim to renew contact with its
Major Arana or to relocate the trai1 of a partiallarly hostile
secret society. Fmally, it might revol the loa.tion of docu
ments where spells, pentacles and a1chemica1 formulas 2te

Illdd<n.

To keep it from prof:ll1e eyes, ocrn1t information is often
cleverly hidden. encoded in the meclunisms of 2. city clock or
the cloak of a bronze SClNe. It can be found in symbols or
phrases with multiple mea.nings, understandable only by initi
ates.

The occult information potential can solve such questions
as whether a Nephilim can locate a needed summoning im'O·
Cl.tion in a precise book in a library. Though it would probably

Hl1PJl~' Ilc 11'(10 /JOs cl1tcrco tile sccrct C{1ltSC" of
tf)il19-'

-Virgil ill Gcol'~Jic., II



be more enjoy.d>lc to roleplay this research, the gunemaster
can dctr:nnine the: answer by using a simplified system based
on potentials.

When needed, the gamemaster can attribute a potential to a
town visited by the Neprulim. TIlls potential indicates the
amount of the occult infonrullrion the Nephilim may discover
in this rown--in libraries, media, book shops, hidden symbols
and occult pbca.

P(71' Type
01-04 The occult part ofdlC libr.uy h:u two books. The most

recent
occult book shop $tlyed opened for two weeks.

05-08 The onlyoccull book shop huonly~Nr:w·Age~books

and aettSSOria (crystals, incense, etc.). Some individu
als have common oc:cull books.

09-12 The toWn hu a good libl"llry and its history h:u
IIOmetru ng to
do with the occult. Some traces of this exist in public
places.

13-16 The lown ius more than one occult Iibr.uy and book
shop. More than one sccrc:t society mUes a presence
here. 1bere arc many esoteric signs in public pbccs.

17-20 The toWn 15 itse:lfoccult. A.Imo6t 111 inhabilllnts ha\'e
something mYSlerious to hide. The Iibrvy and book
shops have very I'1lfC boolo.

VSh15 the Occult
lt1fo~tiot1Potrntial
When the Nephilim is k>olcing for a precise book, or specific
infonnation on an oeeult theme, the gamemaster C21l roll

under occult information potential x3. Success indicates that

the information can be founel heft. The Nephilim must still

search for the infonnation.

The game:master can roleplay OUt the 5CaTCh for Iht: infor

mation or, ifa quick resolution is desired, simply ask the pbyer
to roll under the appropriate Hennetic Lore, AstrologiCl1

Lore, Kabbalistic Loft, or Tarot Lore skill.



VENTUAlLYa time will come when
events degenerate to violence despite
the Nephilim's desires otherwise, or
perhaps because of them. To the
Nephilim, dealh is merely inconven
ient. As Sharifi, an anciem Nephilim

~.::_. sufi once said, "Oem't worry about your
death- you'll be fine."

In roleplaying, time is a l1uid commodifY. Compress it to
q\lickly pass uninteresting tedium; stretch it out to lavishly
detail the exciting or interesting. Fights occur in Combat
Rounds, each lasting a few seconds. During a single round,
any character can penonn a maximum number of actions
equal to her action st:ltistic, as delermined on page 92.

In the first action phase, each eligible character acts in de
creasing DEX order. If DDb are equal, those actions are si+

multaneous. The gamemaster then counts off the next
action phase. ChanK:tets who can perform two or more ac
tions now move or strike, also in DEX order.

TfJC grcal .\Ccr Still' "II: ,11"111\ ltlfk,

d}c bfaves oor~eltcv 1\\) l'(ooll
(JC Still' frolll dJC tCllIp(C\ 1IJp tf}C {aU of (&e Towcrs
f}c cricllll'f}CIt Gi(!lmllC"f, fcU 011 (}is ~IlCe,
&mlO 011 fJis II'OltHO.

-Fiel~s of d", N'I;,ilinr

Continue counting action ptwes until lhe character with

the highest action lw pc:rfonned her WI action, and the

round ends. Q F« calmp/C tI chtrrtltth will, tI/r(e IIditmS iJ
fighting tI dJurut/~withfoUl' IIr/itmS. 1" thefint IIttionphu~, both

rhururt", romp/tie their first IIttion for tlx round, i" demasi"g
D/':X ordrr. The urond und third phQJeJ (Ue reJolud in the

JQme munner. In the fourth phQJe, ho'ta'(.rr, only the rhararttr

wilh four tutiOnJ mil)' rhoose to QIfQ(k. She (/flQ(kJ Ihe other

rharotler, 'Uho is not ahle to altfltk her in response, allhough Q
parry is pouih{e. Characlers may always choose MilO act; no
one is forced to act when Ihey don'l wish 10, although an action
cannot be postponed "Iltillater.

Within a comh2t round, the gamelfUSter cal1s oot the p.assing
2ctiOn phases, lhe pbyel"5 roD dice, and the combawlts wield
their WClponS. Jr attacking, the pb~r roDs dlOO, as per any
skills usc, to see if lhe 2ttack hit. Defending, lhe pla),er might
decide to p.arry or Dodge, or hope lhar her Nephilim's .armor
absorbs the blow while the character docs something else.

,,"11(1 1"'r7 'NO/I,

hill in'ercqHlI allaekcr. blow III dclkc,cd

hi" mislla Defcnda is hi, and may Iotc hI! poinb.

mi~ Defender maintains her guard;
defender'. player n=l DOl roll

lUmbks III per allxkcr mia, a~,
and allxkcr IoK:s :ill rcrrulllinS actions lOr m",
roo""

Actio.,s
In Nephilim, 2n action is somcthing one can describe with a
SIMPLE verb: swim, jump, draw a weapon, open an un+
locked door, and parry are :ictions. A task needing more lhan
one simple verb to describe is decomposed into a senes of
actions. For ex.ample, repairing a TV is decomposed into:

Taking 2 screwdriver

Take off lhe flI$t soew

Take off the second soew (and so forth...)

Open lheTV

Etc.
Obviousl}~ complex t:lsks .arc in:ad.vis.able in 2 comb:u situ
ation, especially while under pressure. The gamemaster is [he
judge of the decomposition of a long or difficult attempt. Use
logic and common sense.



Rifles, shotguns, and the largest submachine guns
can be: used fa p:trry, but cannot fire and parry in
the same round. When a firearm's hit poinTs are
cxccc:dc:d in a parry, it no longer !ires, but can eon
tinue to be used for parries.

No hypothetical maximum exists for the !lumber
of Dodges or parries possible in an action phase.
lllese skill percentages rehlm to their effective
maximums at the beginning ofeach phase.

Unanm:d pc:rsonal attacks cannot parry melee
weapon attacks without taking normal damage,
but if the range is touch and the defender is of
higha DEX, she could Grapple for the weapon
first, giving the elTect: of a parry. See Cmpple, on
page 97. In this way two consecutive Gcapples can
in effect: parry an allack, one to establish contact
and the next to grab the weapon or the weapon
hand.

succeed, the chaN.ct:er = be sprinting by the end of the
third action, and has the option to run away. If attacked,
and the Dodge fails, the adventurer is still engaged.

~ Attack. The chancter attacks as appropriate, using hc:r
choice of combat skills. If engaged hand-la-hand, she may
not fire or hurl missile weapons, but may attempt to fire a
pistol at the chaN.cter with whom she is engaged, only. Such
a dose-in firearm attack may be parried with a Punch, Kick,
CrappIe, or Melcc weapon, reprc:senting an allempt to de~

flcct the aim ofthe pistol, not me bullc:t.

Draw, pick up, or sheath a weapon. Each of these requires
onc action.

Parry or Dodge. A parry is a motion that attempts to block
a blow. A parry is usually made with a weapon or shic:ld.
The parry ~rcCfltage for a weapon is the same as the
Nephilim's skill ~rcentage for it.

A Dodge is a body motion made to CV"Ade a blow or other
movc:ment. Dodge is an independent skill. Use it to evade,
to disenga~ or to dose against a long weapon.

Parries and Dodges are inninctive acts swiftly accom
plished. The game counts them as free activities that do not
cost actions to perfOml. The two can be frc:dy mixed, but a
playc:r must choose which to usc llgainst a specific attack. To
use either, the charaetc:r must know the attack is coming,
and be able to parry or Dodge.

Parry and Dodge are the only actions that can be done even
when the defending character cannot normally act:
during a particular action phase (because she hasn't
enough action points). A character may parry or
Dodge more than once in a singl<: act:ion phase, at
an accumulative -30% negati\'e modifier for each
<:Xtra parry or Dodge. 0 For ~l(4mp/~; A emmutrr

with a 91% Punch is diftnding against three apf'J
ntnts. She parTin her first apponent's Kid/. with hrr
91% Punch. tlxn CtJunter-altach with hrr crom attad.

Then hrr suand appanent attach. She parri~s, but this

time with a 61% Punch (9196-30). Six hDs a,"ady

uud hrr actianfor thisphas~, so sh~ cann'" cauntt:r-at

lacl.. Her third opponent attach, andsix parries again

with a 3196 sJill (9196-60), hut rannat attad.lfslx
had chasm ta Dodg" ;nstt:ad, ;t too would haw hun

rrduud fry 60 prruntilcs brfim roll;ng.

Sample: complex tasks requiring more than one: action:
Rc:load a fm:arm (1 Action per buUet), ~rfonn fmJt aid
(Actions" hit points lost), get on a horse (2 Actions).

Move. Any character can move :It 1 meter ~r action while
doing something else in that action phase, such as fighting.
A character can move to engage another character, up to 5
meters ~r action, and attack on the following action.
Sprinting characters (10 meters per action) must s~nd one
additional action slowing down before they can engage in
combat. Likewise, a character carmot inunediately go from a
standstill to a sprint; she must first s~nd one action run
ning (5 metc:rs ~r act:ion).

Pcrfoml a non-combat action, if not engaged. If not at
tacking or defending in a hand-to-hand fight, a character
can attempt a skill, begin magic, or do nothing at all.

DisengAge from combat. All engaged Nephilim's player
can declare at the beginning of the round that it will disen
ErJge. To do this, the Nephilim may make no attack, and
must successfully Dodge all attacks made upon it for this
action and the ntxt two actions. If lhe Dodge or Dodges

Simple Actions
An engaged chal'1l.cter is one who is fighting hand-to-hand.
An unengaged character is one who is doing anything else.
An encounter is any meeting in which combat is a possibility.
Following are some common actions: .



<)-- Combat Modifiers
T~ modifiers apply to the att3cker's percent3ge.

Firearms
Each action used to aim: +5% (max +25%)

Each bullet shot in automatic mode: .number of bullets
shot x 10% to the next action

Target al medium range (see weapons table): -30%

Target at fong range: -500/~

Target moving fast: -30%

Difficult vision: from -10% (light shadows) 10 -25% (light
fog) to ·50% (night)

Target partially hidden: sublract the percentage of the target
hidden (for a target half hidden. -50%)

Using long-range g0!l!lJes or scope: divides the f~nge modi
fiers by 2 if one round is used to aim.

Weapon on a fixed support (bipod): +100/.

Melee combat
You are on knees: -25% to attack, parry and Dodg~

Yoo are prone on the ground: -25% 10 .ltlack, parry and
Dodge.

Opponent is prone on Ihe ground: +15% to attack, parry,
and Dodge.

Attacking Defenderfrom behind: +30%

Defender helpless: +50% (only if target is totally surpri~,

asleep or is unconscious)

Opponent not visible: .75%

Special Res~Its
During <.:ombat, a fumble on an attac:king die roll means the
loss of all remaining actions for the round. The chuaeter may
still parry or Dodge incoming attacks, but may not initiate
any more attacks until the following combat round.

A critical success when attacking causes maximum dam
age; figure the damage as though all the dice had rolled their
maximum valuc. A critical sua;:ess can only be parried by an
other critical success, or evaded by a critical Dodge.

A criti<.:al parry or Dodge defends against all damage.

l{t1ock-out Attac1u;
Use this rule to render a target un<.:onscious rather than to do
physi<.:al harm. The player or gamcmaster should state the
intention before making the 2tta<.:k. Pcrform knock-out at
tacks only with FistlPum:h, Kid<, Grapplc, or blunt instm
menrs su<.:h 2.'l clubs.

Roll for dam2ge as per an ordinary attack, but match the
result agIDnst thc target's hit points on the resistance table. A
su<.:cess knocks the target unconscious for several minutcs, and
the target takes only one-third the damage originally rollcd. If
the attack roll suc<:eeded, but the resistance table roll failed,
then there is no knock-out, and the target tah:s nonnal dam
age.

-(( Knock-out atru:ks work against humans and animals, but
not against supernatural creatures. Nephilim may be

-knocked our" using this rule, although the Nephilim is not
actually uoco!Ucious. The Simulacrum goes limp for the
dllN.tion of the knock-out, but the Nephilim may still usc:
K:t-vision TO observe its surroundings. It cannot cast magic.

A successful Medi<.:ine roll immediately wakes a victim.

Automatic Weapot1s
Fully automatic weapons, such 2S machine guns, may fire a
burst (multiple shots). Roll once for all attacks against 2 single
target. If the attack roll succuds, roll an appropriate die to
detennine how many bullets hit. 0 For eXllmplr, if8 shots arr
firrd, roll ld8 to drterminr the numhrr ifhits. If3 shots arrfi1ld,
roll ld3. Some gamrmastrrs might rutr that bursts tJ«ur only in
quantitus rasy to rolJ-d6s, d8s, rtr.---ftr simplinty's SIlJ.e.

~ If multiple targr:ts arc: ,pread apart across a fidd of fue, the
shOOTer's chance to hit docs not change: The opportunity
exists to hit each ta~t at nonnal chance, and each u~t is
rolled for separately. The shooter divides up how many bul
lets head toward each target.

The recoil 2CtiOn of an ~utom~tic weapon tends to make
the weapon climb off target, so that the shooter h;u to re-aim
a.fte~ds. Therdore, in a phase immediately following an
autom~tic burst, submct from the shooter's firearm skill an
accumulative 10% per round fired in the previous burst. 0 For
examplr, ifKragarfirrr a 6 round huntfrom an automat;r pistol,
the next artion phasr it has a -60% modi.firr to Submarhinr Gun,
and might irutwd use that artion to rhangr 'lIXapon, or perftmn
s~mr other artion.

Aimet> Sl10ts
Fire:arms and missile weapons can be aimed. Each action
phase spent aiming adds an accumulative +5 to the shooter's
chance of success, up to a maximum +25%. This rule docs not
apply to automatic firearms; only single-shot WeaponS can be
aimed.

The aiming must be accomplished immediatdy before: the
shooting. If the shooter's concentration is broken by jostling,
an unexpected loud noise, or other significant interruption,
thcn the: bonus is lost and the shooter must begin to aim
agam.

Telescopic Si$l1ts
Rifles C2I1 be fitted with telescopic sights whi<.:h allow shoot·
ing at longer ranges. When a round is taken to brace and aim,
2 telescopic sight doubles the effective range of a weapon.
Simply double the weapon's ranges as listed on the weapon
table.

When an atta<.:k succeeds in striking its target, damage is
inflicted. Damage is equal to the damage dice: of the weapon,
plus the chuacter's damage bonus (if it is a hand-to-hand
attack), minus armor protection, if any. Any remaining dam-



Armor Points
Annor Points represents the amount of damage which the
armor subtncts from a successful attack. When two values aft

shown, the fmt refers to all attacks but those of firearms,
while the second refers only to fltearm attacks.

Skill Reduction
For every three points of damage, reduce all of the Simula
crum's skills by 10 points. The Nephilim's skills are unaf
fected. As the wound heals, either through First Aid,
Medicine, natural healing, or magic, reduce the effect of the
negative modifiers.

Dodge. 0 for example, a person with 3 action points and a
12 CO~ who is stunnd after taking 9 points ifdamage. lOnnot
use her next 9 actilmS; sht will he stunnedfor 3 combat rounds,
assuming slu was stunned at the heginning iftht turrent round
If this happens outside a combat round, the character is
stunned for a number of seconds equal to the lost hit points.
If the result of the Healrh roll is a fumble (99-00), the victim
faints, as if she was at I to 3 hit points.

Nephilim, by Ihe fact that they aft essentially of a spiritual
naNre, can resist the complications of injury with their Earth
Ka-e1ement by substituting an Earth-Ka ,0 roll for this
Health roll. On a S\lCCeSS, the Nephilim is not snlOned and
does not lose further hit points to blood loss (see below), al
though the current hit point loss remains.

Healing
A charaet:er naturally heals tel3 hit points per week. Treattd
with Medicine and moved to a hospital, the rate increases to
2d3 per week. Fresh injuries can be healed td3 points by the
use of the First Aid skill. Some magic spells also exist that
can heal an injured character. They are described in the magic
section.

Blood Loss

A wound causing 1/2 CON or more hit points of damage
means blood loss, unless the gamemaster decides other~

wise for logical reasons. Every combat round after the first,
the wounded character's player must make a Health roll. If
the roll fails, the wound bleeds heavily, and the character

loses one more hit point. If she succeeds, the wound
doesn't bleed enough this round to cause real damage. A criti
cally successful Health roll immediately stops that wound
from bleeding. If the Nephilim succeeded in an Earth-Ka x3
roll to resist the stun effect when the wound was first taken,
then bleeding was also stopped.

A successful First Aid roll stops the bleeding after a num
ber ofactions equal to the wound's hit points, as well as curing
td3 points of damage (see page 97).
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Armor Poil1f1

Armor ProtectioH

age that gets through the armor is subtr.letcd from the char
acttr's hit pointri.

A successful parry deflects the blow so that it docs not in
jure the defender. However, roll the damage dice, and if the
damage inflicted by the amck is greater than the hit points of
the parrying weapon (see the Weapons Table on page 113),
the weapon breaks and can no longer be used.

AnnOt absorbs damage equal to itri armor points (see be
low). No die roll is needed.

Some creatures have armor listed in their statistics, repre
senting a tough hide, or a thick layer of muscle and fat, or a
supernatural body. Nephilim might wear a variety of body ar
mors, from boiled leather to bullet-stopping kevlar. How
much damage and of what sort armor stops is for ingenious
Nephilim to explore: medieval chain is good at stopping
knives, but wortWess against electricity.

Annor is not lost if an attack penetrates it. There is a lot of
surf2ce to any armor, and bullet holes or knife holes are small.
The chance of penetrating armor twice in the same place is
too small to consider.

N,=
Heavy LeatherJa.cket
Boiled Lea.ther Armor
Pua.-bullet Vest
Heavy Kevlar Vest

Elephant Skin
2cm Ha.rdwood

Milituy Helmet
15cm Concrete
Medieval Reinforced Chain

Heavy Military Body Annor
2an BulletproofGlass
2an Steel Pla.te

La.rgc Sand Bag

There are a number of consequences of receiving damage.
Obviously, your character loses hit points. Skills might also be
affected, the character might become stunned, suffer further
damage from blood loss, fall unconscious, suffer Sekmet , or
ultimattly, die.

Stunning
Each time a character loses 1/2 CON Ot more hit points in a
single wound, she must succeed in a Health roll (CON ,0)

or be stunned and lose the number of actions equal to the
hit points lost. Stunned characters may not parry or

Unconsciousness and Death
Unconsciousness occurs when 3 or fewer hit points remain,
and continues until the character's hit points rise to 4 or more.
Nephilim do not become unconscious at 3 or fewer hit points.
Instead, they may enter Sekmet (sec below).

Every creature dies upon reaching 0 hit points, but not
until a number of rounds equal to CON have passed. If the
First Aid skill or magical healing can be applied in the in
tervening time, and the character healed up to +1 or more
hit points, then the character is resuscitated.



...-- If the: character remains at zero or negative hit points for a
number of rounds in excess of her CON, then the character
dies.

Sekmet
A Nephilim whose SimuJacmm reaches 3 or fewc:r hit points
may attempt an Earth-Ka x3 roll to avoid falling into a spe
cial coma called Sekmet. which In Egyptian means "becom
ing weak." This coma is distinct from the unconsciousness
suffered by a Simulacrum. Succeeding in this roll, the Nephi
lim may keep active inddinitdy ifits Simulacrum has at least
one hit point rc:maining; or for CON rounds ifzero or fewer hit
points rc:m:lin (after which the Nephilim fY.lssc:s illto Sekmet and
the Simulacrum dies). Failing the roll, the Nephilim enters Sek
met immediately.

In Sekmet, the approach of death triggers a unique rc:flc:x
in which the K.a-dements join in the center of the SimuJa
cmm, waiting for reincarnation. Reincarnation can only hap
pen when the SimuJacrum reaches 0 hit points, remains so for
a number of round equal to hereON, and dies. If the Simula
crum is healed and brought back to 1 hit point or more,
Sekmet is cancded and the Nephilim revives.

Ka Damage From Orichalka
All Nephilim fear Orichalka weapons, for their damage
does nOl only injure the flesh of the Simuiilcrum, buT also
destroys the NephiIim's clernJI soul. Ka 'md Oflchalka are
like mailer and anti-matter. When they come inlo contact,
each is annihilated in a magical e~plosion.

Each blow from an Orichalb weapon thar draws
blood (doe~ ill leas! 1 poinl of damage) permanently re
duces a Nephilim's dominant Ka by ld20 points. After be
ing struck by Orichalka, refigure the Nephilim's
Ka-elements bilsed OIl the nt.'W dominant Ka. If the domi
nant I<a is completely destroyed. then the Nephilim is no
more. The Simulacrum die!; from the shock of sudden sepa
ralion, and the player rolls up a new chMilcter. See the
Secret Societies chapter (page 192) for more information on
Orichalka weapons.

Reincarnation

A Nephilim whose: Simulacnun dies immediately enters Sek

met and leaves the body. TIle player should read the chapter

about Reincarnation, on page 116, to see whether her Nephi

lim can reincarnate immediately or must re-enter Stasis.



For many Nephilim, the
death of its Simulacrum is a sad
event, and it will often try to
keep some souvenu of its 0.

host, or try to infonn her family.
The Nephilim can sometimes
feel something like a loss, as a
small part of itself has died with
the Simulacrum.

Wc...pCtl
listitl5

Here is a list of some weapons
used in Nephilim. Feel free to
add new weapons, in accord
ance with the existing ones.
Weapons are listed with the
following format:

Name: the name of the
weapon.

Skill: sk.i1l needed to use the
weapon. A character without
the weapon skill an substitute
a DEXx) roll instead.

Damage: die to roll to deter
mine the hit point damage
done to an opponent. For
hand-to-hand weapons, also
add the damage modifier of the
attacker.

HitPoints: the amount of dam
age which the weapon can ab~

sorb in a parry without
breaking. A ~-" means the
weapon cannot be used to parry
orner melee weapons.

Hands: the number of hands
required to use the weapon
properly. Using a two-handed
weapon widl one hand halves
Ihe user's skill.

Ammo: number of bullets the
weapon can hold.

Rate of Fire: number of shots
the weapon can fire in one ac
tion.

Medium Range:at this range
or greater, the weapon is used
with a -30% modifier.

Long Range: at this range or
greater, the weapon is used with
a -50% modifier. The maxi
mum range at which the
weapon can be used is equal to
twice the Long range.

"~. "

~_. '

--Selected Weapons Table -•
Melee Weapons ~
N"m, S~i!l llimIJ8' Hirhinls H"ttds

~Fill Fi,tlPunch ID3+db 1
Foo, iG<k ID6+db 0

~Grapple Grapple 'ImiAl 0
Bnllls Knuclde5 rl5t1Punch 103+3+db I It'
Pockel Knife Knife lD3+db 6 1 -
Small Knife (.witcltbladc, <tel Knife lD4+db • I :$_.
Butcher', knife Knife 100+db 12 I ::
r.ghting Knife (dirl<,_) Knife lD4.2+db 16 I 1
Sword ClIne IH Sword lD6+db 16 I
S_n! lH Sword ID8.1+db 20 I
Gral Sword 2H Sword 2D8+db " 2
Hatchet/Sklde lH Au ID6.l+db 12 1
Wood Axe 2H Au 108+2+db 20 2
Small Club I Nightstick Small Club lD6.db • 1
Luge Club I B..d,..ll b., Luge Club lD8+db 12 2

Thrown weapons
No_ S!;/1 DDm"g' M"'ium urng

Ra"g' Rsmg'
Knife Th~ I" 3 ,
Ax, Id6 , 7
j3vdin Id6 20 30

Handguns
No_ S~i" Dam"g' Ammo H""ds """ Md;"m urng

ofF;rt Ra"8' Ra"g'
.22 Revolver Handgun 106 6 1 10m 20m
.32 Or 7.65mm Revolver Handgun 10. 6 1 ISm 40m
.357 M':lgtIum Revolver Handgun lD8.1d4 6 I 2"" 50m
.38 Or 9mm Revolver Handgun 1010 6 2 ISm 40m
9mm Automatic Handgun 1010 17 2 20m SOm
.45 Revolver Handgun 1dl0.2 6 I ISm 40m
.45 Autom3tic Handgun Idl0.2 7 2 15m 40m

Rilles
Nam, S!il! D"m,,!, Ammo H""ds """ M,di"m urng

ofF,rt &"8' }&mgt

.22 Bah Action Rille Rifle 106.2 6 2 1 3." "'"
Garand MI, M2 Rille Rifle 206+2 • 2 112 110m 200m
.30-06 Bolt-Action Rille Rifle 206+4 , 2 1/2 110m 200m
.444 Marlin Rifle Rifle lDg.lD6+4 , 1 1 'Om 150m
Elephant Gun (2B) RiOe 306.4 2 2 1 or 2 100m 180m
12-Gu3ge Shotgun (2B) Shotgun 4<161206/106 2 2 1~2 20m 50m
12-G. Shotgun (pump) 4<l6I2D6I106 , 2 I I"" ,Om
12-G. Shotgun (.urom.liej 4<1612061106 , 2 I 10m 'Om
12-G. Shotgun (sawed-off) 40611061106 , 2 1 10m 30m
AK-47 or AKM Submachine Gun 206+1 30 2 2 or burst 90m 140m
M16A2 Subm.chine Gun 20. 30 2 ! "'k>.o.... ,,0 130m 220m
UuSMG Submachine Gun 1010 32 2 2 or burs! 40m BOrn
B,wolo Heavy Weapon 4dS 1 2 30m 50m

+db - plus damage bonus. which varies by character.

Spedlll- see the Grapple rules in the skill section for possibilities.

1/2 - (an be accurately fired once every second action phase.

1 Of" 2 - One or both barrels can be fi~ in the same roooo.

Bunl- Burst capacity unavailable to civilians. Must be modified or purcha~ on the black
market.
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-Secret Oe!!f) of Hippomlt{',o;

of bit points equal to the poison's potency.

If the poison fails to overcome the victim's CON, then the
results are less, perhaps only half-potential in hit points is
lost, or even no damage at all, a judgment for the garne
master to make.

The nearby uble presumes the fiction of a ~srandard

dosc:,~ intended as roughly equivalent to a single bite or appli
cation. The gamemaster should adjust any of the entries to al
low for variety in her plot.

The faster-acting poisons begin to work within a combat
round or two, and death from cyanide may occur within a
minute. Many poisons are not quick, hence poisoners must be
subtle. Symptoms noted are only a few of those possible.

Two poisons are used for sleeping rather than killing:
chloroform (POT 15) and chloral hydrate (POT 17). These

two do not cause hit points of damage, r-ather they cause
unconsciousness for 1 hour per dose.

In Nephilim, a character's cum:nt state of health is measured
by her hit points, described in the preceding chapters. Many

vn)'ll exist to
inUif damage,
and thus to
lose hit points.
Combat is per
haps the most
drastic, but
other methods
will be en-

N
EPHILl~ due to their supernatural nature,
are often considered ~supcrmcn~ by normal
humans. They nonetheless are sometimes
confronted by the adversities of injury and

poor health, as their Simulacrum is nothing but a
flesh envelope.

...--

The power of an acid is a function of its dilution, too complex
a range of possibilities to more than summarize. For game
prnposes, only ·significant contact" is of interest, such as the
immersion of a hand or a huge splash in the &ceo
t'r Weak acid. inflict 1d3-1 hit point. per round

t'r Strong acids inflict td4 hit point. per round

oCr Very strong acids inflict Id6 hit points per round.

Symptoms
dizzioess, convulsions, ,.. inting.

burning pain, vomiting.. violenl diarrhea.
violent muscle conlractions, asphyxialion.
convulsions. respiralory failure.

vomiling.. violent sp.1sms, yellowish vision.
inlen!oe pain, weakness, henlOrmaging.

chills, sweating. naU!oea.

rapid heart beal. impaired vision, convulsions.
violenl stomach pains, vomiling.. jaundice.
muscular paralysis, respiratory failure.

UflcoflsdOllsness, depressed respiration.

"'"

Drowt1IJ15 aJ1t> AsI'J1\jxlatloJ1
The lack of oxygen results in rapid death by asphyxiation.
Every round without oxygen, the asphyxiating character must
make a CON roll times a given factor. This factor begins at
10 and decreases by one each round without oxygen. On
the fltSt round, the roll is under CON xlO (00 is still a

failure). On the second round, roll CON x9, etc. On the
tenth and following rounds, the roll remains CON x1. In
the case of drowning, a successful Swim roll means the
character has surfaced and is able to breathe (if air is avail
able). Drowning begins again at a CON xl0 modifier the
next time she fails a Swim roll.

Stop rolling once a roll is missed. From that point on, the
victim loses Id6 hit points each round until she can fIOd oxy
gen (by succeeding in a Swim roll in the case of drowning), or
until her death. After the first miss, no more CON rolls are at-

15-60 minules

15..flO minutes
24-46 hours

2-8 hours

2 hOllrs 10 2 days
6-24 hOllrs

20

30 min. 10 24 hours 16

10-20 minules 20

16

10,
7
16

15

25
15

almosl immediate
almoSl immediate

(lI(are

chloroform

arsenic

scorpion

black widow
belladonr\it

allWlila

•Irychnine

cobra

Sample Poisons

Poison Speed of E((eel
cy~ide 1-15 minutes

Match the poison's potency rating

against the character's CON on the re

sistance table. The poison is the at

tacking foltt. If the poison

<M;rromesthe target's cON,then

something bad happc:ns-com

monly the victim loses an amount

l'oISOJ1S
The potency of poisons is measured by their potential. Roll
the Nephilim's CON against the po-
tential of the poison, on the resis-

tance table. Roll only once, when

ingesting or touching the poison.

Poisoning is a favored method of

secret societies to induce fear in

their victims. It is a more difficult

but stc:althier means than direct

firearms murder.

countered
well. Following are some of the more likely causes of injury.

Acit>



tcrnpted. When aurcntly suffocating, a character must
succeed in an 11'07 x3 roD to attcrnpt any intdkctual or
magical operation.

When a Nephilim drowns in warer, its pb.~ can choose
to substitute warer·Ka for CON in me aI><M: roDs, wim the
same multiplien u the CON roD. Failure has the same con
scqucna:s as do CON rolls.

£xplosiOl1
Explosions caUK~ through explosive compression and
shrapnel. CaJcu1ate the effect of an explosion in tenns of the
power of the blast and tht radius of the dfect in meters.

Rated ap&osions in these rules decrease in damage by ld6
per each additional Shted radius of effect from the point of
explosion. Thus I stick of dynamite does 5d6 damage in the
first two meters, 4d6 in meten 3-4, 3d6 in meters 5-6, and so
on. A high·explosive round from a tank gun does 15d6 in the
fmt four-meter radius, 14d6 in meters 5-8, 13d6 in meters 9
12, and so on.

To reflect the damage, subtract hit points from each~t
equal to the damage rolled. RoD separately for each target.

To aller the strength of a blast, doubling the charge in
creases the damage done and n.dius ofeffect by half again, and
halving the same charge decreases the damage done and n.
dius of effect by one-third.

Sample £xplo.ivn

N.me Damage Radius
Hand Grenade 4dO 4m
Dynamite Slick 5d6 2m
C.4, .5 kg 6d6 3m
Bla~lngCap ld6 1m

Pipe Bomb 4d6 3m

Tank Round 15<16 4m

Falllt15
Freely dropping from a height costs Id6 hit points per three
melers of fall, or fraction over the first three meters. With a
$lICcessfuJ. DEX x3 roll when leaping, the charader there
upon loses Id6 fewer hit points--a bonus for being pre
pared. Since each d6 roD is made independendy, a
chander could still lose up to fwe hit points from a three·
meter f.ill., even though the DFJ( x3 roll succeeded.

F'ms intended to threaten or injure Nephilirn shou1d be w
Iorcd by the gamemastU to the silWltion. Many classes and
causes of fires exist. Bum ternpen.tures range: from about
4OQ"F to thousands of degrees. F'U'C size can vary from a
hand-held torch to a bkrls-squan: inferno. Injury ouy rome
from asphyxiation or inhaLation of toxic gases as well as dirttt
bum dam.ge.
~ A hand-held flaming torch does Id6~ each round it

is held ~"'t a target. 1be tuget get, 1. Ka x3 roD to

prevent h1.ir and clothes from burning-if they bum, the
target continues to take Id6 damage per round without
added appIiation of the torch. Usc a Hrst Aid roll 10 put
out the fire. Striking with a torch does not do both dub and
flfC d~. 1be flame must be held ag.Ul'lSt the victim in
order to bum.

'0' A large bonflfCdoes Id6.2 damageach round.1be target',
hair and clothes arc engulfed II wdl.

~ An avcragc-sizcd room in flames inflicts Id6+2 d~
each round, and a domilUnt Ka x3 ron must sucettd~
round Of begin asphyxiatMxt reUs II per drowning.

'0' I..argcr flfCl are special c:un, to be described individually.
Death should alwaY' threaten.

In any fire silWltion, a Nephilim may :mcmpt a F'1fC Kax)
roll to rcduc::c the damage; success means the Nephilim takes
only half the indicated damage, for that round. Serious bwns
(totaling morc dun half a Nephilim's hit points) may COSt ClIA

or CON as well as hit points.

TJ1c ASit15 noll
No one gets OUt ofherc. alive. Everybody ages, even a Nephi
Iim's Simulacrum. For each year after 35--on the human's or
Simulacrum', birthday, on the new year, or at whatever annual
point the ganlCmaster wishes--roU ld6 to detennine which
of the Simulacrum's characteristics loses onc point that year.
Subtr.lCt lhe point from the Simulacrum's chancteristic, not
from the bonus or the meta-characteristic total. When a char~

acteristic reaches zero, the human or Simulacrum dies. A
result of 6 on the die means that no statistic is lost this year.

A Simulacrum ages more slowly than a mere human. For
the affected characteristic, a Nephilim's player may make the
corresponding Ka-element x3 roll to avoid losing the point to
aging. Evcnnlally the Simulacrum will die, though it could be
a long while before the reaper pays his visit.

Jd6 ChilrQ(fI'riJfU E't~"J

1 m Fire

2 CON E~'"

3 1m- AJ,

4 DEX Warer

5 ellA Moon

6 00"'

The loss of statistics represents appf01lChing dcaqJitude and
disca.sc, culminating in the penon's death. For enmpk, a
penon with a low CON is sickly 2nd may succumb to C2nttr.
Low SfR indiC2te5 wea.kness and perhaps a heart-attack.
Low Ir-n' nuy indiC2te a stroke or ~nility and cva1tually
an ntal aneurysm. Loss of DEX is perhaps the result of a
ntal neural disorder. And low CHA may be indicnive of
some sort ofwasting disea.se, such as leprosy or AIDS.

--'",

~
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EPIiILIM ARE iMMATERIAL SPIRITS. Even
when the body it inhabits dies, a Nephilim
continues to live. Under the right condi
tions. it can quickly reincarnate in another
human body. This is a difficult and painfill
operation. and is sometimes very risky.

The only way for a Nephilim to perma
nently separate from its current Simula

crum is for the Simulacrum to die. Usually this results from
age, accident or external force, but sometimes a Nephilim is
not so patient. This alternative should be obvious.

The tkatl1 oftl1" Sil'l1~lacr~1'I1
When the Simulacrum dies, the Nephilim is forced out of the
body. Nothing can influence this, neither place of death, state
of the corpse. nor the conditions of death. Often it happens
that a lightly glowing cloud appears over the corpse for a brief
time. The Nephilim belonging to the Temperance Arcanum
call this the exaltation of the aura. Using Ka-vision, this phe
nomenon can be seen from very far. All Nephilim within SOO
meters are alerted to the death without having to make a
Ka-vision roll. All Nephilim within a five kilometer distance
who succeed in a Ka-vision roll are alerted as well.

When a Nephilim leaves a Simulacrum, it retains all skills
it had acquired during this and prior incarnations, as well as
ones it stole from the Simulacrum. The Nephilim also retains
any magical spells it had tattooed onto its soul by Inscription.
See page 138.

When the separation is over. the Nephilim can try to im
mediately find another Simulacrum. But it may be forced to
go back into its Stasis or f.ill into Narmsis.

(;oil15 Uack il1 tl1e Stasis
If the Nephilim has used some of the energy of the magic
fields held in its Stasis, it might be forced to re-enter it
involuntarily. When emptied of its magic contents, the Stasis
attracts the Nephilim since il was originally designed as a
prison for it. To detennine whether the Nephilim re-entem its
Stasis. its player must attempt a Stasis Roll. Roll dIDO under

the total of the Ka points left in the Stasis. If the roll is a
failure. the Nephilim is forced to re-enter Stasis; otherwise, it
is free to search for another Simulacrum. Distance to the
Stasis item does not affect the return, and neither do any
obstacles.

One way to free a Nephilim from Stasis is for someone to
place it in a powerful magic field-cither a Plexus or a Nexus
(see page 132~0 that the Stasis can refill with magical en
ergy and thus release its hold on the Nephilim. Each time a
Stasis has its Ka-element increased in this way. the Nephilim's
player can attempt a Stasis Roll. Success means the Nephilim
is released and is free to fmd another Simulacrum. If for some
reason the Stasis cannot be placed within a powerful magical
field, the Nephilim has ended its incarnations for this era. The
player must generate a new Nephilim.

Changing Stasis
There are no known ways for a Nephilim to change its Stasis
object. If the Stasis item is destroyed, the Nephilim is in
serious trouble.

Ifthe Stasis Item was Destroyed
A Nephilim with no Stasis has no place to rerum to upon the
death of its Simulacrum. If it cannot find a new Simulacrum
soon (see below), it disintegrates into undifferentiated magi
cal essence and is re-absorbed by the magical fidds. If this
happens, the Nephilim is no more, and its player must gener
ate a new character.

To prevent disintegration. the player of a Nephilim with
out a Stasis must succeed in a dominant~Ka x3 ron every hour
it is not in a Simulacrum. Success means it l112y continue to
look for a new host. Failure means disintegration. Results of
99 or DO are still failures.

Narcosis
If the Stasis still exists but is full (succeeded in its Stasis Roll)
and the Nephilim can't find a Simulacrum in 24 hours, it
might enter Narcosis. This is a deep sleep where time passes
much faster for the victim. The Nephilim floats in the magic
fields and puts its Ka to sleep. Its Ka-elements can still lightly



influence its environment (thus air Nephilim could be the
$Ouru: of Poltergeists). To prevent entering Narcosis, a
Nephilim must succeed in a dominanl-lU x3 roll for every 24
hours it is not in a Simulacrum. (99 and 00 an: still failures.)
Narcosis ends if the Ncphilim is awilined by a spell, or if its
player can roll one tenth the Nephilim's Ka on percentiles,
twice. Roll this only once per day; thus the playtt must roll
l/lOth dominant-lU two days in a cow. Once awakened, the
Nephilim may resume sc:uching for a Simulacrum, until 24
houn again pass.

u,okil1$ for Al10thcr Simulacrum
A wscorporale Nephilim floals invisibly aboul one meIer
above the corpse. It can lnlVl:1 along the magic fields to search
for another Simulacrum. movinil at the soad of a walk;n"

its surroundings. It can hear muted sounds, totally distoned. It
can see the Solar-K;. of humans within its lU-vision ~ge,

and choose one in which to reincarnate.

The gamemaster can ask the playc.r to r=domly deter
mine her new Simulacrum (page 82), or allow her to choose
from the predefined list. (See Chancter Cenet:l.tion, page 81.)

Attempting to enter a new human costs 2 lG., bUI the lU
is not reduced until after the: attempt i. made.. To enter a new
Simubcrum, the Nephilim must beat the SOW-lG. of the hu
man with his own Ka on the rc:sist2tICC t::ahlc. Up to five aies
are allowed per hOiL The lint i. done with its dominant Ka,
then with iu major and minor neutnJ dements, and 6nally iu
major and minor opposed lU ekments. If the Nephilim f2ils
to dominate the hosl, it cannol try apn to take over this
Simulacrum, and it muST ....'1';. ~"MI.•• 1._... \".1'-,,_ :. -~.. _.



GREAT PLEASURE of role~play

iog is the experience of the progression
of one's character from humble begin
nings to magnificent achievement.
Charaet<:r development is a central
theme of Nephilim, and thus the sub
ject of this entire chaptee. This chaptee

deals with three essential aspects of the game: how docs the
Nephilim progress in skills and Ka, what must it do to reach
Agartha, and what will it find there?

Tf)crc arc tll'O killos of il1!cf{igcltcc: OIlC Clcqujrco,
CIS CI chiro ill schoof IIlCIIlOr;zcs (Clcts CIllO COIlCCptS
frolll Doo({S CIllO frolll I1'f)CI[ tf)C [cl1l:hcr SCl~JS,

co/{cctillg illfoYlllCl[ioll forlll d1C trCloitiOllt1( scicllccs
CIS WC([ CIS frolll U)C lICit' sciCJlcc.~.

WiU) sitch intclfiljcJ1cc ,9011 risc in thc 11'0rlo.
YO!! get rClIl({CO ClUCClO of or [\Chillo othcrs
in rcgmiJ to :<J0llr COl11jlctCI1CC ill rctClilling
iflfoYllll1tioll. YOlt stroll 1I'id) U)is illtclligciICc
i/1 (lIJO alit of fidos of (moll'(coge, gcttillg CI(Il'CI~J.~ 1Il0re
Illt1l·b 011 ,WitI' pl'c.~crZJil1g tClDlcts.

o

Tf)cl'c is t1IlOrf)Cr (duo of tCll,lct, onc
CI{I'CCl0:9 COlllp[C{CO CIllO rcscrvco il1si1>c of ,you.
A spring Ol.ICrffOll'iI1Q its s/lr;11aDox. A frcshness
il1 tile ccntcr of ll}c cf}cSl. Tf}is othcr illlC({igcllcc
oocs 110t lItYll ~C//OI1' or StCl!JIlCltC. It's flllio)
(llIO it OocSIl't movc frolll Ol1tsii:Jc to insioc
throllgh rf)C cOlloltits of pfltlllDillg-[CClYllillg.

• Tf)is SCC0l10 ({1l01l'[cogc is 11 foul1tClillf)Ct1o
frolll lI'it&ill ,'J011,1I1011illg our.

- MOU(CllUl RUllli

51.ill Jl11pr"VCI11Cl1t

The experience system allows a Nephilim to improve ovee
time as it uses its skills.

NCl'l1ilim's ski1ll»crcasc
Every time a Nephilim succeeds in the use of one of its own
skills (Nephilim column) at an important time of the game,
its player checks the box to the right of the skill on the
character sheet (in the Nephilim column as well).

At the end of an adventure, oe at othee natural brew in
the narrative (at the gamemastec's discretion), the playc:e rolls
percentile dice to see if the Nephilim has learned from the usc
of its skills. Roll the dice. If the eesult is (fjUllI to '" higher than
the skill. increase the skill by Id6. Foe a skill greatec than
100%. a die roll of99 or 00 means the charactee learns from
expeeience and [he skill increases. Eease any checkmacks for
that skill from both the Nephilim's and Simulacrum's boxes.

OccultTechniques
The occult Techniques increase in the same way. The only
difference is that it is necessacy to have at least 90% in the
lower cicele in order to begin the next cicek. Once a Nephi
lim has reached 90% in a technique, the next time the playec
resolves an experience check for that technique, she may add
Id6 plus 10 points to start the technique for the next-higher
circle. Note that the experience check for the lowee cicek does
not need to succeed in order to start the new circle.

While a Nephilim is dominant, a Simulacrum cannot learn
from ~erience. Do not bother checking the Simuhcrum's
skills when the Nephilim successfully uses one. Should the
Nephilim go into Shouit for an extended period, the Simula
crum may have the opportunity to use its own skills and learn
from orpeeience --whatever the gamemastee f!Ods appropri
ate. Critical successes are different. howevee. They allow the
Nephilim to ~stcar the Simulacrum's skill.



Ka-c1ements Values

Charactcrlstlcs lt1creasc

1v.-dc»1ct1t Chccks

--'",

Whl'n K.1 AUl'S IIl'yond ~O. U<;l' Ihl' inl
In\\'in~ Fllrmul,l III dl'll'mlinl' 1I11' K;"l
dl'Oll'/lls:

Dumin,lnl = K,l .

Nl'utr.lI F.wnr.1hll'= K.1 x (1.1\

Neutral Unf.wmahll'= 1\,1 x 0.6

Minor Opposile = Ka 11. 0,4

M.ljm 0PIKJsile = Ka 11. 0.2

Round 10 the dU5('St "hull' nUmhl'r

UsU2lly, a Nephilim prefers to increase its own Ka instead of
the Simuhcrum's ch2rlI.et:c:ristia. sina: :as K.a inCte2lses, so do
the char.acteristia. Increasing the chanctcristics of the Simu
lacrum requires
training. Only !ITR,
CON, and DEX can
be increased
through training.
The time neces
sary to tn.in is a
num1x:r of hours
equal to 25 x the
present value of
the characteristic.
Roll IdJ-l and
add to the chane
teristic. None of
the Simulacrum's
statistics can be:
increased above 18. Also, STR, CON, and DEX cannot be:
increased past the highest of all three. The time available
for characteristic training comes from the same 50 hours
per week for skill training.

Whether studying and training independently or wilh an
instructor, a student has no mo~ than 50 hours per week
available for such academic pursuits.

Ka ]ncrease

The Nephilim's player should ~solvt Ka checks at Ihe same
lime that experience checks are ~solved. A Ncphilim must

A Nephilim makes a check near one of its Ka-ekments when
it succec:ds in a Sorcery or Summoning magical operation_
The Atbanor tettives the Ka-c:kment check when the Neph
ilim sucettds at an A1chemial operation. If the gamemaner
wishes, a Nephilim may also merit a Ka.-dlCck when it suc
ceeds in some grca.t occult activity-this may mean finding
kmg-k>st oa:uh infonn:nion, or foiling some secret socictie5'
grand manipulations. Other occasions may also merit K.a
checks, at the gamemasler's diSCtetion

51dll Tralt1It15
Though often the best teacher, cxpc:rience is not the only
teacher. A Nephilim can increase its own skills through study
and Tnining. Study is the term use for sedentary pursuits,
while training tefen to aetM: skills, such :as fighting skills. In
either case, the procedure for skill increase is the same.

lnc chan.cter studies an information source or trains in
the skill for an amount of tilTl(: equal to the: current skill per
centlgC. At the end of that time the Nephilim's pbyer roDs
percentile dice to sec if the Nephilim's skill increases. If the
result is equal to or higher than the skill value, the Nephilim
gains 1d6-2 in the skill (Nephilim column), or ifshe feels un
lucky, simply add 2 points to the skill without rolling. But
mastery of a skill ~q\lires direct experiencc; study or tnining
cannot raise a skill above 75%. A1so, a Simulacrum's skills can
not be raised through study.

Studying With a Teacher
A chanctcr can i~ a sJcill by getting instruction in it
from a char.acter with a higher percent2ge in the skill. Mta
studying for a number of hows equal to the skill being
learned, the pb)~r may add ld6-2 points to the skill, or if she
feds unlucky, simply add 2 points to the sJcill without rolling.
No experience roll is needed--compktion of a unit of super
vised srudy or tnining always allows a skill increase roll. A
skill cannot be raised in this way above 75%, and a Simula
crum's skills cannot be raised this way at all.

When the Nephilim uses one of the skills of the SimuJa
awn and rolls a critical success (1I1Oth of the normal skill, or
1I5th of the skill if it exceeds 100), the player blackens in the
box to the right of the skill, in the Simulacrum column. When
the gamemaster says to resolve skills, roll percentile dice. Ifthe
roll is equal to or higher than the Simulacrum's skill, erue the
skill in the Simulaaum column and put it in the Nephilim
column. For a sJcill of 100% or mo~, a die roll of 99 or 00
means the Nephilim succcssfulIy steals the skill.. If the Nephi
lim already had a higher percentage in its 0INn column, then it
will end up with a IfJ'tIXT skill aher ~placing its own with the
SirrWacrum's. Fina1ly, erue both the Nephilim's and Simula
crum's checkboxes for thu skiD. A Nephilim may not first
steal a skill, then use a Iefi:-over checkmark 10 try and increase
it through experience.

Extended Ka-elements Table
Find !he ~moun' al!he dominMlI-Ka on !he top line, and look down the column 10 del:enninc the value lor ,he OIher Ka-elements.

X~I x.
DomiNnr 0102 0304 OS 06 0708 0910 11 12 1.3 1-4 IS 1617181920 2122 23 2. 2S 26 2728 29 303132 33}4 35 3637 38 39 40

Major Na.lnl 01 Q2 0203 04 OS 0606 07080910 10 11 1213 1-4 1<4 IS 16 171818 19202122 22 23 2. 25 26 26 27 28 29 30303132

Minof Ncuml 010102020304 04 OS OS 06070708 08 0910 10 111112 1113 1-4 1<4 IS 161617171819 1920202122 22 23 23 2.

Minor oppotile 01 01 01 02 02 02 03 03 04 04 04 OS OS 06 06 06 07 07 08 08 08 09 09 10 10 10 11 11 12 12 12 Il 13 1-4 1. 1<4 IS IS 16 16

Major oppotile Ot 01 01 01 Ot 01 01 02 02 02 02 02 03 03 03 03 03 04 04 04 04 04 OS OS OS OS OS 06 06 06 06 06 07 07 07 07 07 08 08 08



......- have at least two checks on my combin2tion of K.2-demcnts
in order to resolve K2 checks and attempt to increase K2. To

inc:reasc in Ka, the Nephilim must pass a K.a experience teS[.

Its player enses all ched marks and attempts to roll ~qUiJ/ IQ

or higlxr dun the Nephilim's dominant-JU on dlOO. If she
does. she adds Id3 to the dominant Ka. Then she recakuhres

the IU-demenrs, changes the derived char.tcteristics modifi
ers and inaeascs the Ncphilim's MetamoJPhosis points by the
amount of the Ka gain. The new Mcwnorphosis points can
be: distributed among the rYKtarnorphosis attributes :as the:
pla~r wishes.

AJchemical Experience
Each K2-ekmcnt of an alchemist's Athanor can increase in

deptndently. When resolving checks, independently roU
tdtOO higher than each Ka--clemenL For cd roU thai suc
ceeds. raise (run Ka-demcnt of the Ath:mor by IdJ-l, or 1
(player's choice). The Neprulim's K2 is not affected.

Metamorphosis Pr05rcssll»1
11lc actions of the Ncph.ilim em add or subtraet Metamor

phosis points. The gamemastu awards points to chanctcrs
who act 2CCOrding to their Metamorphosis and subrrac:rs

points from chancters who act contrary to the nature of their

Metamorphosis. These points an be :lpplied by the player as
she chooses.

Points can be -awarded at me end of me scenario, but the
gamemaster may also choose to award points immediately af
ter a p:utirobrly telling or poetic action. Menmorphosis
points arc also gained whenever the Nephilim's dominant K.a
incrcasa, at the rate of one mct:unorphosis point per point of
K.a gained.

Some acts gain points each time they arc performed. such
as an act ofextreme pyromania; the final decision is tnc gamc
master's peroga.tivc. Othcl"$., lih: :always wcmng bbdt, om
points only once for continuing to act in a certain way. Ceas·
ing to act in that way results in the loss of the points awarded.

To simplify things, the gamemastcr may simply roll the: same:
dice as for the awvd, and subtr.lCt that amount from me

Ncphilim's Metamorphosis points.

Other acts lose Metamorphosis points each time the
Ncphilim performs them. They arc listed under the Loss
heading.

Here arc some examples of Metamorphosis point gains
and losses. Many other actions are possible; mis is only a small

sample. The g:unemaster will ha\I'C to use her judgement
whenever somebody does something meriting Metamorpho

sis point changes.

1

S"""ple G"I" ""~ loss of Met"""orphosis l'o;"ts

Ka-element Fire Loss Owning a boat and using

Cain living in confinement ld3·1 it often ld3+1

Being a lunatic 1d3 Becoming a fisherman ld6+1
Taking up smoking ld3-1

Hiding a Metamorphosis ld3+1
Using wood to heal 'd3 Loss
"Iways living at40"( ld3+1

Hiding all Metamorphosis ld6+1
Possessing a lighter ldJ-l

Ell1reme Pyromania 'd6 Ka-element Earth E.lting dettyd.atOO food 'd3
learning to sptt fire ,....' Cain Hiding a -'Aelamorphosis ld3+1
Becoming a volc.loologist ldlO Wearing natu.al c10lhes ld3·1 Being in a fOorn on fire 'd'

living in a tOfest "3 Hiding all Metamorphosis 1d6+1
Loss
Being soaked ifl watet ld3-1

Becoming a vegetarian "3 Ka-element Moon
Pf(Jt~ing jfl a pe"Ce march ld6·1

Being in.lC'li\'\" 'd3
Never wearios c1ollle5 ld6+1 Gain

Repealedly hiding a Reading poems uoder the
Met¥l'lOfphosis ld3+1 Loss full moofl ld3·1

"Iw~ys lyiflg 'd6 Throwing ~w~y gre~sy plOl6lic ld3·1 W!ea'1flg Oflly black 1d3
Hiding~lI~s ld6+1

Flying il'l ~ ~i'plane 1d3 lIVm8;'1t flight and Sle!!piflg

Ka-element Air Hidin8a~is ldJ+1 by"" 'd6

Conlrollifl8 OWfl iflstlflCts 1d6 o,..ning a soake td6+!
Gain

Hiding;'l!l~ ,.... '
Alw~ys twve disarrangll'd hair ld3-1 Loss
Playing .. wind instrument 1d3 Ka-element Water TeU somebody OWfl secT'I'l: ld3·1

Collecting books ld3+1 Gain BClng in .. crowd "3
lNrninglo fly ~ ..irpl..flC 'd6 lNrning 10 sWIm ldJ·l Hiding;'l~ ldJ+l

learning t..!conry ,<1+, Always gamg outside in Working 8 houfS a day 1d6
living ifl .. church ldlO heavy storms ldJ Hiding all Metamorphosis ld6+1



AGARTHA
-...-

A
GARTHA REPRESENTS the:: highest ffi)'5tCry

to which :I Nephilim l:2I\ aspire. It is me final
goal, the quat a Ncphilim must undertake before
It can a~sume its true inner nature. Agutha is the

symbolic place a Nc:philim must find within itself in order
to attain greater illumination.

To do this, a Nephilim foUaws a path of attainment bid
out by the Major Arcaru and ddva into the: spiritual myster
ies by inotUing its lmowk.dgc: in the 0C0l1t ~ence5. Upon
reaching Aganha. a Nephilim attains :I. higher dimension of
undcrst::ltlding. It c:ln muter the: dc:mental powers ~n. as
the Nephilim could before the f.ill of Atlantis; it can tr:I.vd
into the Subtle Pbncs and directly confront the major secret
societies. Aganh:.ln Nephilim c:ln 240 aspire to become onc of
the Superior Chiefs, mastcl'J of the Major Arcana.

The: worn Aguth:l thus represents the moment the
Nc:philim reaches spiritual achievt:ment at the: end oCits quest
for hidden knowledge. One: who has so attained is tconed
-Aganhan.-

To finally reach Aganha after many years of discoveries
and slow initiation, the Nephilim must meet the following re
quirements:

oCr 90 points ofKa

~ 90% in one of the fol1owing skills: Astrologicall...orc,. Her
metic Lorr, K2bbalistic l...ott, Tarot I....ore.

't"l 90% in one 1lJird Circle slUlJ. of :any magic T~rUque [Le..
CfUld Secret, Kr:ys or Philo5opher's Slone).

,;.'c At least 16 points in e:ach aspect of its Merunorphosis
tr,uwfonnations, Ilnd a minimum totill of90 poinu

Tl1e A$"rtl1a>1
Agutha is not expected to be a usual attlinmcnt of plap
charxtcrs. It is the shining goal at the end of many lifetimes
of effort. Aganhan ch:u:acr:ers annot be ~i.Iy roleplayed,:and
the: game Nrphi/im docs not provide :ill the: explanation nec
e:ssary for Aganhan player characters; to do $0 sufficie:ntly
would be to c!Cate a glme in its own right -Agarthiln. The
infonnation given here is intended to give the: garnemuter
the: undent2nding she nc:c:ds to portray Aganhan pmc:master
charactc:rs as they may be encountered (howc:vl:r rudy) in
p~ying Nc:philim.

An Aganhan Nephilim transcends the: limitation of its
Nephilim existence:. It mc:rgc:s with and "simi.latcs the $obr
Ka of its human Simulacrum, creating out of the two entities a
single enlightened being. Throughout the quest for Aganha,
the: proce:ss of Me:tamorphosis mnsfonns the host's body
from mere flesh into a spiritual ~1. At the moment thaI

Agartha is achieved, Nc:philim and Simuhcrum mc:rgc: as one..
TIlls has many ~lC2tion. for the new Aguthan.

First. the: A~an is free from its Stasis; the magic link is
broken. Secondly, it is free of the fleshy needs of its Simula
crum. The A~an's body becomes pure Ka, molded by its
will. It is invisibk to nonnal vision, but highly visible to
Nc:philim, c:vc:n without aKa-vision roU. The: aspects of the:
Metamorphosis arc: greatly cnhanccd-the Ojinn's hair be
comes a great rnI. flame blowing in the: magie fields; the
Onirim pc:nnanc:ntly glows with a pale si.lvery light, etc..

COIll'CJlliOl1tll wi,~oolll i,~ t/JC Yliil1 of OilY .~tll1{',

SOIl1CrfJjllg IWYOIl'cllIl'IJicl) IPC lI1i\[tlkc tl~ OilY 011'11.

IlJlltlrtlllCC is bettcr If)tlll dJis; dll[d) tlllllClonc<"s imlcllo.

A(ll'tl~l~ nUl frOIllIl~Jt1t seclll,\ 10 l,(lIcfit ''tOur serl:
Sip tfJe roi.1.()11 tlllll spill tf)C ll'tllcr of {ii'
RC1,j(C d}O~ IlJ)O ((tlUcr ~}Olti ICl/llllOl) iU[CreSI C111~

I'rim:jl'fc to tf)C pooY.
Lei SCCl1rit,~ lJO tlllO be tlt {)Ollle (11110110 ~tll1t1CI·.';
Lctll'c ,\1011r (/!lOlllltllilC llC()iIlO tlJlO tlcl"cpl ()j~~Jrl1l"l"

I (1l1'l'C lil'Ci) Il·jtf) UlllliOll\ tfljJlkiJI!j, 11011' II1'i(( 1Il,1~C

III~lse(f IIlt1ll.

- 0.10lt(mltl RlIIlIi

The Ag'Uthan acquires perfe:ct mastery ofthe: magic tnuii
tion that brought it to Agartha. All spells of its dominant Ka
dement :lJl: Inscribed into its aura.. II an continue: to increase

its Ka-deme:ntJi independently of each other, up to 90 each.
using the nonnal ClrpCrience: process. finally. it has accc:ss to

the AJushic RWms. or Subdc: Planes.

Tl1e Realms ofAsartl1a
Agartha is also the: magic link allowing the Nc:phiIim to mvd

into the: Akashic Relams. This link has given birth to many

legends among humans. It is the: im~1c: point, the:
Greek Omphalos, the nnd around which the tc:m:striill

world is organized. II is known u the Cosmic Mountain, the

Celtic Maliolanum, the city of Delphi, the Mazdean A1bo~,

the: Christian Tabor, the Muslim CQf, the Masons Moriah. It
is considered as the Center of the: World, the Axis Mundi, by

many occultists. Some: have located it in a gigantic unde:r

ground complex in Tibet whc:rc: resides the: world govc:m-



Shouit Duration Table

•

to the Agartha, and hold them to be among the: worst things
that can happen to Nephilim.

Neutral Day Opposed OilY Saturday 5unday

ldb minutes ldl0minutes ld4 hours 5olar-Ka hours

ld6 hours ld10 hours ld4 days 5olar-Ka days

1db days ldl0days ld4 weeks 5olar-Ka weeks

2dli days 1dl0weeks ld4 months 5olar-Ka months

ld6 weeks 2dl0 weeks 2d4 months Solar-Ka x2 monthsld2 weeks

ld2 hours

ld2 minutes

Favorable Oily

1d6 days

1d2 days

31·50

51-100

11-20

21-30

Solilr-K,l

01-10

ment. This is only a pictur
esque way of describing
what the Nephilim see
when they discover
Agartha.

The realms of Agutha
are made up of an infinite
number of Subtle Planes.
Each plane is the memory
of a small part of a past
time on Earth. Everything
done and u.id by humans is
imprinted into the subtle planes, the Great Ethers around the
world. 1l1ese parts of rime arc Like paintings, eternally living
and timc:less.

They arc engraved fore:vc:r on the magic veil of Earth,
forming a discrete suite of historical, diluvian and prehistoric
times. They arc Linked together by association and resem
bWJce rather than chronology. 1l,e Agarthans have the power
to travc:l through the:se planes. They can thus travel from place
to place and time to time to increase thelr knowledge. But the
Agarthans know the planes can be something very diffe:rent.
They are the key to the curse of the Atlantic Nc:philim. In
deed, Agarthans can go back. from plane to plane up to the:
ve:ry first subtle plane, the one before Atlantis. Thus they can
try to prevent the failure of the Golden Path. They can stop
Prometheus and use all their new powers on Solar-Ka.

Agarthans can enter these subtle pWJes through portals
on Earth. They are found in very famous magical
placcs--such as stone alignments, or ancient constructions. It
is sometimes enough to open an old Venetian palace door to
dive deep into 16th century Machiavdlian intrigue, with only
a light blur in the air indicating the: change of time and place.
An Aguthan C;Ul begin its trip in the: different levels of the
subtle planes. It must find the bridges between the Planes, and
the paths that return to Earth.

The bridges are often guarded by ghosts made of people's
bad deeds. The bridges arc achronic, that is, they do not al
ways connect from the Agarthan's current place into the past.
An Agarthan traveler can become totally lost in the infinite
subtle planes. For this reason Agarthans often help each other,
and some have begun to map the bridges.

Some secret societies have discovered the secret of
Agartha and know that the subtle realms exists. They eannot
yet attain Agutha tllemsc:lves, and will do everything to pre
vent Nc:philim from traveling into the subtle realms. Reaching
Agartha on thelr own has become the major goal of sc:veral
secret societies. They have developed the theory that Agartha
is a physical pl:l.ce, to lure other humans into aiding them. But
they lie.

In its dcvc:lopment, a Nephilim may experience significant K:t
regressions, especially when it tries to mvel too fast on the
path to Agartha. Rather than awakening within itself the
perf«t being, it awakens the monster, the interior madness.
Most consider these regressions as serious pitfalls on the path

Shouit (means Shadow in Egyptian) is the stllte of the
Nc:philim's K:t when it loses control of its Simulacrum. The
Nephilim goes unconscious, and the human regains control
The human can recall her memories, though not those about
the time when she was under the Nephilim's control. She
fc:c:ls stnl.ngc: and often hears interior voice.'i, which are the
whispering of the Nephilim's unconscious will.

Shouit occurs whenever the player rolls a 00 when the
Nephilim uses one of the Simulacrum's skill. When tlus hap-
pens, the Nephilim's player must roll under dominant-lUI xl
or enter Showt. The pmernaster takes control of the charac
ter for a duration indieated by the table above. The duration
depends on the value of the Solar-K:t of the Simulacrum
cross-refereneed with the relationship between the Nephilim's
dominant Ka-c:lement and tile dominant dement of the cur
rent day.

To use the table, first compare: the Nc:philim's dominant
K:t against the daily element to determine whether they are
favorable, neutral, or opposed. Then cross-reference that out
come: with the SoJar-Ka of the Simulacrum on the table: be
low. Sunday and Saturday are: listed on the: table. llte other
days and tlleir clements arc: Monday. Moon, Tuesday. Fire,
Wednesday. Air, Thursday. Earth, Friday. Water.

l<haiba
Khaiba is the Nephilim's madness, its ultimate degeneration.
Every time the Nc:philim's player rolls 00 when making, a Ka
or K:t-dement roll, increase: the Nephilim's Khaiba total by 1.
The back of the character sheet has a place to keep track of
the Khaiba total.

Khaiba can occur during a Grand Enthronement (page
130) opposed to the Nephilim's dominant Ka-c:lement, when
the daily Astrological Modifier is 9 or greater. On such days, if
the Nc:philim's Khaiba total exceeds its K:t-c:lement corre
sponding to the cum::nt Entllronement, its player must roll
higher than the Khaiba total or the Nephilim turns into a
monster.

The effects of Khaiha arc: terrifying for Nephilim. The
physical characteristics of the Simulacrum alter very rapidly,
inducing a physical degeneration. The Nc:philim's behavior



..-
.~

, . .

1 >\

j J~I'A

, \

\
\

I

/.' lit'
(Ii

\ ". \

,



becomes wild and unpmfietable, growing dosu to the n:iltun!
behavior of the: rawest forms ofthe magic fields.

1nc Khiiba mnsfornution is visible to everyone, hurrun
and Nephilim alike, without the need for:ll IU-vision roll.

There 2re four possible IOWba types. T'he Khaiba type is
determined by rolling:ll d6.

Kh.\iba "'lit.,..
d20 J(ha;h 7J1"
1·5 Givntism

6-10 Elementvism

11-15 Ethcrism

16-20 Dwarfism

Gigantism
The grows r'llpidly in :II few minuks, doubling or even tripling
in size. The body grows gn2l'1cd and twisted, the skin h2l'd
ens, and the face bttomcs monstrous. The Krak.cn is a typical
case ofgigantism.

Elementarism
The Nephilim b"UI$forms to reswili1e the natural dement
n:lated to each 6dd. Earth Nephilim grow roots and change
into monstrous UUSj fin: Nephilim become demcnw fin:
and race from treetop to treetop or flicker across fbmmabk:
objects. Wind Nephilim become light and airy, whirling away
in a 10aliud tornado. Water Nephilim rum liquid, flowing
down to :II low spot in which to rest. Moon Nephilim become
dark and murky, lurking in dim shadows ftom which they
scare the unwary.

Etherism
The Nephilim 10ses its physical substance and becomes a
kind ofcetop1a.sm, a spirit without strtngth. unable to materi
alitt or affect the physical world. 1hcy are forced to lurk,
ghost-like, haunting the area where their IOWba occurred.

Dwarfism
The Nephilim shrinks and develops childliltc reactions, gr0w

ing whimsical and mischievous. Leprechauns and spritts art:

ases ofdwarfism among the Nephilim.

KhAlba trnratlOl1
If the roD agWst the Kh:aiba toul is a fumble, then Khaiba is

permanent until the Nephilim's comndes find it a cure, or

can loo.te :II Tempe~ ha1er who knows the proper spells
to heal it. If the roll was simply a failure, indicating that the

Nephilim enters Khaiba, then the duration of Kluiba. is up to

the gamemaster and should suit her n2!Tlltive needs. She can

roll on the table below, or simply inform her player that her

Nephilim has gone mad, collect the character sheet with a

cheerful "I'll get back to you." and rerum it after a suitably

tension-filled time has passed with whatevcr changes she

cares to make based on whatever experiences the Ncphilim

has undergone while insane. Khaiba tends to last longer in

Nephilim with :II higher dominant Ka.. When using the fol·

kJwing table, either usc it as :II guideline. or roll randomly to

determine the dllt200n of Khaiba.

r/omi1Ul1lt IW JJmltiorl

1-10 Id6daY'

11-20 2d6daY'

21·40 3d6 daY'

41-60 Id6 weeks

61-80+ Id3 month5

81-90+ 2d3 rnonth5

RcbwciJ15 l<halba Total
Whenever a Nephilim cxperiernrs Khaiba and then exits it,

its IOWb:ll toW is reduced by 2dl0. Likewise, :a result of

01 with the Nephilim's Ka-e1ement roD when casting magic

n:duces: Khaiba toW by one, since the Nephilim has maste~

the magial elements. Certain healing spells known to the

Temper:anec Arcanum can reduce: Kluiba. total, but they re

quire the permanent cxpenditurr: of Ka, and of count some

body who know> th< opdI.



PART 111
lN1T1A13~

. ~ )l5€~A( n ,....
'; ~ "'f/:.4 ; ~(
1 Ji t~ r

Here j<ll( ba If stra"i!': »r,9Ster:9, br~1'S, <;qmp(etel;g UI1-
klUJlvlJ'i sl'e / here ;g(JU bave the' truth th as beel1 reveale~ In
;geu. '!XlIV l/Ou.sl'riitkJ~ur soil, bow .ISPrinkle ;geur soil
a~~ . e. . r s gr JI1I'ilf'or , In ba. we barvest whel1 it is
npe. "'-- '/ ~

-;; '--""'1 '. /;~ " ~
, Now.'/jste!>-afiO uWW::ju3ge correctl;g wbat I sa;g: Take

~ -*,om we four·llitmel1ts \be bighest arsel1ic al1~ the lowest arsel1ic
'f' ·the~9IJ.est, tbe'Wb te an~ the rOO e<jual in weigbt, male al1~

fe lie, so that the:!! are joinoo i,,"ea~ otber. Just as r1;e bir~ batches
al1~'brir8s In perfection its riJgs in warmtb, so;go~ '!no, must bateb
al1~ polis17 ;gour work ~ takmg it out an~ wateril1g it il1 the ~ivil1e
waters al1~ warm it il1lbe sun al1~ il1 burnoo places, al1~ ;gou must
roast it in a gel1tle flame with tbe vi,in milk an~ bol~ it awa;g from
the smoke•. AI1~ enclose it il1 Ha~es an~ move it in safet;g until its
structure becomes more soli~ al1~ OOes not rul1 aw~ from the ~re.
Thel1 ;geu take it out of it, an~ wben the soul an~ e spirit bave
joil1e~ each other an~ becOme one, thel1 ;gou I11USt row it 011 soli~ sil
ver aIt~;geu will bave gol~ of a qua(it;g that the Slnrebouses of kings
~o tlOt bave.

--cleopatra the Wise



LL occucr AND MAGICAL ACTS of the
Nephilim depend on the position and
power of the magic fields. The Nephi
lim can identifY the fields and have
learned to compute their positions to
predict the times when magic use is
favored.

The sun is the first celestial body of our world. It projects,
supplementary to its light, a very powerful energy invisible to
all but the Nephilim. This energy is transformed and reflected
by the seven dominant celestial bodies of the solar S)'5tem
(the sun, moon, and the near·by planets). These fields fall
upon the earth, where they an: concentrated in the earth's
center and transfonncd into the magical fields which sur
round and permeate the planet.

These fields of invisible, magical energies change shapr',
location and intensity in response to the movements of the ce·
lestial bodies. Through complicated laws of magic, the Nephi
lim can predict the changes.

There arc seven kinds of magical fields on earth. Five of
them form the basis of the Nephilim's Ka-e1ements. Two oth
ers have special properties. The magical fields wax and 'Wane
as their related celestial bodies enter and leave dominant posi
tions and oppose each other across the heavens.

The MASk fld::.s ofFire
The Fields of Fire arc influenced by the magic energies of
Mars. Mars is in the sign of its rulership during the astrologi
cal months of Aries and Scorpio as well as all Tuesdays. At
these times, the magic fields of Fire have a greater chance to
be dominant and thus have much more power. These times
arc considered sacred by the Pyrim. Fire fields are most often
red, but can also be orange or yellow. Some can even be white,
the color of fusion, while others will be blue. Their shapes arc
ever changing, and arc often surrounded by small flames.
They arc fast moving and thin. rue-element is found in vol-

canic places, during heavy stonns, around natural or acciden
tal fires, and other sources of heat.

The M.J.sk fld::.s ofAir
Air element is infl\lenced by Mercury. This planet is in the
sign of its rulership during the astrological months of Gemini
and Virgo, and every Wednesday. They are dominant at these
times. The magic fields of Air have seemingly regular shapes,
as blue and white volutes deploying their arms into the im
mensity of the sky. The rays of these fields are slow and very
thin, but are among the most numerous. This is because of
the intensity of the rays sent by Mercury.

The magic fields of Air sometimes concentrate in one sin
gle point and become very difficult to masrcr. They then take
tonnentcd shapes, as though they were tom in many points.
Their colors vary from pure white to rainy-sky grey and pure
sky blue. Magic fields of Air are almost everywhere, but they
concentrate on high peaks, and within strong winds and
storms.

The MASk fld::.s ofWater
Venus influences the magic fields of Water. This planet is in
the sign of its rulership during the astrological months of
Taurus and Libra, as wdl as every Friday. Fields of water arc
especially mobile, changing shape constantly, or conforming
for a moment to the shape of their surroundings, like water in
a glass. Fields of Water arc animated by endless whirls, with
many opposite streams flowing cross-current. The rays appear
as soft curves, findy chiselled. Their colors usually range be·
tween blue and green. The magic fields ofWater are the most
numerous on the planet Earth and are found wherever water
is. Very powerful fields lie deep at the bonom ofthe oceans.

The MASk fld::.s of£arth
Jupiter dominates the magic fields of Earth. Venus is in the
sign of its rulership during the astrological months ofSagitta·
rius and Pisces and all Thursdays. The magic fidds of Earth
are very still and static. Their shapes are cubic, with cutting



edges or long, flat surfaces. The rays are thick, often rectangu·
lar or in the shape of tree trunks. They are slow to be born
and to move. They sometimes break to pieces, crushing the
surrounding land, although such events are rare, caused by
dranutic modifications on the surface of Jupiter. The magic
fields of Earth appear as shades of brown and green. They lie,
sluggishly, near great mountains, in stone desem, forests and
great fertile plains.

These are ofcourse influenced by the moon, the natura! satel
lite of earth. The moon is in the sign of its rulership during
the astrological month of Cancer and every Monday. At these
times, the magic fields of Moon are dominant. These fields
are the most difficult for the Nephilim to master. They appear
silvery with perhaps a light, golden luminosity. Their shapes
are mad, surrealistic, sometimes confusing for inexperiencrd
Nephilim. They radiate a feeling a sadness the Nephilim can
feel in Ka-vision. This is because of the secret presence of the
magic fields of the Black. Moon shrouded within the fields of
the Moon. The presence of the Black. Moon is nonnally in
visible to Nephilim, but it sometimes happens during some
lunar Enthronements that Moon Nephilim are able to see
them. When they can be seen, their color is more black. than
black..

Orichall~

Orichalk.a is the magic field influenced by Saturn. It domi
nates during the astrological months of C:l.pricom and
Aquarius and every Saturday. TIllS field is the terror of the
Nephilim. It is a new field for the Nephilim, which is why it
is not part of the pentacle of their Ka-elements. Orichalk.a
WllS brought to earth by a meteorite from Saturn, creating a
link. between that planet and the earth (Saturn was originally
too far away to have significant influence here). It is the
doomed field, the destroyer of the five other magical Ka-ele-

ments of the Nephilim. Thanks to it, humans were :l.ble to
escape from Atlantis and eliminate many Nephilim by de
stroying them or imprisoning them in Stasis. Orichalka often
takes the color oflead or shining metal.

Orichalka stllys compact in matter and is attracted by met
als. When it comes in contact with another field, it acts like
anti-matter - both fields are annihilated in a violent magical
explosion. Physically, the explosion is :I. bright flash of white
light and noise. Those in Ka-vision (see below) see a brilliant,
colorful implosion as blackness swallows the streaming fields
of light. Contact between Ka-elements and Orichalk.a causes
no physical damage (although the sword the Orichalka is on
may do so), but destroys a Nephilim's Ka.

In game tenns, all Orichalka is rated with a Capacity.
When :I. Nephilim's blood comes in contact with Orichalk.a,
the Orichalka destroys Id20 of the Nephilim's dominant Ka,
and loses an equal amount of Capacity. Re·figurc: the Ncphi
lim's Ka~e1ements based upon the new value of its dominant
K,.

As you can see, Orichalka is the ultimate weapon against
Nephilim. That is why the secret societies fight desper:ltely to
acquire the very few existing wc:l.pons of Oricbalka. Because
Oricha1ka is destroyed upon coming into contact with :l.nothcr
Ka, there is a very small quantity of Orich2lh left on earth.

M:l.ny Nephilim believe that to<by's Nephilim are the re
sult of Orichalb's influence on the elemental cre:l.tures that
were on Earth before the humans. They were greatly weak
ened, and now must incorporate into existing bodies, instead
ofbeing able to simply create them from the raw elements.

The Mask l'idbs of SUJ1
The sun directly sends its ether I"2YS to earth.These fields are
the most powerful, as they have not been transfonned or
altered by any other celestial body. They are everywhere on
the earth, reflecting from every bit of matter. Nephilim are
almost blind to these fields as they lack. the Solar~K.a element.

e,



KundaJini is a Sanskrit wOfd which means "serpent POWef,~ and is the
symbol fOf the life fOfCe Of psychic energy which all living creatures
have, and which is our connection with the spiritual world. Hindu
mystics spend their lives awak~ning their kundalini and transforming
themselves through the process to attain a higher state of consciousness.

The basic structure of the kunda!ini is of seven points of energetic
exchange between a physical entity and its spiritual body. The points
are called chakras, and can be thought of as being spiritual organs.
When an individual experiences awakening of its spiril. the kundalini
energy is "aroused" and uncoils like a serpent. rising thmugh the seven
chakras. As the energy reaches each chakra it opens and gives the being
new insight, powers, and responsibilities.

A Nephilim's incarnation cycle follows the kundalini model. Ka
energy rises from the Stasis, which contains the base chakra with its
dormant Kundalini energy. The base chakra exists on the material plane.
and is the anchor for the Nephilim's Ka 10 this world. tl serves as the
portal through which the energy begins. When a Nephilim incarnates,
its Ka energy rises Ihrough the five chakras, up to the crown chakra,
which is the Simulacrum's Solar-Ka and is the home of cosmic con·
sciousness when awakened. As the Kil enelBY rises, each chakra opens
to provide the NephilirrJ$imulacrum its spiritual awareness. Magical
powers are a rewh of this. an aher--effecl of the spiritual awakening.
When so risen and permanently awakened a Nephilim is finally an
entity capable of understanding the upper planes of existence called
Agartha.

SlK::h integration is only possible if the Nephilim's elemental Ka
energy has a Solar-Ka with which to connect, which is why Nephllim
must incilrnate into Simulacrum.

In Ka-vision, they can only see its color as intense glowing
spots, more visible than any other field. On Sundays and in
the month of Leo a randomly selected field is dominant.

Unfortunately for the Nephilim, only human beings have:
substantial traces ofSolar-Ka, though they cannot use it. They
refer to it as will or mental strength. Nephilim can see humans
in Ka-vision as vertical rods of golden or yellow light, the in
tensity ofwhich indicates the development ofthe human's So
Iar-Ka.

!,a-Visi"M
A Nephilim has the ability to sense the magic fields with its
Ka. Upon succeeding in a dominant-IU x3 roll, a Nephilim
leaves the human set of perceptions and reaches a realm of
awareness closer to the one they enjoyed before the fall of
Atlantis. When in this mode, the Nephilim can see the magic
fields as moving blurs of colored light surrounding all matter.
Ka-vision allows the Nephilim to see in the dark, even when
the Simulacrum is blind. A failed Kit-vision roll means the
Nephilim is not in sympathy with the magical fields and must
wait a suitable amount of time before trying again - usually
around ten minutes.

IU-vision is Nephilim magical sight unconnected to any
normal human senses. Ka-vision reveals magic fields which
surround and permeate all things. With experience a Nephi
lim can learn to analyze anything according to its magical
strengths. Ka-vision allows all Nephilim to distinguish the
Ka-dements of all odler Nephilim. Nephilim cannot disguise

What the Sun Arcanum Says

themselves from other NephiJim's Ka-vision. Nephilim can
stop using Ka-vision at any time.

Every ten minutes a Nephilim must make another Ka x3
roll to remain in Ka-Vision. Failure means waiting at least ten
minutes before trying again. A Nephilim cannot stay in Ka
vision indefinitely, because of the risk of entering Khaiba. Ka
vision dramatically dulls the five senses of the Simulacrum so
that, given time, the Nephilim could lose itself in the vision
and not find its way back.--the result is Khaiba. Usually, a
Nephilim can stay in IU-vision for an hour at a time without
problem. Longer than this, the gamemaster can ask for a
Khaiba roll every ten minutes of cxtr.l. use. When the Nephi
lim is in Ka-vision, its Simulacrum appcm ~possessed·. It
shakes lightly and its cyc:s rum white. The eyes at least can be
hidden behind sunglasses. The shaking may be harder to con
=!.

Ch'aweCost
By nature a magical act, using Ka-vision costs one Ch'awe for
every ten (or fewer) minutes of use. Each time aKa-vision
roll is successful, mark offone point of Ch'awe on the charac
ter sheet.

The Colors of !u-¢1e»1et1ts
Through Ka-vision Nephilim interpret the Ka-clements as
luminous and translucent fields of color. For incarnate Nephi
lim these elements center upon certain parts of the inhabited
Simulacrum's body. The Ka-element of Earth is green. In
Simulacra, it is gathered in the pelvic bones. Water appears

dark blue-green. Associated with blood, its color ac
tually gathers in the stomach, in the center of the
body. The red Ka of Fire lies in a core ncar dIe heart.
Air is sky-blue, and its center is in the throat. The
Moon-Ka is silvery, and t2diates from a point in the
groin. Solar Ka is visible in Simulacra as a golden or
yellow sphere centered in the head.

With Ka-vision, Solar KlI is also visible in all hu
mans. In them, it appears as a flame or beam of light
which is about as tall as the person, and whose inten
sity indicates its relative Ka strength. Dull hull1:.tns
look like pale yc:.Uow candle flames. Intense and
sharp humans, who might even accidentally see the
Nephilim, look like bright flames of constant dear
yellow. Humans with superhuman capacity tum

gold, and their size typically grows longer upward
and downward. Lesser creatures indicate simihr
concentrations of Solar Ka, but only rardy show
more than 1I dull flicker.

The Black Moon-Ka of the Sclenim is difficult
for a Nephilim to see. It is pitch black, darker than
midnight. A Selenim has only the color of the Black
Moon-Ka, and none other, although when it feeds
on Solar-Ka it is infused with flickering golden
highlights in a smoky-black field.

Orichalka can be sensed as an unn:.ttur.ll., nause
ating void. It is not a color, but a hole in the elemen
tal fields - emptiness. Its perception distresses



l. t OS! magic is utterly outside of
l'Ilall human beings' ordinary per-

ception. Human Ka-vision uses
only their natural Solar-Ka, aoo has se
vere limitations when compared to the
-full spedrum~of Nephilim Ka-vision.

To humans, another human looks
much as it appeilB to Nephilim. That is,
humilns appear to be a pillar of flame the
size and intensity of which reflects the
magnitude of the human's Sun-Kil. Size
ranges from a tall flame outside and
larger than the human's OOdy, indicating
high Solar-Ka; to a low nickering fire for
humans with low Solar-Kil.

Human Ka.vision is mooo-chro
matic; the variety of Ka--elements are in
discernible to humans. They see it aU in
a monotone, without being able to teU
one Ka-element from another. To them.
Nephilim h.lYe no color variation OIl all.
Curiously, different humans see this
mono<olor as different; some see it as
purple, Olhers as green--eYen if they
learn from lhe SilrT1e source and lr..dition.
The cause and meaning of this i§ unclear.

Awakening Human tea-vision
Human beings have no natural Ka-vi
sion, and were originally trained to use it

Hu,.,,,,,s ""t> Ka-Vis;<m
by either the prehistoric Promethean Sib
linghood or by the Egyptian Pharaoh Ak
henaton. Today many human secret
societies, both pro-and anti-Nephi lim,
teach a technique which an result in the
awakening of Ka-vision. For most hu
mans, however, Ka-vision is an unknown
ability that they canrM)/ con!OCiously
chome to use.

Acddental awakening of a human's
Ka-vision can occur even today, and no
doubt occurred in prehistoric times as
well. Whenever a lot of Ka energy is
used there is a chance Ihat humans can
detect it. A human's Ka-vision is directly
hased upon her Solar-Ka, with a higher
Solar-Ka giving an increao;ed chance of
detection. If the gamemaster wishes to
roll this on dice, the chance of !.Uccess is
equal to the human's Solar-Ka x 3%.

This accidental sighting usually oc
curs in one of two ways. The first is when
a Nephilim u~ some large magic in a
public place. Most small magics do not
cause enough magical disturbance to
draw human attention. Thus, standing on
a railroad platform and lighting a cigar
from your thumb probably won't even be
seen by most people. However, a larger
§cale disturbance, like §ummoning a
creature from another realm, would have

a grNter ch.mce of being noticed; the
gamemaster may wish to increase the
multiplier for the viewer's Solar-Ka to x4
or xS before rolling. The other accidental
sighting is when a human wilh a high
Solar-Ka notices, by chance, those low
energy magics just because she has a
high Solar-Ka.

Seeing Metamorphosis
A Nephilim's Mefamorphosis is usually
oot visible to humans. Nephilim usually
appear to be normal human beings, but
in !opeCidl circumstances their Metamor
phosis becomes more apparen1. If a
Nephilim performs magic, flies, or does
'>Orne other super-natural action, the hu
mans Mound it may get a Ka-vis;on roll
to notice its Metamorphosis. Likewise,
highly metamorphosed (16 point§ or
more in a Mefamorphosis 10Ciltion) indi
viduals might wddenly be noticed by
high Solar.Ka people if their a!lention is
drdwn to the Nephilim. If several body
locations are highly metamorpl'M>sed, in
crease the x3 Ka·vision multiplier by one
for each location, to x4, xS, and so 011. If
the gamemaster thinks a roll is called for,
and the character makes it, lhen the
Metamorphosis is noticed.

-...
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Nephilim because it is a missingness, a blank nothing in what
should be fields of Ka-e1ements.

Nephilim cannot sense Litharge (the product of
Orich:Jka's and Ka's mutual destruction). They can detect a
stasis object with their Ka-vision, but they have no ability to
see within it to determine what mixture of Ka-e1ements it
contains, or whether there is a Nephilim within.

ScdJ1s MASlc aJ1t>
MaSk,,1 Crcatllrcs
Magic is apparent to Ka~visjon.A spell appears as a coherent
flow of Ka-element energies passing through and around the
castu and target. with the coloring indicative of the Ka-e1e
ment used in the spell. Summoned creatures of a single Ka
element appear as mono~chromatic entities of the associated
color. Creatures associated with numerous Ka-e1ements con
tain all the associated colors. Alchemical formulae are imbued
with the hue of the ka-element used in the working.

Through Ka-vision, an item or person is easily identifiable
as having been ensorcelled. The color indicates what Ka-e1e
ments are active, and the Kabbalistic Lore skill gives clues as
to what the spell is doing. A Nephilim already familiar with a
spell can identuy it by rolling percentile dice under the Tech
nique used to ~te the spell. Similarly, the nature of a sum
moned ~ture or Alchemical working can be determined

with the Kabbalistic Lore Skill, or positively identified if the
viewer knows the magical working and can succeed in rolling
the appropriate Technique.

RaJ1Sc of Ka-V;s;o"
The range at which a Nephilim can see clearly with Ka-vision
is equal to 5 meters for each point of dominant-Ka. Items
outside of the range may be seen dimly, but the viewer is
unable to detennine any clarifying characteristics. Some par
ticularly bright or powerful phenomena may be visible for a
much greater distance. Ka-vision a.Ilows a Nephilim to see
through solid material as though it were a hazy screen.

Celcsti"l Objccts "J1t>
thc £Ic",cJ1t,,1 Fielt>s
Celestial objects are also visible to Ka-vision. The Sun ap
pears as a burning golden inferno. The planets are lumines
cent dots in the night sky, each in the color of its own
representative Ka-element. Looking at the earth, a Nephilim
can see its scintillating, rainbow-colored heart. from which
stream the elemental fields up to the sUlfate. The fields
themselves appear as light washes of color that flow and ebb
in the celestial tides. They move and interact in constant
visual harmony, like musical vibrations, as they continually
attrnct and repulse each other. By examining the intensity of
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each color, II Nephilim can determinl: the Astrological modi
fier at the am"ent time.

During II Plexus or Nexus, II Nephilim can see the torrt;nts
of elemental energy wuhing the Land in swirling c:urrentJ. A
Nexus is powerful to behold, with whirling tornadoes of raw
energy spinning ditvish-lilu: 2CJOGS the: bnd, enshing and col
liding in fountains of elemental color.

Ka-vision is more than perception, however, for it is also the
vehicle for Nephilim ·Iangu:lgc:.~ which humans now call
Enoeman. A succcnful K2-roll allows your Nephilim to send
to other Nephilim messages which are beyond human hear
ing or undersb.nding. Any nearby (in range) Nephilim may
succc:ed in :I Ka x3 roll [0 pcrcci~ the mcm.ge. A Ka-l.an·
gtUgl= convusation is obvious [0 all other Nephilim who are
in range and currendy using their Ka-vision. although they
must still make 11 Ka x3 ron to undUlbnd it.

month dat it is abo enthroned, this is calkd a C"'M En
throntmml.

Astro1oskal Mobitler
Each day of the week, one planet in enthrona:l; it dominates
the othen. On this day, that planet's corresponding magical
field is dominant, affecting all magical operations. The Ka~

dement associated with the field tl:cc:ives a bonus, called the
iMlrofogi(ol modifier. The othr:r Ka-ele:menu m influenced
according to the position they occupy on the pentacle; the
two neutral }(,,-elements havc no modifie:r, while: the two

opposed Ka-dements have. a negative Astrologinl Modifier
of equal magnimde: to the: positive modifier for the dominant
dement. It might happen that a negative. modifie:r is greater
than a Nephilim's Ka-elcment; in this case, the Nephilim
cannot use: that field at ail

The: modifier is de:te:nnined fot 24 hOUR, from sunrise to
sunrise. Once determined for a particuhr day, it stays the nmc:
for ill Nephilim, whatever Ka-ekme::nt they use.

The uugnitudc: of the: bonus or ~tive.modifier is deter
mined by the dominant uuo1ogica1 sign for that planetary
month.

The magic fields that give the. Nephilim their occult energy
are born from the (destia! bodies of the solar system. They
are directly linked [0 the pbnets by WMt are called ether or
the ethers. The: power and 1000tion of the magic fields on
earth depend directly on the: position of the pbnets. The
ether is the secret and magic enr:rgy of the sun. It trllvels,
invisible to all but the Nephilim, along with the light l'2ys. It
then collides with ill the cdestial objects. But, instead of
being reflected as light, the ether is transmuted by each planet
and se:nt back u di.ffcrent ethen. These ethers m c:lptured by

\,{'i·UII'I.lIll"l\ I'lIk fk lIJ,I'/ll lirl,~\:

.\\.rl'\ rllf('\ rill.' 1I1,I,jk 'jrl\~'\ II! !'in'
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the planet earth. They convcrge to its centr:r and are re-chan

nded to its surface, which they permeate like electricity

uound a Fanday cage. The intensity and nature of the in~

coming ethers depend directly on the position of the planets

and the sun. Some Ncphitim think the st:u's have some influ

ence as weU. The Nephilim, after some studies, have deter

mined difficult but precise: laws governing when a planetary

influence is dominant. They call these times Enthronements,

which occur when a pbnet is in the sign of its rulcrship.

Planc:ts influence both specific days and specific astrologica.l
months. When the day that a planet is enthroned occurs in a

On days of Grand Enthronement. when the: Astrological
modifir:r is 9 or gte:lter. Nephilim whose: DomilWlt }(,,-elc
ment is opposed to the day's dominant dement have. a chanee
of entering Khaiba and becoming fr:r:d, elemental monsten.
See page 122 for derails.

Tl1e rlat1etar'1 MOt1tks
As we have sc:en, planets have a daily influence on the magic
fields. But the intensity of this influence is determined by
anotbc:r type of Enthronement; the planetary months. DUf"'
ing the year, each planet is dominant during one or mOil:

astrological month. When a planet is dominant for a puticu~

Iar month, its influence is at maximum on the day it is domi
nant (i.e. Monday for the moon, Wednesday for Mercury,
etc.). On this day, the Asuologial Modifier is tdl0. This is a
Grand Enthronement. When the: monthly ascendant planet
is opposed to the: daily dominant planc:t (i.e. Mars is uec:n
dant beo.usc: it is April 2nd and VCtlUS is dominant because it
is Friday), the: modifier is Id4; this is ca11cd an Opposed
Enthronement. On dap when the: Enthronement is neither
dominant or opposed, it is called a Neutral Enthronement;
the: Astrological modifier is td6 on these days. Refet to the
boll: ·Computing the: Astrological Modifier" fot step-by-step
instroctions.

Nephilim can try to detennine in advance the exact value of
the Astrological Modifie:r to cast their spells. To make: a pre
diction takes one hour. If the Nephilim wants to know the
modifier one wcek in advance, its player must roD under her
chancier's Astrological Lore skill If the: roD succeeds, the
game.master detennines the: modifir:r for the day and the:
player notes it on her character sheet. The Astrological Modi-
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Neg31ive Mod.
Fire &Air

Earth & Fire

All Ka-eJements

Random

Air& Water

Wate\" & Moon

Earth & Moon

Satunby is a doomed day for the
Nephilim. nus day, the mapc
fields of Orichalka are dominant
This C:lUses :ill magical operations
to suffer a negative modifier of 
1d4, applied to ALL ){a-dements.
During the two astrological
months when Sarum is ascendant.
the Astrological modifier is -td6
C\lCry day, except Saturday, when it
is -ldlO.

Sumb.y, the magic flclds of the
Sun are dominant. The magic
fields Iu~ a pertwbing effect on

all other fidda. To detennine which nugic field acts :as the.
doo;Wu.nl on any given Sunday, roU td6 on the Dominant
Fidd Table, in the -Computina the Astrological Modifier"
bolt; miiiby.~ the--utrOk>p:al month when the sun is
asccndan, (Leo, .l.wy 23rd to August 22)~ day has a ran

dOmlYdetermined dominant field. Ikcausc all magical fields
are derived (onn the sun-field. all are compatible with it; every
day in the month of Leo is an Enthronement and receives a

ldl0 Astrok5giCaJ Modifitt, but whether- it is positive. nep

ti~, or neutral depends on the randomly delennined daily

field.

Noo.
Moon & Air

NoBon~

Water & brth

Air & Earth

Fir & Water

Mooon & Firebrth

Random Random

Water

None

Moo"
Fire

Air

Planetary Days Table
CompMt the dol)' of the week 10 !he 1Y--e1emefl11O be used in 01 m~iul procedure in Ofder
10 determine~ tNt ~emenl receives oil posilive. none. Of negariveAslmlogic.ll
o\o1odifier. For Sundly,~ bdow.

Day PI.mef Magk field Bonus

t.1onday Moon ~

Tuaday MaIS Fire

Wednesday f>i\efcury Air

Thur.;(by Jupiter EMh

friday Veous Water

Saturday Saturn Qrichallca

Sunday Sun Sun

fiu can be detumined one month in advance, at 11 - \S modi
fier to the Astrological Lore skin. One snson is 11 -30 modi
fiu, one ~ -45, ten years -60. 1lJ1d dctcmlining the
Astro1ogica1 ModifIer 50 yean in advance ~1'C:I 11 ·75
modifier to the Astrological Lore skill

Once the pmficrion is made. the: ~mastcr rnlkthc in
dicated dice makes a note of the resulting numbeL H aP)"OOC

else wants to predict for that same cby, usc the same numbet.
Also, if for Sttnmo re:uoM the ga.mc:nuster has 2Ircady deter
mined the Astrological Modifier for a certain day, she should
tell the: pla~r that modifier instead of randomly detennining.
a different one.

Planetary Months Table

104

10'

Thunday 104
Monday, Salurday

Tuesday 104
Thursday, Saturday

/'.'ood.ly 104
Friday, Saturday

Wednesday 104
Friday, Saturday

0Wv«<J
Mood.,
Friday, Salurday

T"""'.,
Thunday, SalUrday

Monday 104
Thunday. Saturday

Tue5day 104
'Nmneo;day, Salurf:by

Wednesd<lY 104
Friday, 5.arurday

Neutral

ThurWay ld6
Wed......,
Monday IdE>
""""",.,

Tuesday ldb
Friday

Thunday IdE>,.....,

Tuesday ld6
Friday

Monday ld6

"""""",'
nlllndoly ld6
Wednesday

NIonday 1d6
TUl!§(lay

All oIher days: -ld!>

All oIher days: -I d6

T~~ """" FIIl~by ldl0
J'lpril 2lst-May 20th

Cemini MomKy Wl'dnesdayldlO
"'iay 21st-june 21st

Un<e. Moon '""""" Id10
June 21-}uly22nd

loo Su" EYety Day ld10
),I/y 2Jrd-Aousust 22nd

Yo... M8ru~ Wednesday IdlO
August 2Jrd-Septemm Und

l*a Vonm Fl1day ldlO
~ber2Jrd.()aober 2211d

""",.. Man TueMby ldlO
October 23rd-November 21st

Sagi",uiul Jupiter ThurWay ldl0
November 22nd-December 20th

CilIjH"icom Saturn Saturday -Idlo
December 2Is/-January 19th

AqUilrius Salurn Saturday -ldl0
January 20th-Februilty '8th

'duo Jupite\" Thuf$Clay IdlO
February 19th-MarchlO1h

look up the astrological month and the day 0# the week to deterimine the magnitude of the AstrolOllical Modifie\". For Sundays, and
the month of leo, see MCompuling the Astrological Modifier,· below.

Month Asc. Plilrlet Criloo Enthrrmement

Aries Man Tuesday ld10
Milrch 21st-ApfillOth



Computing the Astrological Modifier
Follow this procedure to compute ~n Astrological Modifier for a
given Ka-elemenl on a given day.

* Compare the Ka-elemenllo be used in ... magical procedure
to the current day on the Planetary Days table in order to
determine whether the Ka--element receives a bonus, no
modifier, or a negillive modifier.

* On the Planetary Months table, locale the current astrologi
cal month. In that row, locale the currenl day of Ihe week.
This gives the magnitude of the Astrological Modifier.

* Apply the Astrological Modifier to any magical operation
performed on that day. For a different Ka-element, refer
back to the Planetary Days table 10 determine if that Ka-ell'
me'll receives a JX>Sitive, none, Of a negative modifier, but
DO NOT fe-roll the magnitude of the modifier; this remains
the same for the entire day, for all Ka-elements receiving a
modifier.

Sundays
On Sunday. and in the month of leo. the magical fields lIuctu·
ate..... t those times, follow this procedure:

* Roll on the Dominant Field table to determine which field
is dominilnt that day. Once this is determined. it does not
need to be re-rolled again that day.

o For Examplt Stlenin is a Moon Ntphilim. Six wilhts to "lSt a
Moon spdl and so must USt htr Moon Ka-dtmtnt. In the game,
the gamtmasttr lktermints tlx dott as Mondoy, May tlx 23rd.
TIx gamunaster must dttermint tlu Astrological Modifu:r that
will apply to Moon-Ka on thiJ doy. On tht Planttary Days Table,
slufinds Monday is (as its na~ indicattJ) a day whtre Moon iJ
dominant. So Stlmin will hllVt. a BONUS. 70 find tlx 'Value of
the bonus, the garMmasttr rhuh tht Planetary Months Table. On
May the 23rd (Gemini), MtrCUry iJ asrtndant. Mercury js the
planet /inJud to Air. Air is Oppoud to Moon on tht Pentadt, so
tlx Enthront~nt iltmntd oppoud. The f)(J1~ of tlx BONUS
will ht 1114. The gamtmaster rolls a 4. IfSdrnia wishes to cast a
Fire J~II, tlx bonus htCOrMS a ntgatiw modifier as Fire iJ rJjljXJsed
to Moon (dominant on Mondoys), but iJ still tqual to 4.lfStienia
wishes to rast a I#ster spell, the modifier 'WOuld bt 0, as Water is
neutralto Moon.

* locate the dominant magic field in the third column of the
Planetary Days table. and look aCloss to see if the Ka-ele
ment in question has a positive none or negative bonus.

DeteJmine the magnitude of the modifier as normal.

The Month of Leo (July 23d to August 22)

* Every day in the month of leo has a randonly determined
dominant field. Use the same procedure as for Sundays to
determine the daily Dominant Field. and whether the Ka
element to be u!ied in the magical procedure re<:eives a
postive, none, or negative modifier.

* Every day in the month of leo is a Grand Enthronement
and receives a 1dlO ....strological Modifier.

Domit\at1t nelb Table

1d6 Dominant Fitld

1 Fire
2 Air

3 Water

4 Earth
5 Moon

6 Orichalb

IfStltnia wislxs to cast a Moon s~II on Monday June 24th,
she willfind it is a Grand Entbrone~nt, and will thus haw a
bonus equal to JdlO. Six would haw a nrgatiw modifu:r of1d1O
to tast a Fire s~II on the samt doy.

Plexuses -'tit! Nexuses
Nexuses and Plexuses are very particular Enthroneffi(:nts,
often beneficial to the Nephilim. They allow the recharging
of Stasis and the perfonning of very difficult magical opera
tions. They appear in special places, like the heart of a forest,
the top of a mountain, an erupting volcano, a nuck:ar power
plant, a mined ehurch or an old cemetery. The gamemaster
should fmd special places to locate a Nexus or Plexus. Their
duration is highly variable, between one hour to one hundred
years. When a group of Nephilim finds one, they often try to

claim it as their own special resource.

The appearance of Plexuses and Nexuses is completely up
to the gamemaster. As a rule of thumb, she may have one ap
pear when the daily Astrological Modifier is at least equal to
6. She can roll a dloo. If the roll is lower than the bonus, a
PlcnlS has formed; the elemental field of the Plexus is the
same as the dominant element for that day. If the roll is equal
to the bonus, a Nexus exists. Then roll the dice again. The
lower the die roll, the longer the phenoffi(:non lasts, ranging
from only minutes for a 00, to a year or longer for a result of I.

The location of the appearance is up to the gamerrwter,
and may be as remote or nearby as she wishes. Trecking to a
Nexus in the deep of the ocean or in the mountains of Peru
could comprise an adventure in itself.

The gamemaster should not let Nephilim predict the lo
cation of a Plexus or Nexus without exhaustive study and re
search. It is a step more difficult than predicting the exact
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AstroIogic2l modifier for a speciAc day. The AstroIog1cal Lore
skill should be used to make the prediction, perhaps in con
junction with the Kabb:ilisric Lore skill. See the modifiers
given above for predicting Astrological modifiers.

To see a Plexus or Nexus when within visual range of one,
a Nephilim must succeed in a lea-vision roll. Once within, the
Nephilim can sense it aurorrnrotically, without rolling.

P!CXllS

Plauses are pbcc:s where r.vo nys of the same: nugic field
ClOSS. n~ir power is thereby highly increased. When in a
Plexus, a Nephilim automatically succeeds in any K2·ekment
rolls for the element of that Plaus, which makes Solttry :md
Alchemical magic much easier to cast. Being in a Plexus
makes Summoning with th:l.t element an even 50% chance of
success, since both the summoner and summoned crcarure
can dr:l.w upon the e1emenul energies of the Plexus. Further
more, by placing its Stasis in the Plexus, the Stasis gains ont
point of the Ka·e\cmtnt of the PICXUlI per hour left there, up
to a total of 100 points ofKa-elcments in the Stasis object.

p",""

Orichalka Plexuses are very rate, but do sometimes occur.
No magic can be performed within an Orichalka Plexus, md
existing nugical processes~ nepted for the time that they
~ in the field, but ~tum ag.&in if the object upon whlch the
spell is localized is brought b2ck out of the Plexus. Nephilim

and other spiriNaI creatlmS may enter an Orichalka Plexus,
but pennanently lose ld6 points of dominant K2 for each
hour spent within the Plexus.

NCXllS

Nexuses are pbccs where all five magic fields cross. This is a
very rare event, which C2Jl lead to major cMnges in all Nephi
lim. All K2-e1ement roUt foe any ekments~ autonutic sue
cesses whik in a Naus, with the same stipulations :as fix
Plexuses. The Stasis is recharged at the rate: of5 points ofany
(not all) K2-ekment per hour in the Naus, up to 100 points
of K2-elements total in the Stasis. The Nephilim may choose
which dement is rechargro.

Furthermore, the Nephilim an use the Nexus to change
its dominant Ka-e1ement. To do this, it must sacrifice all
points of its dominant Ka-element in excess of its neutral fa
vorable K1l,-dement.lt must then succeed an experience roll in
Ka (it is not a K2-e1ement roll and is thus not an automatic
SlICcesS). If it succeeds, its old neutl'll1 favorable Ka~ek:ment

becomes dominant. The Nephilim then clwlges its Meta.
morphosis and its opposed K2-dements. It becomes another
Nephilim, with another penonality.

It sometimes happen that a Nexus is pawaful enough to
give binh to a Nephilim, wholly n~, without any prior incar
nations, and with a Ka of 20. This is to be left to the pme
master's disaet)on.

-:::
I

I
~..

.~ -"



HE MOST EVIDENT PROOF of the ex

istence of Nephilirn is undoubtedly
what we c:al1 oceul! sciences. What has
been a mysterious knowledge for the
great thinkcB of humanity, an amuse-

iiiiill ment for the curious and the origin of
tUTOn and supasririons that justified

prosecutions and terrible lIU5Sacres represents for the Nephi
lim the rutunl way to act upon the world.

If the occult sciences aI10w the Ncphilim to perfonn
anu:zc:menlS and wonden, they arc above all the Ncphilirn's
path to Agutha. Magic is the exclusiw: privilege of the Nepil
ilim. Humans ha~ been trying to see beyond this veil for ages.
Some have perfectly understood the mechanics of magic, but
they still lack the capacity to master the magic fields. Many
have found in magic a new and deeper vision of the world.

Some others.
thirsting for power,
work to capture
and ensbvt the
Ncphilirn to usc
them as magic in
SbUments, as the
summoner docs
with his aearures..
Capture by a hos

tile secret society is perhaps one of the worst things that might
happen to a Ncphilim.

The Nephilim divide magic into tlm:c areas of mastery:
Sorcery, Summoning, and Alchemy. They are the suCttSsive
responses of the Nephilim to the changes in the world, their
way of adapting to the constant mutations of human history
and society.

magical techniques (three circles in each of the three occult
sciences). The mastery of one of the third circles (i.e. reaching
90% in one of the third circle techniques) is one of the condi
tions to reach Agartha.

Mask...! Cirdes
The mastery ofeach circle requires the dc=~lopmcnt ofa tIa¥

technique, or magical skill. In Sorcery, the flm circle tech
nique is called Lower M<lgic, the second circle technique is
High M<lgie and a third circk technique is called Grand
Secret. So it is also for Alchemy and Summoning. When the
Nephilim reaches 90% in a magie technique, it hu muteted
that circle and then (if in the ftrst or second circle) may begin
the next higher circle of the same trul.gic type at a score of
to+td6%.

When beginning a new circle. II Nephilim cannot cast all
spells. Evuy spell has II "Threshold," which defines the com
plexity if the spell and the mastery nee::essary to cast it. For
each circle, II Nephilim an only cast spells with II threshold
less than or equal to its technique in that circle and type of
magic.

SPEllS
Every spell requires some kind of physical material: an en
gr.lVcd tablet, papyrus, photocopy, etc. Usually such an object
is wrinen, since this is an efficient way of conveying magical

The OceultTechniques

"""""MAGIC
Magic is a catch-all term used by ignorant humans.
Nephilim group the three main forms of occult sci
ences into Sorcery, Alchemy and Summoning. Each is
divided into three initiation circles, for a toral of nine

FilSl Circle
Second Circle

Third Circle

lower Magic

Higher Magic

Grand Secret

Summonins

SeOils

Pentacles,.,.
AId><m,

81010 Stone

White Stone

Philospher's Slone



1ncse modifieR are Olmulative

To make a copy of a written spell, a Nephilim must suc
ceed in skill rolls for both the language of the original, and for

infOnnation. This is cilled a Focus, and serves to convey the
complexities of the spell, as well as aet as a magical lens to
focus the etheric elements for the CIlsting. To cast a spell from
a Focus, a Nephilim must first decipher it.

Occult Tcxts
The following texts can be used as sources for speDs and
magical infonnation in Nephilim. When looking for a tut in
which to find a particular spell, roll dlOO on this table and
check the conte:nt notes to sec if it is an appropriate toct. lf
not, reroll.

When assigning spells to a text, use the content as a guide
to type of spell and/or knowledge, and the r.u'iry potenti21
value to detennine haw many and haw much.. The higher the
vaJuc, the more spells and knowledge contained.

To see ifa library has a given text, oppose the library's 0c

cult knowledge potential to the toct's rarity potenti21 on the
resistance table. If the library -wins," it has a copy

Threshold
As explained above, copies of speDs degrade in reproduction,
which is represented by adding to the spell ttueshold. If the
roll is a critic21, the library aetuaUy has the origin21 te.xt or a
fUgh-quality copy, and there is no modifiClltion to the spcU's
threshold. Olhetwise, if the roll is a success, the amount of
the dl00 roll is added to the spell's threshold to indiCllte the
quality of the reproduction. 0 E;w",pk: [)aimon, " Ntphili",
af lhi M"F Tru",p. has ImrnuJ IhIIl mll'WidKt rtgarJinl lhe
Ttchtlique ofPt1I1adtJ r#1l htfounJ in Agri/'P"i 0r0JJ Phj/QSft
Jdq.. Dai"lfm's pbryu. Dorr, 4ZJ,u lhe C"me11UU/er ifa trJ/'1 ran bt
found in lhe ntarby Dot Library al UC &ridty. 17x Game,""s
ler Jtlermints lhal Ihis Library, ont afllx hul in Arm:rica, hils an
fXrull ln~tJgt poltnlwl of 17. Ht oppoStS Ihis to tht m:I's
Rarity Polenlwl of 15 to find thaI lbert is a 65% rhanrt of Iht
Library having tl ropy. HI! aJls Don to roll d1oo. Don rolls a 42;
a suutsJ, but not tl tritittll. Tbt rtsult: Tbt Library !xu a wrJion of
tlx ttxt that is Jistanlfro'" IIx qriginrJ by as 17I01Iy ptrrtntilts tlS
Doni ti1lXJ rtJll IVferrillg to the RLproduawII Thblt, tht Came
,""ster rkdJts lhal lhis mUI1IS thaI Iht Lib(lryi trJ/'1 is" mrxUrn
wpy by " m",-!lIititl/t of an tarlier English JramltlJiqll by "n
Inititl/~, with tl Ihrtshold moJifla" of+4H

the circle and type of magic of the spell. Ifboth roDs are aiti
cal, then a copy is made with no increase to the threshold. 1f
the rolls succeed but do not both critical, the source is copied,
with the threshold increased as indicated in the table above. If
either roll fails, then a working copy has not been created. If
either result is 00, the original is accidendy~d. 1n the
case of statuettes, engravings, or other non-paper originals, the
Nephilim must succ:eed in skill roUs for both the appropriate
magical circle, and in the art or cnft skill being used to nub:
mcoopy.

To tnnslate a spell from one langwge to another, the
Nephilim must also succeed in a roll for the new bnguagc,
otherwise the spdl is not properly mnshted and will not
wOO<.

All entries follow the smle format:

II; Number on a dl00 roll.

Title (translation): The origin21 tide of the work, if
known, followed by an English translation.

Format

Atid to ThrtsholJ

20 to 30%

Oto 10%

Ot05%

301040%

Ot02O%

Oto 10%

""'"'"
""""'5 to 15%

10 to 40%

5 to 45%

Qllillity

Copy by a non-Initiate

Copy by an lnitiate
Copy by a Nephilim

Transhtion by a non-InitiaTe
Translation by all Il\iriate

Tramlation by a Nephilim

A low quality photocopy

A normal photocopy
A high quality rq>roduetion (scaMCf,

Wer photocopy, photography),
Color omission

Colo< """
Large-scale printing ofa manuscript
M:uerial is damaged

Copies and Translations
The rea.son why a spell needs a focus is that the written
$()I.Jf(%, through the disposition of symbols and characters and
through the position of illustrations, aea as a magnifYing
glass conctntr.tting the Ka-demenls necessary to perform the
magic.

Copies and tnnslations have a diluting effect on the
magjc-focusing abilities of the focus, thus increasing the
threshoki for the new copy. Modifiers for differing qualities of
copies and translations are given in the following tabk.

Dcdpkrnt15 a Spell
If the Nephilim knows the bngu.age and tus a slcill in the
circle and magical type of a spell, it an euily determine the
circle, tMshold, Ka-e1ement and genenl effects of the spell,
and mayanempt to decipher the actual Formula of the spell.

For evuy 10% of a spell's ttueshold, a Ncphilim must
study for one hoor to decipher the working of a spell Mter
this time is elapsed, the player rolls under the corresponding
hngu~ skill. If she mccecds, her Nephilim can now use the
spell. If it fails, the Nephilim must study the spell for a num
ber of hours cqu21 to the threshold of the spell, and then must
roll the language again to be able to understand the spell. Fail
ing a second time, the Nephilim must wait until it has im
pI'O\led th:1.[ bnguage skill before trying again to decipher the
",,".

A spell must only be deciphered once in this manner.
Ontt accomplished, the Nephilim only needs to refer b2dc to
the now deciphered focus when re-casting the spell, and need
not spend the houn of deciphering for each re-casting.



AI-"zjf
language: Arabic
Text type: manuscript
Author. Abd' al-Azrad
Year: c.700 AD
Rarity: 2S
Conlenl:~Ilore. Her
metic lore, Gr.lnd S«ret. Kqos-

2-4 Armldo_ ~(:,I,

(The Archidoxes of Magic)
language: Latin
Text type: printed book
Author: Theophrastus Bombastus
von Hohenhelm, called Paracelsus
Year: 16th cent. AD
!Wity: 15
Content: Higher Magic. White
Stone, healing magic

5-8 The Book of Dzyan
language: English
Texllype: published book
Author.~. by t-t.P.81.JvatslCy
Year: 1900
Rarity: 10
Content; Hermetic lore

9-10 The Boolc ofthrt Composition
ofAkhemy
language: latin version of Alabic
text
Text type: several manuscript cop

;"
Author: trans. by Robert of Chester
Year: 1144 AD
Rarity: 20
Cootenl: V\lhite Stone

11·14 The Book 01 the s.aed ~ic
of~in the Ma«e
language: English
Text type: English tf3nslation c110st
mal"alscript
Author: trans. by S.l. MacGregor

M~"'"
Year: 1909
Rarity: \0
Content: Lower Magic, Seals

15-16 Clavicula Salomonis
(Greater Key of Solomon)
Language: Latin
Text type: several manuscript cop
;e<
Author: attributed to King Solomon
Year: Unknown
Rarity: 20
Cootent: seals

17-19 C0fPU5~iC\lm

Language: Latin & Greelc
Text type: printed book
Author: attributed to Hermes Tris
megistus
Year: Unknown

OeC\<It nooks

Rarity: 15
Content: Hermetic Lore

20 Cyranides
Language: Greek
Text type: manuscripts
Author: ~ributed to Hermes Tris
megi!tus:
Y"e¥: 2nd~t AD
Rarity:25
Content: lOWft' Magic. Higher

Moog"

21-22 In Htpfllchia MyRica
(Concerning tile Seven
Mystical Levels)
Language: Latin
Text type: m"'fMJscripts
Author: Dr. Jot.n Dee
Year: 16th ~r. AD
,Rarity: 20
CootCOf: Seals, Pe1taeles

23-24 D~Mysterih ~ptiorumet
Chald»onm et Assyriorum
(Concerning lht M~teriesof the
Egyptians, Chaldeans, and Assyri·,,,,)
language: Latin
Text type: several manuscript cop
;e<
Author: lamblichus of C!lalcis
Year: 4th cenl. AD
Rarity: 20
Conlent: Hermetic lore

25 De Nigromancia
(Concerning the Black Ar1)
language: Latin
Text type: manuscript
Author: attributed to Roger Bacon
Year: I bth cef1I. AD
Rarity: 25
Content Keys

26-28 Dc Occulta Philosophia
libri Tres
(3 Books of Occult Philosophy)
language: Latin
Text type: printed book
Author: Heinrich Cornelius
Agrippa von Nettesheim
Year: 1530 AD
Rarity: 15
Content: Astrological lore, Her
me«ic lore, lower Magic. Higher
Magic, Seals, Pentacles

29-30 Dc Oraculrs ChaldaicOll
(The Chaldean Oracles)
Language: Latin
Text type: several manuscript cop
;e<
Author: Julianus
Year: 2nd cent. AD
Rarity: 20
Content: Hermetic lore, Seals

J 1-33 Doctor Faustus' grosset' und
gewalliger o\ieergeisl
(Dr. Faustus' Greal & Powerful Sea
Spirit)
language: German
Text type: printed book
Author. attributed 10 Dr. Faustus
Year; 1&92
Rarity: 15
Cootent: Seals, Water ~Is

34-]7 Dosme et Rilud de Ie Nute....~
(Dogma & Ritual of High Magic)
language: French
Text type: published book
Author: Eliphas levi
Year: 1856
Rarity: 10
Content: lower Mlgic. Seals, Ele
menial magic

38-39 I Eoodl
(The Book of Enoch)
language: Greek
Text type:: few manuscript copies
Author. attributed 10 the Prophet

'noch
Year: 1Sl celli. AD
Rarity: 20
Content: Herme!ic lore, Penlacles

4042 Fourth Book of Occult
Philosophy
Language: Latin
TeKI type: printed book
Author: allributed to Agrippa
Year: 1£>th cent. AD
Rarity: 15
Content: Lower Magic, Seals

43-44 lc GriIfI Albert
(Book of the Secrets cI Albert the
GreaO
language: French
Text Iype; manuscriptS
Author: Albertus Magnus
Year: 14th cent. AD
Rarity: 20
Content: Lower Magic

45·46 Heptameron
(Magical Elements of Peter de
Ab.lno)
language: latin
Text Iype; manuscripts
Author: Peter de Abano
Year: 14th cent. AD
Rarity: 20
Content: lower Magic. Higher
Magic

47-48 bmcxeton
lLesser Key of Solomon)
language: latin
TeKt type: several manuscript cop
;e<



Author: attributed to King Solomon
Year: 12th cenl AD
Rarity: 20
Content: Hermetic lore, Higher
Magic, Pentacles

49-50 tibet' §;Jcriltus
(Sworn Book of Honorius)
Language: Latin
Text type: manuscripts
Author: attributed to Pope Honorius
Year: 14th cenl
Rarity: 20
Content: Seals, Pentacles

51-52 Lithia
Language: Greek
Text Type: several manuscript cop
;~

Author: attribuled 10 Oq>heus
Year: 4th cent. AD
Rarity: 20
Content: Black Stone

53-55 Magiil nalurillis et innaturalis,
oder dreifacher Hollenzwang
(fv\agic natural & unnatural} or lhe
threefold Harrowing of Hem
language: Latin & German
Text type: printed book
Author: unknowrt
Year: 1505
Rarity: 15
Conlent: Seals

56-58 The Magial Calendar ofTycho
Brithe
Language: Latin
Textlype: printed engraving
Author: attributed to Tycho Brahe
Year: 1620
Rarity: 15
Contl'!nt: AstroJosicallore

59-62 The Magus, or Celestiallntel1i",,,,,,
Langllilge; English
Text type: published book
Author: Francis Barrett
Year. 1801
Rarity: 10
Content: Low!\" Masic. Seals, ~l
copied from earli« texts so add
25% to threshold

63-64 Metamorph05;'
(The Golden Ass)
LanglJ38e: Latin
Text type; several manusc;ript cop
;~

Author: Lucius At;luleius
Year: Unlmown
Rarity: 20
Content: Lower Mlgk

65-67 Monas Hieroglyphia
(Hieroglyphic Monad)
Language: Latin

Occult nooks

Text type: printed book
Author: Dr. John Dee
Year: Unknown
Rarity: 15
Conlent: Hermetic Lore

68 On Stellar bys. or the Theory
of the Magic Art
Language: Arabic
Text type: manuscripts
Author: Alkindi
Year: 9th cenl AD
Rarity: 25
Content: Astrological Lore

69-72 Papyri graecae magicae
(Greek Magical Papyri)
Language: Latin & Greek
Text type: publtshed book collect
ing many dassic:al texts
Author: ed. by Karl PJetsendaru.
Year: Unknwon
Rarity: 10
Content: Lower-Magic

73 Picatrix
Langullge: Larin version of lost Ara
bictext
Text type: manuscript
Aulhot-: attributed to al-Masritti
Year: T2d1 cent. AD
R.1r1ty; 25
Content: lOWef Magic. HiSher
MilSic, Grand Secret

74_76 La Poule Noir
(The Black Pullet)
Langua6C= French
Text type: printed book
Aulhor: onlcno-'t
Year; 1740
Rarity: IS
Content: I.ovorer Magic

77-78 Le Secret des $e4:rets. ou
Ie Veritable Grimoire
(the Secret of secrets, or the
True Grimoir~

Language:F~h

Text type: manuscript.
Author: attribuu!d to Reboam. son
01 Solomon
"Nr: 17lh cent. AD
Rarity: 20
(onlent: Lower Magic, Seals

-79-82 ScplH!r ha-Zooar
,Book of SpJ<odou,)
t...lnguage: Hebrew
Text type: ~,al manuscript toP':
Ie
Aulhor: rabbr Ml:»es de Ll!Ofl
Vear: 13th cent, AD
Rarity: 20
Content: Seals

82-85 Sepher YetJirah
(Book of Formalion)

Language: Hebrew
Text type: several manuscript cop..
;~

Author: unknown
Year: 3rd • 6th cent. AD
Rarity: 20
Content: Pentacles

86-91 Spies Fauslbud'l
(Spies' Book on Faust)

Language: Gennan
Text type: printed book
Author: Johannes Spies
Year: 1587
Rarity: 15
Content: Pentacles

92-93 5legM1Ograph~

Language: Latin
Text type: manuscripts
Author: Abbot )ohanfles Trithemius
von Spanheim
Year: 16th ceol. AD
Rarity: 20
Conlent: Seals, Pentacles

94-95 T~I.:a Smarilgdina
(~lefald Tablet)

guage: Qeelc
Textlype: Soe\E'I'al scroll copies
Author. attn"buted to Hermes Tris
megistos
Year. 2nd. century W
Ralj1y: 20
Contcnt: Hcr(ll'etic lore, Black
SlOl]C, WtJlte Slone

96-9~ rtrabiMos
480010)

c."'~"'"
"'T~Isooll copies

1'"''''''' Pto'
Year~Unlmown
Rarit(20
Content: Astrological Lore

98 TheTrealiset'OfDt-.Rudd
(abo alled ATrea.ti$e on .Angel
Magic)
Langu.aae: EQglish
Texltype: molfl!.I'Cripl
Au1hof; Dr. Rudd
Yl!Qf:~ ZJh cenl. AD
Rarily: 2S
Cdntent: Pe aclesfJ<eys

99-00 Ta.-ba Philosophorum
(AcclafllilllOO of the f"hilosopher5)
LOlflguage: lJIlifl
lelo:t type: manuscriptS
Author: Gebel"
Year: 16U) cent. AD
Rarity: 20
COI'llent: Black Stone, White Stone

--....,
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nilllll' ,Inclllll'n rullllll' I urn'..p'mlling kd·dl'Ol,'nl ... 1.

T"II\\I,I.I' ,I "'I'llIml Cirili' In',Ilurl', mil untll'r Ihl' PI'nl,llll".II'c.hnillul'

,lntl lhl'n ~t11II'I'd in ullllll,inv, 1111' NI'philim's K,l'l'!t'nll'nt t \1 Iil II In tIll'

k,l-I'1I'nl\'ol (n,"I') (If 11ll' I rl',1IUrt'.

Summoning
Tn lnll'"'' ,1 Fil">l (in It' ,rt',lhHt" rull umll'r thl' Sl',lls h'( hniclu(' ,md thl'n
~UIII'l.'i1 in "I,p,,,ing 1111' N"llhilitl1'~ ....l·dl·nwnl (I' ,.\i) 1111111' K,l-!,I('·

nWIlII; b" lui III\' I rl'.lllln·.

Each spell is :associ:ated with 2 K:a-c1ement, mean·
ing there :are five kinds of spells. A spell casting
:alWl11YS requires :at least two successful die rolls; 2
slcill roll for the spell's m:agial circle, :and 2 K:a-de
ment roll for the spell's K:a-dcment(s) to sec if the
Ncphilim can master the m:agial cum::nts. The:
Ncphilim uses the value of its K.:a-elcmc:nt that
corresponds to the: K:a-dc:mcnt of the spell.

Casting spc:Us is subject to the !Uks in the: box
to the leh.

Spell lt1scripti<m
A Nephilim can choose to me:moriu a spcll-to pennane:ntly
t:attoo the: spell inlo its m2gial aUr:il. This is alIed spc:U in
scription. A Nephilim does not ne:e:d :a physic:al focus to casl
inscribed spells, :and kcepi the apacity to c:ast the spc:U evt:n
inlO a new incarnation.

BUI inscription is much h:uder th:an slmply deciphering a
spell. To inscribe a spell, a Nephilim must accomplith a magi
aI ritu:al.1t enlers Ka-vision with the: spell focus in fronl of it,
making one: K2.-vis:ion roll Through intcn5e conccntr:ltion,
the: Nephilim cngr.tves the: spell into its own Ka.. At the e:nd of
:an hour, its player atternpb to roll the technique for the: magi-

aI circle: of the: spell while the Nephilim painfully
sacrifica a point of Ka. If the roll suec:eeds, the
spell is inscribed. If it fails, the point ofKa is lost.

A Nephilim m2Y wrirc down :an iJUCribcd spc:U
by making a RcadlWriteL:angu:age slcill roll. This
takes lOx Id6 minukS.

/ranslatilm) ImfJl1W The GoIdtn An (20th WI!ury English
n(lf)e!iUllifJn fry Rohrrt Graws) bUfJmtl Cupid & Ptycht (l993
English t"rupt puhlishtd as Q f'XMf brx;J:). When the tarlitst
J:n~1l WTli()n 0/a /txt is Q/rrady a ropy 0/an tarlitr /()Jt tltTJi()ll,

the m~ifitrJ Jhould still apply.
For more information on Occult books, scc. T1H DnJiI's

B«Jhht!f by Christopher Mclntosh (Aquarian, 1985) ud
History of Maxi' IInti Experimnlfa/ 8Mn« (a wis.) by Lynn
Thorndike (Columbia Univusity Pn::n,1958).

Tn (.1,1 ,1 ri,.." rirdl' 'turu'ry ~j1dl. mil umler Ihl' lU\\l'r ,\l"gil ll'dmiIIUl'

,11111 Ihl'n mil Ihl' I urrl'sllIJluling K,l-l,ll'nWIJl \ I.

TlIl,hl,l ''II'lImd Cirdl' Sunl'r~' spl'lI, rull un,II'r Iht, Higlwr M,lgilll'lh·

IlillUI' ,mtllfwn rullllll' Illrn'~pulltlillgK,l·dt'nwnl \2.

Sorcery

...
"'" Language:: The language of the earliest known version.- Text type: The primuy distinction here is between scroll
£: and ffi:llluscripts, of which there may be only a few copies in
._ the world, and printed or published texts, which had a wider
"= distribution.1- Author: 1bc earliest name associated with the text.

;Z Year. Date oforiginal text.

Rarity: Expressed in tunu of Porential from t -20. The
higher the SCOK. the rarer the: text.

10. published book, probably still in print.

IS • hand copied book, bUI widdy distributed.

20. saoll or ffi:lnUSCript, not more th:ln 10 or 20 copies in
the world.

25 • 1 or 2 copies in existence, scmi-kgend:lty.

Conlent: The Lorell, Techniques, mdlor Spells likely to
be found in the text.

Note that this list only gives the earliest version of each
text. The: full Potential value applies only to these. In many
cues there will be later venionslb'an$b.tionsleditions, with
corresponding lower nlues. Usc the gujddina under Copies
and TranJb.tions to dctc:nninc these: values. 0 Ft1r aamplr.
Mt/amqrphosis (Uh'" MrTJUj InCOmD 17N GoMrn Au (English

TlI 1I,\ul.I' .1 Ihire! Cirrl l' HI',llun', rllll uncll'r 11ll' KI'yS kthniqul' .lml

1I11'1l "Ulll'I',1 iIlIlI'P,,~ing IIIl' NI'I'I,ilinl's K,l·l'Il'lllt'nl (.1' lill) to thl' 1(,1'

dl'n1l'01 (1'1"" I) ui thl' HI',llurl'.

Alchemy
Tu I ft',IIt' ,m ,lit hl'mil,11 r"rmul,1 (If Ihl' Fi",1 (-in II', mlluml,'r thl' Bldl"
Stlllll' tt-dltliIIUl' .1I1I1Ihl·1I ..,11 utllll'r 11ll' Alh,lIlur\ K,I-I'II'I1II'1I1 \.j,

TlI Ht',lll' .In .lldll'nlil,Jl rllmml" IIf Iht' 51'lund Cirrll', mil undl'r Ihl'

whill' "'111111' h'(hniqul',md Ihl'lI rull umll'r till' Alh,lrlnr's K,l ..l'Il'flll'nt ...l.

Tu Hl',llt' ,lit ,1Idlt'mil "I r urllml,l IIi lilt' Third Cirlll', mil unlll'r till' Phi·

III~llplll'r'~Sllllll' h'l hoillUl' ,\llIllIlI'o rull u",II'r lIlt' Alh,lIInr's K,l-l'Il'1lI1'nl

.1.

Ch'awe
Spc:Uc:a.sting is draining on the Nephilim's Simub.
crum. Controlling the m:agical fields dr:aW1 upon
the Simulacrum's life essence :il.nd st:amina.. fu a
result, the Nephilim's Ch'awe is reduced through
spc.Ucasting, E2ch time :il. spc:U i. 2tt1:.mptc:d,
whether successful or not, reduce the clunetu's
Ch'awe by 2 number equ:al to the: circle ofthe spell.
A fll'St circle speD would then cosl 1 point, :il. sec
ond circle: costs 2, 2nd 2 third circle costs 3.

If the: Ncphilim does not Mve: e:nough Ch'2we
lth, it c:annot cast the spell. When [he Nephilim
reaches 0 Ch'awe, it h:as exhausted itself and be
eomc:s tirc:d :il.fld listless. It an continue with :il.fly



reasonable lICtivities, but nn perfonn no more magical ac
tions, nor nn it use itl K2-vision.

Ch'awe is recoverc:d at the rate ofone point per hour, up to
the character's maximum.

Critical S~ccess While
Castit15 a Spell
The lpell worked exceptionally well, and the Ncphilim
Ic:amcd something about its nugical practiex. A critical allows
the Ncphilim to immediatdy make an experience roll in the
technique being performed, in addition 10 its nonnal c:xpc:ri
encc. This rule docs not apply to Ka rolls.

A critically successful spell costl no Ch'awe to caS!.

Fajl~", While Castit15 a Spell
If the Nephilim fails its technique roll or K2-de:mcnt roll, it
1w failed to conocntrate the magic fields and must thUI wait
a round before trying again, and then must roll both its magi
caJ technique and its K2-element to try ag:a.in.

In Summoning, if the Nephilim fails on the roll opposing
its Ka-element to the creature's, the consequences are indi
cated in the spell description.

n.mble While Castit15 a Spell
A result of 99 or 00 for eithc:r the magicaJ technique or
K2-dement rolk mCVIS the spe.Il did not work.. Whenever a
Ncphilim fumbla a magialtcchnique roll, the: pla~r should
add I point to that Nephilim's Khaiba total. Later, during a
Great Conjunction and at other special times, the Nephilim
has an increaJled chance of going Khaiba. See the section on
Khaiba, page i22.

The Nephilim nnnot try" to cut this lpell again until after
the: next sunrise. Reduce Ch'awe by an amount equal to the
circle of the spell.

A Ncphilim can cast a spc:ll again and again-until it runs out
of Ch'awe or fumbles the spdt A fumbled spc:ll cannot be
cast again until the next sunrise.

No spell an be casl on the same target more than once at
a time. The duntion of a spell an be extended by immedi
ately re-casting the spell once it expires.

Ma$ic Resistat1ce
Ncphilim and other lupernatural creatures may choose to re
sist magic with their own K2-elcment of the: same type used
in the spc:ll. Anyone may choose not to resist a magic spell.
Ncphilim may also expend points from their Sbsd., as in
speUcuting, to bolster their K2-c1cment in an attempt to rt

sist the spell Casten may ~se increase their chances on
the rc:sisbnce table by bolstering thcir spell with magic from
their Stasis. Both these decisions, whether to increase the
resistance or increase the casting, should be made before the
gamemaster announcct how much K2 either participant is
uSlOg.

Humans who }uvt: awUened their Sobr-K2 (an:: able to
usc Ka-vision) may resist magic with the value of112 their So
br-K2.. Most humanl havt: no magic resistance at all, and
only the strongest humans should prove a diffICUlty for
Ncphilim.

Before rolling to sec if the speD is resisted, apply the daily
Astrological modifier to the atlal;kcl. Ka-clement, but not to
the defender's.
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Tl1c S"rCCr"l S...crificc Ritu...l
A Nephilim's player makes :I. check near its Ka-element
whenever the Nephilim succec:ds in a Som:ry or Summoning
magical oper:iltion. Later. the player will check to sec if the
Nephilirn's dominant-Ka inO'tlSe$. Sec the chapter on
Agartha, page 121, for more information. In Alchemy, the
Athanor receives the Ka-chcck. not the Nephilim.

The Precepts of Hermes Trismegistus
from TI,P El1Jpr"/d 7;,hl,'1
r. W{hll 1'-I1,'J i,~ Ill,)! fil:[i[iml.~ I'llt vdid('(C (Ill{) trill.'.

II. W(hl( i~ l"C/olI' j, (i~c ,fMlll'flicf, j, al'O'l'c, ilJl~ II'fhlt j,

al\l'r'c I' like d'dl 1I,I,id, i~ h(oll'. T/lell lI'Ork (0 ilt't'Olll

p[iJ, tfK' l1'Ollocr\, {ll tile 011(' T('ill~~ •

III. ;\'" 11(1 rf}ill!J'" lI'crt' (H'lllcllll,\l rflf Qlle \\'on) of die
Ol1e Ikill!], ,0 off 1(ljll~J'" lI'ere Ol',llet) f\1l die aile Tf'illlJ
[\'1 (1~(1P/(ltiOfl.

IV. It'" I,ll 1,,-, is ,(,c SUit Olli) ill, Ilwtf,cr d}{~ Moon. T(JC
Willo ({lnic,\' it ill il.'" 111.:ff~1. H.\ IlIlr,'iC i.\ t{JC EilrtfJ.

V. II i\ d1(' fill(Jer of PcrfWioll in tlJC n4JO(e Il'orli).

VI. THe powcy i\ \troll9 if it is t.:/ulIIgci) iuto Eilrtl}.

VII. ScpMillC F.i1ftfJ frolll Firc, tf}C slIlltfe frolll tf}C cOtlyse,
{'ilt be pnu)cllt (lIlV cirCltfll.\Pcct (IS ~JOlt bo it

VIII. u~ ~'Ollf mini) to its "t/l extcnl (lUO rise frolll
F.m·II, to HC(ll'('II,l1lIV dICit i\cSCCIlV1l9lli11 to Eilrd) 1l1l0
colll/linc tfIC "Oll'cn of 1I,I'lll is llf101'e llnvll'l}lIt i.s (lCloll'.

Tlm.s ,\'101i ll'illll'ill g(or~l ill tbc Il'(JO{c lI'Or(o, iIItO of,SCII

rit,\J witt {cmoe ,\'101I ill ollce.

IX. -nJis fJlls ilion: l·irlllC tfwil VirlllC il.sclf,llCClIIl.'>C it
COlttro{~ c'l:'eQl.~lI{ltfe t&ill9, tlllO tlcllctrtl[('s C'l:~r~ so[W
tf)i'lg.

X. TlJis i.\ dJC lI'lI,\? tlJC l1'orli'l ll'ilS crCillCo.

XI. TiJi~ is tlJC oritlill of dre 11'0llt'lcrs tf)tlt lire f)ere CS((1~

(iJ~~

XII. Ti,is is 11'(',\) I tllll cttfleo "TIJrice-Gretltes( Hennes,"
for I pOW.55 tfJC t{ncc "MIS of cmlllie ,JJi{osopfJ.Il.

XIII. wfJilt I (wi) (0 S(I,YI lIboltt t{)C opcnltioll of t&c SItlI is
C01111'Ic(cil.

In desper.tte circumstlnces when pr.tcticing Sorcery, a NeplU
lim can sacrifice part of ils own Ka to ensure that a Ka-e1e
ment roll succeeds when casting a spell. Doing so is
immensely painful, as the Nephilim must expend a part of its
own soul, its Ka.

To SKrifice its own Ka in tlUs way, a Nephilim must spill
the blood of its Simulacrum, using the bkxxi to create a con
nection betwevl the Nephilim's Ka. and the nuterial element.
For Earth Ka., the bkxxi must be spilt on some e2rth. F« Air
Ka. contact must be made with air. For Water Ka., the blood
must be mixed with water. For Fire Ka, the blood must be
consumed by fire. A Nephilim cannot use this ritual with
Moon Ka., as it is the fint slep of the Sclenim transformation
process.

In casting Ihe subsequent magic, no Ka-e1ement roll is
needro, and no astrological modifier is used, since the Ka-e1e
ment ron automatically succeeds. The Nephilim's pb)'Cr must
simply roll under the appropri:ate Sorcery technique. If the
technique roll fails, the points of Ka. arc at and the spell is
not cast.

The time required to cast a spell tlUs way is short: each
point of Ka. expended requires one action. The level of the
Circle (i.e. 1,2 or 3) is added 10 the number of actions needed
10 cast the spell. This is such a dangerous process thai the
gamemaster should make a Khaiba roll each time a Nephilim
uses it.

Mter casting the magic, all of the Nephilim's K:a-dements
should be rdlgured for its new Ka. Points expended this way
an be rttOVemJ through experience.

Tl1c St.-.sh; Ritual
StaSis is more than just a receptacle for the Nephilim. It is a
magic resource that can be expended in magic opentions.

When the Nephilim awakr:ns, its Swis has been nn
domly filled by one or more magic fields. These points an be
used by the Nephilim to increase its chance of succeeding in a
Ka.-elcment roil. When casting a spell, it can expend points of
Ka.-dements from its Stasis. These points aa temporarily
added to its own corresponding Ka.-element, for the single
purpose of determining its chances of success on the Ka-de
ment roll. To use this ritual, the Nephilim must be within Ka
vision distlnce (dominant-Ka x5 meters) of its stasis object.
Using points from lhe Stasis object increases the casting time
of the spell by one action for each Ka.-e1eflXnt point ex
pended.

The points in a Nephilim'5 Stasis object an also be used
in the same way to bolster its chances of resisting a magical
spdl Set: -Magic Resistance,~above.

It is important to note thai this ritual, although very use·
ful, rapidly empties the Stasis. A Stasis can only be recharged
in a Plexus or Nexus (see Grand Enthronements, page 130),
and an emptied Stasis dr.lmatically increases the chances that
:a Nephilim will be imprisoned in its Stasis when its Simula
aum dies.



A maximum of 100 points of Ka·e!ements can be placed
in a St2Sis, in any combination.

Jl1iti~t"r~ Ritl-l~ls

Before working any fonn of magic, the Nephilim must un
dergo initiation in the fonn being studied. This ritual is re
quired to attune the Nephilim to the currents and forces used
in the magic. Without this attunement, the student can never
actually cast magic, but can only srudy the circle skills. Each
fonn of magic-Sorcery, Summoning, and Alchem,.-has its
own initiation. It is assumed a Nephilim is already initiated
into any circle of magic that it learned in a past life.

Sorccr\j 111ltiatil»1
The initiatory rirual that prepares the Nephilim to study sor
cery consists of the Nephilim undergoing a process called
"the cleansing.~ The cleansing must be practiced under the
guidance of a Sorcerer who has achieved 90% in the ftrst
circle. Under its guidance, the Nephilim first purifies the
simulacrum by fasting and bathing for a week beginning on
the appropriate day associated with its dominant Ka-element.
The simulacrum's hair is then cut and burned. Removal of a
single lock of hair is sufficient, but many students shavt:
themselves complete1y.

Next, the Nephilim puriftes itself. Guided by its instructor,
the Nephilim immerses itself in a Plexus fuvorable to its
dominate Ka and remains there for 24 hours.

Finally, the Nephilim must reveal itself to a human and
announce that it is the master of the elements. In so doing the
Nephilim gives its name and demonstrates its metamorphosis
to the human. At this time, the character rolls dominant Ka x3
to complete the initiation. If this roU fails, the Nephilim must

reveal itself to another human and try again. If the roU suc
ceeds, the initiation is complete.

S~mmol11115111ltiatiol1

The ritual that initiates the Nephilim into the path of Sum
moning is similar to that of sorcery in its initial stages. As in
Sorcery, the srudent of Summoning must study under a mas·
ter that has 90% in first circle Summoning, must cleanse its
simulacrum as described above, and must purifY itself in a
plexus.

The final stage in Summoning initiation is to announce
itself on the astral realms. To do this, the student chooses a
creature from the realm ofBriah or Atziluth to hold its name,
manifestations, and dominant Ka. The Nephilim creates the
pentacle of the chosen creature under the guidance of the
teacher and speaks its name to that creature from inside the
pentacle. (The creature is not summoned in this ritual, nor
must the Nephilim be concerned with negative effects.) Once
in the pentacle, a roll of Ka x3 is required to complete the in
itiation. Failure means the Nephilim must try again.

A1cJ1cmical111Itiatlol1
As described above, the initiate into the path of Alchemy
must puriry itself and its simulacmm under the guidance of a
teacher with 90% in fu'St circle alchemy, and then immerse
itself in a Plexus. Upon completion of the ritual of purifica
tion, the student begins the creation of its Athanor (see
Athanor, page 173). Upon completion of the Athanor, the
student roUs Ka x3 to complete the initiation. If the Nephilim
fails to complete the initiation, it may try again in one week
on the appropriate day.

J[
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NClENT BEFORE the creation of mankind,
sorcery is the oldest form of magic in
vented by the Nephilim. It allows the con
trol of the magic fields through rinl:w and
focuses. The Nephilim consider these ritu
als archaic compared to newer fonns of

magic. like Summoning and Alchemy. But they are used so
much by the Nephilim that they are almost natun!.

For the Son::uer Nephilim, magic fidels are putt: energies
influencing all physical phenomena. M2gic spells are the tools
they use to nwter this energy. By visualizing and reciting the
rituals inscribed in a magical FOffT"I.l12, a ephilim can fora:
the magic fields to change the environment.

CMtit1S Sorccr\j
To perform a work of Sorcery, the Nephilim draws energy
from the Earth's ekmcnt:l1 fields. FIrSt, it must have a spell
focus it can read, or have one permanently memorized. It
knows the speU's main dw3eteristics and will try to find the
best moment to cast it, when there: will be an Enthronement
of the same K2-element. (Sec Cr;rnd Enthronement, page
130, to compute conjunctions.) Once the: cby's Astrological
modifier is dctennined, the Nephilim's player knows what
modifier to apply to her character's Ka-element when casting
this spcJl

The Nephilim is bathed in a magic field it must control in
order tQ cast the: spell The player fint attempts to roll under
the appropriate Sorcery technique (Low Magic, High magic,
or Grand Secret) for the circle of the spell. Then she rolls for
the K.2-ekmc:nt required by the speU; Ka-element x3 for Low
Magic. Ka-element x2 for the High Magic and Ka-eklllent
xl for the: Grand Sem:t. Befort: rolling. remt:mber to modifY
the Nephilim's K.2-element based on that dt:mc:nt's Astrologi
cal modifier for the c:by.

Succeeding in this Ka-element ron, the: Nephilim is now
in harmony with the magic fields and can correctly focus the
magic energies to east its spcJl

Castil15 Time
A spell requires one action to cast per every 10 point incre
ment of threshold in the spell (rounding up). 0 Example: A
spdl wilh a thwhcld 0/55% requires 6 acIirnu 10 cllsl.

Spell Dwratiol1
Some spells occur instmraneously, while others last for a
specified duration. Unless otherwise St2rc:d, a Nephilim ncc:d
oot concentrate on a spell once it is cast in order for it to

continue: functioning. 'The Nephilim may thc::n cast another
spell, or go about some other activity. Likewise:,:l speD cannot
be effonlessly cancdJed once it is manifest. It must be actively
stopped-dunking one's hand in 20 sink would caned a Pyretic
Palm. for instance. Some magic exists that affects other
magic, and may be used to cancel an existing spell.

Spell rOrt11at
Unless the Nephilim has permanently etched the speU on its
sou1 through the Inscription ritual. it must have II physical
source-either written. carved, engraved, etc- to focus the
Ka-elements of the: spcJl

Name the: pla~r ITJ.1St pronounce the name: of the spell to
cast it.

Circle: the technique necessary to cast the spell

Threshold: the minimum perct.ntage the Nephilim must
have in the technique to be able to try to cast the speU.

Kit-element: the Ka-element the Nephilim must use: to cast
this spell.

Range: maximum dist2nce from tlle caster at which the spell
can manifest. Touch ran~ means the caster muSt be touching
the target.

Area: maximum area that the spell affects, measured from
the point where it manifests.

Duration: duntion of the spell once cast. Dumions that last
until a specific day CC20SC at sunrise on that cby.

Description: description ofthe nnW and the spell's effects.



THE fIRST CIRClE Of SORCERY: LOWER MAGIC

Within this circle are simple spells whose rituals are usually made of two to three words. Many
seNe as utilities for the magician. Some replace essential needs of the Simulacrum, like heat or
light. Others can replace daily hard work, freeing the Nephilim for its occult studies. A few are
also preparatory magics for other, more involved spells. These spells teach the first bases of
magic. Most of these are direct, sometimes harmless. Nephilim exploring the First Circle of
Sorcery often wear black or dark colors, like purple and violet.

-:!;,

Circle: lower Magic

Threshold, 10%

lUt-dement: Fire
Range: Casler Only

Area: 25 cm2

Duration: 10 minutes

Description: this spells creates a small flame in the palm
of the caster, with the same power as a lighter.

Circlf:: lower Magic

ThrehoM: 20%
Ka-dement: Fire

Range: 10 m

Area: 200 em3

Duration: 10 minutes

Description: this spells heats any solid about the size o( a
cup of water (200 cubic centimeters). The body is instan
taneously heated to a temperature of 100°C, maintained
at that temperature (or up to ten minutes, then cools nor
mally.

Circle: lower Magic

Th...oo1&30%

~lement:Fire

R~e:Touch

Areill: Targec

Durilltion: 10 minutes

Descriptton: increases the STR of the target by 1dl0
points (this often changes the damage modifier).

ChDki"S V..""r
Circle: lower Magic

Threshold: 4O'Yo
~lement: Fire

Range: 50 m

Areill: 10m radius

DUfiltton: 5 +1 d6 minutes

Description: creates a dense smoke in a 10m radius
around the casting point. This choking smoke (potential
2dlO against CON disappears in 5 +ld6 minutes accord
ing to local weather.

Dow.. At\! 1'1."".
Circle: lower Magic

Threshold: 50%

KiII·element: Fire

Range: Touch

Areill: Target

DUfiltion: 1 hour

Descriptton: allows the ta'8et to know the direction of
the closest Fire Plexus. With Ihis the caster creates a rod,
pendulum, or other dowsing tool which guides the target
to the Plexus.

Circle: lower Magic

Threshold: 70%

Ka·element: Fire

Range: Touch

Area: Target

Durilltton; 10 minutes

Description: transfonns one of the limbs of the target inlO
a naming torch doing ld6 extra damage. To fight with this
limb, the target uses its Fist/Punch skill. The limb also
ignites nammable objects that louch it.

Circle: lower Magic

Threshold: 10%

Ka·element: Air

Range: Special, up to 1 km

Area: Target

Durilltion; 10 minutes

Description: flAakes whispered speech or other cOOvefsa·
tkln audible to the listener. The listener must be within
line of sight of the target, and is the only one able to hear
the conversation.



Circle: lO'Ner Magic

Th<eshold, 30%

Ka-elemenl: Earth

Range: Touch

Area: Targct

Duration: Instantaneous

Description: reslores IdJ hit points 10 any living being
touched. This spell can only be used once on anyone
wound, although it can be used multiple times on a sin
gle person to heal numerous wounds.

Vit.. Rob".t

Romge: Touch

Area: Target

Duration: 10 minutes

Description: all~ the I.uget to understand any spoken
language il hears. II wilt understand ideas and coocepts
as if the language was translated. It cannot read, write or
talk in these languages.

Circle: lO'Ner Magic

Th<eshold, 200/.

Ka-element: Earth

Range: 10m

Area: l000cmJ

Duration: 10 minutes

Description: makes solid and manipulablc any gas, fluid,
or plasma equivalent in volume to a bonle (1000 cmJ).
The substance returns to its nalural state at the expiration
of lhe spell.

Circle: lO'Ner Magic

Threshold: 40%

Ka-element: Earth

Romge: Touch

Area: Target

Duration: 10 minules

Description: increases the CON of the target by 1dlO for
the duration of the spell. This may alter some character
statistics, especially hit points. The increase in CON
comes from an increase in the elemental bonus, thus the
character's Ch'awe is not affected by this magic and re
mains at the previous level.

l'wriflt Air

Circle: lower Magic

Threshold, 200/.

Ka-element: Air

Range: 10 m

Area: 1000 em3

Duration: 10 minutes

Description: Makes transparent any object of lhe volume
of a bottle (1000 cubic centimeters). The object is not
invisibk. but translucent. One must succeed in a Scruti
nize roll to notice the object. Multiple castings of this
spell coukf make something larger translucent.

Cirefe: lower Magic

Threshold, 300/.

Ka-element: Air

Range: Touch

Area: Target

Duration: 10 minutes

Desaiption: increases the INT of the larget by ldl0.

Circle: lO\'ler Magic

Threshold, 50%

Ka-element: Air
Range: Touch

Area: largec

Duration: 1 hour

Description: allows the target to know the direction of
the closest Air Plexus. With this the caster crcates a rod,
pendulum, or other dowsing tool which guides the target
to the Plexus.

Circle: lower Magic
Th_, ......

K.J-element: Air

Rmge:Touch
Area: Target

Duration: special

Description: makes the air pure and breathable in a 10m
radius around the target. This is not a bubble of air, the
purified air behaves normally, dispersing within 5 10 50
actions depending upon local weatner.

'DOW" Air McX\.4s

-

Circle: lower Magic

n..shold, 70%

Ka-elemenl: Air

Circle: lO'NCf /lAagic

Threshold: 40%

Ka-elemenl: Earth

Range: Touch

Area: 2000cm3



Duration: -

Description: Purifies all affected maner. It
eliminates poisons. bacteria and all other
dangerous mic({)-()rganisms. It has no ef
feet on gasses or liquids. This spell can
be used to make inedible or rotted food
edible.

Dow.. £arth pI."".
Circle: lower Magic

Tb""""ld,50%
Ka-element: Earth

Range: Touch

Area: Target

Duration: 1 hour

Description: allows the target to know
the direction of the closest Earth Plexus.
With this lhe caster creates a rod, pendu
lum, or other dowsing tool which guides
the target to the Plexus.

Circle: lO'Ner Magic

ThrtShold: 7O'Yo

Ka-e~t: Earth

Range: Touch

Area: Target

Duration: -

Description: cures permanently a spe
cific illnesses of one living being. It does
not immunize against future contamina
tion. It does not cure madness, nor does
it heal wounds or replace lost charac
teristics or other injury caused by the ill
ness. The cure is instantaneous.

Circle: lO'Ner Magic

Threshokl: lO'Yo

lC.1l-e&ement: Water

Range: 10 m

Aru: 200cm3

Duration: 1 hour
Description: instantly boils and purifies a
volume of liquid equivalent 10 a glass of
water (200 cm3). The water boils for up
to one hour and cools normally.

Circle: LO'Ner Magic

Threshold: 20"/0

Ka-element: Water
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Rmge:Touch
Aru: l(X)() em]

Dunlion: 10 minutes

Description: makes physically liquid any object of the
volume ci a bottle (1000 em3). The object pours out like
a watery, gelatinous mass, and can be poured into a
container. It takes back its original shape after 10 min
utes.

Circle: lower Magic

Th_,30%

Ka element: Water
bnse:Touch
Arril: Target

Dul'iltion: 10 minutes

Description: temporarily increases the Dexterity of the
caster by ldlO. This increases the number of actions of
the caster according the actions table.

Mobil.Aq....

Circle: Lower Magic
Threshold: 400/0

K.a.~lement: Water

Range: 10m

Area: 1000 em)

Duration: 10 minutes

Description: Causes a volume of liquid equivalent 10 a
bottle (10CJ0 em3) 10 flow, even uphill. The liquid moves
OIl a speed equal to a walking human.

Circle: lO'tYer Magic

Threshold: 400/0

K;;a-elemenl: Water

R~e:Touch

Are~: Target

Dur~tton: 10 minutes
Description: allows the target to breathe normally in a
liquid that contains al least some small proportion of
water.

Circle: lower Magic

Thftshold, 50%

Ka-e~t:Water

Rmge:Touch

Are~: Target

Duriltion: 1 hour

Description: allows the target 10 know the direction of
the closest Water Plexus. With this the caster creates a

rod, pendulum, Of other d<M'sing tool which guides the
larget to the Plexus.

Circle: lCMIer Magic

Th...twld, 10%

K~-element: Moon

Rmge:Touch

Are.J.: 20 cm)

Our.atton: 10 minutes

Description: creates a luminous crescent in the hand of
the caster, about as bright as a 15 watt bulb, and with a
silvery color.

~t1oto.,ic Tit1tit1it1s

Circle: lower Magic

Threshold: 300/0

Ka-elemenl: Moon

Range: 10 m

Area: 20 m radius

DUriition: 1 minutes

Description: creates a continuous sound Of" noise of an
intensity equivalent to a phone ring (70 db). The sound
does not alter in intensity during the duration of the spell.
All within the area of effect find the sound so annoying
and distracting that they are at ·50% to spoken communi
cation (does not include reading, hand gestures, etc.) for
the duration of the spell.

lt1c.at1tesslmo

Circle: Lower Magic

Threshold: 30%

Ka-elemenl: Moon

Range: Touch

Area: Target

Duration: 10 minutes

Description: temporarily increases the Charisma of the
larget by 1d 10.

l"...-r V<il

Circle: lower Magic

Threshold: 40%

K~-elemenl:Moon

Range: 50 m

Are,),: 1000 em3

Dur.J.tion: 10 minutes

Description: creates a 3-dimensional visual illusion, im
mobile, 0( a volume equivalent to a bottle (1000 cm3),
and of at least tcm thickness.
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Circle: lOW'ef Magic

nunhold, SO%

K..-e&ement: Moon

Range: Touch

A~..: Target

Duration: 1 hour

Dncription: allows the talget to know the direction of
the closest Moon Pleltus. With this the caster creates a
roo, pendulum, or other dowsing tool which guides the
larget to the Plexus.

51'1<""
Cirde: lower Magic

Threshold: 70%

K..~~t:~
Range: 10 m

Area: Target

Duration: 1 minute

Oesuiplion: makes the large( so confused she won', be
able to do anything other than Slop and immediately pon
der the meaning of life. She can still defend with a 20%
negative modifier.

-to,

I

SECOND CIRCLE OF SORCERY: HIGHER MAGIC

In Higher Magic, the Nephilim enters in a Sorcery Circle where subtlety is of utmost impor.
lance. The spells of lhis Circle are powerful, but often have long-term side effects. The Nephilim
sorcerer becomes a tactician of the magic fields, and must learn to use the conjunctions to its
advantage to overcome the astrological moctifiers. The Nephilim comes to understand that a
spell is not only an easy way to rid itself of its enemies or to heal injuries, but also a fX)werful
means for the Nephilim to build its personality. It finds the most-traveled path towards the
Agartha through Higher Magic. Sorcerers using Higher Magic like to use symbols of power,
such as the staff, sword, consecrated dagger, cup and shield. These objects sometimes serve as
focuses for the Nephilim's favorite spells. Nephilim studying this circle of magic often wear
bright colors decorated with occult symbols.

Sworl> Of5.", T...

Circle: Higher Magic

Threshold: 20"10

Ka-element: Fire

Range:_

Duration: 10 minutes

Description: With this spell a sword of flame appears in
the hand or the casler. A successful Sword attack roll
causes the flaming sword to pierce the liIrget's body,
causing the area hit to boil and expkxie for 2d6 points of
magical damage. This effect \oOr'Ofks even on supernatural
and summoned creatures.

Ka-SHowt

Circle: Higher Magic

Threshold: 30%

Ka-element: Fire

Range: Caster

Area: 20 m radius

Duration: Instan!

Description: gives a very powerful voice 10 the caster,
who can paralyze all its opponents with one shout. Any-

one within 20 meters who hears the shout is paralyzed by
terror for 2 rounds, unless they can succeed in a Ka roll.

Shoal of Fir<

Circle: Higher Magic

Threshold: 40%

Ka-element: fire

Range: Touch

A~a:Targel

Duration: 10 minutes

Description: makes a shimmering coat of magical fire
appear and envelop the target, the sole effect of which is
to provide 6 armor points. The liIrget is not injured, and
its clothing does not ignite. When the spell ends, the
flames go out, leaving the liIrget's clothing singed and
smelling of smoke. flammable materials coming in con·
tad with the shoal may ignite.

Circle: Higher Magic

Threshold: 60%

Ka-element: Fire

Range: 10 m



Description: Instantly sets any object on fire, even sup
posedly fire-proof ones. In regularly flammable objects,
the fire starts small, but quickly spreads; before long the
object is consumed, burnt up in a few minutes if the fire
is not extinguished. Non-flammable objects will burn for
the duration of the spell, and then go out. The fire can
spread to flammable objects, which will continue burn
ing in a normal manner.

Circle: Higher Magic

Threshold: 80%

Ka-element: Fire

Range: Touch

Area: Target

Duration: 10 minutes

Description: transforms the target into a human torch.
The damage inflicted by the target's limbs is increased by
2d6, for the duration of the spell. The target's clothing
catches on fire, as does any flammable object Ihe target
touches, although the target is not injured by the fire.

Sho"l ofAir

Circle: Higher Magic

Threshold: 30%

Ka-element: Air

Range: Touch

Area: Target

Duration: 10 minutes

Description: makes coat of dense air envelop the target,
the sole effect of which is to provide 6 armor points. The
target must be within a large quantity of air for this to
work; ie: it won't work underwater. At the end of the
spell, the coat of air dissipates, leaving the target dishev
eled and wind-blown.

Scnj of th_ Wi""
Circle: Higher Magic

Threshold: 40%

Ka-elemenl: Air

Range: 10 m

Area: Target

Duration: instantaneous

Description: allows the Nephilim to visualize the knowl
edge of a Jiving being. It does not give understanding of
that vision, or allow Ihe caster to learn the knowledge
itself, but only reveals visual clues of the knowledge, and
what approximate depth of learning the target has. The
person on whom the spell ;s cast must be in line of sight,
within 10 meters of the caster. The target also has the
usual chance to resist the spell with one of its Air-Ka.

Hermetic Satori

Circle: Higher Magic

Threshold: 50%

Ka-element: Air

Range: Touch

Area: Target

Duration: 30 minutes

Description: the caster can understand any language it
reads. It cannot speak, listen with comprehension, or
write the language. Note that this spell includes even
previously undeciphered inscriptions.

Sp<"r ofth_ V"lk'1ri<

Circle: Higher Magic

Threshold: 50%

Ka-element: Air

Range: -

Duration: 10 minutes

Description: A spear of translucent vapor appears in the
hand of the caster. A successful Spear attack roll pierces
the target for 2d6 points of magical damage, and can
affect supernatural or summoned creatures. The Spear of
the Valkyrie whistles as the wielder uses it, like wind
through the trees in a growing storm.

Wi,,:>. of lifti"S

Circle: Higher Magic

Threshold: 60%

Ka-element: Air

. Range: Touch

Area: Caster Only

Duration: 10 minutes

. Description: allows a NephiJim and its Simulacrum to fly
as the caster wishes. The maximum speed is about that of
a pigeon (30 km per hour). The caster cannot carry any
one or anything more than a few pounds of clothes and
other very light possessions.

Circle: Higher Magic

Threshold: 80%

Ka--element: Air

Range: 10 m

Area: Target

Duration: 10 minutes

Description: allows any consenting living being (with
only a few pounds of clothes and other very light posses
sions) to fly alongside the caster, who flies by casting the
Fly spell (above) on itself. The caster controls tnc flight.



Sho"l of£arth
Circle: Higher Magic

Threshold: 10%

Ka-element: Earth

Range: Touch

Area: Target

Duration: 10 minutes

Description: makes a coat of solid matter envelop the
target, the sole effect of which is 10 provide 6 armor
points. The coat is formed out of whatever is near the
target. In a park, the target is covered in a coat of grassy
soil. In a parking lot, the COilt would be made of crum
bled blacktop. In a office building, the coat of Earth
would be composed of whatever solid matter is nearby~

perhaps floor tiles, loose paperwork and wallboard.
When the spell ends, the coat of earth falls away, leaving
the target lightly soiled.

Orin ofl'luto
Circle: Higher Magic

Threshold: 20%

Ka-element: Earth

Range: -

Duration: 10 minutes

Description: This spell causes the caster's hand 10 tempo
rarily transform into a solid bludgeon of stone. A success
ful Fist attack roll drills into the opponent for 2d6 points
of magical damage, even affecting supernatural or sum
moned creatures.

Vok. ofth. £arth

Circle: Higher Magic

Threshold: 30%

Ka-element: Earth

Range: Touch

Area: Target

Duration: 10 minutes

Description: allows the target to communicate is a simple
way with a vertebrate animal (i.e. not insects). The animal
is able to retell what it experienced with its own senses.
Most animals have poor memories; the event the animal
tells of must have occurred within the last 24 hours, un
less it was traumatic or otherwise memorable. The cffect
of this spell lasts for one "conversation," to a maximum of
ten minutes.

Gro"":>i,,S th. fool
Circle: Higher Magic

Threshold: 50%

Ka-element: Earth

Range: Touch

Area: Target

Duration: Permanent

Description: cures all mental afflictions of the person
touched. The effect is instantaneous and lasts until some
thing new occurs to unhinge the person, or some other
suppressed affliction surfaces. This effect specifically in
cludes even biologically induced mental illnesses.

Ca"'•• of Lilith
Circle: Higher Magic

Threshold: 60%

Ka-element: Earth

Range: Touch

Area: Target

Duration: 10 minutes

Description: causes any human being to feel supremely
intense physical and mental pleasure surpassing descrip
tion. The exact nature of the pleasure is the choice of the
caster. Unscrupulous magicians may use this spell to fos
ter an addiction towards themselves, by regularly supply
ing a person with pleasurable sensations until that person
develops a dependency on them.

Th. Mol. Dor<
Circle: Higher Magic

Threshold: 80%

Ka-element: Earth

Range: Touch

Area: Target

Duration: 10 minutes

Description: allows the target to move through the earth
at a maximum speed of 10 km per hour. Upon casting,
the target can sink into the ground and wade through the
earth as though it wcre pudding. Somewhat denser solids
can be moved through as well, but at a very slow pace.
Extremely dense solids, like steel or stone, may take up to
ten minutes to fully pass through a 1 meter thickness.
Wre be to the magician who is still within when the spell
wears off.

Within solid malter, the target is blind unless it uses
Ka-vision to see around itself. Upon emergence from the
earth, the target is caked in mud and grime.

Sho"l ofW"t<r
Circle: Higher Magic

Threshold::20%

Ka-element: Water

Range: Touch

Area: Target

Duration: 10 minutes

Description: makes a watery coat envelop the target, pro
viding 6 armor points. The target must be near some
source of water to cast this spell. When the spell ends,
the water runs off the target, leaving her drenched.

-:t,
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Circ~: Higher Magic

n....hold,30%

~ fJtment: Water

Rqe:Touch

ArrOil: 10 cm2

OUriltion: 1 hour

Description: creates a spring from which Oows pure and
clear water. The flow is determined at casting. and can be
up to 2 liter per minute. This spell draws up water from
tile underground aquifers, so it must be cast in conlact
with the ground.

Hi:>:>"" flow

Circle: Higher Magic

Threshold: 50%

Ka-elemetlt: Woller

Rangt': Touch

Art'a: Target

Ou,..tion: 10 minutes

Description: Adds +25% to the target's Hide skill, fOf 10
minutes.

Circle: Higher Magic

Th...oo&& 60%

Ka~lement: Water

Range: Touch

Area: Target

Duration: 10 minutes

Description: allows the target to take the physical ap
pearance of any existing human being known by the
casler. II must be someone the casler has met in person,
and will only duplicate physical characteristics of which
the caster is aware. The target's voice, mannerisms, and
size or statistics do no! change, and neither does the
target gain the duplicate's skills or special abilities.

Sluhi"5 oftho ShArk

Circle: Higher ,\.iagic

n....hold,8O%

KiI-element: Water

Range: -

Dur."tion: 10 minutes

Description: This spell causes the caster to be armed with
a magical axe of solid water (not ice). A successful axe
attack roll splits the target for 2d6 points of magical dam
age. This damage can affcct supernatural or summoned
creatures. The axe splashes as the wielder fights with it,
leaving water on whatever it strikes.

WAt<nj Dd"S¢

Circle: Higher Magic
Th...oold, 80%

KiI~rment:Water

Rionge: 10 km
Aru: 1 km2

Dur;ation: 1 hour minimum

Description: this spell must be cast on an overcast day. If
the clouds already exist. it starts a sudden shooNer in an
area 1 kilometer square. The duration is a minimum one
hour, but can be longer if the cloud cover remains. If the
winds are strong, the area of rain may move, at the game
master's discretion.

ShOAl of Moe..

Circle: Higher Magic

Threshold: 30%
Ka-elrment: Moon

Range: Touch
Are.,,: Target

Dur;ation: 10 minutes

Description: makes a Moon COCIt (a kind of luminous,
coltoo-like fog) appear, enveloping the target, the sole
effect of which is to give 6 armor points.

ViSAs< of lCrror

Circle: Higher Magic

Threshold: 30%

Ka-element: iVtoon

Range: 10 m

Area: Target

Duration: 1 minute minimum
Description: allO'Ns the caster to scare one person. The
face of the casler changes inlo a hOfrible nightmare vision
from the target's dreams, frightening Ihe target and mak
ing her flee. A Nephilim can resist this spell in the usual
manner. A Nephilim overcome by this spell, Of any hu
man, must flee for at least a minute, and then may roll its
dominant-Ka x3 (Solar-Ka x3 for humans) each mil'\Ute
thereafter 10 recover.

Mirror ofThoth

Cirde: Higher Magic

Th,eJ,ol& 50%

Ka-element: Moon

Range: Touch

Area: Target
Duration: 10 minutes

Description: reflecls any incoming spell to its own casler,
who must undergo its effects. To see if the spell reflects,
compare the attacking magician's Ka-element for the in
coming magic (active) to the Moon-Ka of Ihe defending



magkian (passive) on the resistance table. Apply the ap
propriate daily Astrological modifier to the attacking Ka
element and defender's f\.1oOn-Ka before rolling. If the
resistance roll fails, then the spell affects the attacker in
stead. If the roll succeeds, the spell takes effect normally.

If the spell reflected, the attacker can choose to resist
its effects as normal by opposing the alla<:ker's Ka·ele.
ment used in the spell + Astrological modirler against the
alla<:ker's same Ka-eJement without an Astrological modi
fief. Success means the spell affects the caster.

This spell reflects magic intended to cause damage
(such as the Sword spells, which will injure the wielder
instead) as well as other magic. This spell cannot selec
tively allow magic through; all spells are reflected equally.

Cirde: Higher N\agic

Th...oold, 60%

~-tiemenl:N\oon

Range: Touch

Area: Target

Duration: 10 minutes

Description: alJO'o'IS the target to partially escape the ef
fects of the gravity. Its weight is divided by six (as on the
moon). This allows the target to jump three times the
normal distance vertically or horizontally, as well as re.
duces falling damage by two thirds, but also negates any
damage bonus the target may have, since the target no
longer has the mass to back up the blO'o'l.

Dli"l>i!15 Orb ofArt"",i.

Circle: Higher Magic

Threshold: 80%

J(a~lement:t-Aooo

Range: •

Duration: 10 minutes

Description: When cast, the spell causes a glowing ball
of luminous moon light to appear in the caster's hand.
With a successful Throw attack roll means the attacker
thrO'NS the Orb near enough to the target to affect it. Roll
on the table below to determine what the orb does. The
Orb affects even supernatural or summoned creatures.

Orb £ff<Cf
Id6 resuh

1 1db damage

2 2d6 damage

3 3d6 damage

4 Target is blinded for Id6 combat turns. Re<klce "u
combat ~iJls by half for Id6 rounds.

S TiUget is SfUrtned. Reduce.lI ac1ioos.nd movemenl by
halffot ld6lOl.lnds.

6 Target IS confused. Reduce all non<Ombal skills by half
for ld6 rounds.

Circle: Higher Magic

Threshold: 80"10

Ka..-element:~

Range: Touch

Area: Target

Duration: Pennanenl

Description: allows the caster to convince the target that
the caster is a true and genuine friend. This spell contin
ues until the caster does something obviously opposed to
the target's idea of friendship. A target who has reason to
know the caster is a personal enemy may make a nonnal
resistance roll of its INT versus the Moon-Ka of the caster
to initially resist the effects of the spell.

THIRD CIRCLE OF SORCERY: GRANO SECRET

Many Nephilim choose to raise this skill to 90% as one of the requirements for reaching
Agartha. The spells of the Third Circle are extremely powerful and can have a durable effect on
the physical and magical environment of the Nephilim. Sorcerers reaching this Circle prefer
discretion; they have glimpsed Agartha and that's enough to them.

We only give a few spells of the Grand Secret. The gamemaster should not to allow
Nephilim to acquire Third Circle spells during past incarnations. Magic of this magnitude
should be discovered and learned during the game.

Circle: Grand Secret

Threshold: 20%

Ka..-element: Fire

Range: 10 m

Area: 500 Kg
Duration: Instant

Description: burns totally any matter, even that consid
ered fire.-proof. The burned mass can be up to 500 kg.
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The combustion is complete and instantaneous, leaving
only hot,. dry ash.

Circle: Grand Secret

Th...ool& 60%

K.a-eJernent: Fire

Roange: 1 km

Aru: 100m radius

Duration: 24 hours
Description: creates a mini volcanic eruption around the
point chose by the caster. The casler can center the erup
tion up to 1 kilometer away from himself, and the area of
the volcanic eruption has a , 00 meter radius. The erup
tion begins in ldl 0 minutes after the casting.

Circle: Grand Secret

Th...oold, 90%

Ka-t-lement: Fire

Range: 1 km

Aru: 1()(X)m3

Dur;ation: See Description

Description: this spell must be C<lst on a Tuesday. It cre
ales a new Fire Plexus in a place chosen by the aster.
The Plexus can fill an area up 10 10m on a side. but the
casler may choose to make is smaller. The Plexus has
characteristics identical to a natural Plexus, and lasts for a
number of days equal to the daily Astrological modifier.

Circle: Grand Secret

Threshold: 200/0

Ka~lemenl: Air

Range: 10 m

A~a:Target

Duration: Permanent

Description: allows Ihe caster 10 pennanently aller the
knowledge of a living being. exchanging one single re
membered fact or event for anocher of the caster's design.
The new memory should be somewhat similar to the one
replaced, in order to fill its place without raising the curi
osity d the target. 0 For example, the memory of seeing
a Nephifim casting magic in Central Park could be re
placed with the (alse recollection of seeing a mime per
formance.

1\jphooti Thr.."
Circle: Grand Secret

Threshold: 60"10

Ka-elemenl: Air

Range: 1 km

Aru: 100m radius

Duration: 24 hours

Description: creates hurricane-force winds of 100 meter
radius around a point chosen by the caster. The hurricane
forms in 1d10 minutes. It moves in a natural way for 24
hours before disappearing.

Mati;f." Air 1'\""".
Circle: Grand Secret

Th...oold, 90%

Ka-element: Air

Range: 10 km

Area: 1000m3

Duration: See Description

Description: this spell must be cast on a Wednesday. II

creates a nt!YJ Air Plexus in a place chosen by the caster.
The Plexus can fill an area up to 10m on a side, but the
casler may cnoose to make is smaller. The Plexus has
charaderislics idenlicalto a natural Plexus, and lasts for a
number of days equal 10 the daily Astrological modifier.

Sdsmic COt1C'\.4ssiOt1

Circle: Grand Secret

Th...oold,6O%
Ka-element: Earth

Range: 1 km

Area: 100m radius

Duration: 10 seconds

Description: creates an earthquake in a 100 m radius
around the point of effect. Its strength is 7 10 9 on the
Richter scale (buildings shake and many collapse). The
earthquake occurs when the spell is cast.

Mati;f..t hrth pI."".
Circle: Grand Secret

Threshold: 900/0

Ka-element: Earth

Range: 10 km

Area: 1DOOm3

Duration: See Description

Description: this spell mUSI be cast 00 a Thursday. It

creates a new Earth Plexus in the place chosen by the
caster. The Plexus can fill an area up to lOman a side,
but the casler may choose to make is smaller. The Plexus
has characteristics identical to a natural Plexus. and lasts
for a number of days equal to the daily Astrological m<Xti
fier.

Circle: Grand Secret

Threshold: 95%

Ka-elemenl: Earth
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Circle: Grand Secret

Threshold: 60%

Ka-element: MOon

Range: 1 km

Area: 100m radt"us

Duration: 1 day

Description: immediately creates a ZOnEl, of total darkness
in a 100m radius around a point chosen by the casler.
This.tdarkncss is absolute and no nat:ural or artificial light
can penetrate it.

Circle: Grand Secret

Threshold: 20%

Ka-elemenl: Moon

Range: 10 m

AfN: Target

Dur.alion: Permanent

Description: Drives mad (complete psychosis) one hu
man being chosen by the caster. The effect is permanent,
but mooern psychotherapy and trealment may eventually
help the victim create a fragile coping mechanism, leav
ing the victim able 10 function, but unstable. The second
circle Earth Sorcety spell, Grounding the Fool, can cancel
the effect of this spell, as can Gabrlel, Prince of the Keru
bim. (See the Summoning spell d that name.)

Description: this spell must be cast on a Friday. It creates
a nev.' Water Plexus in the place chosen by the caster.
The Plexus can fill an area up to 10m on a side, but the
caster may choose to make it smaller. The Plexus has
characteristics Kfentical to a natural Plexus, and lasts for a
number of days equal to the daily Astrological mOOifier.

£Clip..

CiicLe: Grand Secret
Threshold: 90%

ICa-element: Moon

Range: 10 km

~rea: l000m3

Duration: See Description

Description: th"i! spell must be cast on a Monday. It cre
ates a new Moon Plexus in the place chosen by the
caster. The Plexus can fill an area up to 10m on a side,
but the caster may choose to make is smaller. The Plexus
has characteristics identical to a natural Plexus, and lasts
for a number of hours equal to the daily Astrological
mOOifier.

Circle: Grand Secret

Threshold: 60%

Ka-elemenl: Water

Range: 1 km

AfN: 100m wide

Duration: -

Description: creates a tidal wave, which hits the roast
ldl0 minutes later. When it strikes the coast, the wave is
about 40 meters high and 100 meters wide. The caster
may choose where the wave hits, to within one kilometer
of lhe casting. This spell must be casl althe ocean 0{ at a
lake large enough that it cannot be seen across.

Gr.up of the Itwi.ib1c Oelop...

Rqe: Touch

Area: Target

Duration: Permanent

Description: allows the caster to bring back to life one
dead human or creature. The person is resurrected with
one hit point. but wilh all other characteristics and skills
intact. Any injury or disease must be cured separately, or
the person may die again from the same cause.

Resurrection costs the caster ld6 pennanent points of
Ka, plus one point of Ka for each day the person was
dead. The resurrected human loses an equal amount of
Solar-Ka as well.

A resurrected Simulacrum does not regain its Nephi
lim, but goes about life as a human again. The Nephilim
could possibly be reincarnated in a new body by this
point. or have returned to its Stasis.

Circle: Grand Secret

Th......Id,30%

Ka rltmrnt: Water

Range: 1 Ion

Area: 100m diameter

Duration: 24 hours

Description: creates a whirlpool of 100m diameler, drag
ging anything within its reach down under the water. The
whirlpool lasts for 24 hours.

Circle: Grand Secret

Thrrsho&d:90'fo

Ka-element: Water

Range: 10 km

Area: tOOOmJ
Duration: See Description



I
FTI:R SORCERY, the Ncphilim devdopcd

,,-. ., Summoning. Master Summoners believe
this :ut was crated in the second pr uter

~ [4 the death of Chrisco As apbincd in the
founding book on Summoning, Zohat or

.i:I••I:l_ Book of Splendors, this new magiol disci·
pline was invented by the agarthan Nephilim Simeon bar
YokJW. He was called the master of secrets bttause he: was
the last Nephilim who received secret teachings: from Jesus.
Simeon bar Yokhi developed a new fonn of nugic based on
the ador:arion of the magic fields, and founded in KabbaJistic
theory. He: found that somt fields could be individualized,
recognized and mffied. He: built a new spell system, called
invoeation, which allow contact with creatures composed of
the magic fields, and that live in the highc:r realms described
by the Mbbala..

Simeon bar Yokkai and his disciples were able to locate
some old books from Solomon's Temple and use them to dc:-

nICe I iIlHJ<:C, tfJe Borllre,~ olle.

T{ler, '{}(It iliU.'i1 ct'C<llc "If F.tIrlf} {lIlV ItX Het1'l'Cn5:

T{JeC, dun villst creme NidJt (lUU D(l~J.

Tt,ec, tim! ()ill.~t eYelllc tI,e Dnrkllcss (I1li) tbe LiOk

rflOlI art Osorr0I101'Jris: \V{rom 110 llUHI fms .seCIl
(It IHI,\l timc.

T{1011 (lrt J{]{,(lS

T{IOIl (lrt }(lI'0<,;

T{101l (w~t i)i~till1JlIiJ}Ci) hctll'CCIi tile JIIst (1113 tI;e Unjust

TIlO11 ()i.~B IIwf{c FcIll{](C (lJli:) M(I(c.

TIJOlt oists prOOIlCC tf)C Scco (lIl~ t&e Frllit.

TInlll oi_~t~ form MCII to (m'e olle (lIlOt(JCr, (1113 to
lwte OIIC (11lOtf,cr.

- Tllc Lcsser KCE of SOlOIllOIl

vdop dle basis of modem Summoning. Following Simeon bar
Yokkai'$ original work, the Summoner Nephilim have devel
oped a religious feeling for their magic. They are the clerics of
magic, the worshippen of the magic fields.

Tl1c Dclicfs of S"'1't11't10t1CrS

Summoners believe the magic fields an be materialiud in
the shape of magic spirits posseWng personalities and wills of
their own. These. spints can be imprisoned and commanded
through the use of pentacles.

Summoners do not see Ihe elemental fields as simple
flows of magic, but nther as multi-tiered magic realms which
overby our own material world, and whose servants and dig
nit2ries a summoner may leam to recognize. Based on lubbal
istie pnncip1es. the four ·worlds~ within the magic realms are:

'Cc Assillh: the: mate:rial world, whcre 1iVl: the wc:akcst crcaturcs,
the servant5. Thcy are «sily Invokcd and controllcd, but
their power i5 limited. It i5 the: world of Fairie~ Korrigans,
Leprechauns, and pnmary dcmcntals. 'Their Ka-dc:ment if;

betwecn 1 and 14.

'Cc Yetzinth: the a5tn1 world, where live: the magic cmlltures of
average importance. Thcy are tile aceuton of the supcrior
powcrs. They are very alike in each m....gic field. Summone:n
nrely characterize the:m, a.nd their gcneric namc5 arc:
cnough to Invoke them. They arc called the diabolic or
angelic choin. 1bcy arc more: inde:pcndent than the spirit5
inhabiting AWah and may 50Y ~ngtt in our daily rcality.
They are commanded by the creaturell of the mpcriot bb
balist world. TIleir Ka-e1cmcnt nngc5 between 15 ....nd 21.

'Cc Briah: the world of angeu. and demon,. In this W()(1d are
great powen who govern more thall one pan of the magic
fidw. Ange:b arc c1assi6c:d in a hienrchy proper to each
flC1d, but aJl hierarchies arc dominated by one: sintk udI·
angel Thcse angds have a complete autonomy, a fuUy m
abIe illtelligeoce and arc difficult to control Their
K:t·dement is between 22 and 28.

'Cl Arz.iluth: the world of the: udIangds. The mmmoner an
Invoke from thi5 world the: Ici~ and queen5 of some: pam
of the magi<: ficJrh. 1bey arc proud and some arc a5 deities.
It is the ffi05t dange:toI15 world for the IUmmooer, for the
InVOClltions oftm try to c:sc:IoflC and bnllg the Nep!tilim
back with them into the:ir world, a5 servants. The: sum-
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moner must make pam with thete. magic entities to earn
their services. Their Ka-demenl begins with 29 and has no
higher limit.

After h:aving decipheml and understood the spell, tht: Nephi
lim is ready to tty the lnvocuion.. It begins the ritual by
reIming to the focus where the spell i. inscribed. On a fbt
surface the summoner tn.ces a magical Pentacle to restrict the
summoned creature, and within it a Seal representing the
creature to be summoned. Using the EnoclUan lmguage. the
Summoner inscribes around the Pentacle the name of the
creature it is swnmoning. Next the swnmonu pronounces
the invoking Formula. It must maintain its conct:ntration
dwing the who~ duration of the ritual. and cannot attempt
any other actions.

If someone inremJpts the inVOClltion, the Nephilim must
roll under its K2 xS. If injured, it must roll under his Ka x3.
Failing the JOU, the invocation is aborted and the Ncphilim
must start~n from the beginning.

CastingTime
To summon a creature, the caster must flfst spend IdlO min
utes to draw the summoning Pent'acle and Seal. Once dr2wn,
the caster can wait to perform the acrual summoning, bur
when doing so. the summoning takes one action per each
point of the Invoked creature's Ka.-elemcnt.

Success or Failure ofth~ Ritual
At the end of the required rime, the Nephilim's player rolls
under the corresponding Summoning Circle Technique. If
the roD is a failure, so too is the ritual. The Nephilim must
re-cmw the Penm:1c and Seal and begin again. If the roll is a
success, the creature is Invoked from the magical fields to
appear in the center of the Pentacle. With a success or a
fumble, the Nephilim loses Ch'awc equal to the circle of the
Invoeation.

Invoked aeatures :lit: not voluntarily summoned, and are
often hostile and angry that they have been brought here
:&g2.inst their will. For this reason the Nephilim summons the
creature into a binding pentacle, from which it (hopefully)
cannot escape until the circle is broken. Once summoned, the
Nephilim tries to control the creature by dominating or bar
gaining with it. Called the Contract, this is a dangerous opera
rion with a hc2vy price foe failure.

TMContraet
One action is spent trying to conool the summoned crearure.
On the resistance t2ble, the summoner opposes its corre
sponding K2-element, modified by the daily astrological
modifier, to the crtI.ture's K:a-element (which receives no
modifier). The. Nephilim can, ifit wishes, expend some points
ofits Stasis, as with Sorcery, to increase: its chances ofsuccess..
If it snarcOs, the crtI.ture obeys the summoner's orders. If it
fails, the Nephilim undergoes the effects of the Contract
Rupture. details for which are given with each Invocation. If
the Pentacle is broken before the summoned creature is prop-

erly Contneted, it is set free and the summoner suffen the
effects of a Contract Rupture.

Some powerful creatures are associated with more than
one Ka-element, meaning that the summoner must succeed in
multiple Ka rolls, one per element indicated, in order to con
tract with the creature. Failure in any of these means fai.!ure to
control the creature, with the indicated consequences for
Contract Rupture.

Summoning Limit
The number of Invocations a Nephilim can keep under its
control depends on the value of the Nephilirn's dominant Ka.
For every two points in K:a (rounding up) it can conool one
Invocation from the Fint Circle. For each five points of Ka
(also rounding up), the Nephilim can conool one Invocation
from the Second Circle. A Nephilim may only conool one
Invocation from the third circle. For example, a Nephilim
with a K" of 22 can control 11 Invocations from the First
Circle, 5 from the Second Circle, and one from the Third.
Some Invocations summon more than one creature, but count
only as one Invocation. The Nephilim can concentrate on
only one Invocation at any single moment.

AU InVOClltions arc ranked with a Summoning Circle and
require the use of a particular Ka-elemcnt. Some of the most
powerful creatures are associated with multiple Ka-e1ements.

SUI111110J1iJ15 fo~t

Name: the pbyer must pronounce the name of the Invoked
creature when ClSting the spell.

Circle: Circle of magical technique required for the spell.

Ka-dement the Ka-elemenr(s) the summoner must use to
control the creature.

Threshold: minimum value the Nephilim must have in the
appropriate Circle technique. Copies of the invocation are
less reliable than the original, so their threshokls are ustWly
higher. (See the Occult Sciences, page 134.) The threshold
given here is for the purest source available.

Contract: value of the creature's K,,·element that must be
overcome by the Invoker's own corresponding K,,·element on
the resistance t2b1c. Sometimes the contner: is a ttue negotia
tion., in which tenus are then described. This number indi·
cates the number of actions necessary to cast the summoning
spell and gives an idea or the aeature's power.

Rupture: reaction of the Invoked creature if the Nephilim
fails to overcome its Ka~element on the resistance table. Pos~

sible reactions art:

~ Disappearing: the aeature rcrums to its nugic
fidd.

~ Immobility: the creature stays immobile in the pen
tacle for the spell's duration. The creature cannot be
dismissed by erasing the pent:lcle.

-~,
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• Flight: the cn:atutt escapes the pent2Ck and flees
as fu as possible from the pentlclc and the sum
moner. It remains fT'I2Iterializ.cd for the spdJ's dun
cion.

- Befuddlement the creature executes the order of
the summoner in a wrong W2y. Some might even do
the exact opposite of the summoner's orders.

• Capture: the creature turns its powers against the
summoner. It tries to capture the summoner and
will fight using its lUI-element on the resistllltt
table against the Nephilim's dominant K2-element.
If it succeeds. the Nephilirn is Oaptured. Cllpturr:d
Nephilim arc usually t:lkro back to the CJr.lrurc's
realm as servants for IdlO years.

• PouuIion: the wont Rupture possibility b a
summoneL TIle entity tries to possess its Invow. It
opposes its Ka-mment llpinst the summoner's
same element on the resistlnce t:l.blc. If it succeeds,
it replaces the Ncphilim in the Simulacrum, so that
the Nephilim has to find another incarnation. Refer
10 the Reincarnation rules, and tTeat the Nephilim
as though its Simuhocrum had just died. These are
the most dangerous creatures, because they have
personal goals.

DUI1lbon: maximum length of time the creature stays mare
rialized. If the creatuff: is controlled by the Ncphilim (suc
cessfully contracted), the Nephilim can lnnish it from this
world at any moment. Durations that last until a specific day
cease at sunrise on that day.

lUnge: maximum distance which the creatuff: can I11O\Ie away
from the summoning pentacle. Some crearures arc linked to

the castel" and follow it ~here. In this casc nnge is
~Castu~.

Autonomy: A measure of how fitt-willed the ~ture is.
C1asslfications :are:

• Cuided: the summoner must concentrate to direct
the entity.,and cannot do anything else.

- Limited: the entity obeys one sentence. It wiD exe·
rote its wk until it is finished, the caster tells it to
stop or do something else, or the speD ends. Asly
complications wiD require the full concentr.lltion of
the caster to solve.

• Partial: the creature has a limited fonn of con·
sciousness. It C2rl follow some: extended instruction,
but any probkm demands the refonn.Wtion of
these instructions.

• Total: the creature has a consciousness at least
equal to the Nephilim's. It executes the ordas to its
best ability, and havc some initiative tawards solving
problems, depending on its moods and personality.

Description: appearance and precise powers of the creature.

Most supernatural cre:l.tures :are invulncrable to physical
damage and to non-magical weapons. Th~ can always be
harmed by magic spells and magic weapons. Summoned crea·
tures do not have hit points. When they incur damage, their
K2 is reduced until it is equal to 0, then the creature diuI'·
pars. If an invocation brings more than one creature, thc
Contnet value is equally divided among the creatures.

Some creatures are invisible to human eyes. Ka·vision can
alw:lys detect these creamrcs.

fIRST CIRCL£ Of SVMMONING: S£ALS
The entities are arranged by the difficulty of summoning. Each grouping of 30% represents a
specific classification developed by the Nephilim.

THE REALM OF ELEMENTAL ANIMALS
The Elemental Animals are limited and cannot long remain away from the magic fields. They
have their kings and elemental princes, but those are more substantial creatures not of this
classification. These creatures are like animals to the Nephilim, and are summoned to perform
simple tasks fo the caster.

The Ashil11. Doors of
Al>..""""t...", with Met.,.) ",ct

Circle: Seals

Ka~~I: Earth

11>...001& 10%

Contract: 7

Rupture: Immobility

DuraHon: until next Thursday

Range: 100 rn

Autonomy: limited



Description: translucent creatures that fade into a door or
opening_ It is then sealed, making the door an equivalent
of 40 Strength. If someone tries to force the door open
(roll the character's STR vs STR 40), the Ashim protest by
whispering danger warnings. The caster is automatically
alerted of any intrusion attempt if it is within hearing.

n.. Whi.p<rittS R"morl
of the u>w... W"t....
Circle: Seals

b~lement:Water

Threshold: 100/0

Contract: 5

Rupture: Disappearing

Duration: until next .oVk>nday

Range: 500 m

Autonomy: guided

Description: these are immaterial rumors, composed of
the memory of sounds produced on earth that have crys
tallized in the Ka streams. If they are not controlled, they
project, in a SOOm radius, echoes ol voices, animal
noises and ol all kinds ol natural and artifICial sounds
they have heard. By concentrating, a Nephilim can send
any sound it has already heard (even in past incarnations)
up to 500m away. The Nephilim cannot change the
sound's intensity. " can send its own voice, which will be
heard a few seconds later.

n.. !twoki"S Voic••
ofthe l"mit1O'" D...rt
Circle: Seals

Ka·element: Air

Threshold: 10%

Contract: 5

Rupture: Disappearing

Duration: until next Wednesday or one invocation

Range: pentacle

Autonomy: limited

Description: these immaterial voices help the summoner
il"lOease its chances in a summoning ritual by reciting the
ritual aloud, along with the caster, and by backing the
caster during the Ka-element fight. They add a 15% 00.
nus to the Summoning Circ~ Technique used during the
ritual. They add their Ka (5) to the Nephilim's, no matter
what Ka-element is used. It is not possible to Invoke these
creatures more than once to add up the modifiers for the
same invocation. These voices return to their realm at the
expiration of the duration, or upon their successful use in
an invocation.

n.. llsht. ofth,P""rr"'" fir< for<st.
Circle: Seals

Ka~lement: Fire

ThreshoM: 10%

Contract: 7

Rupture: flight

Duration: until next Tuesday

Range: 100m around the summoner

Autonomy: limited

Description: seven fire spheres moving very fast in the air,
drawing glowing ellipses around the summoner. The
spheres are very bright and cannot be extinguished by
normal means. By concenlIating, the summoner can can
trol one sphere at a time. The Nephilim's vision is then
replaced by the sphere's, and the Nephilim sees from the
sphere's perspective. The caster cannot see shapes or col·
ors, but only heat sources. For example, footsteps on the
ground would glow a soft yellow, fading slowly to green.
By succeeding in a Fire·Ka x3 roll, the caster can make
the controlled sphere collide with a target, causing ld6
points of magical damage and then disappearing. This
attack can be parried or Dodged.

n.o.. Who Cr<.l' ",,;, Nibbl.

Circle: Seals

Ka~lement:Earth

Threshold: 20%

Contract: 9

Rupture: Befuddlement

Duration: until next Thursday

Range: 500 m

Autonomy: partial

Description: these are six lillIe house-cat sized imps, each
with razor-sharp claws, over-developed teeth, and the
ability to climb anywhere. They attack only inanimate
matter and can devour anything at a combined rate of



~- one kilogram per minute. Whatever they devour is utterly
destroyed. Their only side-effect is the continuous noise
of suction, mastication, gurgling, and fightin& making
them totally unquiet.

Th. Ken<bim of
bN".,...ti"" ....l> C""fu.io..

Circle: Seals

Ka-element: Moon

Threshold: 20%
Contract: 14

Rupture: special (attack every person around them)

Duration: until next Monday

Range: 1DO m
Autonomy: limited

Description: these creatures are invisible except to Ka-vi
sian. They confuse every person around them by inspir
ing bad feelings and insane ideas. They kick people's legs
out to make them trip others, give somebody a shove on
a crowded escalator. pinch in the elevator, and perform
otner hostile pranks. Their efficiency is increased by the
number of people in their range, so that a subway plat
form would become a true maelstrom. They are less effi
cient against vel)' determined people, such as trained
fighters. The victims of their attentions receive a 25%
negative modifier to all actions, and the probability of a
critical failure is increased to 15% (86-001. The Kerubim
must oppose their Moon-Ka against a Nephilim's Moon
Ka to have any effect on a Nephilim. An individual Keru·
bim's Moon Ka is equal to 14 divided by the number of
Kerubim summoned.

If the Summoner gives no restricting order to the Keru·
bim, they will attack evel)' person in their range, except
the Summoner. The summoner can state some restrictions
during the summoning and ritual. To change these orders
after the invocation, the summoner must spend ld6 ac
tions. The summoner can specify how many of these crea·
tures it desires to summon in one casting, up to a
maximum of the Summoner's Moon·Ka.

Th. J.-l>e flow.....
M'1steri•• ofth.1>"rk Fo....t.
Circle: Seals

Ka-element: Moon

Threshold: 20%

Contract: 14

Rupture: immobility

Duration: until the end of the vision

Range: pentacle

Autonomy: guided

Description: greenish flowers blossom within the penta
cle, giving off a sweet, cloying odor. Their enchanting
perfume envelopes the senses of the NephiJim, causing it
to enter a higher state of consciousness. The Nephilim

can then see in the past in a 20 meter radius around the
center of the pentacle. One hour of trance is required for
every two weeks in the past the Nephilim wishes to see.
Observing an event from one month ago, for example,
would require 2 hours of trance.

Th. Ker..bim. ASi1.
I..habit....t. ofthe S.....ct Hom••

Circle: Seals

Ka-element: Water

Threshold: 30%

Contract: 12

Rupture: Disappearing

Duration: 1 hour

Range: 500 m

Autonomy: total

Description: These Kerubim are invisible except to Ka-vi
sian. They are technical counsellors to the Nephilim,
who receives a 30% bonus to all DEX·based activities,
such as Jumping; and to athletic skills such as Acrobatics,
Climb, Swim - but not to combat skills. Three of them
appear, giving each 4 Ka. For each destroyed Kerubim,
the bonus is reduced by 10%. It is not JXlssible to Invoke
the Kerubim more than once at a time.

Th. Swift f1"m. Port..l.

Circle: Seals

Ka-element: Fire

Threshold: 30%

Contract: 14

Rupture: Fl ight

Duration: until next Tuesday

Range: caster

Autonomy: guided

Description: creates a fire elemental that surrounds the
caster, who then looks like a human torch, leaving a fire
tail behind him. The caster's clothing and possessions are
burned to ashes, but the caster is not harmed. Any nam
mabie matter which the caster touches will catch fire.
The invocation must be cast near an open flame, and
cannot be cast in a room or other closed place. The
caster is then totally immune to any damage caused by
fire. The caster can ny, moving as fast as 400 km per
hour, increasing or decreasing its speed by 100 kph per
round. The elemental will not voluntarily collide with
anything.

The elemental is very sensitive to water. Each round of
contact with water (even for a very short moment), injures
the elemental at the following rates: 1d2 for a glass of
water, ld4 for a light rain, ld6 for a bucket, ldB for a
storm, 1dlO for a water pump. If the elemental is de
stroyed while moving. the caster is subject to the nonnal
laws of gravity. It is unwise to use this spell in the rain.



ThOle Wh<> Wl1i'l""'.
the Spirit. ofthe u.....lt I'o...tt

Circle: Seals
IU element: N\oon
Th_, 30%

Conl'ilct: 13

Rupture: Invnobility

DuraHon: unlil next Monday

R~e: 1 km

Autonomy: limited

Description: they are spectral shadows. vaguely human
ok!. The whisperers search for any shadowy place where
they can make themselves totally invisible except to Ka
vision. They move at 3 meters per second (10 kph) and
can enter any opening Of crack.

The caster can ask that they whisper their sinis(er can
ticle. Everyone within a 20m radius is shaken by a terrible
fear of the dark and thus tries to flee &Ie darkness_ To over
come one's fear requires an INT x3 roll every round lhal
the whispering continues. The whisperings cause a sleep
ing person to have horrifying nightmares and will give her
a 20% negative mcx:Iifier to all actions during the t'o'IO
hours after awakening. They are immune 10 physical
damage, though a one minute exposure 10 bright light wilt
destroy them.

Abo""i. the1"r<mi... Matt...
of C...atiOJ1. G...at t:"....alb Grail

Circle: Seals
Ka-element: Fire. Air, Water, Earth, Moon

Threshold: 30%
Contract: 70

Ruptu~: special. Adonai can punish the summoner for
having disturbed him, either by dissolving the caster's
Ka.elements (resulting in the destruction of the Nephilim)
or fordng it to sign a pact of annual Ka points sacrifice,
whichever the gamemaster chooses.

Dur;lltion: unlil Adonai wants to leave.

Range: as far as Adonai wants to go.

Autonomy: tocal.

Description: Adonai is the king of the elements. His
shapes are uncountable. The most common is that of a
creature as large as a cathedral, with a fish tail, silver
scales, clawed paws anchored in the ground, membra·
nous wings and the head of a reptile spitting fire. Some
daring summoners have seen him as a majestic giant.
head bearing a crown decorated with diamonds, rubies,
sapphires, pearls and emeralds. He always appears sur·
rounded by his uncountable elemental servants. He is a
wild and impulsive king, and his invocation is a real
danger even for Nephilim close to the Agartha. Adonai
masters all elements. Succeeding in a Contract does not
mean that the sumfT'lOr'lef has dominated A.dooai, it
means only thai Adonai has found it worth some atten
tion and so the summoner wilt survive the encounter.

Adonai can cause any transmutation or- metamorpho
sis of any matter, element or creature. When Invoking
Adonai, the casler plays with the most elemental powers.
Adonai is overwhelmingly clairvoyant. He is seen as the
protector of the alchemists and can accomplish miracles
for them. He is said to be the inspiration of the discovery
of Alchemy.

Adonai incarnates the raw strength of the elements.
He can initiate any natural cataclysm. Adonai is inde
structible and can only be dismissed by one of his equals.

To perform a deed for the summoner, AOOnai demands
the permanent s.1crifice of a number of points of Ka ap
propriate to the deed (al the gamemasler discretion). Here
are some examples of Ka point expenditures:

-a simple transmutation (.25 Kilo lead to gold, water to
earth for 10m)), create a storm: t point

-a 5 km zone partially destroyed by a natural cata-
clysm: 10 points

-a new hill in Manhattan: 20 points.

-a complete one hour lunar eclipse: 35 points.

-Diversion of the nemesis meteor: 150 points (for one
attempt).

THE REALM OF ELEMENTAL ILLUSIONS
The Nephilim have classified these creatures as elemental illusions. Humans often consider
them to be ghosts, knocking spirits or spectres. These creatures love to play tricks on their
summoner.

Cirr*: Seals

~ eKmeut: Fire
Th_,4O%
Contract: 18

Rupture: Disappearing

Dur;lltion: until next Tuesday

Range: caster

Autonomy: limited

Description: the Invocation appears as articulated plate
armor. Its material seems organic, like dark, red chitin



~- that fit precisely to the caster's body. The caster can take
the armor off and on, each of these operations requiring
five minutes. The armor is extremely resistant to physical
damage (even against modern firearms), though as light
as winter clothing.. and provides 8 armor points. It also
adds 8 points 10 the Nephilim's defending Ka-element
when DEFENDING on the resistance table against a
magical spell of Water or Moon.

Circle: Seals
Ka-element: Air

Threshold: 40%

Contract: 18

Rupture: Disappearing

Duration: until next Thursday

Range: caster

Autonomy: limited

Description: the Invocation appears as interwoven chains
of cloudy blue that swirl and move as if in a breeze. From
far, it looks like blue sky. It fits precisely to the caster's
body. The caster can take the armor off and on, each of
these operations requiring five minutes. The armor is ex
tremely resistant to physical damage (even against moo
ern firearms), though as light as winter clothing, and
provides 8 armor points. It also adds 8 points to the
Nephilim's defending Ka-etement when DEFENDING on
the resistance table against a magical spell of Earth or
Moon.

111. Armor of111o.. Who
AreUorn oftho Sow.;, ledh

Circle: Seals

The Guardians of the
Five Doors of Avalon
T1ll'st' fiw arlTlorin~ inVfKations have a slwdal mt'aning 10
the Nl'philim who liwd in Kin~ Arthur's tinll', II is thoughl
Merlin inlrodun'd tht'm, .1nd th.lt he hl'ld Iht' seen'. of
Adnn.li's inwK.ltion. Au:ording In tr.ldition, somt' of the
Knighls uf Ihe Ruund T.lblt, \\Wt' prolet-ted by these spells.
TIll' Green Knight was surl'ly \'waring the Silwr Slales of
Ihl' Ot'ean Meadows. Arthur's armor was a partkularly
pm'wrful version of Iht'se irwllc.llillns, as il included all
five dt'mt'llls. But it dis.lllpe.1red in ttll' lh,10S th.lt follmwd
thl' fall of thl' Lingclllm.

Thl' nl,lgk'.ll ,1rlllor is immulll' 10 normal d,lmage, and pro
vides II plJinl of .1rmllr profl'l'liun to the wearer. M.lgical
dam"lll' is firsl .'pplil'd to the armor in inol'menls of eighl
points, and Ihen whl'n the armor is destroyed (after 18
points uf d.lm.lgl'), furthl'r d.lm,lgl' or all.u-Ls arc horn hy
till' W{'olrl'r. M,lgit-al damage in excess of 8 points in one
aflal-L is p,lSsed through 10 thl' wcarN,

Ka-element: Earth

Threshold: 40%

Contract: 18

Rupture: Disappearing

Duration: until next Thursday

Range: caster

Autonomy: limited

Description: the Invocation appears as black armor. From
far, it looks like rigid leather, though it seems more like
black onyx stone when touched. II fits precisely 10 the
caster's lxxIy. The caster can take the armor off and on,
each of these operations requiring five minutes. The ar
mor is extremely resistant to physical damage (even
against mooern firearms), though as light as winter cloth
ing. and provides 8 armor points. It also adds 8 points 10
the Nephilim's defending Ka-elemenl when DEFENDING
on the resistance table against a magical spell of Air or
Water.

111. Silv'r\j Seal••
of tho O<oa" M<!al>ow.
Circle: Seals

Ka-element: Water

Threshold: 40%

Contract: 18

Rupture: Disappearing

Duration: unlil next Friday

Range: caster

Autonomy: limited

Description: the Invocation appears as a flowing armor of
silvery scales, with greenish reflections. It fits precisely to
the caster's body. The caster can take the armor off and
on, each of these operations requiring five minutes. The
armor is extremely resist.lnt to physical damage (even
against modern firearms), though as light as winter cloth
ing, and provides 8 armor points. It also adds 8 points to
the Nephilim's defending Ka·element when DEFENDING
on the resistance table against a magical spell of Fire or
Earth.

111. l..,peri.habl. fabric. of
r...,•. A"i..,at.;, doth•• of SHv.,.

Circle: Seals

Ka-element: Moon

Threshold: 40%

Contract: 18

Rupture: Disappearing

Duration: until next Monday

Range: caster

Autonomy: limited

Description: the Invocation appears as a very fine mail
armor, looking like silvery clothes that fit precisely 10 Ihe
caster's lxxIy. The caster can lake the armor off and 011,



each of these operations requiring five minutes. The ar
mor is extremely resistant to physical damage (even
against modem firearms), though as light as wint~ cloth
ing. and provides 8 armor points. It also adds 8 points to
the Nephilim's defending Ka-element when DEFENDING
on the resistance table against a magical spell of Fire or
Air.

Th. il\4k:k.i1V" Mirron.
MI"ist... of lk.....bl..m.
Circle: Seals

Ka-element: Moon

Threshold: 50%

Contract: 14

Rupture: Capture: the creature fades into the caster's
body and frees the Simulacrum of the Nephilim's control
for the spell's duration, as in the case of Shouit (Shadow).

Duration: until next Monday

R~e:5km

Autonomy: limited

Description: creates a rep{ica d the summoner or any
other person the summoner can see during the invoc.l
tion. The target d the replication must be physically pre
sent-video tapes or photographs will oot suffice. It has
the same characteristics and skills as the target, except
INT, which is equal to 3. The caster has no access to the
thoughts of the original through the replica. It can only
undertake physical actions (as driving.. climbing.. jumping)
and no intellectual ones. It has the same hit points as the

original.

The Nephilim can control the replica in one of two
ways or can alternate between them:

- by demanding a series of actions executed as a pro
grammed automaton. In this case, if any problem arises
that prevents the cre<lture from executing the orders, it
freezes immobile until the caster gives it further instruc
tion.

- by concentrating and guiding the creature. The caster
can perform no other actions while guiding the creature.
The caster looses all contact with its (MIn body, but can
hear, feel, and see through the creature, and make it t.llk
and act in any physical way.

Thos< Who Hit tho 5<0'1'10".
Cirde: Seals

Ka-elemenl: Earth

Threshold: 50%
Contract: 16

Rupture: Befuddlement

Duration: until next Thursday

Range: unlimited

Autonomy: total

Description: a strong blue creature appears, vaguely hu
manoid. It communicates through little shrieks, has feline
eyes, a curved beak and is armed with a magnificently
decorated stick ending in a barbed hook from which
nows a black liquid. This is a magical weapon and disap
pears with the creature. It understands all the orders of
the caster and tries to execute them as well as it can.

Protection: 5 points of leather

Actions: 5

Weapon: Hook 50%, damage Id4 + venom POT 5. If the
hook does 2 or more points of damage to the victim, the
venom attacks on the resistance table against the victim's
CON. If it succeeds, the victim receives 5 points of dam
age. To medical examination, the wound appears to be
that of a scorpion (intense pain, weakness. hemorrhag
ing). If it fails, the victim nas her actions halved (rounded

up) for the next round, due 10 pain.

The Characteristics 0( this creature, if needed, are all
equal to its Ka (16). It is vulnerable to physical damage.

Th. Rll><rs Arm.:. ITo"" H<Al>
tD f.d ITo"" tho Rlv.. ofD....."".
Circle: Seals

Ka-element: Water

Threshold: 50%

Contract: 16

Ruplure: Flight

Duration: until next dawn.

Range: 1 km

Autonomy: partial

Description: Four sinIster, masked riders appear in the
center of the pentacle, mounted on jet-black horses.
When the contract is made, they fade to a barely visible
ectoplasm, t!len rush to the victim. The summoner can
then assign a dream of its choice to the victim. The dream
will be 50 realistic tnat the victim will think it actually
happened unless they make a Ka roll while sleeping (hu
mans make a Solar-Ka xl roll). The dream ends by dawn
at the latest.

-'"-

REALM OF SPIRITUAL AND ELEMENTAL COMPREHENSION

Nephilim call this group the realm of understanding, or the realm of spiritual and elemental
comprehension. Through interaction with these creatures the Nephilim can reach a better level
of understanding of the surrounding world and achieve passage to the Pentacles Circle. These
creatures are said to be good servants and have high autonomy.
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~- n.. J'roano tor. Who..
£\1" ..... ll ili.1u or n..b\j
Circle: Seals

Ka-element: Fire
Threshold: 60%

Contract: 14

Rupture: Capture: the Nephilim immediately confesses
any harmful intention towards it holds anyone, and then
is released.

Duration: until the interrogation ends, 24 hours maxi
mum.

Range: 20 m

Autonomy: guided

Description: this is one of the most common instruments
of the Pyrim, many of whom are members of the Judge
ment Arcanum. The Nephilim performs this ritual while
sitting within the summoning pentacle. After the sum
moning and contract, the summoner is possessed by the
creature. Its eyes become red as rubies. The Nephilim
then looks straight into the eyes of the person it wants to
question. This person must be immobile. After two
rounds. the victim is fotally hypnotized and paralyzed.
She must then answer the truth to the Nephilim's ques
tions.

This spell can also be used to question Nephilim. For
them to resist, the following procedure is applied: for each
question, oplXlse the Fire Ka +14 of the questioner against
the dominant Ka of the interrogated Nephilim. The sum
moner can know that the Nephilim tries to resist, but not if
it succeeded or failed. If the questioned Nephilim resists a
particular question, it does not need to roll again to resist
that question. It can continue to stick to its answer even if
the question is refonnulated and asked again. Final judge
ment on this is in the hands of the gamemaster.

n.. orichalka 1h<mpct.
Mil1iotor ofDis..""iol1

Circle: Seals

Ka-element: Air

Threshold: 60%

Contract: 21

Rupture: Capture: the creature will turn its powers against
the Nephilim.

Duration: until next Wednesday.

Range: 1 km

Autonomy: limited

Description: a whirlwind appears, visible only in Ka-vi
sian. It immediately attacks a target designated by the
caster. The att.1ck is resolved on the resistance table, with
the Ka of the Trumpet (21) against the lowest Ka of the
target. The Trumpet wilt try again until it succeeds, is
dismissed or is destroyed. If it succeeds, it temporarily
dissociates the Nephilim from its lowest Ka-element, low
ering it to O. The value of this Ka-element must further-

more be subtracted from the values of all other Ka-ele
ments. Having 0 in one or more Ka-element makes im
possible the use of any magic of this Ka-element. The
diminished Ka-element returns to normal at sunrise on
the next day corresponding with its element. (See Graoo
Conjunctions, page 131, for the table of correspon
dences.)

The Trumpet stops its attack as soon as the victim is
out of its range. The caster can then declare another tar
get.

n.. T'ri11C< of the S...lt ofWist>om

Circle: Seals

Ka-element: Earth

Threshold: 70%

Contract: 22

Rupture: Disappearing

Duration: until next Thursday

Range: Pentacle

Autonomy: total

Description: the prince answering the invocation is al
ways draped in flowing white robes, with a crystal
crown. He can heal any wound or illness, regenerate
amputated limbs, remove any scar and even restore de
clining health by agreeing to restore lost points of DEX,
CON and STR at the permanent cost of one of the sum
moner's Ka points per Characteristic point restored. Cur
ing illness, curing wounds, removing scars, and other
minor healing the prince will do without cost. For greater
heatings, such as regenerating limbs or lost organs (such
as an eye), the prince asks the permanent sacrifice of 2
Ka from the caster. The prince wilt only perform healing
on one person per summoning, and must be dismissed,

resummoned and contracted again to heal someone else.

He can also dismiss, at no cost, harmful possessions
such as the Lords of Torment and the Crown of the Power
ful Pale Queens of Pain.

Thco Dark Govcomors

ofthe Pow..s ofPostilCl1e.

Circle: Seals

Ka-element: Water

Threshold: 80%

Contract: 14

Rupture: Capture; only the casler will incur the attack.

Duration: 14 minutes

Range: 500 m

Autonomy: limited

Description: a gas cloud appears in the pentacle and
dissipates into the atmosphere. Everyone in the radius of
the invocation, except the summoner, smells the most
fonnidable stinking, the foulest odor ever smelled. Any
creature with as sense of smell must make a series of
CON rolls as long as it is in the 500 meter range of the



odor. First roll is CON x3, then CON x2 and then CON
xl every round thereafter. Upon first failing the roll, the
creature is overcome by nausea, convulsions and vomit
ing; all it can do is try to flee as far as possible. On the
second failed roll, the creature faints. All creatures that
faint revive after 10 +1d6 minutes.

It is possible to resist for some rounds without CON
falls if one has been alerted and held her breath during
the summoning. In that case begin rolling CON every
round, starting with CON xlO and decreasing the multi
plier by one each round, until the victim fails her roll and
must breathe. Then begin the CON x3 rolls mentioned
above.

The Invocation acts like a gas and can thus incur no
physical or magical damage. It is not possible to magically
resist the odor.

Circle: Seals

"a-element: Moon

Threshold: 800/0

Contract: 22

Rupture: Capture; if the summoned creature succeeds,
the Nephilim temporarily loses all its CON points but
one.

Duration: until the Nephilim reaches 1 Ch'awe.

Range: caster

Autonomy: total

Description: three little creatures appear. They are trans
lucent, with two talons, large ears, and an eye hanging
from a long stalk. The creatures cling to the caster and are
undetectable except through Ka-vision. They create a
temporary symbiotic relationship with the caster, who
then becomes very receptive to its environment. The
caster receives a 30% bonus to all listen, Scan, Scruti
nize, Smell and Taste rolls, and is able to see all around
in a full 360 degrees. The caster cannot be surprised, as
the Spirits alert it to any immediate danger. The creatures
feed off of the caster's life energies; one Point of Ch'awe
is lost for every 10 minutes of symbiosis.

Th. 1"'I'I.-c.-bl. Mi»ist.,.•.
livi»$ 1..\"'1" ofthe Hillll.» Alt.-r
Circle: Seals

Ka-element: Fire

Threshold: 90%

Contract: 21

Rupture: Capture

Duration: until next Tuesday

Range: unlimited

Autonomy: total

Description: the creature has the body and stature of a
large man. It is draped in a long hooded cape, under
which is visible only the hands and forearms, black and
fleshless. It has a long two-handed sword and smells
heavily of sulphur. But most terrifying is the absence of a
head, in the place of which is a steady, bluish flame.
Humans must make a Solar-Ka x3 roll to face this crea
ture or flee.

This creature can only be wounded by a cutting
weapon, the edge of which has been covered with blood,
or by magical weapons,

All characteristics are equal to 16 (if needed).

Action Points: 6

Weapon: Two-handed sword 65%; damage 2d8. The
weapon is magical and disappears with the creature.

Th. Sh-'l>ow-do.-kell 5-'$" fro", the
White Mow»t.-i» """'•• the Mistlj Shore.
Circle: Seals

"a-element: Air

Threshold: 90%

Contract: 25

Rupture: special: the Nephilim cannot try the invocation
again until next Thursday

Duration: one question

Range: Pentacle

Autonomy: total

Description: five ephemeral sages form within the penta
cle, dressed in robes and bearing a huge and ancient
book. These sages maintain all memories concerning ter
restrial matters of the Nephilim. Within the ghostly book
is written all the knowledge of all past incarnations of all
the NephiJim that are now in Stasis. The sages have no
access to the knowledge of Nephilim that are not in Stasis
at the time of the invocation. They cannot transcribe
spells and will give no information that can imperil other
Nephilim.

For any summoning, they will only answer questions
about one single Nephilim. They can only answer specific
questions, and are unable to respond to general "fishing
expeditions.... "'How did the Nephilim Nimue die in the
year 600 Ad?'" is an appropriate question, but not "Tell us
everything about Nimue.... Gamemaster judgement is
called for.

After the invocation, the sages cannot be called again
by the same caster until the next Thursday.

-~,
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SECOND CIRCLE: PENTACLES

THE REALM OF EMOTIONS
This is the kingdom of emotions. These summoned creatures act directly on emotions deep in
the Nephilim. They can cause great joys as well as intense pains.

Th. Mi"ist<r of1'<M•. doth..., with a.l'\fl
Circle: Pentacles

Ka-element: Air

Threshold: 10%

Contract: 23

Rupture: Capture: the caster will be the only one to un
dergo fhe spell's effects

Duration: 30 minutes

Range: 100 m

Autonomy: total

Description: the invocation must be cast during a con
flict, whether physical or verbal. A translucent man ap
pears, who speaks with a sweet voice, rich and deep.
When he is present no one can fight, either physically or
verbally. If they are present, he easily dismisses Ihe Keru
bims of Exasperation and Confusion with his winged
wand. He will dismiss as well any first circle Summoned
creature, Sorcery spell or Alchemy Formula that troubles
the peace and harmony between living creatures. His
presence creates a feeling of love and friendship between
all human beings, and with nature in general. Once
peace is established, he pronounces a 15 minute sermon
on the futility of hatred, and then disappears. No one can
try any aggression for 15 minutes after his departure. Peo
ple will try to talk, explain themselves or leave.

Circle: Pentacles

Ka-element: Water

Threshold: 10%

Contract: 21

Rupture: Capture: the creature attacks the memory of the
caster's Simulacrum, who loses 20% in a random skill.

Duration: 1 h

Range: 21 km

Autonomy: limited

Description: these spirits are invisible except to Ka-vision.
A blue Triton appears, with empty eye orbits. The sum
moner then directs him towards a person who must be
either asleep or unconscious. He can order the creature
to delete anyone remembrance or period of the person's
life. The summoner can delete as much as a whole year's
duration. It takes one minute for the Guardian to do this.
Once the memory is deleted, the creature disappears.
This spell does not work on Nephitim, but can be used

against their simulacra if the Nephilim is in 5houit, 5ek~

met, or otherwise not in control. A Nephilim may use it
against its own Simulacrum, if it wishes.

Th. S",;)i"5 T"rshishi",.
Srntil1ds oftho Silv.r c...stl.
Circle: Pentacles

Ka-element: Earth

Threshold: 10"/"

Contract: 18

Rupture: Capture: the Nephilim cannot dismiss the Tar
shishim and cannot stop playing. It faints with fatigue in
10+ Earth-Ka hours unless someone takes the flute away.
The Tarshishim then vanish.

Duration: until next Thursday

Range: the sound of the flute

Autonomy: limited

Description: the Nephilim must supply a pan flute. In the
center of the pentacle appears a multitude of small ecto
plasms, visible only in Ka-vision. If the Nephilim controls
the invocation, these small Tarshishim enter the flute. The
caster can keep the flute until the next Thursday. When
the caster decides to play the flute, the Tarshishim in
spires the caster with brilliant melodies. After 5 minutes
of uninterrupted playing, during which the caster can do
nothing else except move and dance, the caster can send
the Tarshishim into any listeners within a 100 meter ra
dius around the flute. It can decide to send them on the
whole audience or only some chosen targets. The targets
must roll their INT against the 18 Ka of the Tarshishim (if
it's a crowd, 80% of the people are affected). The affected
victims begin to dance like mad people, filled with a
frenzied ecstacy.

The victims follow the player while it moves, and as
they pass, others will join. Every five minutes, the player
may try to send the Tarshishim on newcomers. If some·
body tries to stop the Nephilim, the vidims interpose
themselves. After 10 minutes, the crowd becomes some
thing like an Orgy. After 15 minutes, even if the Nephitim
stops playing, the frenzy continues. The possession ends
in about three hours with the exhaustion of the victims.
The caster is not affected and other Nephilim may resist
with their Earth-Ka, only needing to roll once. Once used,
the flute loses its power and the Tarshishim must be re
summoned.



1M lot'l>o oflOrmmt
with Di,,_ ....1",.

Circle: Pentacles

Ka-element: Fire
Threshold: 100/0

Contr~ct: 21

Rupture: Possession: tile Nephilim stays in the Simula
crum but undergoes the effects of the possession.

Our.ttion: 24 h

R~e: unlimited
Autonomy: lotal

Description: one lord appears. It is invisible save in Ka
vision, but for those who can see it appears as a Creek
warrior dressed in white-hot armor and a glittering helm
which appears 10 be carved from a single piece of dia
mond. This lenible spirit possesses its victim and tortures
her to death.

The lord follows the caster for up to 24 hours until the
caster chooses a target, which must be visible. Attacking,
the caster's player rolls the 21 J<a of the lord of Torment
against the INT of the defender. If the roll fails, the crea
ture disappears. Otherwise. the victim is possessed by the
lord. First nothing happens. On the first night after the
possession. the victim grows terribly anxious and tense
and finds it difficult to sleep. Mer a few minutes 0( sleep,
she awakens drenched with sweat, heart pounding; she
feels like an inside fire devours her, though she is vety
cold. Evety day, she loses one point of CON and 5% in all
her skills, and finally dies ulX>n reaching 0 CON. Some
summonings, such as the Princes of the Salt of Wisdom,
can dismiss the lords 0( Torment.

Nephilim can be attacked by the lords as well, but de.
fend with their Fire Ka-elemenl. If they are possessed, the
Nephilim shares the body with the lord ofTorment, but is
unable to prevent the lord from tormenting its Simula
crum.

1M 1'l>w..-full'Al. Que."
ofl'A;". with T....rs offl"",.
Ci,c5e: Pentacles

K4t e5emenl: Moon

Threshold: 10%

Contrad: 28

Rupture: Capture: the Nephilim undergoes one attack by
the Queen.

Duration: 24 h

Range: unlimited

Autonomy: total

Description: invisible except by Ka-vision, OJ vety beauti
ful woman appears, dressed in a light white dress, with
reddened eyes flowing with tears of blood. She wears a
thorn crown and follows the caster for up to 24 hoot'S
until the caster selects a target, who must be visible. The
Queen approaches the target and attacks her at the end
of the next round by taking off her crown and pUlling it
on the victim's head. The victim won't know what's hap
pening unless she has Ka-vision. The victim must roll her
INT against the Ka of the Queen on the resistance table.
(Nephilim resist with their N\oon-Ka.) If the roll succeeds,
the queen dis.lppears with a cry of pain. Otherwise, the

queen heaves a relieved sigh and disappears.

Instantly, the victim goes mad, assailed by terrifying
hallucinations that give her no peace and drive her to
ruin. The only way to free the victim is 10 opfX)Se one's
Moon-Ka against the crQl'.Yn's Ka of 28. The victim is al
ways free, but if the roll is a failure, the freeing Nephilim
acquires the crown and becomes mad in the victim's
stead. Otherwise, the crown disappears. The crown can
be destroyed if given 28 points of damage with a magical
weapon, BUT the wearer will incur the same damages.
Some summoninHS, such as the Princes of the Salt ofWis
dom, can dismiss the Queen or her crown.



THE REALM OF THE HIDDEN KNOWLEDGE
In this realm a Nephilim discovers hidden knowledge giving true power. The Nephilim must be
strong as it will often doubt its path.

G"brid. l'ri"c< oftho K<""In",. MMt<r
ofm...lo"

Circle: Pentacles

Ka-element: Moon

Threshold: 50%

Contr.tld: 35

Rupture: Capture: the Nephilim loses one point of Ka and
Gabriel leaves.

Duntion: lime 10 execute one task

Range: unlimited

Autonomy: total

Description: Gabriel has white hair, and a silver crown
inset with pearls. He wears a ring mail of the same metal,
a swOfd and an ivory wand. He is cynical, often facetious
and his anger is terrible.

Gabriel can decipher any Moon invocation and trans
late it f()( the caster into any language. These translations
are at the threshold of the original, with no negative modi
fier. Gabriel can correct a transcribed Summoning focus
to cancel accumulated threshold negative modifiers. He
can describe the precise effects of an invocation the

The Five Branches of the Tree of life
Tl\t'~I' iiw irwllI "Iiun~ ,HI' ufll'll 1.1111,11 Ihl' iiu' hr,mdll'~ uf
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Nephilim cannot learn (due 10 failed attempts at studying),
but will not teach it to Ihe Nephilim,

Gabriel can create all kinds of illusions. He asks no Ka
sacrifice as long as the illusion ;s passive and in itself
harmless. Here are some examples: a fetid broth looks
like a delicious gourmet meal, a sordid house looks like a
richly decorated one, a disguise, a horse changed 10 look
like a Pegasus, or a wall of flame coming out of the
ground, If the transformation is more aggressive or harm
ful, (as in the front of a house turned into Dracula's castle,
or a bus of Japanese tourists tuming inlO little goblins
armed with pikes), Gabriel will ask for a one point Ka sac
rifice. More points are demanded if lhe Iransformation is
major (a building turning into Godzilla; or the whole
house changed in Dracula's castle, with the hunchback
servant, creaking doors and all), The gamemaster must
state the number of points to be sacrificed.

Any illusion 24 lasts hours. To exlend this duration,
Gabriel asks for one Ka poinl sacrifice for 48 hours, 2
points for 4 days, 3 points for eighl days, etc.

He has dominion over magics linked with Moon, such
as casting Mtx>n-Ka based sorcery, or lifting a curse linked
to this element.

Gabriel can perform other magical services linked to
the moon, such as curing madness or dispelling a curse
linked to the moon_

The only Invocalion Gabriel wilt teach to Ihe caster is
"The Daughters of Paline: Patine is Gabriel's sword, This
Invocation belongs 10 the violence realm, and is thus a
terrible inSlrument of destruction that must be used with
care, It is an essential elemenl of some Third Circle Invo
calions, Gabriel will teach this Invocation under the fol
lowing conditions:

•The caster has 70%+ in Penlacles (and Ihus has com-
mand of the summoning realm of violence),

-II has already concluded a pact with Gabriel,

-It is a Moon Nephilim.

-The student agrees 10 never transcribe or reveal his
Invocation to anyone (if he doesn't resped Ihis, Gabriel
will never come back, nor will the Daughter of Paline)

-It accepts to sacrifice one point of Ka immedialely to
Memorize the spell.

S""l>olph"". l'ri"co•• of tho
Ashl",. Q..o." oftho Wi"l> no...
COUt1tl,!$$ of the (af't)i»al Poit1t$

Circle: Pentacles

Ka-elemenl:Air

Thresho'd: SO%



About Illusions
Remember that iIIusiorls ;ue Just lhat~lJll$ions; Godzillil orono(
really swallow il helicopter. and il hor5e changed 10 look like il

Pegasos GlnOOI really fly. A penon who 1cnow5 thai .JIn efieclll
an illusion Jlill iCeS~ senses the illusion, bot is able 10 ignore
its illU!lOrY df.ed (such ils !he pain 01 illusory fire) with a IU xS
roll. {Nephilim roll their domin..nl ~. ilOO humooflS their Sun
Ka.l The key hefe is in already knowing Nt the effect is an
illusion. If the victim~ no reilSOl'l to think thai she is _ing ""
illusion, then she has no opportunity for il ro)1. ~ing is believ
ing.

The Illusion creates no Jasting material change; for exam
ple. il wall of lire feels like name, 001 does not actually burn.
likewise, ilh..sions ClOuse no acIual danwge; iIIuSOl'Y infuries dis
appeM when !he iIIUSO'l ends. Aaual <Wnage caU5ed ol$ .ill

adjuna 10 the illusion does ~in. ~. Someone who
falls through an iliUSOfY floor and oR a real cliff will ~ilI be dead
when the spell ends.

Contract: 35

Rupture: the Nephilim loses one point of Ka and Sandor
phan leaves.

Duration: time to execute one task

Range: unlimited

Autonomy: tot.al

Description: Sandolphan is a very beautiful winged
woman, with bluish hair and eyes. She wears a javelin, a
sword and winged sandals. Her presence is both majestic
and sensual, filled wilh the wisdom of lhe airs and the
violence of hurricanes.

The powers of Sandolphan regarding the de<:iphering,
corredion and lIanslation of Air spells are identical to
those of Gabriel for Moon spells.

Sandolphan is the guide. She can locate a Stasis, even
i( its owner is not incarnate. She can answer any question
on human knowledge and history; she can show the
caster a one minute scene happening at the same time
anywhere else (1 point of Ka for 10 minutes, 2 for 30 min
utes, 3 for one hour, 4 for 2 hours, etc.). The Nephilim
must know precisely the place it wants to see.

She can also move things through the air. She will do
it (ree for one person-sized object (approximately 100 kg)
(or up to 500 m, with a maximum speed of 40 kph. She
will require one point of Ka for each additional person,
500m or 40kph.

She has dominion over magics link.ed with Air, such as
casting Air-Ka based sorcery, or lifting a curse linked to
this elemenl.

The only Invocation Sandolphan will teach the caster
is "The Daughters o( Lui of Faltenin.~ LuI of Faltenin is
Sandolphan's sword. Lui of Faltenin belongs to the vio
lence realm, and is thus a terrible instrument of destruc
tion that must be used with care. II is an essential element
of some Third Circle Invocations. Sandolphan will teach
this Invocation under the following conditions:

-the caster has 70%+ in Pentacles (and thus has com
mand of the realm of violence),

Illusory Death
Sometimes people are killed by an illusory effect (hacked to
pieces by an illusory SWOfd, lor example) only 10 discover that
they are not ~11ydead wken the spttf ends. What~
to lhem in the meanlime? fOf humans, the world f~ u they
progress IowJ.rd • dear, whi1e fish! 01 radiatins w.-mth. They
pow through i1 10 the other Jide 'Nhere they greet family and
IoYed ones wt.J have died before !hem. They JPef1d a time!eJJ
time !here, only to be abruplly pulled away back: to lheir bodies
when the illusion encb.

Nephilim enter Sekmel (explained on p;lge 112) 10 await
the death of the SirrnJLK:rum which will releaH: them 10 find a
new incarnalion--but Ihal releaH: never COIl'les. for eolCh hour
in thai JUte, allow lhe Nephilim'J playel'" a ~ xl roll to reatize
that ill Simulacrum it not ~lIy dead. Reatizins that, the
Nephilim re-awakem Itself and re5lJme5 control 0I1he Slmu~

crum, but lhe illusory injuries that "killed" the body remain unlil
lhe Illusion is dispelled or lhe spell encb.

-it has already concluded a pact with Sandolphan,

-it is an Air Nephilim,

-it agrees to never transcribe or reveal this Invocation
to anyone (if the Nephilim doesn't respect this, Sando!
pnan will never come back, nor will the Daughter of lui
of Faltenin)

-It agrees to sacrifice one point of Ka immediately to
Memorize the spell.

Mic""-!. p,.;..« ofthe C"ist.-l
V..l>ff""..l>i..s. nlflril>iA.. of
the 1vo"i lOw","

Circle: Pentacles

Ka-element: Earth

Threshold: 50%

Contract: 35

Rupture: the Nephilim loses one point of Ka and Michael
leaves.

Durataon: time to execute one task

Range: unlimited

Autonomy: total

Description: Michael is a slIongly built man, with black
eyes and hair, wearing a sword, a golden and ivory scep
ter, and shining plate armor. He speaks with a strong
voice. He is extremely clairvoyanl and can often guess
the reason of his Invocation. He loves beautiful things
and has a tendency to lewdness.

The powers of Michael regarding the deciphering,
corre<:lion and translation o( Earth spells are identical to
those of Gabriel for Moon spells.

Michael has a great understanding of the magic rtelds.
He can locale the nearest Nexus or Pfexus, metals and
metal ores, and any ground resource in a 1 k.m radius
around the caster. Each additional km costs 1 point of Ka.
He can change 100 kilograms of any non-living. earthy
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substance into any other substance, although he is VERY
unlikely to do this fOf any purposes other than his own.
He can cure any wound, afflidion or illness.

He has dominion over magics linked with Earth, such
as casting Earth-Ka based sorcery, or lifting a curse linked
10 this etemenL

The only Invocation Michael will teach to the casler is
"The Daughters of Sail'll Fabeau." Sail'll fabeau is Mi
chael's 5word. This Invocation belongs to the realm of vio
lence. and is thus a terrible instrument of destruction that
must be used with care. It is an essential element of some
Third Circle Invocations. Michael will leach this Invoca
tion under the following conditions:

-the caster has 70%+ in Pentacles (and thus has com-
mand of the realm of violence),

·it has already concluded a pad with Michael,

-it is an Earth Nephilim.

_il agrees 10 never transcribe or reveallhe invocation
to anyone (if the Nephilim doesn't respect this, Michael
will never come back, nor the Daughter of Saint Fabeaul

-it agrees to sacrifice one point of Ka immediately to
/I.1emorize the spell.

RaphMI. th. P,;"..

Cr\.4cifiett Ot1 the Tree oflif¢

Circle: Pentacles

Ka~lement: Fire

Threshold: SO"lo

Contract: 35

Rupture: the Nephilim loses one point of Ka and Raphael
leaves.

Duration: lime to execute one task

Range: unlimited

Autonomy: total

Description: Raphael is a man with a martial attitude and
red hair. He holds a bough. a sword and wears a long
multicolored tunic. He is hot-headed and susceptible to
anger, but with a sensible heart. He is very emotional. He
loves truth and frankness above all. He will detect imme
diately any lie told in his presence

The powers 0( Raphael regarding the deciphering,
correction and translation of Fire spells are identical to
those of Gabriel for Moon spells.

Raphael can force someixKfy to tell the truth when an
swering his questions. He can light., hea~ or melt 100 kg
of any matter. He will ask one point of Ka for each addi
lional 100 kg. He can maRe a. fanatic of anyone so that
she wi II bl incUy follow the.-orders otthe castel' during one
hour. This will not work on someone t'OStile 10 the caster.
Raphael can heal or cool anyplace from ·100 to +100 "C
in a 500 meters radius. He WIll ask one point of lea for
every additional SOOm_ He is the only Prince who will
agree to use his sword fOr the casllCf. During the Invoca
tion. the caster ma'£POint at a target he caR.see"3nd will
ask Raphael to hit him. for cae 'nt of t'a exparde«

Raphael will do ld6 points of damage. The blow cannot
be dodged or parried and will automatically hit. It will
also affect the Ka of magical creatures. Raphael will
NEVER hit a Nephilim at the command of another.

He has dominion over magics linked with Fire, such
as casting Fire-Ka based sorcery, or lifting a curse linked to
this element.

The ooly Invoeatioo Raphael will teach to the caster is
"The Daughlers of Noubosse.· Noubosse is Raphael'
sword. This Invocalion belongs to violence realm. It is
thus a terrible instrument of destructioo that must be used
with care. It is an essential element of some Third Circle
Invoeatioos. Raphael will teach this Invocalion under the
following conditioos:

·the caster has 70%+ in the Pentacles,

-it has already concluded a pact with Raphael,

-it is a Fire Nephilim,

-it agrees to never transcribe Of reveal this Invocation
to anyone (if the Nephilim doesn't respect this, Raphael
will never come back, nor the Daughter of Noubossel

-it agrees to sacrifice one point of Ka immediately to
Memorize the spell.

Arid. Pri"" fr<." from
th. 1.1..."" ofOblivio"
Circle: Pentacles

Ka~lement:Water

Threshold: 50%

Contract: 35

Rupture: the Nephilim loses one point of Ka and Ariel
leaves.

Duration: time to execute one task

Range: unlimitoo

Autonomy: total

Description: Ariel is a teenager, with green eyes and hair,
and a (inc angular face. He wear a trident, a sword and a
loin-cloth at the waist. He is quick and agile, and usually
protests when asked for a service, always asking what the
caster would do if he was not here. He is sensible to
compliments and a high intelligence is hidden behind his
childish looks.

The powers of Ariel regarding the deciphering. correc
tion and transla.tion of Water spells are identical to those
of Gabriel for Moon spells.

Ariel can make anyone forget a moment, a name, a
face or anything that can be remembered. He can even
make someone a total amnesiac, or make her past events
she had forgotten or induce in her false memories. The
target must b&.less than 500 m from the caster and must
be asJeep ()( unconscious. Ariel can retrieve objects at the
bottom of the sea, allow people to breath and walk in
water. He can also change 100 liters of any liquid in an
other one. Ariel asks for one point of Ka for every addi
tionallOO liters.



He has dominion over magics linked with Water, such
as casting Water-Ka based sorcery, or as lifting a curse
linked to this element.

The only Invocation Ariel will teach to the caster is
"The Daughters of Malourene.· Malourene is Ariel's
sword. This Invocation belongs to the violence realm. It is
thus a terrible instrument of destruction that must be used
with care. It is an essential clement of some Third Circle
Invocations. Ariel will teach this Invocation under the fol
lowing conditions:

-the caster has 70"/0+ in Pentacles,

-it has already concluded a pact with Ariel,

-it is a Water Nephilim,

-it agrees to never transcribe or reveal this Invocation
to anyone (if the Nephitim doesn't respect this, Ariel will
never come back, nor the Daughter of Malourenel

-it agrees to sacrifice one point of Ka immediately to
Memorize the spell.

REALM OF VIOLENCE
This realm explores the raw force of the magic fields. The energies are powerful and violent and
are often used to destroy. The creatures are wrathful, dangerous and difficult to control.

Circle: Pentacles

Ka-element: Moon

Threshold: 70%

Contract: I

Rupture: Disappearing

Duration: untilthc Nephilim dismisses il

Range: caster

Autonomy: NA

Description: Each daughter of Paline appears in the shape
of a sword. Each has a proper name the caster must say
aloud while tracing the pentacle of invocation. It will
always be the same sword appearing to the caster. This
sword is silver colored, and is invulnerable to any physi
calor magical damage. It does 2dlO magical damage.

Circle: Pentacles

Ka-elemenl: Air

Threshold: 70%

Contract: 1

Rupture: OiS<lppearing

Duration: unlil the Nephilim dismisses it

Range: caster

Autonomy: NA

Description: Each daughter of Lui Faltenin appears in the
shape of a sword. Each has a proper name the caster
must say aloud while tracing the pentacle of invocation.
II will always be the S<lTnC sword appearing to the caster.
This sW()(d is deep blue, and is invulnerable to any physi
calor magical damage. It does 2dl0 magical damage.

Circle: Pentacles

Ka-element: Earth

Threshold: 70%

Contract: I

Rupture: Disappearing

Duration: until the Nephilim dismisses il

Range: caster

Autonomy: NA

Description: Each daughter of Saint Fabeau appears in
the shape of a sword. Each has a proper name the caster
must say aloud while tracing the pentacle of invocation.
It will always be the same sword appearing to the caster.
This sword is light green, sometimes blackening, and is
invulnerable to any physical or magical damage. It does
2dlO magical damage.

Circle: Pentacles

Kil-element: Water

Threshold: 700/0

Contract: 1

Rupture: Disappearing

Duration: until the Nephilim dismisses it

Range: caster

Autonomy: A

Description: Each daughter of Malourene appears in the
shape of a sword. Each has a proper name the caster
must say aloud while tracing the pentacle of invocation.
II will always be the same sword appearing 10 the caster.
This sword is green with gold reflections, and is invulner·
able to any physical or magical damage. It does 2dlO
magical damage.

Circle: Pentacles

Ka-element: Fire



g- Th_,70%
Contract: 1

Ruptu~: Disappearing

0u~00n: unlillhe Nephilim dismisses it

Range: caster
Autonomy: NA

Description: Each daughter ci Noubosse appears n the
shape of a sword. Each has a proper name the casler
must say aloud while tracing the pentacle of invocation.
It will always be the same sword appearing 10 the caster.
This sword shines with every color, and is invulnerable to
any pnysical or magical damage. It does 2dl0 magical
damage.

Tlw CMjstal Net.
Ship"" IIw b,fl"it< Riwr
Circle: Pentacles

Ka-element: Air

Th...oold, 90'>'0
Contract: 28

Rupture: Disappearing
Duration: one trip

Range: unlimited

Autonomy: 10la1

Description: a beautiful, translucent blue airship appears,
with a bow magnificently sculpted in the shape of a bird's
head. Its sails billow in an invisible wind, and on the
deck can be seen silent winged ghosts manning the sails.
When passengers board, the ship and everything on il
becomes invisible. The ship is suspended in time, unable
to go back in the past or into the future. but it can voyage
in the present. From an outside perspective. it can move
anywhere on earth instantly. The p.:!"o;engers will feel the
trip has been going on for some time, though they witt
arrive at their destination at the exact moment they len.

Vv'hile the ship voyages, the world turns an indistinct
blur as it sails by. To those on board, time progresses nor
mally as the vessel seems to travel about 100km an hour.
Passengers must eat and sleep as normal, until they finally
arrive at their destination. Time does nO( pass, 50 magic
does not expire. and no neYJ magic can be cast.

THE THIRD CIRCLE Of SVMMONING: THE !{EYS

Many Nephilim will seek to raise this skill to 90% instead of the Third Circle of Sorcery. The
spells of the Third Circle of Summoning are the most powerful available in this game and
generally have permanent effects on the physical and magical environment of the Nephilim.
Summoners reaching this Circle risk fantastic dangers in search of power. The entities sum
moned here cannot be dominated by Nephilim. They can be seen as gods or Nephilim having
reached Agartha. They are free and fully autonomous, acting as they wish. They will answer the
summoner's call, but the summoner had best have intentions agreeable to the those of the
entity.

We only give a few summonings of the Circle of Keys. The gamemaster should not allow
Nephilim to acquire Third Circle spells during past incarnations. Magic of this magnitude
should be discovered and learned during the game. Later supplements will delve into this topic
in more detail. Players should be told that third circle Summonings are generally only practiced
by advanced initiated Arcanum members (presented in the upcoming b<x>k: Major Arcana).

Th< Dr"S"" Ati.... Lcrl> l'ril1CiJh'lihi of
Ih< Fir.. G"I.
Circle: Keys

Ka-elemenl: Fire

Threshold: 40%

Contract: 72

Rupture: Capture: All possible targets within 100m are
immediately attacked by Alim. Azim attacks each target
on the resistance table with his Ka versus the Fire KA of
the targets. Each target he succeeds against is bound to
his will for 100 years of servitude.

Duration: 1 Request

Range: -

Autonomy: Total

Description:

The summoning of the Azim, lord Principality of tne
First Gate must (irst be sanctified by the ritual murder of
seventeen virgin human children under the age of 17. The
dismissal of Azim, lord Principality of the First Gate re
quires the buming of Soo Kg of costly woods, spices, and
fragrances 01 not less than the value of 1 Kg of gold.

Azim, Lord Principality of the First Gale's appearance
is presaged by clouds of choking smoke (see Choking Va-
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por, in the first circle sorcery spells) that affect all but the
caster. Once the smoke has cleared. Azim is only visible
10 the caster. Any entiry present beyond the caster will not
see Azim, lord Principality of the First Gale but must
make a Ka roll Of flee in terror of his hidden presence. The
casler sees Azim as a small red salamander slowly creep
ing about the edges of the pentangle seeking a gap in the
warding. The salamanders eyes glow a deep red. The
caster hears Azim's voice in her head only.

Upon Azim's successful summoning.. the seventeen
sacrirlCed humans each have 1/17th of their combined
Solar·Ka total converted 10 Fire-Ka and bound back into
them. causing all to reanimate. In this re-animated state,
they all act simultaneously as Azim's senses around the
world. They do not look dead, nor do they decay. Anyone
not making a dominant-Ka x3 roll in their presence will
leave on pressing business, unaware of any compulsion to
do so. To Ka-vision, each appears to be filled solely with
Fire-Ka, but in the shape of the pillar of Solar-Ka which
humans should posses.

After Azim's manifestation, the casler is free to make
one request of him. Dealing with Azim is a careful, h()rTi
fying business. Azim is malevolent in the extreme, and
seeks to pervert and destroy the Nephilim through miss
spoken requests or statements. Azim, lord Principality of
the First Gate has complete knowledge of all fire based
spells, but will teach or inscribe none of them for the
caster. Azim is "typically'" summoned by a Nephilim seek
ing to destroy someone or something utterly. Azim has
complete control over the re-animated humans, and is
typically asked to perform a service similar to "Destroy
the existence of and all intimate friends of my eternal en
emy, the Black Star sorcerer Karkan." In the accomplish
ment of this task, Azim's servants (the humans) all act with
Azim's Intelligence, malevolence, and perverse wit. Azim
decides upon a Ka cost for the task, generally ranging
from 1 to 20 at the gamemaster's discretion. Extreme tasks
anger Azim, who turns his servants against the caster and
disappears.

Azim's Servants: Human Children
STR 2t 00: 17 INT 20

CHA 0 CON 20 Fire--K<J vari.lble

Hil PolnlS: 20, All wounds kcal ..IIM r~le of t hp pef iKlion

Alt~b: Bile@6s%, tdtO, will seek 10 kill .lndconsume victim.
This .lfl~k ..oo destroys.ln equ.lI amount of domin..nt K,) (01 Sol,)1-

K.. in hum.llns).
speci,)!: Know all fire SOfCer)' spells ,)s if Inscribed, and castIne

spells with the combined Ka of all members present.
Communal mind, can make complelely COOfdinated attacks

Can only be destfOYed by reducing 10 negalive hp and immersing
in Woller for f~ rounds.

00 I'lOl bfe.lllhe, eat, s~, or hive other pnysiColt needs.

n.. Gr\1pl1"" GazUr.
l.4>rl> J'rjt1cil"'lil\j ofII,. s..0>11> G~I.

Circle: Keys

Ka-element: Air

Threshold: 40"10

Cont~ct: 70

Ruptul'f:: Special, immediate caster madness. incurable.

Oul"iltion: 1 Request

Range: •

Autonomy: Total

Description:

The summoning of Gazur, lord Principality of the Sec
ond Gate, requires the voluntary sacrifice of five treasured
and important skills of the caster, which never can be re
covered. These sacrificed skills must be the Nephilim's,
not the Simulacrum's. Each skill is reduced to 0 immedi
ately. The dismissal of Gazur, lord Principality 01 the Sec
ond Gate requires the sacrifice ol500 Kg of costly woods,
spices, and fragrances of nolless lhan the value of 1 Kg of
gold. Gazur appears with a deafening report and a blast of
wind sufficient to shatter windows at 15m. Gazur appears
as a Gryphon-lion boclied, winged and eagle headed
and clawed. Gazur is invisible and unnoticeable by by
standers. Gazur speaks directly to Ihe mind of the casler.
Gazur is the mistress of Goetic, Hermetic, and Earthly
kl'l(Mltedge. There is no secret Of arcana beyond Cazur's
grasp.

Inner Pentangle of the
Temple of Baphomet
Thl'S\' fiV{' crl',llun's Ilf thl.' third dr, Il· of Sumnwnin)t Wl'U'

first conf.ll:ll'd hy Nl'philim in thl' Tl'mpll' uf B"llhnml'l in
11'fUs.:tll'm. Thl' Tl'mpl.ns helil'Vl" thlt this in\Ol.lti"n \\as
rl'sponsihle fur Ihl' dl'slrultinn of their sUl'r\'f1ll' ('arthl)'
sanctum. The NC'philim "hll summunl·d Iht·m \H'U'

Ihounht to he dloslro}'cd in th foummllninJ;. Knl,\\kd~ ... uf
Ih... invocalion of only thrl'l' r o..,in, tilt,s... of Ihl' Dragon
Azim, th... Gryphon Gazur, amI till.' UlIllinl' U.'I.'m.... II is
said th.:Jt lh ... Rusinudans "m~l'ss Ihl' filMI two imolil
tinns, hut only G.uur would know for sun'.

Once CalOr appears, the caster is free 10 ask a favor of
her. These favors cost between 1 and 20 Ka, at the game
master's discretion. Gazur has knowledge of all ranks of
all Sorcery and Summoning spells, focuses, and inscrip
tions. Cazur can be asked 10 teach or inscribe one of
Ihese spells for the caster. Typically, il costs 2 Ka for any
first circle Sorcery, 4 for second, 8 for third, 3 for firsl cir
cle summoning, 6 for second, and 12 for third. (Knowl
edge of and inscription of are separate tasks.)

Gazur can be asked to reveal a secret 10 the caster.
The cost of lhese secrets is based up:Jn Ihe size of the
group or society holding the secret and how "important"" it

is to them. For example, it would cost 1 Ka to learn the
complete contents of a sealed p:Jlice file, 2 Ka to overhear
a Mafi., strongman bribe a juror in a nationally famous
case, 4 to learn the perverse weaknesses of a Rosicrucian
Initiate, 8 to learn the location of all Israeli nuclear weap
ons, 16 to read an Arcanum Tribe list of agents, etc. The

humor with which Cazur regards Ihe request is at the
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I:!- gamemaster's diSCTe(ion. Outrageous requests cause
Gazur to become angry. destroy a critical memory d the
casters, and disappear.

Gazur can also be requested to destroy aU knowledge
0( a secret. Typically, this costs 4 lXlints if less than 10 en
tities know the secret, 8 if less than 40, 16 jf less than 160,
etc. Cazur does not forget the knowledge he has de
stroyed from the world. and can be asked to reveal a se
cret losl to the world if the caster can ask for it exactly and
precisely. Cazur charges highly for these secrets, typically
20+ points.

Th. Vnl>I". Vat.......
lml> Pri"cipalit\j oftho Thirl> Gat.

Circle: Keys
au.dement: Watet"

Thrnhold: 40%

Contract: 73

Ruptu~: Special, immediate casler reduction to 3 in all
statistics.

Duration: 1 Request

Range: -

Autonomy: Total

The summoning of Ualama, lord Principality of the
Third Gale requires the voluntary acquisition of one
geas-such as complete paralysis on Wednesdays, giving
birth 10 and raising Octuplets, etc. lhe geas is at the
gamemaster's discretioo, must be severe and related to
control over and use of the body. The dismissal of
Ualama, lord Principality of the Third Cate requires the
sacrifice of 500 Kg of costly woods, spices, and fragrances
of not less than the value of 1 Kg of gold. Ualama, lord
Principality of the Third Cate appears silently, visible to all
watchers in the guise of a small, nude, wizened man or
woman with long hair. Close examination reveals that this
body is composed of many flowing liquids. Ualama

speaks audibly, and all listeners must roll vs. or be imme
diately possessed with powerful sexual longings demand
ing immediate gratification. Only the caster is immune to
this effect. Should bystanders succumb to these urges, all
heterosexual ;oinings are fruitful. Ualama is the ruler of
the realm of all animal and instinctual emotion.

The caster is free to make one request of Ualama, lord
Principality of the Third Cate once she has appeared.
Typically, these favors cost between' and 20 Ka, at the
gamemaster's discretion. Ualama has all knowledge of all
ranks or Sorcery and Summoning Water spells, but does
no teaching or inscription of them. However, Ualarna can
be asked to make the effecl of an Water sorcery spell per
manent on the casler if it is in effect at the time of her
summoning. This type of request typically costs 7 Ka for a
first circle sorcery, and 14 for seconcI circle sorcery, and
21 for third. Camemaster's discretion is advised.

Usually, Ualama is asked to perform a favoc- related to
the love or sexual attachment of another. Often Ualama is
asked to m<lke someone fall head over heels in love with
the caster, losing all sense or proportion and propriety.
Ualama makes no distinction among male and female re
lationships, and the target of Ihis effect must succeed in
resisting this effect against an Water·Ka attack of 73. This
type of favor generally costs between 10 and 15 Ka.
Ualama can be asked to make a coward brave, a brave
woman cowardly, a self confident man become weak and
vacillating. etc. These favors work like the previously de
scribed "'Iove" spell. Ualama is outraged by no passion or
longing. however base, and finds all Nephilim or human
requests quite funny. Ualama can also be asked to raise or
lower a characteristic of the caster or target. Ualama asks
3 points of Ka for each changed point. Ualama places no
limits on how high she will lake a characteristic, but she
will only reduce them to 3 points at most. The target may
resist this attack with an Water-Ka resistance roll against
Ualama's Ka of 73.
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Among the most famous of the alchemists were Albert
the Great, Nocolas Flame1 and Arnaud of Villeneuve, to cite
only a few. Since medieval times, Alchemy has certainly been
the occult science with the greatest success among humans. It
has given birth to a great number ofesoteric writings, burying
the researcher as well as the Nephilim under an incredible pile
of information.

Tl1c Beliefs ofAlcl1cm\j
Nephilim created Alchemy as a reaction to Swnmoning and
its ~religious~ orientltion. Alchemists have developed a very
technical vision of magic. For them, the magic fields are im
personal energie5 they can manipulate with the appropriate
tools--alchemical Fonnulas. The fields are governed by laws,
and with sufficient understanding of these laws the Nephilim
can act uPO!1 them.

For the Akhemist. the world is bathed by the Spiritus
Mundi (the universal spirit) present in every bit of matter.
Controlling this spirit allows the manipulation of any kind of
matter. Alchemy is the most powerful form of magic, as op
posed to Sorcery and Summoning, which the alchemist con
siders roo empiriClll or mystical.

The very tenn ~occult science" was founded by alchemists.
They created rools to act on the magic fields, without depend
ence upon the narural oppositions between their own Ka-ele
ments. The most important of these tools is the Athanor, the

famous alchemical oven. Another one is the transmutation
powder.

Alchemists have succeeded in using a ~scientific~ point of
view to aid their quest for Agartha. To support and express
their viewpoint, they created advanced symbology and linglUs
tics. In their srudies they designed a very powerful magic, but
also a1ened humans and secret societies to their work. To pre
vent their discoveries from falling into the hands of humans,
Alchemists learned to encrypt the books that hold their se
crets. The most extreme example of this is Ihe nearly indeci
pherable Muttls Liber, a textless book containing only images
and diagrams which describe how to design very powerful al
chemical Formulae.

V.I.T.R.T.O.L.-Vi."ittl 1fltcriOYClll TcmlC RCt'tifk'lHl)O 111
vellies OpeYtlc LtlpiuclIl

"Visit tbe il,ICYior parts of Ifle C(Jrl!Ji lw yef(ct'tiOl' tlJOll
SVtl(t fil1u rlJe !Jiuuetl stollC,"

- AllOll,'"11OlIS

The Rituals ofAlchemy
A Nephilirn Alchemist must pass through three initiation
circles, as in Summoning and Sorcery; the Black Stone. the
White Stone and the Philosophds Stone. As with any other
magic, the Alchemist must reach 90% before going on with
the next skill.

Tl1c Atl1....J1or
The Athanl)1' (alchemical oven) is a small, brick domed or
squ:uc tower, about man-height or smaller. It contains an
egg-shaped glass vessel lying in a sandbath over a fIre. The
fust operation an alchemist must perform with the Black
Stone skill is the creation of its Athanor. For game purposes,
the creation is automatic:illy successful. To create the Athanor,
the Alchemist first builds the alchemiClll oven. It then p1accs
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~- its Stasis object within or nearby it. and consecrates the:
Athanor to the five magic fields. Each c:onseaation must be
done on the day associated with the element. During this
consec:ration., the Nephilim exposes its Athanor to a continu
ous IClW'Ce of heat. to air. to any liquid and to earth. Upon
complc:tion of the: ritual the a.lchc:nUcal O'\Ien creates the. Ma
Im"a Pri_ (mnsmua.Don powders), which illow the Neph
ilim to perform alchemical operations.

In consta2ting the Athanor, the Akhemist sacrifices
some of the Ka-dements in its Stuis (as in a nornul Snsis
ritual). This operation cannot be repeated, unless the Athanor
is destroyed and rebuilt. These points then become the 1<2
element points of thc: Athanor, and are ind~ndent of the
Nephilim's own Ka-dcments.~ Athanor must be gi~n :I;t

least one point in each K.a-elemtnt. Once this is done, mil:
Nephilim can use the: Athanor's ttanslDJ,t2bon powders (sec:
"'low).

1ne Athanor can be moved. but must not be broken. The
Nephilim can we the points in its Sruis to 21ugment the Ka
elements of its Athanor during spell casting (just -as in Sorcery
or Summoning). and recharge his Stasis in a Plexus or NeJrUs.

Ka Check
The Athanor receives the: Ka·c:le:me:nt check for succc:ssfully
casting magic, not the: AJchc:mist. The: JU-c:lc:mc:nts of its
Athanor can increase: at the: e:nd of an adll'c:nture: (see the:
chapter on the: Agartha,~ 119). Each JU e:lc:mc:nl can
inc:reasc: to a maximwn of 100 points.

The: Transmutation Powden
The: transmutation powden arc: the: first production of the:
Athanor. One: exists for each magic fic:Jd: the: powder of Air,

of Fire, ofWaru, of Earth and of Moon. 1nc: Athanor pr0

duces each kind of powder on the: day associated with the
dement. The: produced amount dq>c:nds of the: Daily Astro
1ogjca1 modifier, but is n~r b.rge, as a pinch is usuaDy
enough to cast a Formuh. Every two points of Dai.ly Astro
logical Modifier produces one: pinch, enough to cast one: spc:ll
The: Alche:mist can the:n keep these: powders scparatc:1y, usu
ally in glass £!asks or silk bags with the: colon of Ihe c:le:mc:nm.

The: powders have the: following characte:ristics:

'Cr TIle: powder of Fire i. shining red 10 orange and oflcn
smells of sulphur oc burning. Jr agglomeratcs in small crys
t:illinc curds.

'Cr lbc powder of Air is most oflen blue oc whitc. It is very
fmel)' ground and looks like flour from a distance. It often
smdk like O'ZORC.

'Cr 1bc: powdcr of Earth is bbclt and brown and i. made of
stony bits that rmut be crumbled. It has a nlty smdl.

'Ct 1bc: pawdc:r ofWarcrch~ color from its c:xpoIUR: 10 the:
.unlighl, ranging &om tyan blue 10 c:mc:nJd grecn. It flows
in the hand as und and smclls like hot mercury.

i'l lbc powder of Moon i. silvery or black and irs louch fcds
cold like icc. It has no smell.

The RitM""l
Once: the: Ne:philim has the: transmutation powde:n and a
nugica1 Formula it can read, he: can begin (nc: riNai.

Maintaining Concentration
If anyone: greatly interrupm the: Ne:philim Of" disperses the:
powder needed, the Alchemist must roll under its Ka x3 to
kec:p its concentration. If it incun physical damages, it must

roll under Ka x3. Failing, the: aster must begin again,
or t~ a new pinch of powder.

CastingTime

The: time: required to cast an alche:mical Formula is
equal to the: time: neede:d to t:lke: the: powder (usually in
thtte: Actions: taking the: flask, putting some: in the:
hmd, casting it on the: object 10~ transmuted) plus a
number of Actions equal to th~ bd of the: Circle: used
O,20r3).

Success orfailure

To cast a Formula, the: Alchc:mist must roll under the
corresponding Technique:. If it succeeds, it can attempt
the alchemical transmutation. Following a critica1, suc
cess, or fumbl~, reduc~ the Alche:mist's Ch'awe by an
amount equal to the: circle: of the: spell.

The Alchemical Transmutation

The Ncphilim casts a pinch of the: powde:r correspond
ing to the: Ka-c:le:mc:nt of the: Formula. 1nc rnnsmuta
cion succec:ds only if the: Nc:philirn roIls under the:
Ka-elc:mc:nt of the: Athanor (Ka x3 for the: FIr,t Circle,
Ka xl for the: Second and Ka xl for the: Third). This
roll is modified by the: Dai.1y Astrological modifier.



Ifit succeeds, the tnnslWtlItion takes pba:s immediately.
Ifit &ils, the Alchemist may tty again ifit has enough Ch'awe
remaining. If it fumbles., it adds one to Khaiha total, and the
Alchemist cannot bY the ritual again this day.

Every Formula is associated with a }(a-clement. They arc:
described accotding to the following fonnat

Name: the: name of tilt Formula, which must be said aloud by
the Alchemist.

Ci.rde: skill necessary to cast the Fonnula..

Threshold: minimum pera:ntage needed to try to cast the
FonnUa. ~

Powder. powder required to cast the Fonnula. Indicales also T
the Ka·dement of the: Athanor which must he: rolled. •..

Duration: duration of the Fonnula. 1
gc: WlgC to which tlle:Fonnula extends.

c:scription: effects of the Formula.

THE FIRST CIRCLE OF ALCHEMY; THE DLACJ{ STONE

The Black Stone skill is a1so known as Melanosis or Nigrido. It allows the Nephilim t .plore
the simplest lessons of transmutations, concerning the decompositi of matter. he Alchemist
leams to split matter in 0 its simplest elements that can then be modified by the Alchemist. The
Black Stone skill is otten seen -as sinister, although every Alchemist must learn it; since matter
must be reduced to ~imple elements t be understood. The Alchemists 0 thi Circle prefer to
wear dark clothes. ·s skill is ofu,n mbolifed by Ii cr ,a skull d som imes by a tbmb.

Cird~: Black Stone

Threshold: 60%

rowd~r:Fire

Area: 1 Figure

Durat'on: 1 hour

Range: 30 m

Description: after having cast his powder towNt the
target, a burni g silhouette appears, possessi the same
characterittics, hit points, and skills a the target, but
none of the target's knowledge. It then obeys the caster.
The silhouette is immune to phySICal damage, but is sus
ceptibte-&o king 103 damage from a glass of
water, 1d6 (rom a bucket or 1 round of spray from a
garden hose. It cannot catch anything on fire.

Circle: Black Stone

Tlveshold, 30%

Powder: Fire

Are~: 25 m2

Dur~lion: 1 h

Range: 1{)Om

Description: once the powder is cast, it sets fire 10 any

kind of inanimate matter. It is a magical r1aJllltthat doesn't

propagate and only affects objects within the 25-..square

meter area of effect. The fire is like that of a burning

lorch, doing 1d6 damage.

Circle: Black Stone

Threshold: 600/0

Powder: .Moon or Water

Are~: Target

Duration: instant or 24 hours

Range: Touch

Description: allows the caster to cancel the effects of any

Sorcerous or Alchemical Fire magic of the First Circle. If

the casler casts this Formula on itself, it canna( cast any

Fire magic for 24 hours. The caster chooses whethef to

use the Athanor's .Moon-Ka or Water-Ka.

Circle: Black Stone

Threshold: 30%

Powder: Air

Are~: 1{)Om

Dur~tion: 15 minutes

Range: 100m

Description: allows the caster to destroy any breathable
air in a 100 m radius around it. The caster has the choke
of the affected radius, and can thus save its companioos.
The victims are sub}ect to the rules of asphyxiation, page



114. They can move out of the radius if they think about
it.

111. Darlw1iw.; ofthe
5<\1"" ShMa. Wan.
Circle: Black Stone

Threshold: 30%

Powder: Air

Are..: 30m

Dur..tion: 15 minutes

Range: Touch

Description: creates a thick smoke of 30m radius around
the caster, blocking everyone's sight. This smoke dissi
pates naturally. The caster can move the cloud of smoke
at 1 meter per second up to 30m away from the caster.

111. Air Di.solver

Circle: Black Stone

Threshold: 60%

Powder: Earth or Moon

Are..: Target

Duration: instant or 24 hours

Range: Touch

Description: allows the caster to cancel the effects of any
Sorcerous or Alchemical Air magic of the First Circle. If
the caster casts this Formula on itself, it cannot cast any
Air Formula for 24 hours. The caster chooses whether to
use the Athanor's Earth-Ka or Moon-Ka.

Circle: Black Stone

Threshold: 30%

Powder: Earth

Area: Target

Duration: 15 minutes

Range: Touch

Description: the caster must touch its target with some
Earth powder. The target's feet then become heavy
stones, weighing upwards of 70kg each. For each step

she wishes to make, she must make a STR roll on the

resistance table against the Earth-Ka of the Athanor. One

can only struggle likt: this for their CON in rounds before

becoming exhausted and needing to rest.

Circle: Black Stone

Threshold: 40%

Powder: Earth

Are : 5m

Dur tion: 15 minutes

R<lIIge: up to 15m from the caster

Description: allows the caster to reduce the gravitational
pull within a 5m radius around the point of casting,
which can be as far as 15m from the caster. The weight of
everything in this area is reduced to 1/1Oth of its original.

111. R<""ctiOI1 ofthe £5s ofAzoth
Circle: Slack Stone

Threshold: 50%

Powder: Earth

Area: Target

Duration: 15 minutes

Range: Touch

Description: this Formula uses the famous alchemical
principle of the constructive destruction. It destroys any
alien body in a living organism. One use may cure an
illness, or a poisoning. It must be drunk or put into con
tact with the target's blcxx:l. To cure a poisoning, roll on
the resistance table with the Earth-Ka of the Alhanor as
the active element, and the Potential of the poison as the
passive element. The curative effects are immediate,
though side effects may include vomiting, blushing, and
profuse sweating.

Aside from curing poisonings and illnesses, this For
mula has the effect of a successful use of the Healing skill,
restoring ld3 hit points to any wound it is applied to (if it
has not already been first-aided), and allowing the patient
to heal at 2d3 hit points for that week.

111. £arth Dissolver

Circle: Black Stone

Threshold: 60%

Powder: Air or Water

Area: Target

Duration: instant or 24 hours

Range: Touch

Description: allows the caster to cancel the effects of any
Sorcerous or Alchemical Earth magic of the First Circle. If
the caster casts this Formula on itself, it cannot cast any
Earth Formula for 24 hours. The caster chooses whether
to use the Athanor's Air-Ka or Water-Ka.

111. Dissolvil1S of the Do"bl< Salt

Circle: Black Stone

Threshold: 30%

Powder: Water

Area: Target

Duration: instant

Range: 100 m

Description: allows the caster, after having thrown the
powder in the air, to dehydrate one person of its choice,
thus giving her a very strong thirst. The powder attracts
water in the body. The victim must succeed in a Health
roll every round or faint, until she drinks.



Circle: Black Stone

Threshold: SO%

Powder: Water

Area: Target, Kg

Duration: special

Range: Touch

Description: allows the caster to reduce by half the size
of any living or non-living thing which already weighs
less than 500kg. The object must be one entire thing. and
its shape must be clearly seen by the caster (it cannot
reduce only 500kg of a stone wall for example). The
Fonnula can be cast on a door (it will not affect anything
elsel. The reduction can be maintained as long as the
caster concentrates.

Th. W"t<r "Ois..,lwr

Circle: Black Stone

Threshold: 60%

Powder: Fire or Earth

Area: Target

Duration: instant or 24 hours

Range: Touch

Description: allows the caster to cancel the effects of any
Sorcerous or Alchemical Water magic of the First Circle.
If the caster casts this Formula on itself, it cannot cast any
Water magic for 24 hours. The Alchemist chooses
whether to cast this spell using Fire-Ka or Earth-KA.

Th. Sl'itti"s ofth. Jk:> Moo"
Circle: Black Stone

Threshold: 30%

Powder: N\oon

Area: Target

Duration: 15 minutes

Range: Touch

Description: allows the caster to drive the target mad.

The victim must then roll every round under her tNT. If

she fails, she totally loses the notion of what she was

doing, and starts doing what she was doing exactly three

months ago. If she succ~s, nothing happens this round,

but she must roll again next round. This Formula can be

cast on animals, who go mad and try to bite their tails, or

even try walk on two legs and attempt to talk. The effects

last for ten minutes.

Th. Tr""sforrt1"tio" ofth. DI....k d"w
Circle: Black Stone

Threshold: 50%

Powder: Moon

Area: Target

Duration: 15 minutes

Range: Touch

Description: casting the powder on someone's arm
causes it to grow a monstrous paw, with sharp black

claws. The paw inflicts Jd8 points damage (plus the STR

modifier), which qualifies as magical damage. It can also

be used to dig into the earth or other soft matter. The claw

is quite visible and tears the sleeve when it manifests. It

can be cancelled by a Moon Dissolver.

Th. T<"r ofth. Dl". Moo"
Circle: Black Stone

Threshold: 60%

Powder: Moon

Area: Target

Duration: until next Monday

Range: Touch

Description: allows the caster to break the rational mind
of its victim. Her walls of intellectual association break
down, mixing pieces of past dreams mixed with her pre
sent thoughts. She is unable to speak, can only talk in a

confused babble, and her tNT is reduced to 5 for the

duration of ,he Formula. She can resist the spell by rolling

under her INT x3, once per day, until succeeding.

Th. Moo" "Oissol""

Circle: Black Stone

Threshold: 60%

Powder: Fire or Air

Area: Target

Duration: instant or 24 hours

Range: Touch

Description: allows the caster to cancel the effects of any
Sorcerous or Alchemical Moon magic of the First Circle.
If the caster casts this Formula on itself, it cannot cast any
Moon magic for 24 hours. The caster chooses whether to
use the Athanor's Fire-Ka or Air-Ka.



THE SECOND CIRCLE OF ALCHEMY: THE WHITE STONE
This circle is also called Leukossi or Albedo. It allows the Nephilim to whiten matter, which
means to sublimate it, making it immaterial and easier to manipulate. This new step allows the
caster to rebuild matter according to the alchemist's desires. The caster thereby becomes a
companion of the matter, close enough to it to be able to influence its structures. This skill is
often symbolized by a white dove, a deer, a unicorn or a silver rain.

Circle: White Stone

Threshold: 10%

Powder: Fire

Are..: Target

Duration: Instantaneous

Range: Touch

Description: the Fire powder is cast on a liquid, which
the target immediately drinks. The liquid glows strongly
and smokes. Once the target has drunk, she regains all
her hil points, whatever caused their loss. As it is a burn
ing potion, it permanently decreases the Constitution and
maximum hit points of the drinker by one point. It can be
drunk by any living creature, including Simulacra. It takes
one minute to act, during which the drinker seems to
glow from the inside.

Th.Abama"ti.SiSMofth.
n.........cti"" oftho no..
Circle: White Stone

Threshold: 10%

Powder: Earth

Area: Special

Duration: until next Thursday

Range: Touch

Description: the caster engraves a copper plate with an
esoteric symbol of healing. The Earth powder acts on a
copper plate as add on metal, etching in the symbol. The
caster must sacrifice one point of Earth-Ka from its
Athanor to charge the plate. When put in contact with an
injured person, the plate will cure ld6 hit points of any
wound. (Some versions require that a little amount of the
person's blood be put on the plate.) It can only be used
once per wound. The plate continues to heal until the
Formula's end.

Th. Wat.. of lIf. oftho Sl"p\j Mctal
Circ~: White Stone

Threshold: 20%

Powder: Water

Area: Target

Duration: 1 hour

Range: touch

Description: the alchemist casts the powder on the in
tended target, transforming the target's clothes into a very
resistant but soft armor. The clothes provide 10 points of
protection against any type of physical damage, although
they don't protect against magical damage. Upon receiv
ing a blow the clothes glow as bright as Quicksilver, and
then fade.

Th. Ship oftho Sa.r<1> A"b"'S'i"\j
Circle: White Stone

Threshold: 60%

Powder: Water

Area: Special

Duration: 24 hours

Range: touch

Description: the alchemist must cast his powder on a
small statue, which changes into a large and hollow
statue with a metallic outside. It opens on the side so the
Nephilim can get into it. The caster can then use it in two
ways: as an armor or as a vehicle. When immobile, the
Vehicle protects the Nephilim with 10 points of armor,
and against drowning and asphyxiation. If the Nephilim
decides so, the vehicle can move and will run at 100 kph
until the end of the Formula. The Nephilim's Simulacrum
will then have to rest at least 10 hours. The Nephilim can
stop the movement of Ihe vehicle at any time, though it
cannot move it again after having stopped. The Vehicle is
subject to physical or magical damage.

Th. S..blimatio" oftho £\j' of';'r
Circle: White Stone

Threshold: 10%

Powder: Air

Area: 500m

Duration: until next Wednesday

Range: Touch

Description: the caster rubs its eyes with the powder of
Air, making a third eye appear on its forehead. The eye
opens upon the Nephilim's command, allowing it to see
through any kind of matter as though it were glass, up to
a total 500 meters distance.



~ akhernists of the Second Circle possess ~_
, ::now\edgll! 10 oe~e beings wilh limited {controlled by tne

will of the,l~ alAonomy. Thet'e are _,11 types:
Sirn.Jl.acmm (not k> be confuKod with Nephilim SifnJ~).

Automatons, CoostlUCts ;and Golcrm. These creations both .
1rM:1 .lind rq10ke the Nephilim since they can be used ;IS prx1i
coil took. yd~ the potenti..1 10 be~ H ;II wrong w~ 10
Iql~ the Simul~oI. perhoops lepealing the error of AII,lntis.

Buikling ;I Colen is very difflCUh .md requires iI gre.ll
QJrrbet of Formul~di~ in INlny books. There exists lIes
end h;as it !hat only one original copy sulVivi5 in ,he presetll
day) ;m arocient Arabic lex! of magic. whose conteflts contain all
the roecessary spells to generate these creatures. 11 is ailed the
lbbur and was JRlrportedly cran5Cri!>ed and l""nslated from in
anonymous source by the Rabbi Judah loew during the 161h
century in Prague. Rabbi loew was a formidable Kabbaiisl and
Summoner and it is from him that the actual legend 01 the
Colem originates (~ the boxed item).

n.. M.....ti"" of th< Hd! Howt1~

CircLe: White Stone

Threshold: 10%

Powoo:~

Art.a: Target

Dur.ation: until next Monday

bnge:500 m

Description: the powder is cast toward a four-footed
mammal animal, as a dog. A second head grows on its
left shoulder. This head takes command of the animal and
obeys an order given by the caster. If the animal is killed,
the second head disappears immediately. It looks terrify
ing. with large red eyes, sharp teeth and pointed ears.
Black smoke comes out of its nostrils. It has 20 hit points,

Given here IS il Golem Of olCcort1JWlying spell correspond
ing 10 e..m Ka.elemenl.

The AmericMl Southwest is known for Ill; Earth .lind fire
GoIems m~ from the red SOli of I~f "rea ..I'd with cetUin
minet',l,ls and O)'Slak. The Midwestern and Southern ~les are
known for their All Mid W..I('f Golefm, m.lIde in remole places,
such oIS roe..r I..kes and riYers., SWillmps.. mMShl.lnds and in
mounl.. inous regions when: lhe iIIir is charged ..nd pure. The East
COils(, especi.. lly New Yor1r:, WilldlingtOf'l D.C. and Virgini.. is
home 10 AtllomatOf'l builders; some Nephilim believe lhal
Aulomalons may have replaced go"It'fnmerlt employees.

Rabbi Loew's Golem
Below are lhe Formulae for the generalion of Golems. These
spc:lIs were used by Rabbi loew 10 create a fuJlClioning golem,
although not a veIY capable one. All five of them combined can
make a Cll.'.lture capable 01 performing simple lasb.

4 actions and a 6O'Yo attack chance with each head. The
first head does ld6 damage and the second 2d6.

n.. Pwrifkatiot1 of th. Sd.... Wat...

Circle: White Stone
Threshold: 60%

Powder: Moon

Area: 50m radius
Duration: 10 minutes

Range: Touch

Description: the caster must cast the Moon powder
around itselr. The Formula changes all matter in a 50m
radius into magical w.lter. The cilster Ciln choose the ex
i1ct area of effect. Every object or creature in the area
behaves as if it were in water-stones sink, wood rises,
and humans must swim or incur the effects of drowning.
Eventually everything settles to its own density level. The
water is invisible except to Ka-vision, so these events will
seem very strange to witnesses.

~bbi lC<lw's (;<l1cms

TH. fir< (,...dbl. of th.
Spiritual Cot1stTwct (5"",,,,,>

Cirde: White Stone

Threshold: 70%

Powder: Fire

Duralion: special

Range: special

Description: allows the casler to shape a mold for the
body of a fire golem. It requires 10 kg of the purest iron.
The caster projects the powder on the mold while read
ing the Formula aloud. The iron rusts and takes the shape



o..- of a humanoid flame. It rusts for 24 hours, after which the
caster must lie in the mold for another 24 hours. During
this time, the caster can use its spells as if it was in a Fire
Plexus, but it cannol move from the mold, or else the
spell is ruined.

Th. Morphic UrnSlo....ratio"
oftho Sto". (llo:>\j. Stat.)
Circle: White Stone

Threshold: 50%

Powder: Earth

Duration: 30 days

Range: 1 km

Description: allows the caster to pre-determine the shape
of the mold, its vitality and strength as well as its range.
This allows the creation of the most simplistic of the earth
golems, similar 10 the first type ever created. It requires a
Formula from IbOOr (or from whichever oral instructions
have been handed down) that allow the alchemist to
impress upon clay, soil or rock the projection of its eth
eric body. Once the powder is projected and the Formula
recited, the caster may begin the Rabbi loew's Colem
spell to animate the Colem.

The amount of material to be fashioned is up 10 the
caster, but the size of the Colem is determined exactly by
the amount used in the mold.

The Ka-.elements of the Athanor determine all the
physical characteristics of this Colem. Fire-Ka is equal to

STR, Earth-Ka equals CON, and Watcr-Ka equals DEX. Hit

Points are unlike the hit points of normal creatures. The

Colem possesses one hint point per IGlogram of material

used in its construction. The equivalent of INT for the

Colem is contained in the True Stone of the Fire Colem

Formula.

to execute one simple order, such as "Keep this room,"
"Wash the house when I command," "Burn any human
you touch," etc. Orders must be a short sentence, with a
Subject, Verb and direct object, with a maximum of one
dependant clause. They exact orders must be decided
upon at the time that Ihe True Stone is made. The Colem
is able to perform these acts repeatedly. Please note that
Colems of this type are exceedingly stupid, and are easily
stymied. When mounted on the Colem's forehead, the
True Stone works as the Colem's memory.

Circle: White Stone and The Philosopher's Stone

Threshold: 60% (white Stone)

Powder: Air

Duration:-SQeCial

Rang~ special

Description: allows the alcheJ,nist to give complete
though limited knowledge and power to its Calero,
~rough the creatlon of a pa~n (circulan:lisk) made of \
v~rious metals. The amount and type 9f knowledge d~
pends-on what metals are used, since different spirits and f

intelligences govern diff~t metals: A paten made of
iron wOuld grant great strength and fuel the Colem wit\'l
rage and ~engeance. This golem would be use(! fOf acls
of vioknce or for revenge. A paten made of stiver wOUld
grant the powers of intuition and alertness. ,f

A paten is made by projecting the poY<der upon the
incumbenl metals. The Formula o( the paten must be re
cited as this is done, The powder then forges the disk, and
the disk is placed upon the forehead or chest of the
Colem. It will endure for as long as the body of the
Colem.

The paten allows the Alchemist to give the golem
skills. Spread 150 points among as many skills as the crea
tor likes, spending no more than the Athanor's Air-Ka x3
points on anyone skill.

"W(Jcrc is ((Jm (Jctlrt of stOllC, (l(ooU-rcv, tfJtl( (!Jlillltl(CS

tfJC dtl,\? (!JIO ffic~ 11/'011 tUe Il'iIlO·~ of Otl~J?"

- fraIl! the llOok rbllllri or tfJC FWHlomioll of dJC Solll
o

Th. Tr". Sto". oftho
fi... Gol.... ('0"'.....,,:>1)

Circle: White Stone

Threshold: 80%

Powder: Fire

Duration: special

Range: special

Description: allows the caster to give a limited form of

intelligence to its Colem. The caster must sacrifice points

of Ka on a ruby. For every point, the Colem will be able

Circle: White Stone

Threshold: 30%

Powder: Fire

Duration: dependent on purpose

Range: dependent on purpose

Description: this spell allows the animation of a Golem
through the action of the Spiritual Fire upon the gross
matter of Earth.

The figure is turned into a Colem by projecting and
burning the powders of fire over its entire surface area.
Once accomplished, the caster undertakes two weeks of
meditation and fasting in the presence of the Golem. Any
disturbance of this critical step destroys the body, paten,
stone, and mold. The caster then places, behind the
Colem's teeth, a parchment strip upon which is written in
the caster's own blood the personal magical Formula or



Duratioo: 7 days

R.ilnge: 2 km

Drscription: allows the caster to confer the
power of physical flight to an Air Golem, as
well as the power of entry into mortal
dreams. The Air Golem must first be con
structed using other spells (such as The An
gelic Automaton, below), then this spell can
be used upon it.

The alchemist must sacrifice two points
of Ka on a virgin parchment upon which is
inscribed with the blood of a dove the Seals
of Air and the Sigil of Athanasius, from the
OOok Ibbur. The parchment is then cut in
two parts with a consecrated dagger. These
parts are absorbed by the powder and pro
jected upon the back and top of the head of
an Air Golem. The Astral Wings of Atha
nasius activate within a fortnight, allowing
the Golem to ny. The range of the Golem is
limited to 2 kilometers distant from the
caster.

The Colem can also enter into the
dreams of a human and enact the will of the
caster there. The caster can see what its
Golem sees while either flying or in the
dream state by virtue of the blood-bond cre-

ated by the writing on the parchment. When this spell dis
sipates it has the unfortunate side-effect of the total disso
lution of the Air Golem.

n.c Gri..,O;", of lbbur.
Dr the f\"'''"1>ati"" ofthe So.,l

n olh the ~uthor 04 Ihis rare, Afilbic molgiall 1elC1 ilnd the dille il WM
V"""ineo ,lre unknown. II has survived solely due 10 the efforts of R.lbbi

.Iod.1h loew who published .. Hebrew lr.llnslillioo in tne mid 16th
century while he was living in Prague. Besides insll\.ICtions and spells for the
generation of Colerns and Homunculi, Ibbur wpposedly contains much ar
chaic Kabbalistic knowledge encrypled within il cipher<ode no one has
been able to break to the present day. One copy of the original Arabic
version Is supposed to have survived though its whereabouts .. re unknown.
No copi.es of rhe elusive latin fr;lnslalion from which (wpposedJy) loew
transloltc!d lhe leX! inlo~ remain ewnl. Five copits 0' loew's Hebrew
Iranslalion survived the passage of ~ars ilntl the holocilU$l of the Inquisition.
For illmost il d«ade a publishing firm in New York known <OS CrypI:icOiI
Publishers, Inc., has adverti~ il forthcoming English translation !hough
nodlinslw come of it~

Despire its irrmense value ;J:S 011 powerluJ m;agic.lll grimoire, the lbbur's
true (ilnd secreQ worth is the f~ that it W,lS wrinen by il group 04 Nephilim
from The Hermit AlCanum tribe. Wl1hin lIs eocf)'p(ed p.1lges are the Master
Kevs of Correspondence to the enlire Nephilim Tree of life. including all the
knowledge lha.l surv~ Atlantis and a histOl)' ollhal Tree up unlil the lime
the book was wrinen. A clue to ,he book's true (ye! hidden) nature is con·
tained in It's title: the word Simula Is latin lOr 'lik~'. Rabbi loew, hooN·
ever, translated the word SimulJ as 'Soul' and his version bears this error.
Whether the Rabbi did lhis deliberately Is unknown, lhough It is an extremely
questionable error on the part of a learned Rabbi.

sigil of the caster. The GoIem is now alive and ready to do
its master's bidding.

Othcr G"lCI+l5

The Chcm'1c.-l Wel>l>i!15
of the AI1l>f'O$\1l1'1

Circle: White Stone

Threshold: 20"10
Powder: Earth

Area:SOOm

Duration: three months

Rangr:SOOm

Description: the Earth pcM'der concentrates into a granu
lar humanoid shape, whkh will obey any 7 words maxi
mum sentence said aloud by the caster. Its characteristics
are all equal to the Earth Ka-element of the alchemist's
Athanor. The shape cannot undertake any action Ihat
would result in a blood loss, as that would cause the
dissociation of the Earth element that binds it together.
The shape cannot leave a SOOm radius around the place
where the powder was cast

Circle:: White Stone

'ThrrshoId: 600/0

Powder: Air

Circ~: While Stone

Threshold: 30%

Powder: Air

Duration: 1 week

Range: no limit

Description: allows the alchemist to imbue a lump of
inanimate material or a prepared Automaton with an an
gelic spirit from the lower Hierarchies. During the Middle
Ages this spell was viewed with horror as total blasphemy
and darkest black magic for it involves the conjuration of
the spirit and then its entrapment in foul matter. The
Elizabethan Mage, Dr. john Dee, forbade his scrying part
ner Edward Kelley from performing this rite while under
contract to him. It is rumored however that Kelley, believ
ing many of the spirits and angels that he and Dee con
tacted to be evil, often and oul of pure spite and malice
conjured spirits solely 10 imprison them in goJems which
he later destroyed. The rite of the Angelic Automaton can
be found in symbolic extrapolation in Kelley's Alchemical
Writings. Another form is found in the work of Robert
Fludd, though its nature is not so malefic in purpose. The
most potent version is contained within rbbur.

The caster must cast a circle within which are its
magical tools and the body or form of the automaton. Us
ing Summoning magic, the caster then invokes an air
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spirit. Finally, if il is for entrapment, the caster must com
mand or convince the spirit to enler into the automaton
(accomplished during the Contract phase of the summ()Jl+
ing>, after which the J)O'Nder is projccted and the bOOy
sealed up and the spirit entrapped. This spirit-automaton
must then perform the tasks given 10 it.·The spell lasts for 1
week.

The most popular shapes of these automatons are
birds Or winged creatures, usually small in size 10 allow
for hiding. covert activity and spying. It is rumored that
Kelley created many of these automatons in the shapes 0(

hawks and falcons belonging to royalty throughout
Europe, SO as to gather information useful to both he and
Dee on their missions and travels across the Continent.

The spell The Astral Wings of Alhanasius, above,
would be used to allow Ihe automaton to ny.

Circle: White Stone

Threshold: 90%

Powder: Moon

Area: 1 kilometer in all directions

Duration: one lunar cycle (28 days)

Range: Touch

Description: allows the caster to cause a Colem to ema
nate waves of lunacy and madness that affect all mortals
and some Nephilim within a specified radius. The Spell
ollunation from Jbbu, and its somewhat bastardized ver
sion within The Book of Human and InhufTldn Machines
must be recited as the powder is projected upon a "sky
stone· (meteorite). The consecrated Seal Of Stone is
placed in a ·neutral· space (one without the influence of
any of the magical fields) fOf 13 days, after which it is
reconsecrated with the menstrual blood of a virgin female
human. The Stone is then placed within the hollowed out
cavity in the head of an already existing Golem.

The top of the head is sewn with sinew removed from
the dead body of a human witch, preferably one who was
criminally insane and who had surgery of some sort, pref
erably on her womb or head. It is also preferable that she
be a witch of at least4Q years of age. To activate the Stone
(beacon) of Lunacy the Moon Calero must be completely
coosecrated to the fields of the Moon.

11 is 'awakened' during a rising full moon, and goes to
the target area. During the three days of the full moon,
and on Mondays, everyone within 1 kilometer of lhe
Colem is overcome by waves of madness and lunacy.
Nephilim may resist the lunacy effects with their own
Moon-Ka on the resistance table versus the Moon Ka of
the caster. at lhe time the spell was cast.

Thirt> Circle: The Philosopher's StOJ1e
Attainment of the Philosopher's Stone is the highest spiritual accomplishment of the alchemist
Nephilim. It is able to create his own malter, to model it and transform it as it wishes. The
Alchemist becomes a god-apprentice. Few Nephilim have yet reached this Circle, as it is a
young science and alchemy books and treatises are rare. The power of the Third Circle
Formulae are terrible and will be discovered over a long time, after much research on the way
to Agartha.

'\'.
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PARTlY

J, AI'IQ~/h. AgmhtmNtplJilim, lUk of)WI to Id your 1fli1gU tnld)'Ow /Vl-elemmJJ sped.

"I <l1fll(ra!J"r, ""b u;e /irIJt of <he W",lb",rrounbs me. T!;.t ~ <he reason I talk anb
bere is m~ qwiHtes¥t1ce: ,

n);s is true wiUJQHt (ie, cettaiJt al'l~ iJ1bwbitable

T&at :J;]iS il1f rior is the S(J~Jas that wlJicb is sltperior, al13 that wbich is superior
is the $attle a.s tbat-which is i"ferio'110 perpetuate the miracfes of aImiqwe tbil1g.

Aoo as eve~H8 came from otle, from the meMatiot1 of ot1l;y OHe, tl)Ct1 eve~rbit19
U)at ~ born can~ f- q,;, unique reIllit~ thro..g, aMplat'lH.

H~ fa<her ~ <he Sun, iJ;, lHO<her <he MOllH, <he Win3 carrie/) ~ilH in iLs bellI), <he Earth
is {,;i f r.

TI;o. fat/p of eve'lJ worlb's TI;o.leme ~ (,ere.

His etttrtm is whole if it is turl100 it1lO falber.
..... will separau earth from fire, u;e subtle from u;e crube, lia/ltll), with grellt
itltelligeJ1ce.

He ascenbs from <he earth '" <he ~,anb tben bescenbs in'" <he earth "n3 receivC.lt(,e
energ~ from <he inferior anb ul' surerior. SO ~u will ~ave <he wbele worllYs glo')l.
T!;.t is~ all &irknoss wiH flee from ~u.

Here ~ <he strong stre"Oth of all "re"OUr. because it will befeat all <he subtle anb will
renelraU all <he :.aIill.

SO the worlb ..... CreIlub.

of th~ will be abmirable aMplat~n~ nWI mobe is bere.
Anb so I have been caHoo par HentlC.l Trismeg;,t~ ~vi"O u;e three pam of <he
""'ilk of <he wbcle worl3.

W~atl ~ave so~ of <he orerat~n of tll' Sun is compleu:



HE GAME NEPHIUM is played in our con
temporary world, although its focus is
upon the hidden reality beyond the veil
the world of the oca.Ut. This chapter de
scribes this hidden world as secn by the
occultists: the initiates of secret societies

and the Nephilim themsdves.

When playing Nephilim, you enter a world close to tile
one you know, but diffcrmt on one major point; you know
that the e:sol:eric exists, that the ~ts of the occult are real
and tMt you must hide fundamental truths that would be
dangerous if revealed to promes. You come into a world
made of symbols and secret messages, understood by few,
where fightS are silent and secretive, where any part of our
common world can have a dramatic importance to die Nephi
lim, when: fantasy on appear anywhere under the grey coat of

dull ""'<y.

Tl1e Secret
You must familiarize yourself with S«ttts people will want to
kttp for tht:mselves. as well as many objects and fxts hidden
from the sight of grt.lter humanity. The Nephilim are the
most conccmed by this secret, as they must: try to keep the.ir
real nature, ~rs and history hidden from human eyes.
They keep their phf5ica.l transformation secret as long as pos
sible to evade the secret societies.

There are SC'W:n1 kinds of secrets that must be safe
guarded. Sem:ts can be oral; the information to be hidden is
transmitted orally and taught only to selected prop1e. Most
secret societies ~ this method-for more than 2500 years
the Eleusis Mysteries havt: kept hidden the secret of the drug
they use to locate Nephilim. In this case the secret is learned
by hean mel each recipient is its keeper and guardian. 11 can
be fatal to fail to keep such kinds of secrets. S~t societies
ofren~ murder to punish those who reveal secrets, or to si
lence them before hand.

Some SttRt societies h2ve ~Ioped advanced techniques
that allow their members to resist the most cruel tormres. The
Holy Vehm, a secret society of 15th century German judges
designed many torture methods to get to these guarded se-

crets. They invented the famous Iron Maiden, a SCltue of a
woman tMt opened in two, mel within which were placed
many iron spikes. It was first made to opture Nephilim while
the Simuhcrum was dying inside. Some: Nephilim of the
Tower Arcanum !!lill think this original Maiden exists in 2
Bavarian castle and WolS used by the Nazis. They are looking
for it.

By their n2ture, secrets are kept by a small number ofpeo.
pie., and the rest of the population is kept in ignorance. The
keepus of the secretS usc recognition signs or p2SSWOrds to

identify thcmsd~.This is a gre2t source of conflict between
occultists and the rest of the population. People usually sec in
such attimdes only arrogance and loathing, though the occult·
ists think it is one of the best Wolf5 to keep secrets from dlOse
who would learn them too fast, without the necessary initi2
lions.

Secret can CI.kc even deeper foom. A common Woly to
keep a secret is to never write it down. Vital t~ Kabbalisl
(1543-1620),2 disciple of LOUri2, wrote a book called MThe
Doors ofHoliness.~At the end of this book offour parts, one
can read M...SO speaks the scriptor. this founh pan shall not be
written, as it is only names and secret mysteries that would be
indecent to print...M A group of Nephilim incarnated in the
19th century fin:tlly found this fourth pan. It had been hand
written 2nd stolen by Dutch members oft~ Rosicross.

Secrets C:l.n also be material. They may be hidden rooms in
Egyptian pyramids, secret doors in Renaissance castles, hid
den passages in antique temples, secret drawers, 2nd pla~

glass doors in 18th ttntury boudoin. Modem hiding
techniques are dTttrive. They can use military camoufhge
materia.l.s, electronic devices comm:mding hidden doors with
difficult access codes. Refer to any good modem spy movie.

TMe Secret \M-itil1$S
Nephilim often use secret writings to hide their discovt:ries
and esoteric knowledge. Through these nugical :tIpha.lxu,
they prevent hUlTl2ns from secret societies from using the
infonnarion. Sem:t languages can be encrypted versions of
more mundane languages, or entirely new symbolic con

strum.
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Encrypted writings use one of the human alplubets, usu
aUy Latin, Glttk or He:b~. The: principk: is to e:ncode: the:
alphabet with le:m:n or numbers. One: of the: most simple: code:
is nude: by ISsociated the: 1 with the Ic:rte:r A, 2 with B, 3 with
C, e:tc. The:se code:s can be utrtmely complicated, but all rely
on some kind of logic and can thus all be dc:code:d, given time
and infonnation.

Symbolic writings a.n:: letters, drawings or symbols that arc
not commonly used To decrypt such an alphabet requires the
knowledge of the corresponde:nce betwec:n the symbols of the
code and the alphaber the message was written in. Alchemists
make atc:nded usc: of symbolic writing in their tl'Cltiscs.

lies ,M1:> Rumors
In Nephilim, occultists love to falsilY, transfonn, and arrange
history to hide: their deeds. Thc:y are the masters of propa
ganda and misinfonnation. Their favorite technique is to
propagate rumors and manipulate the media. Thus, a society
may pretend hard-rock music contains Satanic subliminal
messages. The: rumor eventually proves false, but it allows the
society to continue with its occult activities, undisturbed by
the media and church. These: propaganda methods have al
w:l)'S existed, but they now me a greate:r importance under
the shadow of the media's massive growth. News reports can
be completely altered With clc:vu editing, impomnt stories
deemphasiud, and minor stories inflated to a national obses
sion with skillful promotion. In this way, media manipubtion
can change a group's opinion Of sway an entitt nation.

Within the Templar organization, whole obediences arc
dedicated to these manipulations. An example can be found in
the mystery of the: Temp~' treasure. \¥hen the Templars
were disbanded, their central treasure hoard was never found.
Recently. some journalists thought they had found the Tem
plars' treasure in Gisors, France, hidden in an old castle. Thc:y
believed an old man claiming he had found a Templars'
chapel Seardles were conduac:d, press confe:rences held. and
evtn the Minister of French Culture came in to sc:e.. Not:hing
was found. It is now evident that aU these manipulations were
orchestrated by some ~t society, perhaps to distract atten
tion from another pbce.

At1aIO$\1
Analogy is the most common fonn of thought used by the
Nephilim and Olha occult seekers. This is hard to understand
for the modem mind, so used IS it is to causal thinking. The
occultist should undcntand that the mind is not everything.
Real experiences can be and are had without the involvement
of the mind or thought. The central core of mystical under
standing, the: re.ligious e:xperie:nce, only comes when mind and
thought arc qui-
eted; mind and
thought do not
part2ke of it. This
is the essence of
the occult and the:
reason why it is
occluded---because
the mind rlm"o! see it. These are nor secretS that people must
maintain, but secrets that keep themselves. They cannot be
thought of or directly spoken about, because they are before
and outside of words. Causality is not a part of it. This is why
we: use symbology. It is the: message of analogy, and the
meaning of mythology. They are aU attempts to describe the
religious experience.

Religion literally means "re-linking;~ Hierophant means
"Bridge-~~ Yoga mean "yoke," or connector. All these
tenns describe means ofconnecting the mind to the soul, the.
finite to the infinite. This is also the goal of the Nephilim.
Aganha is the attainment of the pennanent connection of
mind and 50ul

The Ne:philim understand this. They art the: religious ex
perience. Thc:y don't confuse truth with fact, because they
know the twO are not the same. TIle Nephilim think in terms
of analogy, finding meaning in associations. Analogy tends to
look for a common quality in different things. It looks for
shared pattems across disparate events, places, emotions
things that resonate with associated qualities. Noticing these
associations aUows the Nephilim to approach the underlying
web of connectivity.

Associating red With viok:~ and action is an analogy.
There is normally no causal R'btion betwec:n red and violence.
though our mind associates the two in COnlnte way. This is

-'"'",
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'"'"- thus a Il'IOdc of thinking mort. intuitive than scientific, purdy
rdt by people. Nephilim always think that w:ilY. That is why
your watu Nephilirn likes 10 go for a walk on New England's
piers under a pouring ~n, or aJw.ays wcars blue: clothes and
compolsivdywuches films on Dolphins.

nackstas~
&hind the normal f.Icadc of Nt'Philim hides a secret world.
You must tJy to imagine what is conculed in everytby pbccs.
That mundane building might have been built for a specific
reason that very few know. Some hidden detail may arch an
initiate's eye and give a whole new signifie:.tna: to a pbce. For
example, it is well know in France: that the pyramid built
before the New Louvres in Puis wu made of 666 glass loz
enges. The true reasons for building this pyramid are deeply
linked to the occult, though they arc masked by the official
reasons.

Pbying in our modem world offen many advantages. We all
Nive the knowledge of this world, the world of2 rich,~tem
country. City m:lps 2Te found~~,TV and newspa.pers
give much inform2rion on other countries. Technology is p:ut
of our drly life. 1bc monct:uy vWe ofobjects is wdllcnown.
Pbyen an easily understtnd the level of bw enforcement
explained by the gamemaster. With this f.uniliuity, the set
tings 2nd situations of Nephilim an be asily identified with.
But this re2lism can be 2 h2ndK2p. It on drown pbyen

under 2 mol'2SS of uninteresting daily mundanety. It is :abs0
lutely boring to pby through the det2ils of 2n ew and b2con
bre2lcf.ast, or a night w:uching tclev1sion. Keep 2n eye to the
exciting, to the~ful- that which fills us with~.

It is also importlnt as a gvnemaster to encounge playen
to imagine occult things. Don't mUc it sound ridiculous when
they sec: occult signi.fiClI'Itt where then: is only ban reality. Let
your playen build some parts of dlis occult world If~ find
things fun or inten:sting, include them in your scel12rios,
whether they come from your sources or from the playen. If
you 2Te crafty, you can let them do most of the work. for you.

You may not wish to set a very precise oom:btion between
the real world and the world of Nephilim. Incorporating real
world events as they occur can be injurious to a g:unemaster's
plotting. It would ~ easier jf you separ.tte your world from
rt:al events, and incorporate the ones that suit you or can be
reasonably worked in. History is 2 lie, uter 211. so what has
gone before is 2lmu:ty different than what your players lruIIy

"'J'PO'~

You lruIIy 2lso wish not to prKisely Klentify the year, and
just say that the: game t:2kes place ~fXl'Wadays. ~ This a1loY.rs the
liberty to include or ignore politia 2nd geopolitics as they suit

",.,.

Don'[ fttllimited in your stories, as reality often goes fur
ther than what one could ha\"'C imagined.

S£CR£TS

T
HIS SECIlON IS INTENDED to provide the garne

master and players with some of the major ideas
and themes of the occult, which they an devdop
in the course of the game. These idas can be basis

for ICCnanos or campaigns.

Grcat OCC\.l1t Thcmcs

Apocal\jps~

The cosmic wheel turns round 2gain 2S the Great Aeon
comes to an end. Secret societies and Nephilirn struggle to
see what shape the new Aeon will [~. Will the next Zero
Arcanum be incarnated to make the world into a Nephilim

par.Wise. or wiD the Secret Societies wueve their Grand Plan
and rnk: the wodd openly? If the Templan have their way,
n2tions will weaken and leave whole countries under the un·
challenged dominion of the occult societies. Secret no longer,
these societies would then govern the world as they had
planned it 2,000 yean ago. TIley wooJd usc cybernetics and
their own magical know~ to desrroy Nephilirn and create
their own path to Agutha. Nephilim must go underground,
fonning a new alliance with humans frttdom-fightetS hostile
to the secret societies dietttorships.

Th~ lost Civilizatiot1 of Mw
Published in the 30's, James Churchward's The IlJlf ClJnfintnl

0/Mu was the fust book to reveal major occult secrets about
the continent ofMu to the greater public. The author--self-
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pnxWmed adventtmr, part-time archeologist, volunteer in
lneb, colonel in the British Army---mc:t an old Indian sage
named Rishi. Rishi showed him writing tablets written in an
unknown language. According to his official biography, he
spent twd~ yan transbting them. But when he was done

he had proof of a forgotten continent situated in the Pacific.
Some islands, such as Easler Island, are all that remains of
this continent. According to him, humanity was creattd on
this continent. and the m:ljor ancient civiliutions, such as
Babylon, Egypt and Yucatan, origiruted on Mu aJ well After
lc:aving India, Chwcllwan:i Died to find other proofs of his
discovery. He claimed to have found firm proof in Tibet.
Egypt, New ~and and on Easter Ishnd. He also said he
had found many texts written in the Jost language ofMu.

After further research by later archeologists conflCJ'ned this
discovery, Churchward was abk to write his hmous best-sdl
ing books describing the continent of Mu. No photographer
was able to take II picture of Mr Churchward, who had insti
tuted II total black-out on his own person. According to his
biographer, he died of hunger in a Tibetllfl manutery in the
1950's. His books describe with incredible precision the lost
continenr of Mu, its geogra.phy, inhllbitllJlts llJld their myneri
ous culture, its technology liS arlVllJlced llS roday's though to
tilly diffe~nt. and finally irs desrruaion more than 20,000

,."."'"
Mter the publication of these books, mllllY occultists felt

betrayed, as ChurchW7.rd had revellled to the whole world one
of the most important mysteries of occult: the possibility that
humans hllve been Mdesigned- by :mother fonn ofintdligencr:.
They fellred that these revellltions could ~n shake: the faith
of people in offici:al history. Churchwud's writings incited
mllllY adventurers llIld :ucllcologisu to follow in his steps.
Some even think the lluthor still lives in libet and is one of
those who secretly govern the world. MllI1Y secret societies
tried to e1iminllte him, llI1nouncing his death several times.

1nese books disturbed many Nephilim, llS Iud H.P. Love
cnft's books before. The documents Churchw:ud had found,
called "Writing Tablets ofN:ucal," were Mdendywrinen in II

bastard fonn of Enochian. Bur they were found in places the
Nephilim had never been. Finally, there had IKY'CT been llny
continent in the Pacific, in the memory of any Nephilim.
Some Nephilim saw in this book a symbolical retelling of the
Curse ofAtlantis by II hunun with too much knowledge, or by
a Nephilim seeking roo much publicity. Others tired to inves
tiga.te, but dis:appared before they could tell what they had
found.

But they left interesting tracks others could follow. The
writing tablets found by Churchward use Enochian, but a
lower quality one, and have nothing magical in them. Some
can be seen in priv:ue colkct:ions belonging to London llllti
quarians. They in f.¥:t describe the way fol1owro by dissident
Nephilim who left Atlantis before the Flood.

The writing I'llblelS found by Ashbless in Mexico llte more
explicit. They tell of the discoveries of these Nephilim regard·
ing the fields of the Black Moon. According to these writing
tablets. the saurian civiliution exterminated by the Nephilim
may not have tonlly disappeared. They supposedly survived
on the lost continent of Mu, which he claims lie under the
arth in immense caves where many Iosr pbnt species stiD
grow. The dinosaurs d~loped there, building weapons with
which to have their revenge on the Nephilim. It is possible
that Easter Isl:tnd contains hidden portals to this terrifying
underworld.

-.....,
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The Yucatan writing ablca seem to ha~ a high magical
porential, aligned toward Moon-K2 U1d Bbck Moon-Ka. To
day they are in the hands of Colombian and Maican drug
barons who use them to consolidate their illicit trading. It is
sure that some Templan are looking fur these t2blers, as they
would allow them to COI\t2et the saurians and make some lcind
of alliance with them ~st the Neptulim. Some Nephilim
think the Tempbrs treasure, mDYtd to America in the Middle
Ages. may crown these tablets. This is one: of the reasons the
Nephilirn an:: so xtive in the: American equatonal WIle.

The Golem
In the judco-kabbalistic D'2dition, the golcm is a kind of
man-robot, a StlUuc: that can Il'IOVC. and react to its environ
ment. But the Golem is mute as it is only man's creation, not
God's. 1be Alchemy chapter ITUUs apparent how lw'd it is
for Nephilim to create a functioning golern. But it is also a
~ry powerful motivation for them, as a succusful Golem
could replace both the Stasis item and the Simulacrum. Un
fortunately, the Golem is hard to master and all legends show
it finally kills it5 creator. Various Nephilim and secret societies
are currendy ttying to create an android version of the
Gokm. Some American Nephilim, specifically ones belong
ing to the Charicx Azanwn, are ~ry advmced on this sub-
j<ct.

The M\1stenj of the Cathel)rals
One can wonder how the gothic cathcdra1s could ha~ been
built so fast. 'The gothic style appears suddenly around 1130.
In just a few yean it reaches its climax, resulting in a whole
style born on the fint try, without mistakes or misses. One
might find it diffM:U1t to find enough artisans, archirccu and
builders to build morc than 80 cathedrals in k:ss than 100
yt:an. Non-occultists aplained this by cn=diting the builders'
faith in Goel.

In fact, the mystery of the gothic cathedrals can be ex
pwned by exa.mining the men behind their construction.
These silent partncn are often only pseudonyms behind
which are hidden the true interests. Tbesc people, referred to
as the Pontifa (those who link. bridge builders in Latin), are
the inheritors of lhe: occult traditions begun befott: the era of
megalithic constructions.

When Adantis fell, humans ~eded to uooer5tand the
magic fields so they could detennine where a Nexus or Plexus
would ha~ a greater chance of appearing. The first to do this
were the Oricha1ka Men, but later humans inherited thai
knowledge. They built menhirs and stone circles to predict the
ffiOY'Cments of the magic fields and to determine the best
placement of Stuis objects. Aeons later they built the great
pyramtds to imprison the K2 of the Nephilim. In the 12th
century they designed a special architecture intended 10 have a
tt:al influence on the magic fields.

lnfluenced by Arabian and Byzantine sciences, they de
signed a mathematical architecture thai blocks and ITIOVeS the
magic fields. They called it the Romanesque style. Next, they
designed an archilecture so daring it could attract and control
the magic fields. Thus were born the first gothic cathcdral.s.

They can channel lhe power of a Plexus or even Nexus
through the Cl)pt and cent:ral altn TIle demcntal fields are
channeled through Ihe stone and metal structures hidden
within the pillars and vaulted ceilings to be finally stored
within symbolic Stasis--the gargoyles and other sculptures. In
storage, these fields are slowly re-combined and rransfonned
by the rosc-windOY>'S and stained glass, so that over time they
become Sun fields that can be nwtettd, for only a short time,
by initiated humans.

Cathedrals were an integral part of the Templan' earlier
attempt to implement the Grand Plan. When they failed, the
mystery of the cathedrals deepened, and much of the special
knowledge of the shadowy Pontifex was lost. But at the begin
ning of the 20th century, some Templan haw: recovered an
cient documents of the Pontifex, and have re~thoughr them
according to new tecbnoiogies. They developed plans based
on the earlier cathedrals, but with new architectural principles.
This time, their structures are designed to influence the celes·
tial Ethen emanating from the Planets. 1bey made gigantic
metal, stone and glass buildings; these were the fInt skyscrap
ers. TIle Pontifex plan now grows 10 maturity, and some say
perhaps in concert with the looming Apocalypse.

The Qllest for the Grail
The Grail is a very significant myth for occuI.tists, Nephilim
and the setttt societies. Then: are many legends about it,
including Christian, chivalric and pagan references. Accord
ing to SOffiC, Christ drank fann the Grail during his Last
Supper, a.nd later it was used to collect his blood as he hung
dying on the cross.

According to another legend, the grail was a sacred stone,
an emerili sci into Lucifer's forehead. The stone was lost dur
ing Ihe lightbringer's fall from grace, and is now kepi by angels
near to Heaven. They sculpted it into a holy ch:ilice and ga~

ir 10 famous men as Adam, Seth, Methuselah, Enoch or Md·
chisedech.

The grail Iud many magical properties, chief among them
the ability to make immortal whoever drank from it. h was
kept until Christ'S crucifixion whctt: it was used to collect his
blood, and then tab:n by Joseph of Arimathca on the Holy
Friday night. He Oed with Lazarus, Maximin, Sarah the
Black, Maria-Magdalene and the sacred women Mary Ja
cohee and Mary Salome. They tt:ached the coast at Saintes
Maries-de-la-Mer in Southern France. joseph took il to
Brittany, also in solldlern France, converting many people
there. Bur men of power-kings and heads of sem::t socic
ties-tried to sreal the Grail. Oa:uItists call them judas'
brothers, as some belie\"C judas was their leader. To escape
them, Joseph aossed the channel to 8ribin and founded a
church to keep the Holy Grail. He gave the guardianship of
the church into the hands of an e1eaed king, chosen by the
druids. The king kept his function until Anhur reached the
throne of England, when the judas brothers, led by Morgan
Le Fay, wounded the king keeper of the Grail and stole it. In
an attempt to win il back, Arthur Mel 10 make alliances with
very powerful Nephilim and became Anhur Pendragon,
Nephilim of the Phoenix transfonnation. Thus began the
(hsest for the Gn.il, which is not over yt:t. The Judas brothers
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still hold the Gn.il and use it to steal humans' Solar-Ka energy
in a way similar to vampires.

Acconling to the legend, the goUkn f1ttce is the skin of a
winged goat. It is hung on a gigantic tree and guarded by a
dragon. Jason and the Argonauts recovered it after a long and
very dangerous journey. According to some Nephilim, the
Golden Fk:ece is actually a map of the direct route to
Agartha. Many secret societies are trying to fmd it, so du!
they may attain Agartha without Nephilim.

Dal'lwmd
Many legends arose when the Grand Plan of the Templars
was thwarted in the 14th century. One of these legends says
the Templars worshipped a blasphemous god. a kind of Anti·
christ, called Baphomet. In truth. Baphomet was the ruler of
the order, who had been totally transfonned physically and
mentally by his many magical manipulations. According to
the Vatican's secret archives, Baphomet was a gigantic crysral
egg, inside of which lived a monstrous human menrally
linked to a Homunculus. Inquisitors were too frightened to
destroy him. Some Templars think the Baphomet still lives in
a deep sleep in somewhere in the underground of Paris. Some
Temphr Obediences are still kxlking foc him to bring him to
America.. Nephilim search for him to, but to destroy him.

The TrI!as\frl! of the lCml'laTS
As the banlten of Europe, the Templan were very rich in
1314. When the king of France seized their goods, he found
only a smaU part of the expected tre2SUTe. Since then, many

people have searched for the Templars' treasure and many
have claimed to have found it. Several places figure promi
nently in the stories of these treasure hunttn. One of them is
a crypt in a Nonnandy castle in Cison, while another is
Rennes-Ic:-Chittau in the Pyrenees. Some say the treasure

lies in the Tun valIq or ~n in the crypts of t2ch othedral
of the kingdom of FI2J\tt. However, they all are mistlken in
thinking the treasure was made ofgold and money.

I:>ocwnt:nts rettndy fOund in :I ruined Templar tower
clearly indiote the n:ature of this baSW"e is magical, not ma
ttrial, and is actually a coUecrion of pieces of the Cl"Mld Plm
designed in the: early history of Templars. The treasure is an
imp:lftant quantity of information about occult placcs, objects
and people. As the: Templ:m were being destroyed in the 14th
Century, they decided to split this knowledge between all their
higher ranking initiates. TlW c:aused the immediate end of the
Plm, but :also al10wed its survival for future reviv:aL Some of
these: -trasures- were lost, while others aossed the ocean to
thc new world. (Christopher Columbus writes he -h:ad with
him a whole: tNnK ofseroUs useful to his navigating.")

Other f"rl+1s "fNephilil+1
The relations between Nephilim and humans change in n.uy
culture. Nephilim have undergone some degree of :adapt:ltion
within every human civili7.2tion. When Atlantis feU they were
dispersed, and in their isolation have devdoped different ways
of relating to the e1emcnral fields and of performing magic.
Many of these alternative paths will be explored in fuNre
supplements.

This region h:as been domin:lted by :advanced civilizations
which we now call precolumbi:an civilizations. They h:ad one
of the most :advanced occult systems on the planet. Their
architeetun, arts and writings are proof of this. This is be
c:ausc of the very special nature of the rdationships between
Nephilim and humans in this pan of the world. Nephilim
who found refuge here were among the most fervent partici
panlS of the Colden Path. After the deluge, most of their
number were decimated by humans armed with Orichalka.
They made a pacr--Nephilim would not tty to inc:amate into
humans and were confined in great multilayered temples. But
they could go on towards Agvtha and conbO\le their re
sc:ll'ches on Solar-Ka. Humans would sacrifIce some of their
own people and give the Sotar-K2 contained in their blood to
the Nephilim. This cruel system went on for :I long time.
Some of the Nephilim and hum:lns refused this p:act, but they
were exiled or bee:ame the origin of some 10cal legends. The
arrival of the white men put an end to the p:act. The Nephi
lim were set free by :accident by the conquistadors. Natives of
this region took fear and found refuge in IIx Call1O1ic £:aith.
Since the end of the second world war, some American Indi
ans think th:lt the Nephilim set free in the 16th century :m.
trying to renew the pact and:m. kxlking for sacrificial victims.

Others say that these were not Nephilim at all, but Se
lenim who had rejected the Golden Path and were demanding
Solar-K2 sacrificcs from the dominated natives.

Voodoo reflects the p:ath of the Nephilim in this pan of the
world. In the: Caribbean, Nephilim are grouped into tribes,
called OgJtns. Each tribe has its own elemental alignment,
:lltitudes. specialties md magical skills. Tribes are opposed in
:I very complex alliance system. 10ey fight on :I plane inttr
mediate between our reality and Agartlu.

Some human Voodoo priests know Vews, sacred magical
designs sprinkle or painted in cornmeal or whitt powder on
the ground, and used to open the way for Loa, or Nephilim.
The Nephilim incarnates into the willing human, resulting in
a temporary possession. The L02 Nephilim are ~Divine

Horsemen- who ~Ride- the Voodoo priCSIS, revealing secrets
to them, perfonning magic through them, or doing whatever
they please. In return, the priest gives :I bit of his own Solar
K:a in p:ayment. The Nephilim tribes thus collect the maxi
mum :amount ofSoIar-K:a to tty to master the magic fiekts of

the Sun "'" =h Agortla di=t'"

-""'",



- S£CR£T SOC1£Tl£S

H
IDOEN FROM HUMANS and Ncphilim, lost in

the substrate of economic, political, military and
religious powers, preserving the occult traditions
of the West, secret societies try to thwut the

Nephilim and steal their secrets, to influence [he change of
the coming millennium. even to rule the world.

Secret Societies are the primary enemies of the Ncphilim.
Their opacities arc: significant, though limited because they
must work hidden.

The Origit1 of Secret Societies
The fust Sttret societies were created during the fall of At
lantis. Some humans, initiated in the secrets of Prometheus,
decided to keep for themselves this powerful magical knowl
edge. They knew they could use these secrets to make them
selves powerful and give themselves influence over the affairs
of Nephilim and human alike. They established the funda
mental credo of the secret societies:

~ m:unt:l.in the secrets by any means necessary, and discover
the $emu Promethc:us did not reveal.

'Cr prevent the Nephilim from dominating mankind, md
thW'2.lt their alien pkns by my means necessary.* recruil human members who an: ready to accept these se
crets so they might aid them in their stmggles.

t"r protc:cl humans from the Nephilim and their str;mge occult
soences.

The secret societies grew with humanity itself. They invented
their own structures of initiation, in mimicry of the Nephi
lim's initiation into me magical secrets. They founded relig
ions on the basis of their stolen und~tandings and limited
knowledge of The Mystery. During this long prehistorical
period, s«ret societies studied the new occult tools left to
them by Prometheus. With these tools they hunted down and
destroyt:d the Nephilim surviving the fall of At1mtis. They
stole Stasis objects and built megalithic monuments to calcu
late the future movements of the magic fields, so that the
Nephilim might remain trapped forever.

Some: surviving Nephilim tried to restore the ancient At
lantian order. They used their magic powers to dominate en
tire human populations, and were the basis for Greek and
Assyro-babylonian polytheism. Other infiltrated secret socie·
ties with their Simulacrum, to use them and continue the
spiritual education of humans, and SO became mystics vener
ated by some as gods. These Nephilim were the origin ofleg
ends, such as those of Orpheus or Jason.

Some other Nephilim preferred to make pacts with hu
mans to ensure their own survival. This was the case of druids,
some slwnans and especially of those humans who laler be-

came Egyptians. The pact between Nephilirn and proto·
Egyptians was called the Great Compromise. It was made
around 10,000 Be, and stated that Nephilim would incarnate
in Simulacrum who would be revued and venerated by all
including the Pharaohs and their families. In exchange, each
pharaoh promised to use its magical power to protea the
Egyptians and their empire. Funhermore, he would be buried
in hennetically sealed sepultures whue no magic field could
pass, so rhey could not reincarnate, but they could follow the
Western Path to Agartha in the afterlife. These tombs quickly
became the pyramids. The Great Compromise was broken
only in 1350 Be, because of the mystical pharaoh Akhenaton,
and because of the priests of Thebes, worshippers of Amon·
Ra. Many secret societies responded to this breach of trust,
becoming stridently anti-Ncphilim. Thus were the secret so
cieties remade in a fonn close to the ones they havt: today.
Their eternal goals are to prevent the Nephilim from becom
ing the rulers of the world, and to themselves reach this posi
tion.

Magie at1b Secret Societies
The main goal of the secret societies is to steal the occult
knowledge of the Nephilim, as they cannot use by themselves
the magic fields because they lack the division of Ka-elements
found in the Nephilim. Only the very first humans initiated
by Prometheus knew how to make Stasis and megalithic con
structions. Their successors have found ways to steal the mag
ics of the Nephilim. They know how to sacrifice Nephilim
and use its stolen blood to power magic. They have learned
to enslave the Nephilim in Elixirs and Homonculi, instead
of just imprisoning or destroying them. With their Solar-Ka
they can also perform a limited amount of magical transmu
tations upon the substance of Orichalka, such as designing
protective talismans and weapons. Formnately for the Neph·
ilim, Orichalka is very rare and its is awakening very haz
ardous. Formnately as well the limitations of their stolen
magical practices have prevented secret societies from de
stroying all Nephilim and taking control of the world.

Vsit15 OricJ1allu
Orichallu is rare and hard to work. with. The manner of its
collection and manipulation are closely guarded secrets. It
can be found in mce elements within certain metal and min
eral deposits, and is costly to mine. It must be collected at
night outside of the view of the sun, and worked during
times of Solar Grand Enthronement. Then it must be aw
ened by Solar- Ka to mak.e it most effective.
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RUining and Awakening OrichaJka
In onIer for an Orkhalb weapon to be Cfe2ted and used,
fint the substance must be coDected and refined through Al
chemical processes. Alchemical woponsmiths creak the 00·
jca and inscribe it wirh magical Oridullu-laden script. The
wt step is to -awaken- the Qrichalb in a magical ritual in
which the weaponsmith bleeds upon the OrichalJca to expose
it to Solar-Ka. For each point of Sobr-Ka sacrificed. the
Oricha1Jca has the capacity to destroy 10 points of Ka., per
manently. Accomplished metalsmiths havc been known to
use the blood from multiple donors (SOI'fl(timcs unwilling
donors) to charge their Orichalka wt.lpons with hundreds or
even thous-ands of points of capacity. Weapons with greater
capacity muse use grater 2mOunts olfOriclullu. and so they
art: even more. tve.

During this proe::css the W'elI.ponsmith opposes his Solar
Ka on the resistan~ table apnst tbe total number of b
points saaific:ed. Failure means the points art: lost, but th~

weapon is not awakened and the rittal may~ trial ag:&iR. On
a fumbl~, th~ weapon ~ns prematurely in a massive al
ch~mial explosion, obliterating th~ smith and destroying th~

w~apon and laboratory.

All awakened Orichalka destroys td.20 points ofdominanl
Ka upon contact with a Nephilim's blood; Orichalka has no
effttt on humans. !U Ka is destroyed, the Orichalh's capacity
dimirUshes by an equal amounL When capacity reaches zero,
the weapon no longer contlins Orichalka, but now has trace
mments of Litharge.

If Orichalka~ comes into contact with a Nexus, it is
oblitm.ted in a blinding flash of light and noise. No physical
~ results, but what Vt':lS once Orichallca lw been re
placed by trace dements ofLithargc.

Utlwge
Litharge is th~ result of the mutual annihilation of Orichalka
and Ka. It is l~ft in trace amount within what w~re previously
a~ned Orichalka w~apons. N~philim havt: l~arn~d to use
it to ~at~ their Stasis objects, and the Secret Soci~ties havt:
found it useful for the ~arion of Elixirs.

The Weapons ofOrichalb
Aftu Elixirs, Orichalb. weapons are the most precious things
secret societies poISCSS. The original OriclWb~nsw~re

auddy madt: from pictrS of sharpened flint, either used as
a Icnif~ or pbccd on wooden swords. Since that time its work·
ing lw been greatly improved. Now they are usually mad~

of a good iron 01" hardened steel, COYl:red with strange sym.
bois engraved in a golden a110y containing Orichalka.
Orichalka works when these symbols come into contact with
the Simulacrum's blood. A reaction occurs and the Nephilim
loses td.20 Ka points. Reduce the weapon's capacity by the
amount of Ka damage.

1ncsc weapons are vt:ry rare objects, jealously guarded. h
is said that perhaps fewer than 21 hundred are left in all th~

world, among them ucalibur and Ounndal, Roland's sword.
They are alw2ys kq:Jt in special Lidwgc-irnpregnated sheaths,
prot~ng them from magic fields in general, and especially
from exposure to Nexuses.

Protection Talismans
Talismans tuve bttn designed to ~nt the infilmtion of
secret societies by Nephilim, by preventing Nephilim from
incarnating in its members. They are mad~ in pan of
Orichalka, but are usually less powerful than the weapons.
They look like metal medallions, thick :lJld decorated with
many esoteric symbols. They are often coins, usually quite
ancient. Talismans are handed down from secret society
member to secret soci~ty member 2IS sacred relics.

Each point of capacity in 21 Talisman adds to the Solar-Ka
of the wearer on th~ resistance table to resist ~ing taken over
by a Nephilim. Talismans can also be used the same as weap
ons to destroy K2, but so doing dimitUshes their capacity, and
ka~ th~ wearer undefended to takcovt:r, so tlUs is rarely
do~

Vs1t15 Maslc
Secret societies have long tried to steal the magical secrets
of the Nephilim and perv~n them to their own end. Without
the Nephilim's divt:rsity of Ka-e1~ments,humans cannot per
fonn magic. Som~ among the secret societies havt: learned
to usc the Nephilim themselves to this end. The thrte meth
ods they havt: d~velope:d so f:tr are Sacrifie~, Elixirs, 2Ind Ho
moncu1i.

Sacrifice
As the Nephilim tu~ learned to spill their own blood to
powu a magial ~r1cing, some humans h:t~ twisted ttut
knowledge and lkvdopcd a rinW ~reby they may sacrifice
a Nephilim's Simubaa and expend its K2 to ~rk their
magic. A Nephilim must first be captured or taken unaW:tre5.
It is shin in a magical rinW, and its blood spilt to power
th~ magic. The N~philim panunently loses IdlO points of
dominant Ka. bllt th~n is free to reincarnate or return to
Stasis, if it stiU has one, and if it stiU has Ka remaining.

The hum2ln gains the ability to cast a singl~ Sorc~ry or
Summoning spell, once only, assuming she has already le:tmed
the proper Techniqu~ and deciphered th~ focus in which the
spdl is written. S:terifice cannot ~ used to perform AJchemy.
For Sorcery, no Ka-d~mcnt roD need be made, as tlUs ~rb
th~ s:unc 115 the Nephilim spilling its own blood to perform
magic, only th~ N~philim is oot in charge of its usc. For a
summoning, or whenever an opposition of Ka is alIcd fOf,
such as when opposing two spells, use th~ Nephilim's K2--de.
m~nt r.;r;Unt' as they were before the blood was SpilL

This is messy ~rk, and ifdone in pub&, ritualistic slay·
iogs of this son alwa~ att:r.lCl the interest of th~ authorities.

Elixin
Secret societies havt: learned to mak~ Elixirs from the blood
of captured Nephilim, so that they might b.ter spill the blood
in much the same way th2lt a Nephilim spills its own Mood,
and thus cast sorcerous magic. Elixirs may :tlso be used to
perfonn Summoning or to Crt2lle the TranslDJtabon Powders
for Alchemie:tl magic.

To make an Elixir, th~~ society mage first consca-ates
a ~se1 in which the blood can be kept, as a rum bottle, per-
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fume fWk or Champagne Mathusakm. A captured Nephilim
is drained of aU its blood, and the blood thickened and re
duced and placed in the vessel Naturally, the Simulacrum dies
during this process. As its essence is placed in the bottle, the
human mage opposes its Sow-Ka 00 the resistance table
against each of the Nephilim's Ka~demenrs. For each roll that
suco:cds, the Nephilim loses the entirety of that Ka-dement,
which goes into the bottle. Ifthe Nephilim loses aU its Ka~e1e

ments, it becomes 2 who1e Elixir, rebuilt into the object and
imprisoned forever. If it resists., it swvives but with some of its
Ka-clcments lost. Ncphilim in this condition 2tC in const:mt
2gOOy 2nd to~nt, insane 2nd unbalanced from the l05s of
entire Ka-dements. Some 3dwnced initiates of the Temper
ance Azanurn know spells to replace these lost Ka-e1ements,
but the procedure is costly and diffia1lt.

When the object has t~n each of the Ka-e1ements (not
ncceuarily from one Nephilim), a strange :alchemy occurs and
a new e1cmenttl Cfe2turt is Cte2ted, deranged and incomplete,
without stupe md unable to ever atnin Agartha.. It an only
survive within the bottle. These pan:i:al Nephilim 2tC prisonen
of secret society magicians, their blood slowly expended to
petfonn nugia.! oper.ttions. It is 2aueI destiny and the fClt of
Nephilim everywhere.

The seeRt societies have dc-vek>pcd a ritual which allOW$
them to oploit the Elixirs. The magici2n spiUs a drop of
blood from the Elixir, permanently expending a point of the
Elixir's )(a·element corresponding with the type: of magic be
ing ast. Keep tr.K':k of the Ka-dements in an Elixir, since they
diminish independently 25 they are used up. When the laSt Ka
point is spent, the 125t drop is expended and the: Elixir is dry.
A Ka-element an be increased once it is incorporated into
the Elixir by rolling the humans' Solar-Ka against the com
bined toW of the K2-dement already in the Elixir and the
Ka-elements to be stolen from new Nephilim victim.

In Sorcery, the human mage only needs to roll under the
applicable magical Technique. If an opposition of Ka is called
for, such 25 when opposing two spells, use the Elixir's Ka-de
ment ratings 25 they were before the blood was spilt. Spells
that an:: reflected back or would nonnally affect the summoner
affea the human c25ter instead of the Elixir.

US«! in a Summoning, compare the Ka-e1ement of the
Elixir (25 it was before the blood was spilt) against that of the
summoned crearure. The c25ter suffers the fate of a failed con
tract, SO they are wary to summon the more dangerous crea

""".
For Alchemy, the Elixir itself can be poured into a stolcn

AthatlOf" in a ritual to <Rate: Transmutation Powders which
the human an \1SIC. Each point of Ka-dcment c:xpendcd from
the Elixir <Rates one point ofcorresponding powder.

Creating magic with Elixin is very uncommon and re
quires nv.K:h study and time to perfonn. 1llc magic powers of
secret societies are limited, and they ha\lC; :I. lor ofothu ways,
much more trivial. to act against Ncphilim. Still, the more
Eli.rirs a secret society hu, the more povo"Crful ir is. They spud
an important part of their time hunting Nephilim to convert
them into Elixin. It is rare but sometimes happens dut secret
societies steal each other's Elixin. nus always Icads to gte2t
won.

Homunculi
The third way in which secret societies steal the magic of
the Nephilim is through the creation of Homonculi. They
have corrupted the arts ofSummoning and Alchemy to create
an evil binding which twists and uansfonns a captured
Ncphilim into an enslaved magia.! savant. Such a fine is
perhaps the cruelest that :I. Nephilim can i~e. soul-hound
into a broken and corrupted body, and forced to pe.rfonn
unspeakable acts at the command of its pitiless master. Ho
moncu.li can perfonn any magic dut a Nephilim nonnally
coukl., including Sorcery, Summoning, and A1c.hcmical work·
..&,-

To create a Homonculw a Ncphilim must fim be cap~

lUred and its StaSis must be found The Nephilim subdued,
the secret society magician carves a pe.nagnrn on its body.
binding its soul to his service. Then he subjects the body to an
Alcherrucal process that reduces it to the size of a houscat or
small dog. The Swis item is consumed in the ritual md de
s~. The pitiful <Raturc is forced to submit to nugical
oaths that prevent it from taking irs own life md force it to
perfonn magia.! t25ks for its master. In this binding process
the magician's So1ar-Ka is compared against the Nephilim's
dominant K2 on the n:sisrance table. Success indicates that
the Nephilim is bound in servirudc. Failurc: means the Simu
lacrum dies, and the Nephilim is free to reincarnate.

Homonculi 2tC pitiful, twisted linlc crcaturts. They whine
and plead with their masters to end their miserable lives and
set them (ree to reincarnate. Some masters use this desire to
make their humonculi perfonn disagreeable tasks, swearing to
some day slay them and thus set them free. While it must
obey the letter of its master's eommands, a Homona1lus often
tries to reinterpret its orders in w:lYS unfavorable ro its master,
:alw:lYS hoping for that command given in haste which will al
low it to tum on its master and break free.

Homonculi can live 25 long as Nephilim, perhaps hun
dreds of years. TIlere is no CUte, except death and reincarna
tion. Sorcerers always fell this, for a Homonculus Nephilim
nearly always devotes its next incarnation to revenge. For this
reason soreeren try to destroy Homonculi with Orichalka be
fore they die narurally, or make them into Elixirs and thus
cripple the Nephilim's Ka-clements. Ifa Homonculus' m25tu
is killed, the twisted creantre is sct free from its oaths, but still
tr.lppcd inside the broken body until it dies. Its love of hu
manity snuffed out from years or even ccnrnries of ensbve~
ment, such a free humonculu$ is immensely destructive, but
fommatcly (for humanity at W'ge) often concentrates its de·
structive urges on the secret society it W2$ oncc forced to serve.

Ch'aweCost
Human magicians must expend Ch'awc when they cast
nugic,just 25 do Nephilim. Figutt a human's Ch'awc 25 being
c:qua1to her CON. Expended points rerum at one per hour,
just 25 with a Ncphilim.

The Tempbn are the most active secret society. 1bey were
first fonned in 1014 BC 25 a secret organization of 12 men,
high ranking in the military structures of ancient Egypt.



These twelve people, unhappy that the military W:tS denied
the secrets of the priests, decided to me them by force. Ac
cording to their plan, they had themselves named guardians
of~lhe House of Life,· a sacred Egyptian tempk There they
spied upon the secrets of the priests and learned of the cx-

iSlence of the 22 Major Arcana. They decided to assemble
the 22 Nephilim treasures, called the Emerald Tablets of Ak
henaton, upon which arc written the inner secrets of each
Major Arcanum. To do so the original twelve recruited many
other membcn. Their plans were discovered by Ihe priests,



who turned on them and tried to exterminate the secret order
of the Templars.

Theywere driven from the temple, hut not defeated. From
this time onWlll"d, the Templars adopted a very secret and cov
ert structure. They would only act in the shadows; no one
would know of their existence. They would recruit only the vi
tal minimum. They worked thus, few in numben, for centu
ries. They gathered a great amount of occult information and
contacts. They designed what the secret societies would later
call the Gn.nd Plan. This Plan ultimately leads to the total
magical and mundane domina.tion of the world.

The Templars who designed the Plan were not taken seri-

owly, even ridiculed by the other secret societies. But dleir
J>O'o"U grew and they emerged from their dark concealment
soon after the Jesus Incident. Their return to open action
should have coincided with the fulfillment of the Grand Plan
at the time ofJesus' birth, but they failed and had to wait until
the stan; were again in their favor. This time they decided to
work more in the open, and finally emerged fully in the early
12th century when their Grand Master H (known under the
pseudonym Hughes of rayns) and 7 other senior members
made the decision to complete the Grand Plan at that time.

The Crusades

They adopted a. feudal structure for their organization, similar
to other knightly orden of the times. During the Crusades,
they set up on the site of Solomon's Temple, where they
discovered some extraordinary documents they had lacked in

their first attempt to finish the Grand Plan. From this mo
ment, their development was exponential as they spread out
across Europe, becoming the bankers of Kings and Emperors.
They built commanderies (areas of regional influence) along
major communication routes and helped financed the build
ing of gothic cathedrals, a part of their Plan. By the end of
the 13th century, they were ready to take control of all power
structures of the time. Bur some courageous Nephilim inter
vened. They acted and forced the King of France and the
Pope to ally and use their power against the Templars, while
others entered the Templars' inner sanctum and summoned
the inner pentangle of the five great elemental lords to de-

stroy the Templar's stronghold. The fight
was short but decisive. The Templars
were almost exterminated and the Grand
Plan halted.

Some Templars found refuge in Scot
land, Switurland and Portugal, while
others fled by the sea and reached the yet
undiscovered American continent. The
survivors brought the secrets of the
Grand Plan. Those who remained in
Europe took tlus defeat as a serious
warning and knew dley had to be secre
tive once again. They knew the Grand
Plan might still be concluded before the
end of the second millennium. They cal
culated that the heavens would be favor
able again in 1999.

TcmplarsToday
Templars are today among the most ac
tive secret societies, as they know the end
of the Grand Plan is nearing (they call
the approaching end Paroxy). TIley be
lieve the en-masse awakening of the
Nephilim is part of it. They will use any
form of coercion: violent action, black
mail----any kind of manipulation to reach
their goal. They especia1Jy recruit in the
political and economical spheres, but also
have a cadre of knighdy guards and pro
fessional killers. Membership in the
Templars is by invitation only. 11lq

often recruit from other secret societies, usually clandestinely
so dlat their new member keeps its old contacts in the pre
vious group. Given time, they take over other secret societies
and absorb them into their own stnleture.

Since their defeat in the 13th century. Templars have
turned from overt bankers to covert brokers of magical serv
ices. They are the ones other secret societies turn to when they
need a man with an Orichalka sword. or a human sorcerer
with some knowledge of Ka-elements. In rerum they owe the
Templars favors, and the Templars collect [hese favors when
another secret society calls for help, brokering the services of
one society to another, and always collecting a substantial por
tion off the top. They can further their Gr.md Plan by helping
those schemes which coincide with it, and hindering the ones
which go against their plans. In this way the Templars serve as
a sort of umbrella organization for the secret societies.



The Templar 's Secrets

Templan U5e a great numbu ofclandestine recognition signs
and seem communkarion methods. l1v::y range flOm the
aoss on the revenc of a coat to seaet messages hidden
within normal FM radio broadcasts. The secret rites of to-
day's Templan were settled in the. 16th ttntury, when the.
society w:u hounded the most. Some TemplaIs think these
rites, called "Stria Observances,· are too restrictive to suit
the active. part the Temp1aJs are going to have in the near
future. The rites can be very c:fiH"erent from one Obedienoc
to the other.

The Strwct\4"" oftMe Templars
The original Order of the Temple adopted a pyntmidal struc
ture. The Grand Master rules the order in a despotic way.
He lives in the Temple Hostel from where he issues his or
ders. He is aided in his occult government by eleven masters,
called Bailiffs. 1nc:y are omnipotent emissaries, feared and
rcspc:acd by all other Templan. They are in charge of veri
fying the implementation of the Grand Master's decisions.

The current Grand Master of the Tempbrs is Edward Ka·
ligan, known among the Templars merely as "G.·. His profes
sional training is as an adviser in geopolitics. He rules from his
secluded hcadquartcn in the San Andres Mount2ins of New
MwCOt within the pmnancnt Oriclulka Plexus caused by the
Nuclear testing at the White Sands military base. The Ameri
can government c:onsiden this plact: to be uninhabitable.

Commanderies

Since the 12th C%nnuy, the Templars have divided their areas
of influcnoc into Commanderies, rheir snu11est unit if tem
torial measurement. A commandery consists of a geographic
region, the buildings owned by members of the Temp1ars,
hiding-places, signs and occult locations used for recognition
by other Templars of the Commandery, the initiate member
ship of the Commandery, and the money and goods used 10

finance: the activities of the Commandery.

A Commandery is usually ruled by a Templar Com
mander, called a White Coat. He is helped by six Knight
Companions who rule the rest of the initiate. The initiates are
di"';ded into three ranks: knights, squires and pages. Knjghts
arc the highest rank; they are fully trained warriors, magicians,
or other functionaries of the oJPnization. Each is served by
one or more squires, who are knights in training. The Pages
are the 10west order ofirUtiate. They perform the rncnial serv
ices and gruntworir. for the Templars, and comprise their net
work of spics.

The Obedienca

These are the different seaet IT'IOIIements united inside the
Templars. Each can have particular goals, rituals, ways of act
ing, but must always strictly obey the Comrnandcry. They
arc t~ remnants of the aOOent secrt:t societies that were
absorbed by the Temp1ars during history. Obedience: heads
arc often called Crosscs. Each Obedience: has a specific Cross
name, though some may prefer to keep their ancient secret
society name.

The obedience:s are like vassals to the Commandcries. The
Commander is the lord; the heads of Obediences are his vas
sals. In exchange for their fidelity, the Obediences can have
access to the occult information and services of the Com
manderics.. As in every vassalage relationship, tensions occa
sionallyarise between Obedience and Commandcry; In times
of rnooI.t, the Commandery usually asks all its orher vassals
(the Ofhcr Obediences) to come to help. Should all Obedi
ences revolt, the Commandery hils and the Ternp1ars lose a
pan of their power. If two Obediences fight, the Command
cry rules and punishes the wrongdoer by a tempor.uy banish
ment of the organization.

The Companions
The Companions are the allies of the TempLars. They arc
people: or institutions who know of rhe existence of the Tern
p1ars and who voluntarily help rhem ro reach their goal. Usu
ally, TempJars thank them by allowing them a limited access
to magic. They are not very well infonned of the Templan'
mysteries, and mainly give material help. They might hide
members, lend money, finance: a media propaganda campaign,
etc. They are the tc:chnio1 aides of the TernpLars.

The Farms
These are the instirutions where the TempLars have some:
kind of infl\JC.llCe, whether it is financial (with bl1ckmail) or
political. TempLars often usc Farms to reach their goals, since
it does not expend or risk their own rcsowttS.

Recort> KecpiJ15
Templars keep extensive records on other secret societies, and
have developcd an elaborate Khcme of codification with
which they track the other groups. By their nature settet
societies are fractious and di"';sive, so the other groups rucly
agree with or even acknowledge the TempLars' ~Iem ofcodi
fication. Reality is nor as simple as rhe Templan' rules and
many of the sccret societies intermix and intertwine. In truth
it is hard to fathom the actual interrelationships, and even
the Grand Master finds it difficult to keep the organizations
straight.

-'C
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- Otl1er Secret Societies

M
ANYSECRETSOCIE11ES exist outside of the
Tcmplan. Some 2te detailed here in Nephi
lim, while many other.; will be explored in
later books. Each Secret Society is described

this way:

Name: the modem name for the society, plus its other associ
aledo namc:s and CO'VttS.

Placund Date: When and where the society w:lS anted.
Founder. who founded the society.
Center: where the society is located.
Goals: goals of the society.
Attributes: the recognition signs and symbols used by the
society.
Mcdtods:what sort of activity the society engages in.
Famoui-leadJ: notable people who once headed the org:mi
zation.
Struehlre: how the society is organized.
PastandPrelcnt: rustory of the society.

AsSMSit1S
Platt and Date ofCreacion: 12th century in the fortress of
Alamout. northern Irm.

Founder. Hassan ben Nabbas (1134-U24).

Ccnter.l.ran.

Go.I,: These are :I. radical splinter group from the more
t:r.\ditioruU Isbmic Assassins. They believe that Mohammed,
the seventh prophet, w:lS is in fact :il Ncphilirn. II is their
contention dut Mohammed's Ncphilim stoic all his knowl
edge. Their goal is to find the Nephilim and obtain from it all
the revelations of the prophet.

Attributes: curved blade, black turban.

Methods: violence and diplomacy. Th~ capture the greatest
nwnber of Nephilim possible, make SUTC the prisoners are not
Mohammed's Nephilim (no Nephilim knows how this is
done) and then dispeJse them into the magic fields or change
them into Elixirs. They have limjled magical abilities, either
from sacrifice, or using Elixirs.

Famous HeadJ: Hassan ben Nabbas, the Agha Khan.

Srrucrure: it has seven degrees of initUtion which are: Pro
tector of the Temple of Adam, Knight Tempw of Noah,
AssaMin Servant of Abnham, Masttr Assassin sbve: of
Moses, Gnnd Master Assassin proselyte of Jesus, Ma·
homcbn Hassanite, lUuminated Molwnedite. They take
gtCiIt care to detect for Nephilim and their human spies.

Put and PTacnt: over the yem:, they have shifted their
focus from Middle EaS[ to the West. They are very present in
the M;tghreb and wherever the Maghrebine community is
quite important (UK. Fl'lInce, USA). They can be found in
some coranic schools and Mosques. They have no influence
on politics or finance, acquiring funds through their mem
bers,legally or otherwise.

Hermetic "'t1~ 1t1~issol\-lble

Or~erof the £SllPti"'t1 Shelter
(HIOTES)

PlaccandD.leofCl"ubon: 1316 in Rumania.

Founder.. thirteen ex-members of the Order of the Temple.

Center. moving.

Goals: infutl'llte and dt:stroy the Major Arcana.

Attributes: Ankh, Gypsy Tarot.

Methods: they use stealth and covert action to infiltrate the
Major Arcana, and then violence to try to destroy them.

F.mous Heads: none.

Stnletu~: The HIOTES are ruled by 13 Egyptian Knights
and have SC\'en levels of Initiation, which are: Isis Page, Ho
rus Cadet, Amon-Rc Horseman, Seth Master, Nephtyt
Baron, Thoth Duke and Anubis Count. Progression brings
power. Long initultons are used to detect the presence of
Ncphilim.

Past and Present: Nter the dissolving of the Templars in
1314, some ofiu members found sheller in a community of
Rumanian gypsies. Nter a few years th~ founded the
HIOTES in 1316. lncir gypsy car-wan W2S found to ha\"C
some Nephilim who were trying to fonn a new Major Ar
canum. The order aptured them and changro them into
Elixirs, as lhe: Nephilim were stiU weak.

Today the order has grown. 1nc:y arc: present in about ten
caravans in Europe, infiltr.tting everywhere and then destroy
ing Nephilim. 1n North America, they tmvel with carnivals,
perfonn in fairs or just wander on their own, and hunt out
Nephilim where they can find them. They are dwindling in
number as the wandering lifestyle grows less viable. They lovt
to act in fun fairs and far off places.

Place and Dt,te of Creation: 435 in Germany.

Foundc.r: unknown.

Center: Miinster, Germany.

Goals: cJiminanon of Nephilim.

Attributes: white suit, an octagonal cross thrc:;aded with a
silver braid on the left shoulder.

Methods: violence. TIley have always searched, pefSCCUted
and destroyed the Nephilim. 1lleir methods arc expeditious
and they have killed a great number of humans in their £2
natical pursuit ofNephilim. They have the greatest number of
Orichalka weapons of any group. They do not use magic,
preferring dle cleansing S'Word.

FlUTlOUS l'leads: Frederick ofSouabe.



Structure: they have a panunilituy stt\1CtllJ'e, with ranks or
ganized along military terminology: soldier, general, marshal,
etc. An Emperor rules the society autocratically, replaced only
when defeated in a sword duel to the death.

Put and Present: they are the inheritors of the many Ger
man militias and military societies of the flI'St millennium.
These were founded after the return from Egypt of a prophet
who had discovered the truth about the Nephilim. They are
so vioknt that other secret societies fear they will bring too
much anention dawn upon them. These days, their power is
decreasing because they lack suitable new recruits, making
them even more hateful of the Nephilim. Their current Em
peror, Frttierick the Great as he calls himself, is a dangerous
man who doesn't hesitate to kill innocents. Revolt grows in
the order. Many of their memben have come to America,
where they e:.tn be limher from the direct control of their
Emperor, and have established a large group in Chicago.

Ortler of the Sol",r Tcml'le
Place and Date ofCuation: 1844 in Paris.

Founder. Laurent de Bugey, known as Menhotep, Great
Priest of Ra.

Center: Originally France, recently moved to New York city.

Goals: protect humans from the Nephilim, develop Solar~Ka

ofhununs, destroy other Ka and the Nephilim.

Attributell: an Egyptian eye, a symbolic representation of the
Sun.

Methods: rather pacifistic, they first seek to protect humans
from the Nephilim, using whatever talismans and spells they
find appropriate. Memben of this group are completely para
noid of Nephilim influence, and are considered mad by many
other secret societies. They spend their time trying to detect
Nephilim to capture and destroy them. They have few
Orichalka weapons, but 'He adept at making Talismans. Their
magicians are skilled at making Elixirs, and even a few have
Homoncul.i slaves.

FamOUI Heads: none.

Structure: there are eight mmatJ.on levels, which are: red
light, orange light, ~llow light, green light, blue light, indigo
light, violet light, and white light. Each is the object of a long
ceremony required to detect the presence of Nephilim. More
and more powerful protections are given to the initiates as
they progress. The few white lights are burdened with a great
aCUlmulation of protections (at least half of which are totally
useless).

Past and Present: founded by an illuminate ex-member of
the H10TES who had realized the importance of Solar-Ka
among humans, this order has quickly transfonned into a
organization of extreme paranoia. They chose the materialis
tic way of developing the Solar-Ka, which involves using ali
kinds of magical items and spells. One of today's white lights,
Patrick Amoux the Pure, subscribes fully to their paranoid
attitude and pushes it into its limits. He is soured and
authoritative, and lives only to protect himself from the
Nephilim. Each morning after awakening, he spends long

minutes before his mirror, trying to detect the Nephilim in
himself.

SoverciStl "'tltl Milit.w\j" ~

Ortler ofthe Tcml'le of
Hierosolim (SMOTH)

Place and dateofcreation: 1355 in Jerusalem.

Founder: a Knight of the Ordet of the Temple.

Center:Jerusalem.

Goals: protect the Temple of Jerusalem from the Nephilim
and destroy them wherever possible.

Attributes: reversed Templars' Cross.

Methods:violence. Many say the Order of the Temple has
lost its power and is comlpted by bureaucracy. They c.all for
violent actions agmnst rhe Nephilim throughout the wotld.
They use Orichalka weapons and Elixin.

FamousHeads: none.

Structure: identical to the Temp1ars.

Pase and Present: the Order was created to defend the Tem
ple of Jemsalem and was founded by an ex-membet of the
Ordet of the Temple, disgusted by its heavy and bureaucratic
structure. SMOTH now claims to be the troe Order of the
Temple, faithful to the original goals and methods. They do
not concern themselves with tracking the numerous secret
society groups, instead concentrating on their holy mission of
protecting the temple.

RCtlewetl Drtler ofthe Tcml'le
Place and Date of Creation: 1520.

Fowlder: unknown.

Center: Genoa (ltaly).

Goals: find the Nephilim and give them to the "stronger~

groups.

Attributes: a Temp1ars' Cross topped by an eye in a pyramid.

Methods:the Renewed Ordet of the Temple prefers investi
gation over violence. They search fot famous Nephilim, fmd
them and then alert the more ~expeditious~ societies, as the
Teutonic Knights. They have no Orichalka weapons, and only
a few Elixirs which none of their current members knows
how to make or use.

Famous Heads: none.

Structure: their ranks are identical to police tanks, going
from Sergeant to Detective.

Past and Present: they are now trying to make a compkte
database of all known Nephilim in the world.



~- ()r~cr ofRho~cs

Place and nate of Creation: 1530 between Rhodes and
Malta.

Founder: this order consists of the 18 rulers of the Order of
Saint-Paul's Hospitalers, forced into exile by the fall of
Rhodes.

Center: officially Rome, but in fact Rhodes.

Goal.: prevent the Nephilirn from ~aching Agartha

Attributet: Maltese Cross.

Methods:violence and firuncial power. They ha~ a network
of paid infonners who send them infonnation about smngc
occult happenings. They have access to a limited number of
Orichalka weapons, but prefer capturing Nephilim and rum
ing them into Elixirs in order to prevent them from attaining
Agartha. They can use some Sorcery spells.

FamowHcads: none.

Structure: three degrees of initiations which are: HOrKman
of Rhodes. Knight of Rhodes and Emperor of Rhodes.

Putand Present: Cfe:lted by the rulers of the Order of Saint
Paul's Hospitalers.

J{l1ights of thc Gol~cl1 flcccc
Place and Datc ofCrcation: 1500 Be.
Founder. some rebel Argonauts.

Center. Delphi (Greece).

Goal.: find the Golden Fleece so that humans might attain
Agartha without Nephilim, and prevent Nephilim from at
taining it.

Attributes: a skinned lamb, a golden fleece.

Methods: violence and ~scarch. They concentrate: on finding
the Golden Fleece with their network of scientists.

Famoul Headl;Jason, Philip the Good, Duke of Burgundy.

StnJeture: the struetu~ of this organization lasted long un
changed, until 1429, when the Duke of Burgundy, Philip the
Good, then Supreme Knight, decided to adapt the struetuI'eS
of the order to the modem world. He graded and delegated
the powers, reinforcing the struetuI'e in eight circles, each
with five egalitarian functions, and named after the Argos
members.

First Circle: Orpheus, Asterion, Polmyphem, Iphic1us, Ad
metus.

Seoond Circle: Erytus & Echion, Coronus, Mopsus,
Menoctius, Ewytion.

Third Circle: Eribotes, Oileus, Canthus, Clythius & Iphirus,
Tdamon &Pcleus.

Fourth Circle: Butes, Phalerus, Tiphys, Phlias, Talaus &
Arc:ius.

Fifth Circle: Leodocus, Hylas & Hercules, Nauplius, Idmon,
Polydeuces & Castor.

Sixth Circle:Lynccus & Idas, Peryclemenus, Amphidamas &
Cepheus, Ancaeus, Augeias.

Seventh Circle: Asterius & Amphion, Euphemus, Erginus
&Ancacus, Meleagre & Laocoon, Palaemonius.

Eighth Circle: Iphirus, utes & Cala.is, Acastus, Argus, Ja-
oon.

Past and Present: the order tries today to find the Kspirirual"
Golden Fleece, considered a shortcut to Agartha. They have
lately been occupied with preventing the Nephilim from
finding any of the dements liked with the Golden Fleece.
Jason (the title of the Supreme Knight) is today Alexander
PyropouJos, a very cultured Greek.

Socictac Al1tiquM Rosac
Crucis (SARe)

Place and Date of Creation: during the Egyptian 18th dy

n"'Y
Goals: acquire the knowledge to reach Agartha without
Nephilim.

Past and Present: the first traces of the Rosicross appear in
Egypl under the reign of the Pharaoh Thoutmes Ill, from
1504 to 1447 BC. It is one of first secret societies, although
its official creation dates 10 1615 AD. However, as soon as
1250, human alchemists had been using rosicrucian commu
nities to communicate among themselves and for mutual
help. Rosicrucians arc: mentioned in Italy in 1410, in F1andrcs
in 1430 and in Germany in 1459. In the 17th cenrury, as the
society was about to be uncovered, its rulers implemented a
safeguard plan. They invented and publicized a parnllel soci
ety for which they appoinled a founder, Christian Rosenk
reutz. To support their false front, Ihey published many books
about the life and deeds of this young illuminate, among
them Fama fratemitatis, Confessio, and The Chemycal Wed
ding of Christian Rosenkrcutz.

In the 18th ce:ntury, the Rosicross acquired a more sub
stantive internal structure, and a set of rules for the initiates of
the OUlside circles. Among these arc: the limit of 63 inner
members at the most, the election of an Impcrntor for life,
obedience to the master until death, and the: establishment of
a system of secret recognition signs.

Rosicrucians arc the first humans to use the Enochian al
phabet. Over the cenruries the Rosicross has split into many
small societies, some of which arc only bewildering covers
while others arc: true political splits. Some sma1llist of these
arc: the Golden Rosicross Ancient System, the Bavarian Illu
minati, and the Reau-Croix:. TIus diversity incrc:ases in the
19t1l and 20th century, with the Kabbalistic Order of the
Rosicross founded by Stanislas de Gual'tll (1861-1897) and
the: Aesthetic Rosicross founded by Peladan (1858-1916).
Some of the greatest names of occultism are linked with these
movements: Papus, father of contemporary occultism (1868
1915), Saint-Yves d'Alveydre, author of the Synarchy concept
(1842-1909), and Eliphas Levi, practitioner of the Higher
Magic (1810-1875).

But the real prnctical powers of Ihe Rosicross on the
Nephilim appear with tile Hermetic Order of the Golden



Dawn in the Outer.ln this socief)\. divided into devm degrees
matching the ten IcabbaIa Scphiroth plus a preparatory rank,
are: found such famous IUmC:S as Mcistu Crowley, Wtlliam
Butler Yeats, Bergson's sister, Bernard Shaw's lover, Anhur
Machen, Brnn Stocl«:r and Sax Rohmer. nus time shows an

important retum to Egyptian traditions.

The AMORC (Anticus et MystK:usque Ordo Roue Cru

cis), founded in 1909 by Spenttr Lewis, is today the greatest

public teaet~ in the Rosiaoss fTlO'Jement. Its public
goals are noble and innocent, though in the last circles one can
kant of the existence of the Nephilim, the way of capturing

them without violence, the existence of Agwtha and the theo
retical way ofreaching it.

AJ8OciatcdPersonalitiesAre: Pancdsus the alchemist (1493
1541), Helrich Kunl'2th the kabbalist (1560-1605), Francis
Bacon, one of the most f.unous lmperators (1561-1626),
Roben Fludd founder of Rosicrucian Masoruy (1575-1637),
Rene Descartes mathematician and philosopher (1596-1650)
and even Spinota, phiklsopher and bbbalist (1632-16n).

Related OrganizatiON: Bavarian Illuminati, Rtau-Croix,
Kabbalistic Order of the Rosicross., Aesthetic Rosicross., So
cietas Rosicruciana in Anglia (SRlA), Golden Dawn, Ordo
Templis Orientum (OTO), Builden of the Adyrum, Her
metic Brotherhood of Luxor, AMORe, Rosicrucian Associa
tion, Elder Brothers of the Rosicross, Brotherhood of Eulis,
Catholic and aesthetic Rosicross.

Methods: Rosiaucians are intdleauals. 1ney rudy rely on
violence and ~fer friendly methods to acquire. knowledge
and reach Agartha- They use little magic, except in the inner
most circle.

~ origins of Freerrwonry go back 10 lhe Middle
J ~. First '" brotherhood of I1\i/ISOIlS "rid builders,

IJ-eenw,sonry p-ew InlO '" symboliC lInd hler",rchiCll
seoet society. After " period of cOfl'lP"'n~ip during
loYhich builders I\i/Id learned 10 U5e Nephillm for P-e.lt
WOI'ks, freem"sonry KCepll'd rnn-m",!iOnS iI!i members,
whom they Cililed Koepted m.uons. This t....nsition flom iln
operiltl~ ma§Oflry m.ide up of true builders 10 " specula·
ti~ one, mIIde up of thinkers, philosophers lInd men 01
power, happened during the 17th century. The first lodge
Independent from builders opened In 1717 in England,
founded by J"mes AndeTson illld }ciln Theophi!e De
Silguliers.

Since !hen. lhe thi~ for poliliCilI power hils grown

among lhe~. M.io!lOflic lodges~ founded in "II
INtor western coontrieJ. The mosl fer'"enl lIre !hi: British
lOOses, with C"tholiC lind Anglon lodges in perpelU.li1
conlronl"lion. The grC>llesl success for ""'SORry is evideotly
the founding oIlhe United SI"les of AmeoCil. Aceotding 10
some theot'ies, !he AmerlCi/IR revolutionary Will' w,,~ .:In in·

temal conflict among Milsons, with the leaders of both
sides repre<oenting diSilgreelng filctions.

Placeanddateofouhon:May 11776 in Ingolstadt, Bavaria

Founder. Adam Weishaupt (1748-1830), a fonner Jesuit,
Templa.r Commander, Freemason and Rosicrucian lnici:lte

Center: New York City.

Goat.: Desttuetion of existing national goven'IlTI(Jlts and
their repbttrnent with IUuminati-conaolkd ~rncs. nus is
in aid of achieving the GJnt Plan; and to ~nt organiud
opposition to the Templars from the world's goo.oemmenlS by
attaclcing them and subverting them from within.

Anriootcs: The All-Seeing Eye above the mincen-stepped
pyramid (see the back of any US one-dollu bill).

Methods: Subversion. The lUuminati do not concern them
selves with the Nephilim, using them as tools when: neces
$U}' or forging alliances of convenience with Arcana like the
TowCT, Emperor or High Priestess. Prefcrnng polici.cal ma
nipulation, the llluminati uses some Elixirs and own a fcw
Orichalka weapons.

Famous lleads: Since Weishaupt, the Illuminati ha~ tried
to keep their heads out of the spotlight.

SlTI.Ieture: Officially, the Illuminati are an arm of the Tem
p1ars, but in practical fact they are independent of Templu
control in many matters. The structure is semi-Masonic, with
eleven levels; the three Masonic levels (Apprentice. Aco:pted
and Master) and eight IUuminated Levels (five of the Lesser
Mysteries, three of the Greater Mysteries: Adept, Illumin2tus
Minor. lUuminatus Major) topped by the Council oflbineen
and the GeneTlll of the Order.

Put and Present: Founded by the Templars to react to the
growing Nephilimic influence in the United St:ltes, the IUu
minati was organized to destroy all world governments and
religion and create a new Temple in the ensuing anarchy.
However, although the Illuminati were able to take control of
Gemun Masoruy at the Congress of Wilhclmsbad in 1782,
their plans were upset when one of their couriers W2S Ic.iUed
by a Nephilim and his papers published in Bavaria and Paris.
The order was suppressed by the gt)''emment of Bavaria in
1786, and it split. with Weishaupt ra1cing over the Inuminati
eiTons in France and America and laving the GenTIan Order
to sl'..Iy underground and continue the original plan. The illu
minati successfully orchestrated the French Revolution and
gained a l:uge toehold in the American political and eco
nomie estllblishment. opening a beachhead for Templa.r infil*
m.cion in America. Using their French and American
branches, the llIuminati be:gm subvening Britain and other
nations. Their agents in BricUn had to settle for American
style interpenem.tion and control, but the Illuminati success
fully overthrew the Russian Empire and used Soviet
Communism as :I very SUCttSSfui front for seventy years. As
the Templars have sensed the mass :I~nings of Nephilim
in the late 1980s and 1990s, they have attempted to reassert
their power over the Illuminati. These attempts have been the
cause of several abrupt shifts in global financial and political
strucrum over the laSt few years.
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PIaa: and Date ofCR:ation: Puis, Frana: in 1500.

Foundcr.lGng Francis I ofFrantt.

Center: Rome.

Gow: Spread of -enlightened- government cr.rer the world,
leading to a human-domin:l.ted human-Ncphilim partner
ship.

Attribute.: A s:.ilvu lodge-pole with a diagonal end, a red
white-blue ribbon, and an axe.

Methods: The Carbonari Sttk OUI world leaden or influen
tial figures who Sttm capaMe of enlightenment, and USlng
promises of secret influence and octU1t ~r, ancrnJX to

draw them into the C2rbonui goals. If a leader betrays the
Carbonari, fails to shooN rruc enlightenment. or otherwise
fails the ~ment, he is destroyed by the Carbonari.

The Carbonan magic focuses on Efuclls and Nc:philim
domim.rion. Carbonari members work to inctt:lSC their Solar
IU., and then in :I special ritual, their most advanced members
attempt to merge with and dominate a Ncphilirn so that the
human remain' in control of the Ncphilirn's magic. TIley have
not been very successful with this as of yet. To this end they
arc alW2ys on the lookout for Swis containing Ncphilim, so
that thq can usc them in their rituals.

Famous Heach: Francis I of France. Catherine de'Mc&ci,
Napoleon BonapaI'k, Giuseppe Mattini.

StruClUre: The Carbonari aJl: a ~ry democratic secrtt society,
with three Lodges rmdc up of individual Houses. Individual
members aJl: caJkd the Good Cousins of the Carbonui. The
workl1cader sdccted for Enlightenment is known as the Pro
tector of the Carborulri. The judicial I...odgc, the Alta Vendita,
is a council of Grand Masten from particularly influential,
wise, or powerful Houses. It judges the state of the Carbon
ari's ProtectOr, k.eeping him or her on the True Path, or ruling
that the Protector must be removed.

Past and Prelent: The Carbonari were a group of Masonic
initiates in Scotland under the protection of the family of
Robert the Bnx:c, when in 1500 they revealed themselves to
Francis I, establishing the Order as it is known today. They
sought to teach leaders to <bdop their $olar-Ka and then to
control Nephilim, to build up an enlightened society that
oouJd progress to Agartha together. They fought the Emperor
and Tower Arcana especially, being often allied with the
Hanged Man and Temperance. On occasion, they woukI ally
with the Mithridites and the Sun or Magician An:ana.

The Carborulri continued to attempt the Enlightenment
of the Kings of France, putting their fmal efforts into Napo
leon Bonapme, who was initiated in 1796 by the Abbe Sieyes,
a Carbonui Grand Master. However, he was subvened by the
Emperor Arcanum while spending the night in the Great
Pyramid in 1799_ The Carbonui and the Emperor Arcanum
dueled ~r Napoleon until 1802, when the Carbonari sur
faced in Padua and other Italian cities as an overt republican
(:uni-Napo1conic) society and waged cease1ess occult war
against him. 1bc Ca.Rxmari attempted to influence the Czars
of Russia and at the same time establish a unifiod enlightenod

Italian monarchy, which they dKi by 1870. The Carbonari
state in Italy was OYUthrown in 1922 by the Fascists, and the
order has gone into a quic5cent phase while it mes to select a
new ProtectOl"_ 1bc Order is CI.1JTCntly grooming an American
govttnor, a French cabinet minister, and a member of Russia's
Cabinet for the role.

Hol~ Vchm lVchmscrichtc. or
RishtcOliS Jll~SCS)

Place and nate of Founding: 772 AD in Aachen, Austr'asia..

Founder. Charlemagne.

Center:: Vienna.

Goals: The elimination of all Ncphilim, especially those in
high positions socially, politically, or religiously.

Attributes: The crncifonn dagger.

Methods: Assassination, preferably by a crucifonn dagger of
Orichaliu at a crossroads. A Neph.i.l.im or a hllman who has
aided the Nephilim is seiud and tak.en to a secret place,
usually a crossroads, but often a cavern or cellar. The judge
ment is made, the victim is torrurW to death to reveal any
knowledge of others, hung from a tree or rafter, and killed
with a crucifonn dagger_ The death sentence is published and
the body left at a crossroads or under a bridge to be found.

Famous Heads: The: tirular head of the Vchm is the Holy
Roman Emperor, who mayor may not be aware of this fact.
The working head of the Vellm is always unknown.

Sb'uC1Ure: The Vehm is dividod into three classes of initia
tion, the Free Judges (Freirichter), the Vcrit:lble Free Judges
(rreufreirichter), and the Holy Judges ortbe Secret Tribunal
(Geheimstribunal Heiligcrichter). The Secret Tribunal is
headed by the: Master of the Seat (Snlhlhen) aoo aJdcd by
the Fre:e: Baron (Fre:igraf), often a high-nnking political fig
ure.

Pasl and Present: The Vellm was founded in 772 by Charle
magne to root out supporters of the Ncphilim-inspircd
Merovingnns (the dynasty before Charlernagnc:'s Carol
ingians) and to rid the countryside of a plague of Nephilim,
cspeci:illy in the recend,. conqucn:d pagan lands of Germany.
The Vehm continued its work under the laterE~with
or without their consenf, and in~ notable case, tticd the
Emperor Frederick III (who had bttn aiding the Empress
A.n:::anwn) but W:I$ unable to cany out the sentence. Thc
Vehm had a large influx of former Templars in the 13705 as
the Templar communities suffered from the repercussions of
their suppression by the King of Frana:. 11\e result was a
tmly ghasdy one for the Nephilim, as the two groups began
to share knowledge and abilities. The Vehm suffe:rcd two
majot blows at the hands of the: Nephilim, in 1806 when the
EmllCtor Arcanum ally Napoleon wsol...w the Holy Roman
Empire, and in 1918 when the Tower Arcanum topplod the
Habsburg Empire.. The Vehm was co-opted by the Nazis. In
the postwar era. it e~d in West Germany and Austria
with strong ties to West Cennan lnte:lligence. It is now
building up a 1arge database ofNcphilim infonnarion, includ-



ing Sasis locations and Ncxuses and Plauscs., which makes
it an occasionally useful tool for cert:ain unsaupulous Arcana.

Prieure tle Si"H
PIace ....d Datt: ofCrc:ation: Jerusalem in 30 AD.

Founder. Joseph ofArimathe:a.

Centt:r: P2ris.

eo.h: The Rebirth of the Fool, and the restoration of the
Great Compromise.

Attributt:l: The sign of Virgo; the Cross of Lorraine.

Mt:thotk Subtle: illumination for tht: purpose of information
pthering and tht: protection of the Line.1bc Pricun:: likes to
use ut, ocru1tism, and subtlt: changes in mindKts and phi
losophies to create a favorable atmosp~tt. to operate as it
ensures the propagation of the Line and awaits the Rebirth.
They do not use Orich:l1.ka, Elixirs, or Homoncu1i.

Famous Head.: Joseph of Arimathea, Godfroi de Bouillon,
Nicobs Flame!, Sandro &tticdli, Charles Babbage, Claude

t:>d>u..".

Structure: The Pricun:: is headt:d by a Nautonnier (Naviga
tor), who ~rsees 22 Connetab1es (Constables). Each Con
nctable has a number of Knights, Brothers, and Admitted
under him, along Temphr lines. Past and Present: The
Pricure was founded to preserve the insights of the Zero
Arcanum after the Temp1ars killed Jesus and the church per
vt:rted his teachings. In order to do this, it was felt that the
mystic bloodline started by the Incarrulltion had to be pre
served at all COSh. Secondarily, the next Inca.m2tion and Re
birth of the Zero Arcanum should be c:akubted as closely as
possible and everything made ready. TertUrily, the Line
should be inst2lJed as the Rightful IGng where possible, to
increase the emanations of the Zero Arcanum.

Joseph of Arimathea fled with the Heir to the Arcanum
and a large number of occult secrets gathered during Jesus'
early yeaB. and established a Refuge flf'S[ in France, then in
Gbstonbury, Eng1and. The Pricun:: soce«ded in Incarnating a
Nephilim named Merovec into the Line's CUJTalt Heir in 480
AD, and fouOOed the Mel'OYi.ngian IGngdom as a refuge for
Nephilim fleeing the Temple and Rome. The Prieure, flush
with its success in France, anempted to create a second King
dom in Britain, but Selenim and Templar interference caused
the GnillGngdom of Anhur to collapse, leading to the disap
pcat2nce of the Gnil and the \rtakening of the Merovingians
as wd1. Mter the Merovingians were betrayed by the Emperor
Arcanum trying to create a mott. ma11c:lbk King in the Carol
ingians, the Prieure withdrew into the shadows. It infiltrated
the Temp1arswhen thcysurfaeed in 1118,and was insttumcn
I:lI in their defeat by the King of France in 1314. The Pricurc
has concentrated on building up its occult secrets, interfering
with panicul2l"ly dmgerous plans Cfemp1ars, those of other
secret societies, or of some: Major Arcana of Nephilim) and
awaiting the nat Great Conjunction to restore the Zero Ar
canum.

1bc Prieure hu allied itself with many M2jor Aroma at
one time or 2I\Other, including the Empress, Emperor, Char-

iot, Wheel of Forrone, Sun and Moon Att2fi2. It JenWns on
goOO terms with many of the Nephilim, opposing them on 21\

individual basis and only in setf-defense. It is hated by the
Templars.

Thule Drutlerscl1"ft
Platt and Date ofCreation: Nuremberg, Bavaria in 1786.

Founder. Adam Weishaupt and Johann Bode.

Center: Nuremberg.

Goals: Desttuction of goVl:mmcnts 2I\d work! conquest
through occult me2l\s.

Attributt:l: Silver spear and swastika on black; 55 lightning
run,,-

Methods: Theft, vioknce, and wa.rfut:. The Thule Bruder
schaft attempts to g2in control of vastly powerful nugical
artifacts and usc their energies to destroy g~rnmenrs 2nd
conquer the world. To this end, they also attempt to enslave,
drain, or otherwise utilize Nephilim. They use 2ll avillabk
m:agic:al resources, including Orichalka, Elixirs. arad Homon+
aili.

F2IDOUS I leads: Martin &rm2l\n.

Struetu~: 111e Thule is organized much like the Bavarian
Illuminati, with strict orders of precedence and degrees of
initiation. Its supreme head is generally called the Overman
(Uebermensch), and its high council arc known as the Arma
nen. Membership in the 111ule is restricted to whites due: to
its belief that the white I'llce was tht: ruling race ofAtlantis.

Past and P~sent: The Thule was the successor «ganiution
in Germany after the dissolution of the Bavarian lUuminati
there, and it concentrated on building up its mystic.li power
by searching out artifacts, Orichalka, Litharge, and Stases. At
the same time, it attempted to exploit and increase German
nationalism as the best means of destroying the other nations
of Europe and recreating the Atlantian Kingdom (which the
Gennan occultists called Thule). Hence, it sponsored SchJje+
mann's cxcavations ofTroy and M)'ccnac and KokIewcy's digs
in B:lbykm (keeping the most mystically significant treasures
in secret museums around Gennany) and the occult operas of
Wagner 2nd nihilist mythography of Nietzsche. In order to
break the British stranglehold on Egypt. the Thule cultivated
Gennan official ties with Turkey. The Thule supported the
Tower Arcanum in its ~c1eansing war" in 1914 as a means to

increase: German nationalism. but when Germany collapsed,
the Thule derided to act openly. Under the leadership of
Count Rudolf von ScebonendorfJ; a German engineer who
had been initiated into an occult group in Constantinople, it
melded the Gennan national mystic orders into 2 Brother
hood, the Thule Bruderschaft. Other Thule me:mbcn in
cluded KMI Haushofer, Hitler's geopolitical strategist, Rudolf
Hess, and Dietrich Eckhart, Hjtler's occult mentor. The
Thuk put Ilitier into power and launched a titanie struggle
to conquer the world using mighty artifacts such as the Spear
of Destiny. The Temp1ars, fearing that the P1an might be
upset by a Thule victory, made common cause with the
Nephilim who \rtrc being sbughtercd to fuel the occu1t 012-



"', ". ...-j"T·l .';. :- i~" ., ...,. I" 'r
J • '. 'I 'II -.,. $';'h"1 ~'. • . 1_ • '

-_ ' • ...1 .~. "••• t. " ' ,..~~~, ','11' . ," r '
~ .• -:, ':1",., - ., . 'pI1 \ 11·' ,,' - " \ .

, :j-I .I, "~l"'t', ',,, . "I'll";.),,. -',: ' . _
. . i-::''' 1.'" ,". ,... _ - .... t, I: - _ ,'.0::. "

s...,
chinery of the. Thule Reich. and Hider W2S defeated The
Thule went back underground. moving to South America.
Tibet and Antatetica, among othtt rdUges. With Gennan
reunification and the approaching end of the century, it is
beginning to~ its tm once more.

The DI~ck St~r

Place and Date of Creation: Atlantis, Ancient Prehistory.

Foundc~ Oricha1lca Men..

Center. none:.

Goalt: Steal the Ntphilim's nugic and pervert it to their own
we.

Ataibutes: Bbdt Circle, eclipse. black sur on a white field.

Method.: Murder, mayhem, and nugic. The Black Sm uses
OrichaIlca, Elixin. Homoncu.li, and Stasis magics to dominate
Nephilim.

FlUJIOUIHeadJ: None

Structure: Independent magicians. Then: arc very few man
ben; of this seem society. Each magician teaches one appren
tice at a till"le. M2gicians operate in sccm:y, and do noc know
an)'One else but their nusru and students. Me.mben have
secret signs and symbols by which they C:lfl rerogniu each
other or p:w important m«sages. TIley arc hn:uically secre
tivt:, and anyone who ocposes t~ir occult identity is ruthlessly
destroyed.

Past and Present: Also surfacing through history as the
Orichalka Men, die Schwartte Stem, Eclipse, Shadowy Sun,
Bbck Planet, and other names, the Black Star are the inheri
ton of the original secrets of the Orichalk.a Men. In the past
they were organiud into groups. but they have developcd the
current master-disciple method of p:w;~g on their settelS in
the modem world.

The Black Star are responsible for many of the hunun's
magical developments.. They take Nephilim magical creations
and cormpt them to serve the: humws. They stole the secret
method of making Stasis objects fonn the Nephilim, and were
the ones to develop the method of creating Homonculi.

SACR£D PlAC£S

~
MAGICAL~ES exist throughout the

world. nus chapter focuses on those: places
found within North America, while later

ks will explore other areas. Just as History
is largely a fabrication perpetrated by Nephilim and human
initiates, SO too are the "surface" appearances of several lo
cales in the United States and the world at large. A classic
example is the scholarly "explanation" of the Great Serpent
Mound of Ohio. The Serpent is supposed to represent the
spot (Eden) where God's work was flTSt given to mankind

so as to serve:
as a demon
stration of the
powers of Sa~

tan as ex-
pressed (0

Adam and
Eve and to re
veal the pains
and penalties
of sin. This
belief is sup-
ported in Job

xxvi;13: "By His spirit, He Iuth garnished the heavens; His
hand hath formed the crooked serpent." This is a typical
Nephilim distortion of the facts. These 1oca.Ies are in rulity
platts of power, sacred spots of the earth where elemental
energies are stored and released. Often a sacred spot is the
hub ofoccasional Plexus or txUs.

1'leX\<s ",.,t> Nexus
All of these pbcc:s have a permanent elemcnttl fidel. On days
when the Astrological modifier is 6 or more, and the daily
element is the same as th:1.t of the elemental field, a P1exus
appears. On other days when the Astrological modifier is 10
or greater, and the daily element is of the same type as that of
the elemental field, a Nexus appears. A Nexus or Plexus usu
ally lasts from sunrise to sunrise. At other times, a pennanent
Elemental field adds ld6 to the aster's corresponding Ka
element when casting magic, in the same nunner as and in
addition to the Astrological modifier.

Most of these sites are claimed by individual Nephilim or
their Major An:anum. Sonx of these ha~ been cliscovemt by
Sttret societies, who try to prevent Nephilim from using the
locations, or try to use them themselves to perfonn magic.

Ari%,,"~

One of the most powerful sacred spots in the United States is
located in and around Sedona, Arizona. Located southwest of
Flagstaff, Sedona is red rock country, c:alled by the Hopi Indi
ans "Palatkwapi" the Red City of the South. As such this
country is largely governed by the magical fields ofF"lfC.

SedOIU and environs are a hotbed of F"lfC Pkxuses.
Known as the famous Sedona vortices by most ew ~
groups, thcsc points are marked by natural. fornubons such as
Wge st2nding rocks, hills, mesas and sinkholes.
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The chief Sedona vortex is centered at Inru:ul Gardens. It is
the hub for eight other points of power. Bell Rock, CathedW
Roclc, Airport Mesa, Boynton Can)Oll, West Fork, Sunset
Point, Coffee Pot Rock and the Chapel of the Holy Cross.
Nephilim ofthe: Tempcnncc AlUIlum, among others, believe
it functiOIl5 as both a place of physical and spiritual healing
and as a gateWay to other dimensions. Sedona is visited year
round by human pilgrims and seekers oftanh knowledge as a
geophysical and psychic Mecca.

Within the nine poin[ Sedona vortcx can sometimes tK
found old, empty StaSis artifacts. These include:~nt Indian
relics such as arrowheads, beads. sacred roclc. dnwings, quam
crystals and some of the standing stones themsdv«.

Located around the vortex are many triads of Plexuses.
These are as follows:

~ Scheunnan Mr., whkh conwru a magic fleld of Water,
Airpoft Mesa, which contains 11 magic fsdd of Earth; and
Ben Rock which contains a nugic lidd of rue.

'0" Chimney Rock, which contains 1. m3gic fidd of Air; Gr.ay
Mr., which conDins:l. magic fidei of Moon; and Coffee Pot
Rock, also known as HONS Rock, which oont1l.ins a magic
field ofFi~.

"Ct The Sentinels, which ate a group of pinnacle-shaped rocks
C25t of Airport Meu. conrain an Air field; Oak Crttk Can·
yon, which contairu a nugic fldd of Earth; and Mund's
Canyon which contains fac:1d. ofboth A"Jr and Watd'.

The GreatTemple
The deepest and most hidden secret of the Sedona VOrtex is
the Great Temple. According to Hopi I~nd. this Temple
was ae2lted by the '"Thunde,..beings.~ the gods of the Hopi
during an ancient age. It is a supn:me magical elemental
working which aligns with the vuious vornc:c points and
draws in their elemental fields to a ae2lte a periodic Nexus,
which appears on days when the Astrological Modifier is 9 or
10. In appearance, the Gn:at Temple is a hu~ outdoor penta·
gram fonned from five vortex points.

The: five points of the Pentagram are: Courthouse Rock,
bottom point; Cathedral Rock., left point; Airport Mesa., top
left point; the basins of Mund's Mt.• top right point; and Lee
Mt.• right point. The permanent Nexus appears at Madonna
Rock, which lies in the center of the hub north of the Twin
Buttes.

This area is gu:uded by six Major Arcana tribes of Nephi·
lim, who compose two Vital Tri.lIds. They are The Lovers, The
Sun and The Tower, and The Devil, The Moon and Judge·
ment. There are always powerl"ul Nephilim of each of the six
Arcanum here protecting the Great Temple Nexus from secret
society incursion. Its existence is also not well knoYm among
Nephilirn, but may be revealed to the pla~ chancten should
the reason wamnt iL

Other place:s ofpower in Arizona include the Grand Canyon.
This area contains numerous permanent demental fields.
from all five elements. Along the Gib River are cin:uhr rode.
alignments which point precisely to sunrise on the summer
solstice. Near Yuma are m:l.ny sand figu~s displaying huge
hoTKS, serpents, warnors and fishenncn. Black Point Dance
Circle nearby is speculated to be a map of the sun, moon and
Milley Way. The gamemasler may ae2lte her own elemental
alignments for these places, as suits her needs.

C2lifomia has a rich and ancient history of S3O"ed places. The
entire Mojave I::>nert is one huge congk>mer.nion of mobile
elemental fields. in which Nexuses and Plexuses unpn:
dimbly come into being and then disappear. The Race Tnck
Playa (famous for its ~moving~ rocks) and Echo Canyon in
the Death Valley National Monument are sites of consider
able elemental flux and anomaly. Pinnacles National Monu·
menl, with its huge standing stones in lhe shapes of human
heads and faces (not to mention ~mblanccs to human
genitalia) is a sacred Indian ~vLSion-Quest~site. All along the
San Andreas Faull and along the other major f.lul[ lines in
Califomia are situated sacred spots and elemental field cross
ings.TIle gamemaster can use these spots to position elemen
tal fields as she wishes.

Matching the power and intensity of the desert power places
are pennancnt elemental fields of Northern Califomia. These
are perhaps the strongest areas in the state.
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The San Francisco BayArea

Four sacred places dominate the Bay Are2. lbough now
largely extinct, the native Indian Ohlone and Miwok tribes
were residents of this area for hundreds of years. The Miwok
conducted pow-wow meetings of the tribes at these spots.
These points contAin pemuncnt elemental fields. They ;ue:
Pt. Rqa (Air & Moon), Mt. Tamalpais (Earth) in Marin
County, Point Lobos (FlTe) in Sutro Htights Park in San
Francisco, and the cntr2.l'lC:e to the bay at the Golden QUe
(Witer).

The tribal Miwok and OhIone were dedicated to main
taining the ancient ba1:U1CCS of the spiria and elements that
dwdled in these spaces. It is a Miwok beliefdut an Owl-God
gave. the tribes the knawiedge of the dements and the means
to balance them, Le. control of rmgic fields. The Miwoks and
Ohlone kept this knowledge seatt until the arrival of the
white man and the appeanncc of seeR! societies bent on de
stroying the Nephilirn of these areas.

Several of the more fumous constructs in the bay area were
created by secret societies in their struggles againsllhe Nephi
lim. TIle most observable of these is the Golden Gue Bridge.
lne ttue purpose behind its consuuetion was to close the cir
nUl of the mountains ringing the bay and hold in the
Qrichallu fields in order 10 entnp and disperse tr.c Nephilim
in tr.c bay area.

The Sutro Heights Baths were built to dampen the fields
ofelement2l Fire at Point Lobos, thereby preventing the peri
odic rue Plexuses from forming. This worked, until the baths
were destT<Jyed in the 19305 by Nephilim of the Tower AI
anum.

In the center of the. bay is a permanent field of e1cment:l1
Water, attainable by boat or swimming.

Mount Shasta
For centuries Mt. Shasta has been the focus of myth and
legend. It is the -Mt. Mem, mountain al the cenler of the
wor1d- gtt)mythic archetype for the United States, eclipsing
in tenns of w:m:I.oess and power Mt. Ranier in Washington.
On days when the Astrological Modifier is 9 or grn,ter. a
Ncrus forms at its highest point. Mt. Shasta is vuy powerful
and has remained acti~ since antediluvian times. According
to some Indian legends, gods (post-Atlantian Nephilim)
came out of the mountain from the center of the earth and
mated with humans. Another legend posits that a fl'2gl'Tlent
of the crystal pyramid, the misuse of which 1ed to the de
struction of Atlantis, was removed to the center of Mt. Shasta
and now oeates the: Nexus there. It is rumored that the: center
is a doorw:ay to Agartha.

Mount Shasta is the focal point for many Nephilim Major
Arcana. most of whom always ha~ representatives there. As a
common meeting ground, it acts as a def.Jcto headquarteR for
guiding the Awakening.

Mount Shasta is ~red with trails, streams, creeks, riven.
paths, cave entrances. buttes, surnrniu and camps.

Color"'tlo
Colomlo has the Rockies and many rivers. In recent times it
was home to such geniuses as Nicola Tesla, a Nephilim of the
Chariot Arcanum, who performed many experiments with
electricity and Earth energies at Colorado Springs. Perma
ntnt Earth 6dds can be found in the Rockies, and the Colo
rado river contains a pe:rmanent Water field high up near
where is begins.

At Grand Junction, the site ofa pennanent elemental Air
field, are numerous megalyths and petroglyphs..

Colorndo has also been an area associated with anomalous
phenomena such as UFO activity, sightings of strange lights
and sounds as well as Yeti and other mythical oeatures which
are sometimes born of the Nexuses.

Throughout the states that make up New England are several
places of power. Massachusetts is home to Salem and sur
I'OIJnding counties which all ha~ many stone circles and dol
mens. This area was sacred to many Indian tribes as well as
being the center of witchcraft Ktivity in New Engbnd since
the 1600s. During the Templar-inspired witch-burnings
many Nephilim were destroyed or forced b:Ic:k into the:ir Sta
sis items. Ex:i.mples of such Stases could be old family Bible:s,
doo.vries, hope chests, old clocks or maritime devices, and
weapons of inquisitional tornm:.

Throughout New England and esp«ially in Maine are
many lakes and, streams, 2nd hills, some ofwhich contlin per
manent W:.ller fidds. The Creen Moun~ of Vermont are
arnlS of geomagnetic activity featuring Earth fields and
anomalous phenomena. Nephilim have a difficult time in
New England due to the many entrenched human conspira
cies working against them. New England is a hotbed ofTem
plar, Bavarian Illuminati and Masonic activities, most of
which are aimed at Nel'hilim.

New Mexico
Besides being the: home of many ucred Indian pbces, New
Mexico is the birthplace of the Nuclear A~. Trinity site, in
the White Sands desen, is when: the first atomic bomb was
exploded. TIle explosion made the area highly rndioactive, but
around it and beyond it created :it large, pennanen! Orichalka
Plexus. Several pennanent e1ementl! fields exist in and
around this area, but they are weakened by the Orichallu and
only kept active by the influence of the permanent Nexus in
Sedona; they never rum into Ploruse:s or Ncn1SCS. The Tern
pbn make their hcadquanen near here in the San Andres
Mountains, in a ca~ complex within the effects of the
Orichalk:.t. Plexus. Nephilim cannot perfonn magic within the
Orichalka Pltxl.ls, and suffer the pennanent loss of Id6 points
of dominant Ka for each hour spenl within the area of its
dT=

Roswell, New Mexico is a pennanent Moon Pious that
was activated in 1947 when several UFOs crash·1anded there.
The secrel of Roswt:U is that these UFOs wen:~



Nephilim magical technology from the time of Atlantis, per
nunently crashed the~ to cre:lte a Moon Nexus in an attempt
to waken the effects of the Trinity site and make it more ac
cessible to Nephilim.

North Salem, New York is home to what has been dubbed,
MAmc:rica's Stonehenge'"" It is bdi~ to have been con
structed by a local Indian tribe several hundred years ago and
is composed of a stone: rode with a large dolmen forming an
eastward-facing entrance. While now a tourist spot, it was for
many yean a place of power for the surviving Inroans and
local witches. A natural cdestial observatory and earth cakn
dar, the circle was once a Ncxus point, now inactive. TIle
secret of this Nonh Salem power spot is that the stones run
very deep into the earth like the roots of a tree and have
formed a duplicate temple circle underground that acts a con
duit for elemental ene:rgies. The circle is now a local monu
ment owned and oper.ated by the city council, as part of a
Temphr pw,t to weaken the Nexus. The plot involves the
nearby so~nir shop which sells chunks of the stones and
models of the circle, slowly diminishing its natural power.

In the 19605 Ioca1 witches and nco-pagans attempted to

hold solstice and equinox ceremonies there but were stopped
by the chid"ofpolice and later ~re completely prohibited due
to the ownership of the site by the city of North Salem which
remains to this day a "decent, upstanding Christian town.'"

The Priest Arcanum is associated with dlC circle. They att

working through k:gal channels to gain possession of the site
and hopefully reactivate the Nexus there.

The land that makes up New York City was once sacred
Indian ground. It is now the home of intunational banking
and corporate entities owned and operated by a conglomerate
ofTemplar-control1ed interests conspiring against all Nephi
lim tribes. As more Nephilim awaken this area will become a
literal battleground. Parts of New York state remain to this day
wooded and beautiful. It is full of hills, valleys, Wees and rivers,
in which can occasionally be found temporary Plexuses and

N"""".

kea 51 in Nevada is home to an ultra secret u.s. govcm
ment/military underground base that is the hub of a series of
underground bases spanning the entire north and south west
region r:L the United States. It is here that they test the new
and highly sophisticated aircraft and weaponry. Attoniing to
rumor, the aircraft tested in this area aK aaualIy confiscated
alien kChnology. For )aJ$ UFO researcllen and curiosity
JeCkers have claimed to have seen these airaaft being tested
and flown. The government has refused public statements
regarding these rumon, though an a-CIA operative and en
gineer hired by Naval intelligence to work there has come
forth and said that he helped develop a prototype saucer craft
for the goyemment based on alien design and propulsion
systems. In acruality, Area 51 is the culmination of deliberate
Black Star and Rosicrucian secret society subterfuge to dis
guise their studies of forgotten Atlantian Nephilim magic.

The humans involved had once made a pact with the Chariot
and the WhecI Arana, but have since stolen their magical
secrets and att now working ag:ainst them.

Oki"

Serpent Mounds
Ohio is the home of one of the greatest and most mysterious
sacred spots in the United States, the Great Serpent Mound.
It is loc2ted on Brush Creek in Adams County and occupies
a high ridge. The head of the serpent is siruated on a sheer
precipice of rock, 100 feet high that overlooks Brush Creek..
Its undulating body continues for 1,330 feet before tenninat
ing in triple coils at the tail. The head, which is triangular
shaped, looks like a mouth with jaws spread wide, in front of
which is an oval or egg-shaped figure that the serpent seems
about to swallow. The height of the serpent embankment is
from two to three and a half feet.

According to archeologists this mound and othen like it
were made by the Adena culture between 1000 B.C. and 200
A.D. Unlike the other mounds, the Great Setpent is not a
bwUl mound. It is believed by one scholar to be an image ofa
lunar eclipse based on Asian mythology. The snake represents
the Little Dipper, \I consteUation whose handle ends at P0
laris, the orth Star. The coils in the serpent's body corre
spond to the stan in the handle, while the tail spirals in the
same clockwise direction as the Little Dipper's rotation
around Polaris. Othen belie\l'e this is the acruaI. site of the
Garden of Eden. According to a Ioca1lndian shaman \l'ened
in the legends of his people the mounds aK the ktten of the
earth's book.. The Indian belief holds that the worshippers of
.serpents, ntvaged by war among themselves, were compeUed
10 view the sun, moon and celestial bodies as the only objects
wonhy of adoration. Hence, they covertly entombed their
gods in earth-mounds representing those bodies.

TIle secret of the Great Serpent Mound partakes of these
views but runs much deeper. The Adena culture was inspired
by the ancient Selenim empire in Nonh America. The
Mound is their sigil and is a vteway of access to other dimen
sions and star systems sometimes use by Agarthan Nephilim.
The coils of the .serpent symboliu the magic fldds, espcciaUy
those: of the Black Moon, and the egg 2bout to be consumed is
symbolic of the destruction and tnnsmutation of Ka in the
Sdenim rransf()fTll:ltion rite. The Serpent is directly con
nected via a ~rful elemental fields to the Nexus of Mt.
Shasta. On days when the Astrological modifier is 8 or greater,
a Nexus fonns here. On any Monday when the Astrological
modifier is 5 or greater, a Moon Plexus fonus here.

Dh;. Valley
Throughout the Ohio valley are mounds and effigies. One of
these sacred power places is at Fort Ancient which overlooks
the Little Miami River. The fort is actually a Wge mound
surrounded by woods that are covered with animal effigies
and earth mounds in the shape of lizards, turtles, hawks,
panthers and bears. These are spirit allies whose poWt:rs have
been grounded and of whose essence the shaman can 5lill
partake. Each mound and effigy in this area is a smaU perma-
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nent elemental field, with at least one for each variety of
elemental Ka. This area has an aura of mystery and has mani~

fested anomalous phenomena for centuries. It W3S believed to

be an evil place by early Christian missionaries and W3S

avoided by most pioneers and semers in the early days of
America.

OrcS"11
Cnter Lake National Park is home of the famous Crater
Lake and Mt. Scott. For over a century the lake has been the
plagued by anomalous phenomena and is a magnet for Cryp~
tozoologists hoping to get a look at the legendary ~Crater

Lake Monster,~ supposedly a pleisiosaur akin to Nessie and
other lake creatures world-wide. The lake has pennanent
magic fields ofWater and Earth.

Mt. Scott, also in Oregon, contains pennanent fields of
Air and rltt. According to local Indian legends, Mt. Scon is
also home to a mythical Thunderbird.

Utah has a long history of Religion and Myth originating
from both Indian and White cultures. It is here in the 19th
century that the Monnons semed. Salt Lake City is the Mor
mon capitol of the world. Joseph Smith was supposedly well
versed in the apocryphal writings of The Book of Enoch that
recounts the early myths surrounding the Nephilim, known

as The Watchers or The FalJen Ones. The secret ofThe Book
Of Enoch is that it is part Nephilim misinfonnation and part
fact. Within Salt Lake is a pennanent Water field.

A major power place in Utah is located in Forgonen Can
yon within Glen Canyon National Park. Giant petroglyphs
scour the walls of this canyon. The secret ofForgotten Canyon
and these petroglyphs is that they are the pictorial fragments
ofthe mythic retelling of the fall ofAtlantis and the turmoil of
the following Orichalka wan and the rise of the Selenim. The
area contains a pennanent Earth field.

Wcst Virsil1i..\
Point Pleasant, West Virginia has always been a place of
unusual magical occurrences. In 1966-67 there occurred a
wave of anomalous phenomena including StnlOgt aerial
lights, UFO sightings, mysterious power outages, visitations
by Men in Black and the terrifYing appearance of a giant
bat-winged monster with huge glowing red eyes later known
as the MMothman~. These happenings culminated in the col~

lapse of the Silver Bridge which spanned the Ohio River. The
cause of these occurrences to this day is unknown.

The secret of Point Pleasant is that it is a place of highly
volatile geomagnetic and elemental flux. The area is covered
with fluctuating elemental fields that have been unstable for
centuries. It is rumored that yet another secret government
underground facility exists ncar this area.



EPHIUM FACE MANY VARIETIES of op·
ponents during their struggle to reach
Agartha. This clupter connins samples of
gamcmasrer characten, including secret
society memben and Ncphilim. They
should JefVe as an cnmple of different
types of characters, and provide. the. gamc
master with easy-to-usc non-pb~r char-
actas for her campaign.

Secret Societlj Members
The following characters are meant to sene as crampks of
the kinds of opponents gamemasters will usc against the
Nephilim. These are meant to be representative memben of
the various groups in the world of Nephili"" but gamcmasters
are urged to individualize their own non-pbyer characrers.

T<:ml'lar Kt1lsht
This is a trained warrior of the order of the Knights Tem
plar. He is a cunning and powerful fighter. and will give
the Nephifim something to worry about.

Morole, Age 34

Sociil Sbtus: 12 Opportunity (Soc xl): 36

Education: 16, Military Academy and Training.

Life Experience: 60

Culture: Modem American, military training.

Profession:-Knight Templar.

Income: $ 120,lXX> per year, plus expenses.

Residence: Condominium, overlooking city.

fJlmity Rebtionsh'P: 0, Family thinks he died in action.

Possessions: Moton:ycle, arsenal, library of books on tactics
and warfare.

App9rance: Rough·looking, scar along ooe cheek.

STltlB CON16 INf16
DEX 15 CHA 15 Sun·Ka16
HP16 Action$-4 db+ld6

Skills: Bargain 45%, Climb 65%, Conceal 70%, Dodge
55%, Drive (Motorcycle) 70%, Drive (Heavy Military
Vehicles) 70%, Electronics 60%, First Aid 60%, FistlPunch
85%, Grapple 700/"0, Handgun 85%, Heavy Weapon 80%,
Hide 65%, Hunt 65%, Kick 65%, Listen 55%, Machine
Cun 75%, Mechanics 55%, Melee ISW'Ofds) 75%, Pilot
(Combat Helicopter) 65%, Rine 85%, Scan 75%,
Scrutinize 65%. Speak (Modem American) 90%, Speak
(Modem Russian) 45%, Speak (Modem German) 55%,
Submachine Gun 75%, Survival 75%. Swim 65%.

We~:FisI85%. Damage 1D3+1d6.

Kick 65%, Damage 1d6+1d6.

Gim (Chinese Straight Sword) 75%, Damage 108+1 +1d6.

.357 Magnum Revolver 85%, Damage 108+1 D4.

Garand M2 Riffe 85%, Damage 2d6+2.

M16A2 Submachine Cun 75%, Damage 208.

Bazooka 80%, Damage 4d8.

Morogic: None.

Roslcr~ciat1 Scholar
This learned woman is if tool of the Rosicrucians. Her
occult knowledge is formidable. She hopes to enter the
innermost circles of the order. and to then be taught their
Magic.

Female, Age 46

SocialSbtus: 14 Opportunity (Soc xl): 42

Education: 2J PH.D. in Classical languages & Comparative
Literature.

Life Experience: 86

Culture: Modern American, scholar and leacher.

profession: Unive~ity Professor.

Income: $60,000.

Residence: House in hills.

F~ily Relationship: 14, Husband and two children, they
do nol know of her ties to the Rosicrucians.

Possessions: American sedan, home computer, elCl.ensive
lilxary.

Appearance: distracted, pays little attention to fashions,



[Nt 18
Sun.Ka 16

HP12 db +0

Skills: Anthropology 40%, Art (Hieroglyphs) 65%,
Astrological lore 55%, Computer Use 25%, Hermetic
lore 65%, History 75%, Kabbalistic lore 55%,
Psychology 45%, Readi\Nrite {Hieroglyphs} 75%,
ReadlWrite (Ancient Greek) 80%, Read Write (Latin) 80%,
Research 90%, Religion (Christian) 65%, Religion (Greek)
70%, Religion (Roman) 65%, Religion (Egyptian) 65%

We~s:None.

Magic: None.

Dlack Star Sorcerer
This sorcerer has recently finished his apprenticeship and
set our on his own. His magical skilfs are potent, but not
massive, and he only has a few spells available.

Ma'e, Age 34

Social Status: 11 Opportunity (Soc xl): 33

Education: 16, finished college before beginning his
apprenticeship.

life ExperieRCe: 60

Culture: Modern American, crackpot circles.

Profession: Horror Author.

IRCome: $35,000 per year.

ResideRCe: Rented apartment in city.

Family Relationship: 5, No immediate family.

Possessions: Library of books, outdated home computer, bus
pass.

Appearance; Disheveled, dresses in black, long hair.

SlR9 CON 10 IN'17
DEX 9 CHA 8 Sun·Ka 18 (awakened)
HP10 Actions 2 db+o Ch'awe1Q

Skills; Astrological Lore 85%, Conceal 35%, Fast Talk 65%,
Hermetic lore 85%, Kabbalistic lore 80%, Psychology
65%, Readl'Nrite (Modern American) 80%, Read! Write
(Ancient Greek) 65%, Read/Write (Latin) 60%, Research
65%, Scrutinize 70%, Speak (Modern American) 700/0,

Speak (Ancient Greek) 70%, Speak (latin) 65%, Tarot
Lore 55%.

Weapons; None.
Magic: Lower Magic 81%, Higher Magic 60%

Has one Elixir with Air·Ka 12, Earth-Ka 10, Fire·KA 6,
Water-Ka 9, and Moon-Ka 8.

He has focuses for lhe follOWing spells: Pyretic Palm, Pyro
mantic Temper, Pyretic Fortitude, Pyromancy.

He is able to use Ka-vision, and has one slave Homoncu
Ius (see below), that can cast its own spells, as well as lhe
spells for which its master has focuses.

Homol1culus
This fXXJr Nephilim has been trapped by a sorcerer to
perform twisted deeds in his service.

Appearance: A twisted and deformed tiny humanoid. Its
skin is glossy as if in a constant sweal. A pentagram is
carved into its forehead.

5TR7 CON 16 lNI19
DEX 20 CHA 4
HP16 AClions5 08-104 Ch'awc18

Ka: Water 16, Moon 13, Air 10, E.1rth 7, Fire 3.

Skills: Art (sing) 95%, Bargain 65%, Conceal 75%, Dodge
85%, Fisl/Punch 55%, Hermetic lore 85%, Hide 95%,
Hunt 45%, Kabbalistic Lore 85%, Lislen 90%, Scrutinize
65%, Smell 80%, Speak (Modern American) 50%, Swim
100%.

Weapons: Fist/Punch 55%, Damage 103-104.

Magic: lower Magic 82%, Seals 62%.

Has the following spells inscribed: Dexterity, liquidifica
lion, Silent Flow, Kerubim of Exasperation and Confusion,
and Those Who Hit like Scorpions.

Assassil1
A modern member of the ancient Assassin group. His
skills are great, and woe to any who he is sent after.

Male, Age 28
Social Slatus: 10 Opportunity (Soc x3): 30

Educalion;' 2, brought into the order shortly after High
School.

life Experience: 46

Culture: Modern Iranian.

Profession: Assassin.
Income: NlA (all expenses are provided for by the order).

Residence: Urban Iran.
Family Relalionship: 15, strong ties 10 family.

Possessions: tools of the trade.
Appearance: Tall and muscular, dark eyes.

51R16 CONls INt14
DEX 18 CHA 13 Sun-Ka t 5
HPt5 Adions4 db+1D4

Skills: Climb 85%. Conceal 80%, Dodge 85%, Fisl/Punch
70%, Grapple 65%, Hide 80%, Kick 60%, Listen 60%,
Medicine 45%, Melee (Dagger) 70"10, Melee (Garrotte)
75%, Melee (Sword) 55%, Religion (Islam) 75%, Scan
60%, Speak (Modern Arabic) 85%.

Weapons: Fisl/Punch 70%, Damage 103+1D4.



Possessions: Economy car, legal library, Perry Mason
video-cassette collection.

Appearance: Tall, chiseled fe.llures, decent dresser.

INt 16
Sun-Ka 12
06.104

CON 14
CHA 18
Actions J

SfR 14
OEX 12
HPI4

Kkk 60%, Damage 1d6+1 04.

Dagger 70%, Damage 104+2+104.
Garrotte 75%, Damage 104+104 (A successful attack in
dicates that unless disJodged using the Grapple skill, the
victim suffers additional damage automatically in each
succeeding roond).

Sword 55%, Damage 108+1+104

~None.

HoI\j Vehm me lutlSe
This minor official of the order has overseen the execu
tion of not a few Nephifim. His Orichal1ca dagger has
been handed down to him from the last three generations
of this family.

Male, Age 45

Sociill Satus: 15 Opportunity (Soc x3): 45

EduCiition: 18, attended the finest European universities.
Life Experience: 75

Culturt!: Modem Austrian upper-class.

Profession: Judge.
Income: 5 T50,000 per year.

Residence: Fine house in Vienna.

Farnity Relationship: IS, devoted wife and loving children.
Possessions: Fine car, legal library, Marie Antoinette's

mummifJed head (a family heirloom).

Appearance: Dimnguished elderly gentleman.

u.rOOt1<'rl Politidat1
This minor politician has shown some promise and
drawn the attention of the Carbonari. Since joining them,
his campaign has been 00 the upswing, and soon may
be rising to a position of power in the American govem-

""'"
Male, Ase J4

50cQI SbItus: 14 Opportunity (Soc 1(3): 42

EduCiltion: 18, MA in Sociology.

life Expe~: 64

Culturt!: Middle American politician.

Profession: Rising Politician.

Income: 540,000 per year

Residence: Small house in town.

Famity Reb.lionship: 13, single, but keeps goOO relations
with his family.

Skills: Bargain 65%, Computer Use 25%, Drive (Sp:lItscar)
65%, Fast Talk 70%, Herrnecic lore 20%, History 45%,
Law 75%, Melee (Dagger) 65%, Psychology 75%,
Read!Write (Modem German) 85%, Rifle 75%, Scrutinize
55%, Speak (Modern German) 900/0

Weapons: .22 Bolt Action Rifle 75%, Damage 1d6+2.

Dagger 65%, Damage 104+2+0.
Magic: Ofichalka Dagger (73 points of capacity).

SIR IJ CON lJ INI 16
DEX12 CHA18 Son-IC.lIS
HP t J Actions J db 0
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()-..., Skills: Bargain 70%, Business 55%, fast Talk 85%, Law

55%, Psychology 85%, ReadtWrite (Modern American)
90%. Research 75%, Speak (MlXlern American) 90%.

Weapons: None.

Magic: None.

Tllld<! Drutlnschaft eo""maMbo
This Aryan soldier works toward the rise ofa New Reich.
He has ofganized gangs ro conduct raciaf hate crimes,
and probably more things of which even his closest com·
panions are not aware.

Male, Age 32

Social Status: 10 Opportunity (Soc xl): 30

Education: 16, Completed college with a degree in Military
History.

Life Experience: 58

Culture: Modern South American.

profession: Commando.

Income: $50,000 per year, plus expenses.

Residence: Argentina.

Family Relationship: 0, family thinks he's dead.

Possessions: Weapons, comoot texts, off-road jeep.

Appe,u,lIIIce: Tall, blond and muscular.

SIR 16 CON 16 INI13
DEX 15 CHA 15 Sun-Ka 10
HP16 Actions 4 db+1D4

Skills: Climb 65%, Conceal 75%, Dodge 65%, Drive
(Off-road jeep) 55%, First Aid 55%, Fist/Punch 75%,
Grapple 75%, Hide 65%, Hunt 75%, Kick 70%, Listen
65%, Mechanics 55%, Melee (Dagger) 75%, Psychology
55%, ReadNVrite (Modem Argentine Spanish) 75%,
ReadJWrite (Modern German) 65%, Scan 75%, Smell
45%, Speak (Modern Argentine Spanish) 85%, Speak
(Modern German) 85%, Submachine Gun 85%, Survival
75%, Swim 7S%.

Weapons: FistlPunch 75%, Damage 103+104.

Kick 70%, Damage 1d6+1 04.

Dagger 75%, Damage 104+2+104.

AK·47 85%, Damage 2d6+1.

Magic: None.

TcWtOl1lc KMI$ht
This typical knight of the order has been gifted with an
Orichalka sword with which to continue the cleansing
of the Nephilim.

Male, Age 28

Social Status: 12 Opportunity (Soc x3): 36

Educalion: 16, BA in Urban Studies.

Life Experience: 54

Culture: Modern American, West Coast Urban.

profession: City Planner.

Income: $40,000 per year.

Residence: Apartment in the city.

Family Relalionship: 10, keeps in touch.

Possessions: Economy car, home computer, collection of
Wagner CDs.

Appearance: Average, decent dresser.

SIR 14 CON 14 INI 15
DEX 15 CHA 15 Sun-Ka 16
HP14 Actions 4 08+104

Skills: Art (Drawing) 65%, Build 55%, Business 55%, Climb
45%, Computer Use 45%, Drive (Construction
Equipmentj45%, Fist/Punch 75%, Grapple 75%,
Hermetic Lore 35%, Hunt 65%, Kabbalistic lore 35%,
Kick 65%, Law 35%, Melee (Sword) 8S%, Psychology
45%, Research 45%, Scan 65%, Scrutinize 75%, Survival
65%, Swim 65%

Weapons: 1H Sword 85%, Damage 108+1+ 104.

Magic: Orichalka I H Sword with 213 points of capacity.

Ort><!r ofRhob<!s Corporat<! Hadt<!r
This Horseman of the order uses her considerable skills
with computers to infiltrate corporate and private infor
mation databases in order to discover more about the
Nephilim.

Female, Age 26

Social Status: 13 Opportunity (Soc x3): 39

Education: 19, MA in Computer Science.

life Experience: 58

Culture: Modern Urban America.

Profession: Corporate Computer Specialist.

Income: $55,000 per year.

Residence: Apartment;n the city.

Family Relationship: 8, distant.

Possessions: Sports car, up-to-the-second home computer
system.

Appearance: Attractive, but slightly disheveled.

SfRl0 CON 10 INTl7
OEX 12 CHA 14 Sun-Ka 14
HP 10 Actions 3 db +0

Skills: Art (Digital Graphics) 35%, Astronomy 45%,
Computer Use 90%, Drive (Moped) 65%, Electronics
85%, Physics 55%, Research 75"10.

Weapons: None.

Magic: Her computer's electronics have been carefully
laced with Orichalka to prevent intrusion by Nephilim.

rn<!""asOl1 Arch<!ologist
This scholar uses his considerable knowledge of excava
tion and past cultures to find and exploit ancient Neph
ilim Stases and other mystical artifacts.

Male, Age 38

Social Status: 13 Opportunity (Soc x3): 39

Education: 20, PH.D. in Classical Languages and Ancient
Cultures.

life Experience: 72

Culture: Modern American, East Coast intellectual.

Profession: Professor of Archeology and Classical
Languages.

Income: $60,000.



Skills: Astrological lore 75%, Bargain 85%, Business 85%,
Fast Talk 95%, Pharmacy 55%, Psychology 75%,

Research 55%, ReligiOn (New Age Mysticism) 75%,

Speak (Psycho-Babble) 75%, Speak (New Age

Mumbo-Jumbo) 85%, Tai Chi 4%, Tarot lore 8S%.

Weapons: one.

Magic: lower Magic 30%.

Orichalka Talisman, Capacity 65.

Elixir: Air-Ka 2, Earth·1(a 3, Fire.Ka 5, Water~Ka 2, /II\oon

Ka 7.

Has a focus for one spell, Incantessimo.

MaIe,Age47

Socilll Status: 16 Opportunity (Soc xl): 48

Eduutioo: 16, Degree In Sociology.

Life Experience: 7l

Culture: Modem American, hollywood elite.

profession: Psychologist and Astrologer to the stars.

locome: S2,OOO,OOO per year.

Resideoce: MansK>n in Beverley Hills.

family Rebtionship: 14, they like him because he sends

them expensive presents.

Possessions: More stuff than you can imagine.

Appearaoce: Scrawny, tan, balding, overburdened with

gold chains.

Rflidence: House just outside the city.

fMnily Rebtionship: 13, wife, family nearby.

Pouessions: American Car, collection of artifacts, felt hal.

Appe1~nce: Disheveled, but attractive, scar on chin.

STR 1s CON 15 INT 18
OEXI] CHA1S Sun·1Y17
HP IS Actions] db ... l D4

Skins: Anthropology 75%, Archeology 85%, Astrological
Lore 65%, Bargain 75%, Climb 75%, Conceal 55%,
Dodge 65%, Drive (Heavy Trucks) 65%, Drive
(Motorcycle) 65%, Fast Talk 65%, first Aid 45%,
FisVPunch 75%, Geology 55%, Grapple 65%. Handgun
75%, Hermetic lore 45%, History 85%, Kabbalistic Lore
45%, Kick 65%. Listen 55%, Mechanics 45%, Psychology
65%, ReaG-Write (Classical Arabic) 65%, Read/Write
(Classical Greek) 75%, ReaWWrite (Latin) 80%,
Read/Write (Hindustani) 65%, Read'Write (Egyptian
Hieroglyphsl 75%, Read;Wrile (Oghaml55%. Read;Write
(Futharlcl65%, Religion {Egyptian, Greek, Hindul65%,
Religion (Roman, Celtic, Norse) 75%, Religion (Islam)
60%, Religion (Christianity) 75%, Speak (Classical Greek)
65%, Speak (latin) 75%, Speak (Ancient Norse) 55%,
Speak (Gaelic) 65%, Speak (Classical Arabic) 75%, Speak
(Hindustani) 55%, Survival 55%, Swim 55'Yo.

Weapons:.38 Revolver 75%, Damage ldlO

Magic: None.

Orb"," oftMe Solar Temple
Il1qulsitor
Despite the imposing (ir/e, this Inquisitor uses pop-psy·
chology and "'feel soocJ" methods to gather information.

srR"
DEX II
HPIO

CON1d
CHA 15
Adions]

IN' 16
5un·Ka 16
db ...0 Ch'awt 10

...--

GAM£MAST£R N£l'HlllM

T
WENTY-FWEestablished Nephilim characters are

given hue. They nnge in abilities from very poor
to nearly Agarthan. The gamemaster an use
these in her ampaign as she wishes, and make

wh:llteYel" clanges are appropriate. Some of them have spe
cific 1ocations in the San Francisco Bay area mentioned,
which the gDYlCmaster should fed free to change.

AZARtANDAR
Title: lom of The Enterprise.

Simulacr.lldentity: Roger H. Lalling, male, Simulacrum <IKe
83.

HufNn Livelihood: President of the Board Imperium
Enterprise, jupiter Construction, others.

Major Arcanum: IV. Emperor.

Socilll Status: 35 Opportunity Roll: 105

Found at: At large. Azarlandar is so noticeable even by
Iow-Ka humans that it usually hides in the Mojave desert

where it can revel in its own flames. This is about 400
miles 5E oi San Francfsco. Azarlandar sometimes travels
In a special truck ~ich ha, been converted to bear its
flaming bod~ Azarlandar is know by the Rosicrucians.

Important Pasl LiV8: Babylon of Zormstor.

Not~: The enterprise is a San Francisro based Emperor
Arcanum organization run by Azarlandar. A recluse for
many years, t\2artander has directed the company from
the shebe'f of modem t;OrM'luniGttions devices. It can no(

hokl on much lo!'\&er and is ~ring for Agartha. It plans
to hand control of the company over 10 Ebeveria as soon
as the paperwork is finis~.

o Azarfan~ is known affectionately, and privately, as Mr.
Big among the local Nephilim. It is known to be ruthless
and firm In its endorsement of Enterprlle secrecy.

o He has inhabited four SimuJacl'Cl since its last Stasis, a
practice called R~jumpi.(tgwhen It Is successful.

Stasis: small gold icon Of Ninhurseg. Fire 25, Air 8, Earth
15, Wa~..s, Moon 17.



..-.., Metamorphosis: Phoenix 85; Head 20, Limbs 17, Skin 19,
Smell 16, Voice 13.

srI{ 26 CON 2J IN r 23
OEX14 (HAlO
HP 23 Actions 3 DB +3d6 Ch'awe 24

Ka: Fire 88, Earth 70, Air 53, Water 35, Moon 18.

Skills: Astrological lore 123%, Business 99%. Emperor
Tromp 115%, Hermetic lore 57%, Kabbalistic Lore 97%,
listen 83%, Speak Enochian 75%.

Weapons: uses magic on the rare occasions it is necessary.

Magic: lower Magic 114%, Higher Magic 98%, Grand
Secret 85%

Spells inscribed: Pyretic Fortitude, Choking Vapor, Babel
Unbound, Shoal of Fire, Dowse Fire Plexus, Visage of Ter
ror, Sword of Sun Tzu, Scry of the Wise.

DM£GAKDR
Title: The Destroyer.

Simulacra Idenlity: NSkinner" (Martin Dawes).

Human Livelihood: none.

Major Arcanum: XVI. Tower.

Soci;r,1 Status: 11 Opportunity Roll: 33

Found at: At large. Riding the roads of the western US.
Omegakor is a monstrous biker, legendary even among
Nephilim. It is often rumored to be coming into town, but
rarely shows.

Important Past lives: In ancient Babylon was a member of '
Ninhurseg the war goo; in Zoroastor's time it was known
as the War God Kshathra, protector of metal. It scoffs al
modern scholarship, and claims it was the protector of the
poor as well.

Notes: Omegakor is aggressive and afraid of nothing. It is
an avid rejumper, and actively seeks to take over the
bodies of very powerful individuals. It has had several in
the last dozen years, each more muscular and proficient
than the lasl.

o Omegakor is an amoral monster, with a history of de
struction and of taking delight in it.

o Omegakor s.ays it helped make Mt. Saint Helens erupt.
Along with another eruption in Mexico (done by oth
ers), this set up a series of geophysical shocks which
have caused earthquakes along the California coastline
since then. Whenever an earthquake strikes, Omegakor
laughs a 101.

o Omegakor also helps out on a voluntary basis for other
tasks offered by The Enterprise. It is not mercenary, and
keeps little booty. Its primary interest is in destroying as
much as possible.

o He normally carries a Babylonian sword, which is its St.l

sis. The sword is stronger than normal, and will take 48
points of damage before breaking. Despite its love for
this sword, Omegakor enjoys modern weapons for their
great destructive capabilities.

Stasis: ancient Babylonian sword. II always seeks this out
when first awakening, and wields it as its favored
weapon. Fire 48, Air 3, Earth 4, Moon 2, Water 9.

Metamorphosis: Djinn 83; Head 17, Limbs 20, Skin 18,
Smell 18, Voke 20.

SIR 26 CON 2J INI Ii>
DEXI2 CHA10
HP 23 Actions 3 DB +3d6 Ch'awe 25

Ka: Fire 47; Air 38, Earth 28, Moon 19, Water 9.

Skills: Grapple 94%, Hunt 63%, Kabbalistic Lore 24%, Ride
Motorcycle 96, Speak Enochian 17%.

Weapons: AK-47 85%, Damage 2d6+1.

Bazooka 59%, Damage 408.

1H Sword 94%, 108+1+3d6.

2H Sword 135%, Damage 208+3d6.

Magic: lower Magic 93%, Higher Magic 64%.

Spells Inscribed: Mercuriatity, Ka-Shout, Sword of Sun Tzu.

£D£V£RKA
Title: Emperor of San Francisco Nephitim.

Simulacra Identity: Gerald Oifranchesco.

Human livelihood: Executive Vice President, Jupiter
Construction Company, a wholly.-owned subsidiary of The
Enterprise.

Major Arcanum: IV. Emperor

Social Status: 31 Opportunily Roll: 93

Found at: San Francisco. Ebeverka is usually either at its
home; at the Jupiter Construction Offices; or cruising
about the city in its limousine.

Important Past Lives: follower of Zoroastor

Notes: Ebeverka is the highest ranking local Emperor that
most player Nephilim will ever meet, Some Streets call il
NMr. Middle~ in a semi·mocking way.

o Ebeverka is a Rejumper, and has spent too many life
times working as an accountant. It has channeled its
Metamorphosis into its Odor.

o In this lifetime it still lives with its human molher, who is
old and ill and wishes it would get married soon. It rides
to work in a tinted-glass limousine everyday with one of
its Ixxlyguards, who lives in the front room and eats din
ner with the family. Each morning Ihey cruise randomly
or scout rumors, at the same time stopping to oversee
construction sights, and so on.

o His public/human job, as Presidential Secretary, gives it
great busin£!Ss power.

o Ebeverka is a Iways accompanied by at least one of the
Enterprise members aCling as its bodyguard.

Stasis: Small golden medallion inscribed with the symbols
of Fire and Water. Earth 17, Fire 15, Moon 3, Air 9, Water
2J

Metamorphosis: Elf 40; Head S, Limbs S, Skin 5, Smell 20,
Voice 5

SIR 18 CON 22 INI 13
DEX 15 CHA 22
HP22 Aetions4 DB+td6 Ch'awe22

Ka: Earth 35; Fire 28, Moon 21, Air 14, Water 7.

Skills: Business 89%, Emperor Trump 96%, Kabbalistic lore
53%, Speak Enochian 86%

Weapons: .22 Revolver 63%, Damage ld6.

uses magic when possible.

Magic: Lower Magic 51 %, Pentacles 98%, Seals 24%.
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SIOIIs: Business 89%, Emperor Trump 96%, Kabbalislic lore
53%, Speak Enochian 86%

We~: .22 Revolver 63%, Damage 1d6.
uses magic when possible.

~gic: lower Magic Sl %. Pentacles 98%. Seals 24%.

Spells inscribed: Caduceus Press, Dowse Earth P'exus,
Those Who Hil like Scorpions, The Armor oiThose Who
Are Born of the Sowed Teeth.

AZRADAN
Title: "Mrs. Wheel," the Astrologer.
Simulacra Identity: Casey Darnple.

MiI;.w ArCiIlnum: X. Wheel of Fortune.

Soci.J.I Sbtus: 17 Opportunity Rml: 51

Found at: San francisco. Azradan is gener.ally found at the
Enterprise hideout. Agripp.a Tools.

Importmt PDt Lives: PIolomak Egypt, as a Pharonic
engineer; Alchemist in 15th Century Italy; Philadelphia in
1776.

Notes: Azradan serves on lhe Board of Directors as an
advisor. [t forecaslS for those Nephilim members wno are
not as skilled as it is in Astrological Lore, organizing many
of their activities based on the favorable conjunctions.

SUsis: lapis lazuli earring (has a malched set, left one is
stasis). Water 7, Moon 5, Air 2, Eanh IS, Fire 9.

Metamorphosfs: Undine 38; Head '2, Urms 3, Skin 5,
Smell 5, Voice 13.

SIRIO CUNIS INII'
DEX 18 CHA 20
HP 15 Actiotts" D8 0 Ch'~ 19

1(;1: Waler 38; N\oon 30, Air 23, Earth 15, Fire 8.

~lls:AslrOlogicallore 107%, Computer Use 0 ("just can't
adjust"), Kabbalislic lOfe 55%, Pharmacy ]7%, Research
830/0, Speak Enochian 23%Weapons: Mace 63% (blinds
for 3d6 actions).

Magic: LO\o'Ier Magic 7S%, White Stone 40%.

Athanor (small ivory case): Water 25, Moon 24, Air 17,
Earth 11, Fire 14.

Spells inscribed: Pelagic Survival, Spleen

GAltGAVAN
Sitn&Uc... Identity: Philippa Estrada, was 36 long ago.

Ma;or Arcanum: III. Errpress

SocQI Sblhd: 12 Opportunity Roll: 36

Found at: In hiding. Galgavan is far too serpentine to go
into public in the light It generally stays in hiding, behind
several locked doors.

Importilnt Past Lives: attended Mitra in andent Babylonia;
fought in the Revolutionary War in the 1770s.

Notes: Used a lot of magic in 'WW II in the Pacific, and
loves 10 tell war stories. It wanted 10 go to 'Nam but
couldn'l, and still regrets it.

Sbsis:obsidian knife. Moon 6, Earth 22, Water 9, Fire 24,
Air 3.

Metamorphosis: Snake 70; Head 5, Limbs 15, Skin 20,
Smell 15, Voice 15.

SIR lOll CON 17 IN' 11
OEX18 CHA16
HP1? Adions4 08.104 Ch'ilwe18

1(;1: Moon 19; Earth 15, Water 11, Fire 6, Air 4.

Slcills: Computer Use 75%, Dodge 65%, First Aid 59%,
Kabbalistic lore 45%, Speak Enochian 43%, Survival
124%.

Weapons: Knife 53, Machine Gun 23, Rifle 72

Magic: lower Magic 99%, Higher Magic 31 %; seals 660/0.

Spells Inscribed: Pyromantic Temper, Mercuriality, lunar
Crescent, Spleen, Shoal of Moon; The Imperishable Fab
ricsofTIme.

DACCVlVM
Title: The Mauve Satyr.

Simulacra Identity: long gone.

Human Livelihood: none.

Major' Arcanum: VI. Lovers

Social Status: 5 Opportunity Roll: 15

Found al: San Francisco. Bacculum is usually at Agrippa
lools.

Importanl Past lives: Prehistoric Greece, Bronze Age
Greece, Alexander's Greece.

Notes: Bacculum usually just lazes around Agrippa Tools. It
is indulgent. lazy, gustatory, and loud, and always seems
to enjoy itself immensety. It ohen sneaks away 10 visillhe
ceremonies of Isis. It complains that people today are not
as liberated as of old, and that there are not enough sex or
drink for it.

Stasis: set of pan pipes. Eanh 25, Moon 17, Air 9.

Metamorphosis: Satyr 80; Head 15, limbs IS, Skin 20,
Smell 16, Voice 12.

siR 18 CON 21 INI 10
DEX 13 CHA 10
HP21 Actions) DB.ld6 Ch'awe21

Ka: Eanh 20; Moon 16, Fire 12, Water 8, Air 4.

Skills: Fast Talk 85%, Kabbalislic lore 14%, Smell 63%,
Tasle 42%.

Weapons: Fist 64%, Grapple 49%, Kick SO%.

Magic: lower Magic 20%, seals 27%, Black Stone 10%
(with a marked disinterest in going further in any of il).

Athanor (enameled clay amphora): Earth S, Moon 3, Fire
6, Water 4, Air 3 (he mdde it as a low·Ka experiment. then
lost interest and never bothered to make a better one).

Spells inscribed: Vita Robust; Those Who Creep and Nib
ble ("because they make such cool sounds").

ltANKANDAlt
Simulacra Idenlity: ESler Magrez.

Human livelihood: Welfare Couch Potato.

Major Arcanum: VIII. Strength (antj·Khaiba).

Social Sbltus: 6 Opportunity Roll: 16

Imporlmt Pasl Uves: Akhenaton's Egypt, member of the
Strength Arcanum; hunted and was slain by 5elenim in
Babylonia; stalked .lack the Ripper in Victorian England,
but never found him.

Found at: San Francisco.



ll£DAMVTH

VRVANZZAO

Metamorphosis: Sylph 18; Head 8, limbs 6, Skin 0, Smell
1, Voice 3.

Ch'awe18DBO

[N120tONI7
CHA1')
Actions 5

DEX2J
HP17

SIR 18 CON 15 INT 19
DEX24 CHAI')
HP 15 Actions 5 DB -t1d6 Ch'awe 20

o It has an excellent library, gathered and kept secret over
the centurie~ which it always brings to wherever it is liv
ing in its current bQdy.

Stasis: bron~ brazier; f,vloon 17, Earth 6, Water 0, Fire 5,
Air 19

Metamorphosis: Snake 60; Head 3, Limbs 10, Skin 17,
Smell 19,Voice11

ARCH1M£D£S
Simulacra Identity: Tom Lewczyk.

Human Livelihood: owner of ~lructiveResearch Labs, an
art conglomerate whose irregulat shows feature huge
gothic machines which destroy elaborate art projects and
each other.

Major Arcanum: VII. Chariot

Social Status: 15 Opportunity Roll: 45

Found at: 5an Francisco, at its warehouse.

Important Put Lives: Classical Greece as Archimedes;
libraria~at the library of Alexardria in Julius Caesar's
lime; Descart~ in 17th Century France.

Notes: Archimedes wants to wire so~ne's Stasis tnlO one
of its machines. It is sure it v.jll work. Its own is going to
be wired into one, for sur;. but right now it seeks
volunteers.lnterestedl

Ka: Moon 49; Earth 39, Water 29, Fire 20, Air 10.

Skills: Art (Loud, Destructive Shows) 75%, Build 85%,
Business 17%, Chariot Lore 55%, Electronics 29%,
Mechanics 65%, Physics 43%.

Weapons: Taser 45% (1 D3 damage, p<lralyzes for ld6
actions).

Magic: Lower Magic 35%, Seals 98"(", Pentacles 87%.

Spells Inscribed: Incantessimo; The Jade Flowers.

Ka:Water 29;Air23, Moon 17, Earth 12, Fire6.

Skills: Archeology 94%, Geology 75%, Hermetic Lore 85%,
History 4,7%, Research 64%, Scrutinize 86%, Swim 75%.

Weapons: Club (shovel) 64%.

Handgun 38%.

Magic: lower Magic 90%, Greater Magic 30%,
Summoning 45%

Spells inscribed: Purify Air/Terra Mobile, Pelagic Survival.

Notes: Urvanzza has a passion for the past, especially for
the eras when the Nephilim (and itself) ....-ere great. It
follows the path to Agartha only slowly, actively seeking it
only because it enhances its ability to discover and
remember the past.

Stasis: shell of a scarab beetle. Water 15, Air 8, Moon 5,
Earth 8, Fire 3.

Metamorphosis: Undine 45; Head 3, Limbs 10, Skin 11,
Smell 9, Voice 12.

"STR 13

r

INI 14sIR]' CONIS
DEX14 (HAI5
HP15 Actions) DB-tlD4 Ch'awe17

SiR" toNg INf1J
DEX15 (HAlO
HP 9 Actions" DB +0 eh'awe 12

Ka: Wate~ 15; Moon 121Air 9, Earth 6, Fire 3.

Skills: FastTalk47%, Ka alistic Lore 45%, Psychology
62%, Ride Bi')CIe"?'5%.

Weapons: S~II Club 65%.

Throw 87%.

Magic: Lower Maglc165~ Black Stone 95%, White Stone
35%.

Athanor (Ivory scroll case): yvater 5, fvloon 10, Air 15,
Earth 15, Fire 12.

Spells inscribed: Dowse Water Plexus, Dexterity; The Dis
solving of the Double Salt, the Fire Dissolver.

Simulacra Identity: Frank Butcner.
Human Livelihood: Bike Messenger.
Morojor Aranum: VllI. Strength (anlj-~aiba).

Soci.J1 Status: 8 Opportunity~oll: 24
Importlnt Past lives: Charjoteer in ancient Egypt and

Babylonia; cab river in Victorian England.
Found at: San Francisco. Uving in,;.warehouse squat.

Notes: Bedamuth is a real Justice go-getter, and goes out of
its way to warn others about going Knaiba. It says it can
tell how dose they are, and often berates them for their
dangerous behaYfbr. Otherwise, it seems to just want fa

get by with as little effort or gain as possible.

Stasis: a pap),TUs scroll describing a ritual of the Hapi cult.
Water ~S( Moon 12, At 2, Earth 1, Fire 7.

Metamorphosis: Undine 25; Head 5, limbs 5, Skin 5, Smell
5, Voice 5*<

Simulacra Identity: Michael Prescon.

Human livelihood: Archeologist at U.c. Berkeley.

Major Arcanum: XIV. Temperance

Found at: Berkeley. At the university or its apartment. On a
dig (anywhere in the world, concentrating on Egypt and
Israel).

Important Past lives: Member of Akhenaton's court;
follower of .Jesus in .Jerusalem; archeologist in Victorian
England.

Social Status: 11 Opportunity Roll: 33

Ka: Air 14; Water 11, Fire 8, Moon 6, Earth 3.

Skills: Dodge 75%, Hermetic lore 47%, Hide 61%, Hunt
45.

Weapons: Rifle 85%.

Shotgun 35%.

Milgic: Seals 61%.
Spells inscribed: The Orichalka Trumpet.

<to-...,
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VAGVTV
Title: "Vagutu" means caw Rap in Egyptian.
Simubcn ~ty: Jack Anson, loser.
Human lrvdihood: none attempted.

twbjor Araoom: XX. Judgement

SocQI Stltus: 2 Opportunity Roll: 6

Fouoo at: San Francisco. Various hideouts throughout the
City, wandering alleys, at various food kitchens or
homeless shelters.

Imporbnt Past Uvtt: Vagutu has incarnated in nearly every
era; with its low Ka, awakening from its stasis is very easy
for it. Because it is easily filled, the Stasis is easily
depleted. and death for it usually entails another century
of "sleep:

Notes: Vagutu is a Cosmk loser. It has IO'¥V Ka, and has had
many lives. always in a wrecked body because of its low
Ka. tt has never gotten past this. tt is a loser, a mournful
member of the Judgement Major Arcanum.

Stasis: bottom slone of the Great Pyramkl at enrops; Earth
7, Moon 5, Fire 12, Water 1. Air 1.

Mebmo!'JJho'is: rat (~that long nose is good for 7 al least"):
Head 7, Limbs 0, Skin 0, Smell 12, Voice 0.

SIR? CON? INf9
DEX 11 CHA4
HP 7 Aaiom) DB -1 D4 Ch'awe 7

1CiII: Earth 3; f\t\oon 2, Fire 2, Water 1, Air 1.

Skills: Conceal 63%, Kabbalistic Lore 7%, Smell 33%.

We~:none.

Aobgic: lower Magic 30%. No spells.

ISIS
Simul~ Identity: Ms. Dorothy ~Dolty" Arcl\auser.

Human Livelihood: sex cult leader

Major Arcaoom: V. Hieropl\ant

Social Status: 19 Opportunity Roll: 57

Found at: San Francisco, usually in or near its home lemple.

Important Pasllives: Predynastic Egypt, Isis; Akhenalon's
Time, Isis Priestess; Victorian london, lady for Hire.

Notes: Isis was one 0( the original members of this
prehislOric Egyptian cult, and experienced many lives
being wonhipped as an orgiastic gcxldess in predynastic
Egypt It is determined to re-establish its sacred slaWS, OInd
has formed a temple 0( love which meets in various
places at various limes.

S~s: Lapis lazuli necklace bearing an amethYSI idol 0( lhe
goddess Isis. Ear1h 11, Moon 13, Fire 5, Waler 6, Air 15

Mebmorphosis: Nymph 77 (i.e., a Female Satyr); Head 10,
Limbs 12, Skin 20, Smell 18, Voice 17.

SIR 16 CON 15 INf 14
OEX12 CHA19
HP1S AClions) DB+1D4 Ch'awelS

lea: Earth 12; Moon 10, Fire 7, Waler 5, Air 2.

Skills: Astrolosical Lore 45%, Bargain 85%, Craft
(Courtesan) T15%, Religion (The Cult of the Living Isis)
85%.

Weapons: Handgun 49%, Damage 108.

Knife 25%, 104+2+104.

Magic: Lower Magic 93%, Higher Magic 37%.

Spells Inscribed: Incantessimo, Vita Robust. Dowse Eanh
Plexus, c.uess 0( Lilith.

Simulacra Identity: Danny MacGinnis ·Son of lhe irish
beer, ya knowr·

Human Livelihood: Thelemic Grunge band leader, called
Pukaraza Trades.

MaiM Arcanum: I. Magus

Social Status: 13 Opportunity Roll: 39

Found at: San Francisco, Lower Haight; sleeps in street or at
Sam & Sara's.

Importlnt Past Uves: Dionysus, in multiple ancienl Greek
Lives.

Notes: Pukaraza's band uses only homemade percussion
instruments, and strange~ in the audience often nand out
free drugs al its concerts. Its show drives the crowd into a
frenzy. About one out of five limes the show climaxes
with Pukaraza being crucified and bleeding aU over the
stage as members of the lroop galher its blood in cups,
dilute it with wine, and pass it among lhe crowd.
Persistenl rumor says it plans to die In one concert, and
then be devoured by the frenzied crowd.

Stasis: ceremonial vase depiding the orgiastic rites of
Dionysus. Air 15, fire 9, Water 5, Moon 8, Earth 16.

Metamorphosis: Sylph, 51; Head 16, Limbs 12, Skin 3,
Smell 15, Voice 5.

SIR22 cONn INTl8
DEX 20 CHA 12
HP11 AaionsS DB+2d6 Ch'awt" 17

1CiII: Air 36; fire 29, Water 22, Moon 14, Earth 7.

Skills; Art (Grunge Rock) 46%, Dodge 12%, Kabbalistic
Lore 43%.

Weapons: Staff 45%ld6+2d6.

FisI95%, Damage 1D3+2d6.

Magic: lower Magic 68%.

Spells Inscribed: Pyretic fortitude, Dowse Fire Plexus.

Z£STVMAGO
Simulacra Identity: Sharon Pulaski.

Human livelihood: Psychologisl

Major Arcaoom: II. Empress

Social Sblus: 16 Opportunity Roll: 48

Found OIt: San Jose. At its home, which has an office in the
extra room. II is a half block from the Rosicrucian
Museum, which holds many fine Egyptian artifacts.

Important POISt lives: Egypt 1350 BC; Byzantium 125 AD;
Paris 1630.

Notes: Zestumago Jives in an apJrtmcnt with forbadath,
with whom it has shared all of its pasllives. Its Simulacra
was not originally a psychologist. but it wenl to night
school 10 finish its degree.

Stasis: Sacred Idol of Akhenaton. Air 3, Fire 10, Water 7,
Earth 15, Moon 22.

Mebmorphosis: Angel 29; Head 12, limbs 9, Skin 0, Smell
5, Voice 3.

..-,.,
I



. ", -~ i .;. , "1
J '.. ,r..,-r - . ., .. 'I .. •. - .

-- • ,"" ~lf.. .. II 1-, •
-- '." t'l '" I " ,-, q ._ :". ;=!.. " 'J./: .. - '"' . 11'1~ '11 " •/ -1 I' J -. JI -:t , , i -, t"' - - - -

" ' I_ r::: '.'" c',' .",. - __ ~.. l' . - .' -.

...-..
•

sTR 14 cON 13 INt 18
DEXI5 CHA16
HP13 Actions" DB+ID4 Ch'awel5

~: Air 15; Fire 12, Water 9. Eanh 6, Moon 3.

Skilh: ASlTOlogicallore 77%, Fast Talk 89%, Medicine
25%, Psychology 85%.

Weapons: Whip 64%, Damage 103, a Critical attack roll
can entangle, or grab an object

Magk: seals 98%, Pentacles 52%.

Spells Inscribed: The jade Fk>wers, The Procurators
Whose Eyes are Basilisks or Ruby, The Guardian oithe
Pharphar Wells.

FORDADATH
Simulow:r.J Identity: Gregor Zuminasky.

Human Livelihood: artist.

Major Aranum: XIX. Sun

Socbl SbiM: T2 Opportunity Roll: 36

Foond at: San,lose apartment. Often travels around to visit
other artists, exhibits.

Imporbnt Put lives: Egypt 1350 BC; Byzantium 125 AD;
Paris 1630.

Notes: lives in an apartment with Zestumago. with whom il
has shared all of its past lives. Forbadath is a glass
sculplOf, and their home is filled with transparent,
multi<olored works of art. It has always been an artist,
shifting from one medium to another as new substances
(such as glass) became available. Its studio is in its garage.

Swis: jewelled silver neck torque, very fine; Water 3, Air
12, Moon 15, Earth II, Fire 4.

Metvnorphosis: Undine 53; Head 3, limbs 11, Skin 12,
Smell 12, Voice 15.

sTR I' cON 11 INI21
DEX 24 CHA 16
HP11 Actions 5 DB+ld6 Ch'awe16

lea: Water 30; Air 24, Moon 18, Earth 12, Fire 6.

Skills: Art (Glass Sculpting) 93%, Art (Sculpting) 108%,
Build 59%, Craft (Glassblowing) 84%, Kabbalistic Lore
45%, Scrutinize 93%.

Weapons: Knife (trowel) 83%.

~gic: lower Magic 92%, Higher Magic 24%,

Spells Inscribed: Mercuriality, seething Aqua, lunar Cres
cent.

FORZADAVA
SimuIKt'a Identity: Jonathan Horner.

HUrNn livdihood: retired sailor, age 64.

~torAranum: XVI. Tower

Sociotl Sbilus: 12 Opportunity Roll: 36

Found ..t: Sausalito, at the houseboat marina.

Imporbnt Past UVe$: Ship Pilot in Alexandria; fisherman in
Jerusalem in the time of )esus; Ship Captair{Trader in
Vidorian England.

Notes: Forzabaya loves the water, and rarely leaves its
motor boat It is old and beat up, but it loves it. It often
goes oot into the Golden Gate when the tides are rushing
past. dives oH the boat, and then chases after it for hours.

Swis: polished silver mirror; Water 5, Air 13,~n 19, Fire
10, Earth 4.

Metvnorphosis: Triton 53; Head 15, limbs 3, Skin 5, Smell
10, Voice 20.

SIR 11 coN 19 INT 16
DEX 20 CHA t 7
HP t9 Actions 5 08 +0 eh'awe 25

lea: Water 32; Air 26, Moon 19, Fire 13, Earth 6.

Skills: AstrologK:al Lore 67%, Astronomy 85%, Drive
Motorboat 95%, Grapple 65%, Hunt(fish) 67%, Swim
106%, Taste 53% (in water only).

WeiirpOf1:S: Trident 75%, Damage 1d8+1+O.

Net 65%.

~gic: Lower Magic 96%, Higher Magic 55%.

Spells Inscribed: Pelagic Survival, Dowse Water Plexus,
Translucent Veil, Mercuriality, Shoal dWater.

KARGADANDA
5imulac... ldenlity: "Jive jack" (John Brown).

Human Livdihood: Petty thief.

~iot'Arcanum: XVI. Tower

Sociotl Sblus: 8 Opportunity RoU: 24

found ..I: San francisco, Tenderloin.

Imporbinl '..,sl Lives: Plunderer in Rome, 405 AD; corrupt
follower of Cardinal Richelieu in Paris, 1630 AD.

Noles: Ka'8adanda is violent and self destructive. It is a
great fighter, but doesn't care about anything. tt was once
far higher Ka, but was chopped down in Richelieu's time.

Swis: Egyptian silver cat collar set with emeralds (Egyptian
plunder); Water 6, Moon 12, Air IS, Eanh 3, Fire 5.

Metamorphosis: Cal 33; Head 8, Limbs 5, Skin 3, Smell 7,
Voice 10.

SIR1' CONle IN112
DEX t 9 eHA 20
HP16 Actions 4 DB+ld6 Ch'awe21

lea: Water 22; Moon 18, Air 13, Earth 9, Fire 4.

Skills: Ba'8ain 7%, Climb 87%, Conceal 69%, Dodge 32%,
Fast Talk 39%, Grapple 89%, Hide 75%, law 39%,
Survival 86%, Tarot Lore 33%.

Weapons: Fist 89%, Damage 103+1d6.

Kick 65%, Damage 1d6+1d6.

Claw 74%, Damage ID3+3+ld6,

Knife 98%, Damage Id6+ld6.

Magic: lO'Ner Magic 90%, Higher Magic 55%.

Spells Inscribed: Dexterity, Lunar Crescent, Monotonic
Tintinitis, Hidden Flow, Evasion of Earth's Sedudion.

SOll<£DAVVM
Simulacra Identity: jeffery Tumley..

Human Livelihood: City maintenance worker.

~tor Aranum: XIV. Tower

Sociotl Sblus: 8 Opportunity Roll: 24

Foond at: Oakland, in the Sewers.

Imporbnl Put Lives: suffered in Akhenaton's and
Zoroastor's times for be;ng Nephilim. Has incarnated a



few more limes, but avoids other I'-Iept\ilim to prevent
joining them in their failures.

Notes: Solkedavum is a 5e'Ner denizen. II t\as spenl several
years exploring tt\is underground network. Some of the
tunnels are 3D' wide, others only tt\ree, but now it knows
its way around them fairly well. It can sometimes be
sensed far below as the I'-Iept\ilim wander around on the
streets above. In suet\ circumstance il is reachable by
Ka-speect\, but usually cannot be reached physically.

Stasis: obsidian statuette of a demon; Water 12, Moon IS,
Air 9, Fire 12, Eant\ 14. h does not know where its stasis
is; it last saw it in Greece in Paris in the 16305, in the
sewers, and it has not been able 10 get lhere yet to find it.

Metamorphosis: Trilon 23; Head 3, Limbs 6, Skin 5, Smell
2, Voice 7.

STR 17 ruN 12 INI 16
OEX14 CHA16
HP12 AcOOl'lsJ OB-tld6 Ch';awe16

IU: Waler 17; Moon 14, Air 10, Fire 7, Eant\ 3.

Skills: Climb 65%, Hide 85%, Kabb.llistic lore 43%, lislen
B9%, Smell 25%, Swim' 5%.

WeilpOfl5: None.

Magic: lower Magic 55%.

Spells Inscribed: lunar Crescent, Pelagic SUlvival.

POLYTHETHES
SimulKr;l Identity: 'Nessa luchaui.

HUrNn Livelihood: Speed Metal musician (drummer).

Major Arcaoom: XI. Justice

Socia.l Status: 7 Opporturnty Roll: 21

Found al: 8erlceley, slreet.

Important Past lins: Trojan War.

Notes: Polythettles has not adjusted well to the modern
world, and especially 10 the presence ci all these people.
II t\as t\ad several run·ins with cops, and has been
pursued by the Templars. II has fled to Berkeley to find
obscurity.

Stasis: bron.ze sword; Fire 3, Air 15, Earth 11, Moon 16,
Walef9.

Mebmorphosis: Phoenix 55; Head 15, limbs 13, Skin 10,
Smell 8, Voice 9.

SlR 17 tON 14 INt 19
OEXI8 (HA15
HPJ4 Actiom4 D8-tld6 Ch'awe16

lUi: Fire 24; Air 19, Earth 14, Moon 10, Water 5.

Skills: Art (Drummer) 14%, Craft (Bronze) 76%, Kabbalistic
lore 64%, Law 0%, Scan 65%.

Weapons: 1H S'oVOrd 97%, Damage t OB-t1+1 d6.

Knife 64%, damage 1d6+ 1d6.

Magic: Lower Magic 97%, Higher Magic 76%.

Spells Inscribed: Pyretic fortitude, Dowse Fire Plexus,
Dowse Air Plexus, Pyretic Body, Ka-Shout, Winds of Lift
ing.

IVtIANOS
Simulacra Identity: Daiman Hunter.

Human livelihood: Book Store Cleric.

Major Arcanum: I. Magus

SociOill Status: 14 Opportunity Roll: 42

Found at: Berkeley home; Occult book shop; witt\ its coven.

Important Pasllives: Ptolomy, author of Tetrabibl05,
Alexandria c. 350 AD; Maximus the Theurge, Antioch,
Syria 360 AD.

Notes: lulianos has incarnated seYer.lltimes with signifICant
occult success. hs greatest success was when it instructed
and inspiredE~ }lJlian the Apostate to attempt 10
turn the Roman Empire pagan instead of Christian. tI is
patient and detennined, and willing to woric with the
powers of the time.

Stasis: Casket for an Ibis; Earth 3, Fire 4, Moon 6, Air 8,
Water 7.

Metamorphosis: Elf 22; Head 2, Limbs 2, Skin 3, Smell 8,
Voice 7.

sa 14 tON 18 INT 18
OEX13 (HAl.
HP 18 Aaions J DB -t1D4 Ch'awe 18

Ka: Earth 26; Fire 21, Moon 16, Air 10, Water 5.

Skills: Astrological Lore 85"1", Astronomy 80%, Computer
Use 23%, Hermetic Lore 69%, History 64%, Kabbalistic
lore 117%, Natural Lore B5%, Research 69%, Tarot Lore
48%.

Weapons: Knife (Athame--ceremooial knife) 77%, damage
ld6-+-1D4.

Magic: Lower Magic 95%, Higher Magic 90%, Gr.lnd
Secret 35%; Seals 90%, Pentacles 60%; Black $t041e 35%.

Athanor (larger duplicate of StilSis): Earth' 8, Fire 16,
Moon 2, Air 4, Water 4.

Spells Inscribed: Choking Vapor, Translucent Veil, Dowse
Air Plexus, Caduceus Press, Vila Robust, Botanical Sympa
thy, Dowse Earth Plexus, Hermetic Satori, Voice of the
Earth, StigrTldtic Idea; The Invoking Voices of the Lumi
nous Desert. The Ashim Doors of Adamantium, The
Shadow-Cioaked Sages from the Vv'hite Mountain across
Ihe Misty Shores, The Minister 0( Peace Clothed in Beryl,
Raphael the PrillCe Crucified on the Tree of Life, The
Freezing of the Living Stone.

The White lisht
Cr\jstal Temple

North of San F~sco, less than an hour or so by car across
the Golden Gate bridge, is Mount Tamalpais. Upon or near
to il sit ancient Redwoods, many public parklands, and a
government radar tower.

The popubtcd:ma south ofMt. Tamalpais is caJkd Ma
rin County. Within Marin County are areas of considerable
Ieisun: wtalth, where people tu"t: as much time to cbbble as
the ok! OGD gentlemen did in Victorian rimes. There, ncar
Mt. Tamalpais, is the he2dquamrs for the world-wide popular
cult ofThe White Light Crystal Temple.

ASTERATH
Simulacr.ll Identity: Dorothy Gibatti. a!.'e 33.

Human Livelihood: Cult Charlatan.

Major Aranum: XIV. TemperarlCe
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Socbil Slau: 25 Opportunity Roll: 75

Found iill: White Ught Crystal Temple.

Important 'Ht lives: The god Thoth in Predyl"lastic Egypt;
Egypt, Akhenaton's time, Terf1)efance Algnum;

Alexandria, c.35O BC. at the Greal Library.

Noles: Asterath used to be Dorothy Gibatti, ill lonely
housewife from Ohio, until she was struck by inspiration
while visiting the New York Metropolitan museum. An

ancient star goddess told her that she could be more than

she allowed herself to be. She bought ill computer, wrote a

self help book. divorced her alcoholic husband. turned all

her money (W(!f to ill friendly investment broker. and spent
four yea~ in ill stone house in Colorado. Then she moved

to California.

o Now it writes ill series of popular New Age books, and is
head of the White Light Crystal Temple. It lives in a mil
lion dollar house on a hillside, with a sculpted rock lhea·
ter where private workshops regularly meet.

o Asterath claims (among any humans who will listen 10
ner) to have a private relationship with a Higner Being
who possesses and works through her. It hok:Is huge
healing rallies in its private outdoor theater. In fact.
many of these nealings work for most of the partici
pants, or else it performs some near mirade for a crip
pled child or tubercular elder. It encourages everyone to
participate, and teaches them all some basic songs and
movements which are "techniques to help her cast her
spells.w

o Asteralh actively seeks oul humans with high Solar Ka,
and solicits them inlO its coven for training. lnlerested,
devoted, and gullible candidates are told some of the se·
crets of the Nephilim, and then are sent to watch St.uis
collections. (These have been esped::!!y the museums
in the US.)

o Several other Nephilim hang around the place regularly.

StJsis: Jewelled Gold Staff of Rule; Air 19, fire 6, Water 15,
Moon 7, Earth 13.

Metamorphosis: Angel 75; Head 13, limbs 15, Skin 16,
Smell' 2, Voice 19. It is well Metamorphosed now, and its
angelic traits are visible to most humans. furthermore, it
also has small wings which have been growing from its
back.

sIR 19 CON 18 INI24
DEX19 CHA21
HP 16 Aaions 4 06 +2d6 Ch'awe 22

lUi: Air 65, Fire 52, Water 39, Eanh 26, Moon 13.

Skills: Art (Writing) 26%, Astro'ogicallore 113%, Computer
Use 34%, Hermetic lore 23%, KabOOJistic lore 76%,
Psychology 73%, Religion (New Age) 97%, Tarot lore
37%.

Weapons: Spear 89%, Damage IdlO+I+2d6.

Asterath prefers 10 let others light for her, but will use its
Spear of the Villkyrie when necessary.

Magic: lower Magic 90%, Higher Magic 95%, Grand
Secret 15%; Seals 25%.

Spells Inscribed: Pyretic Palm, Dowse Air Plexus, Dowse
Eanh Plexus, Caduceus Press, Balance the Humors, Com
panion Winds, Shoal of Air, SpearofThe Valkyrie, Decree
of lucidity, Stigmatic Idea.

ANDALAK MALl!
Simulaa.. Identity: Rosit.1 Domingo.

HUnW'llivelihood: Writer, religioos zealot.

Majof- Aranum: XIV. Temperance.

SociJI Status: 19 Opportunity Roll: 57

found at: White light Crystal Temple.

Important Past lives: Has been awakened by ASlerath in
many of its incarnations, and has followed loyally each
lime.

Noles: Andalak Malli ghost writes outrageous stories for its
bosses now. It often uses slightly changed events from its
own Of Olher Nephilim's lives in its writings.

Stasis: Silver pendant in shape of crescent moon; Moon 19,
Eanh 13, Water 7,Air 11, Fire 13.

Metamorphosis: Snake 39; Head 8, limbs 2, Skin 6, Smell
18, Voice 5.
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sfR16 tON 18 INfl'
DEX IS CHI. 20
HP18 Aeti0054 DB.-1D4 Ch'aweZO

Ka:Moon 30, Earth 24, Water 18, Air 12, Fire 6.

Slcilh: Art (lNriting) 77%, Computer Use 69%, ReaG-Wrile
Enochian 96%, Religion (New Agel 65%, Tarot Lore 75%.

Wupons: lH Axe (Sickle) 39%, Damage ld6+ l+td6.

Milgic: lower Magic 89%; Seals 63%.

Spells Inscribed: lunar Crescent,. Monotonic Tinlinitis.

ZAKAMvni
SimulJlcrilldentity: Richard Deveau

Human livelihood: Con Man

~jorArcanum: V. The Hierophant

Soritl Sbtus: 22 Opportunity Roll: 66

Found .at: own studio (only).
Imporbnt P.ullives: Akhenaton's egypt. Hierophant Trump

follower; member of the Cathari in France in early 12005.

Notes: Richard Deveau was a carney man without a schtick
until he found Asterath meditating in a slone house in
Colorado. He brought her to San Francisco, took charge
of the operations, and started the Temple. It is wildly
successful, and thanks to the style and manners of Deveau
is known across the USA as one of the fakest and most
exploitive scams in the New Age business. Richard was
finally convinced of its legitimacy and begged to be
enlightened. Shortly afterwards he was seized by
Zakamuth. Zakamuth instituted its Hierophant Arcanum
techniques into the Temple and has continued in the
administrative function ever since.

Stasis: Ceremonial axe; Air' 1, Fire 9, Water 8, Earth 11
Moon 18.

Meblmorpho5is: AngellS; Head 2, limbs 0, Skin 0, Smell
I, Voice 12.

SIR l' CON 15
DEX20 CHA 19
HP 15 Aetion§ 5 08 +ld6 Ch'awe 19

IU:Air 2S, Fire 20, Water 15, Earth 10, Moon 5.

Skills: Astrological lore 37%, Bargain 56%, Business 64%,
Fast Talk 94%, Psychology 59%, Religion (New Agel 17%.

Wupons: Fist 86%, Damage 103+1d6.

1H Axe 47%, Damage 1d6+ 1+ Id6.

Magic: lO'Ner Magic 93%, Higher Magic 13%.

Spells Inscribed: Pyretic limb, Babel Unoound, Aerial
Whispers.

SINDARZ£S
Simubcra Idmtity: Ben~mino\I\orrison.

HUmMI livelihood: Graduate student

Major Arcanum: V. Hierophant

Social Status: 16 Opportunity Roll: 48

Found at: White light Crystal Temple.

Important Past trV": member of the Mithradiles in
Richelieu's France, 1630 AD; philosopher at the court of
Queen Victoria

Notes: Sindarzes awakened during a riot in Berkeley in the
late 196Os, and was able to choose its body with care. It
spent a number of years continuing as a student to
familiarize itself with the world, then travelled for awhile
before returning to Berkeley. h met Asterath soon
afterwards, and now helps with the magical operations of
the temple.

Stasis: lead carving of a duck; Fire 11, Air 5, Earth 16, Moon
3, Water 7.

Metamorphosis: Phoenix 22; Head 3, limbs 6, Skin 4,
Smell 2, Voice 7.

STR If> CON 19 INl 17
DO. 11 CHA7
HP18 Actior&l 08+104 Ch'awe19

IU: Fire 16; Air 13, Earth 10, Moon 6, Water 3.

Skills: Biology 73%, Chemislry 65%, Computer Use 53%,
Kabbalistic lore 49%, Medicine 27%, Pharmacy 32%,
Research 690/0.

Weapons: HandJ-un..JS"ro, Damage 1OS.
Rifle,?3%,. Damage 2d6 2.

DaaRer 69%, Damilge Id6+i04.

~gic Black6tone GS-!o.
!han (gilded bax):fire 11.....N! 2, urth9. Moon2,

Water 1.

Spells Inscribed: The Calcination of lhe~ are.1be
Darkening of the Seven Shaded Wells, The Double Igne
ous~n.

f£SK£RDVZ
Simubcra Identity: Howie Santini.

Human livelihood: permanent guest and pest
~ Aranum: xx. Judgement

Social Status: 8 Opportunity Roll: 24

FoUnd af: White light Crystal Temple.

ImporWlt P.utlives: Paris, circa 1630.

Nol6: Damaged and frighlened, taking
Iy its ~nd life, and it is confused.

$.tJsis,8ook~Frenc:h~ry;Eatth~ 13, Fi 19,
Wal!!f 7, Air 10. I..,s stiU Iryil'l8 to lotate this.~
knows it ii- unewhere In EU~.

Metamorphosis: Elf 14' Heaij 5, lImbsl, S1<il))), Smell 3,
Voice 4.

SIR 12 CONg INt 1J
oEX19 (HAll
HP9 Actions 4 080 Ch'a.....-e9

IU: Earth 11; Moon 9, Fire 7, Water 4, Air 2.

Skills: An (Court Poetry) 63%, HerTT'lE!!ic lore 37%, Religion
(Roman Catholic) 63%, Speak French 55%.

Weapons: none.

Magic: lower Magic 47%.

Spells Inscribed: Botanical Sympathy, Vita Robust.



D£ST1ARV

N
EPHIUM ARE NOT the only creatures with a
direct link with the magic fields. Some entities
are born in the more powerful fields and haunt
them for days or even years. These: creatures are

the raw and often violent materialization of one or more
Magic Fields. The magic world of the Nephilim is full of
magical and wondrous creatures.

These aeatutes are primary incam.ations of magical con
junctions; they have: only II limited intdligence. 1bq 2R

fIlCIYCl:I by a tremendous, hardy rontroJIedc~ and are the
materialization of the. primal, wild instincts of the: Nephilim.
A Nephilim gone Khaiba is often COI1sidered by his fdlaws to
be one of these crntw"eS. Some NephHim think these are in·
complete Nepbilim that appeared during unf.avorable con
junctions.They also point oU[ thatm~ (R;ltures appeucd in
great number during the &ll of Atlantis, perhaps because so
many Nephilim were slain and returned, to the e1emenr:al
fields. Ncphilim usually despise thete ~atures, or at least
view them in distaste, as they are dangerous and are the reflec
tion of their 0YIIl uncontrolled magical insnnrn. The Nephi
lim of the Devil Arcanum tty 10 approach or even imil2te

these "beasts.~

These monsten often hide within natural phC:llOmena.
Many pn:fer to haunt magicaI.Iy rich places when: em be
found permanent nugical fidei. of tht:ir liking, -.lCh as the
deep heart of a forest, the bottom of a ca\llC or the top of :I.

mountain. The des~rs of such 1egcndary tt'e2tutes are
often Nephilim who dedicated their inc:amations to killing
these monsters.

The cre:atures are classifIed following the fi~ magic fields.
Each one has its own personality.

, C",.,tr,,1
A Nephilim can tty to control these cmltures. h can do this
in three diffelVlt WlIys:

'Ci It finds a IOtIXI'OUS worlcing or a summoning pentacle that
allows t'Ontrol Of destruction of the ao.turc,

* It opposes ih own corrcsp::mding Ka-ckmcnt to the =
ture'J. If the Nephilim sulXC'l:ds" it truufonns the etnture',

Ka-demt:nt into an inoffensive form of the natural dement.
such as a salamanda mansfonning into simple fbme. If it
fails, the creature attach the Ncphilim.

'Ci It sacrifices one point ofK.. to feed and calm the: crc:ature.lf
the Nephilim succeeds in a Ka roll, the creature will obey
one simple ordc:r of the Nephilim.

f"rmatio,., of Magical
Crcaturcs

lbe:se o-eatures can appear in two diffettnt ways:

"Ci During Yc:f)' vioknt natural phenomc:na, like tomadol, hur
ria.r'lCI, earthquakes. fltc:StOl'l'lU, Iidal wonu, etc. The cn:a-

Nrc: dc:vdops in the vuy center of the phenornc:non and
stays there, arnplilJing the manifestation. It disappean
when the: phenomc:non ends, or escapes and tries to survive:
by following the flow of the magic ficlds. Such creature. are
weaker than those vising in the next manner, below.

"Ci Dite:ctly from a magic field They mighl appc:u in a Plexus
or Nexus during a Grand Enlhronc:rnc:nt (tee page: 130).
and give: birth to a corresponding natural phenomc:na.
These crc:atutcs aft usuaDy more vicious, with a limited
intelligence and animal running. Creiltures of this tort an::
formidable opponc:nts ofthe Nephilim.

Characteristics

'The dice: rolled to detenrune the creature's cluraeterlstia.

Ka-element

The }(a-element of:l. crc:arure is Ihe magic field to which it
is related, and thus indicates during which conjunctions it
has a greater chance: to appear. Some of the more powerful
creatures are rebted to severa.! )(a-element.

Hi.t Points

Most magic:aJ creatures have. no hit points. 1bey can only be
destro)'Cd by attacking them with nugic:aJ weapons or spells.
The damage reduces their )(a-dement (or the dominant )(a
element if they have more than one). When the }(a-element
rnches uro, the creature is destroyed.

Those cte2tures with hit points listed can be physically de
stroyed by reducing their hit points to O. Any weapon can
harm these creatures. The creature then usually rc:~rts to a
mundane fonn of its dement.

Actions

Inmates the number of :l.aions the creature can perform in
a combat round.

Movement

Indicates the creature's speed in meters per :l.ction. A scmnd
value incooue the creature's speed when it is fully immersed
in its element,

Attacks

The aeature's attacks and their damages. Damage bonus has
bee:n included for generic crearures, gamemaSlers should re
place: the listed damage bonus with an appropriate one based
on the creaOJre's SfR when creating individual creatures.

Abilities

1bese aft the 2bilities basel:! on the Ka-e1ement of the o-ea
ture. They are expressed in percentage, as a slcill. Roll the
skill for the ability to sucettd.
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Annor
W~ a cmllrut'e has armor points, they an:: indicated
hc~

fire Cre.'\tures
Fire creatures an:: the flIW mataialization of the magic fields
of Fire. 1hcy 2ppear during major forest tires or during a
rite EnthroncmcnL 1nq also appear during storms where
Iighming falls Of" near intense electric phenomclU. They love
to group in bands and tuJ'l along the strongest F"trC field,
burning ~ing on their way.

llShrn1t1S W\jV~rt1
It is often born among lightning. It is very angular and
v.tguely snake-like. It moves at a very high speed.

sTR 4d6 CON 4<16 DU 4<16
lOi~nt: Fire 4d6+4. Hit Points: None.

Mov~: 10 Adions: 6
Atbd: lightning 60%, Damage Jd6.

Abilities: None. Armor: 4 points.

Sala~t11)~

"A liuIe creabtre 5ItrroU.~ ~ il1tense beat a~re3
in tJ.,e hearth of "'~ Atha.or, It IllO'L'eb ,lowl1J/ with 1m".
notic 9rac:e-H

FIr/co.elli n". secret NOUS

The salamanckr is probably the least offensive fire: creature:.
It appears in domestic fires and looks for wood to bum. It
takes the shape: of a small black lizard sunounded by orange
and blue flames. It attacks with heat waves.
SIR Id6+] CON ld6+] DEX 2d6+6

IUI-element: Fire 2d6+6 Hit Points: Equal to CON
Move: 2 Actions: 2
Attack: bite 50% Damage 1d6.
Abilities: has 30% chance of setting a Aammable objecl on

fire each round and 300/0 chance of heating an object 10

l000c in one IOUnd.
Armor: 1 poinl against missile weapons.

A kmg serpentine flame appears and moves like a srwcc ready
to attack. Its size depends on the fire: size (some can be as
long as 10 meten).

51 R2d6 CON Jd6 OEx Sd6

IUI-element: Fire 3<16 Hit Points: equal to CON.
Move: 5 Actions: 4
Attack: Flame bite 30%, Damage 2d6.
Abilities: it can jump up to 5m every round.
AI'If'IOr: magical. It can be affected only by spells or magical

weapons.

E..wth Cre."tures
The: following creatures are born of the stuff of raw Euth.
They may appear during an eanhquili, sandstOlTll, or major
avalanche, or during an Eanh Conjunction. Most Euth
monsters are solitary, preferring to act on their own, as well
as extremely territorial.

Basilisk
Basilisks are nausc1lting lizard-like crearurc:s. Their slimy rep
tilian bodies arc carried low to the ground on four crow-like
clawed legs. Their greenish-grey scales are broken up by oily
black feathers. scattered randomly about their bodies, and
their heads are surrounded by a bony crest. Their main
weapon is their poisonous bile. which they can vomit at 0p·
pone:nts.
SfR 20] CON 2dft+6 Dt.X}d6

1UI-e1~t: E.lrth 2d6+6. HP: EqUilI to CON.
~:2 Actions: 3
Attack: Bite 50%, D.lmage Id6+poison equal to CON.

Spit Bile 65%, Damage poison equal Ie CON. Bile can be
shot up 10 STR meters, and is only useable a number 0/
times each d.lY equal to the basilislc's Ka SCOfe.

Protection: 6 points scales and feathers.

H~m050bbl'1t1

"It .,,,.'t ".till !>earn Ra••a",'s s/,rkb that I CO"r~ li
.arr~ 'pot tJ.,e ."'t~ little thi.9" n".~ were al",os' CO,"-

......-
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p(,te(~ clear, &" wbich I l11ea. their ski. ~ab ab",IMtel~
.0 color to it, altheMo/J it> slil11i.,,, bib reflect the .ea.
olow of the a([,~lVtI1J. Stra.eel~, the tbi.o wos "" bioeer
'ba. 111~ Hst, bMt os it lau:h<3 o.to the si~ of !\a.""I11'S
(,ea~ a.b ~a. to fUb, it O"w. It's bocl~ swe([,b with
the b(oob it brai.w frOI11!\aM"",,\ a.b it> O,lib ski. took
0. the color of freJJ bloob. After it.< feost, it broppeb
frol11 the bM.sk winch WOS !\a••OI11 a.b ailva.cw tolVtlro
"" 0. lo.~ s,,;<ler-like antIS a.b (ees, w~ich ,.~ i.
bi3eoMsI~barbell claw, I rail."

This loathsome beast has the head and breasts of a female
ape, but the body and wings of a diseased vulture.

Harpies are filthy; evil beasts, and take particular pleasure
in spreading their nastiness both ph)l5ically and psychologi
cally. These creature's favorite tactic is to fly above their tar
get's harassing them with sticks, stones and curses.
Occasionally harpies will throw their own fecal matter at op
ponents. Harpy dung is poisonous. and often they will at
tempt to toss it into food or water supplies.

SIR ldb CON 2d6 DEx 4d6 SfRJd6 CON Jd6 DEx 4d6+6
Ka-elemenf: Earth 3d6+3. HP: Equal 10 CON.

Move: 6J1eap = to STR. Actions: 3

A.ttlck: Bite 500/0, Damage 1d6-1 d6+blood drain·.

Claw 600/0, Damage 1d6-1 d6.

·Blood Drain: The hemogobblyns drain their victim's
blood at tne rate of 103 HP per turn unless torn off in a
contest of STR vs. STR. For every point drained by the
nemogobblyn, add one point each to its STR and CON.
Note that this increase will affect the hemogobblyn's HP
and damage bonus. These extra points wear off at the rate
of one per hour per characteristic, until the characteristics
return to normal.

Ka-element: Earth 3d6. HP: Equal to CON.

Move: 1/8 flying Actions: 5

Altilck: Claws 35%. Damage 1d6+ ld6 poison (infectious
filth).

StoneslSticks 35% (-5% for each 3 meters of height above
target), Damage ld6/3mdropped.

Droppings 60%, Damage -ldlO from CHA until cleaned,
2d6 poison potential (infectious filth).

Properties: Harpies are immune from all but magical
diseases.

Protection: 1 point of fur and feathers.

W ....tcr Crc....tl-lrcs
Water creatures are found in large lakes. oceans and rivr:rs.
They may appear at a time of flooding, unusually heavy rain
fall, or at a Water conjunction. These creatures are as likely
to be solitary as they are to work in schools.

Kc1l'ie
"As we venturw l1earer to the r...och, we bear{) astrange
keel1il19 l1oise. I look,eb arounb us/ but ol1l:9 saw a sbaOO:9
1"011:9 wal1ooril1g O~H JVa:9 from OOWI1 the Shore. As it ap
proacbe1> Marcus/ m:9 companion befb out his hanb to
~t the beast SubOOnl:9, the creature's mane sprang to
lif'. Hair writheb frol11 the (,orse a.b orabbw Mar"",
p"lli.O ~il11 twt to the back of the ~vil ~ich the. eol
lopeb off i.to ibe black Scottish I"",."

DEX 2d6+6SI R4d6+9 CON Jd6

Ka-element: Water 3d6+6 HP: None.

Move :10/20 swimming. Actions: 3

Attacks: Bite 50"10, Damage 108.

Kick 50%, Damage 108+ 2d6.

Hair 60"/0, Damage gabbed and held fast with a STR
equal to the Kelpie's Ka score.

Properties: Can breathe water as well as air. The Kelpie
takes its prey underwater to drown them, and then eats
them in its watery lair.

Protection: 3 points of hide and shaggy hair.

The creatures of air are those: who are at their most powerful
in the sky. These creatures are spawned from tornadoes, hur
ricanes or Air Enthronements. These creatures are often
found in groups, acting together for a common cause, how
ever it is not uncommon to find an Air creature working on
its own.

SIR4d6+12 CON2d6+9 DEx2d6+J

Ka-Element: Earth 3d6. HP: Equal to CON.

Move: 6 Actions: 3

Afulck: Claw 60%, Damage 1d6+5d6.

Sting 50%, Damage ld6+5d6+Poison equal to Man
tichora's CON

Properties: The Mantichora can shriek once per round. Any
opponents who fail a roll of dominant-Ka x3 are terrified
and can perform no action that round other than 10 run
away.

Protection: 4 point skin.

Mat1tlcJ.ora
"Frol11 witf.,;. the siJaeo~ "'"., of the beost peereb a face
as b~utlal1 as the Ol1e I wear, ~t it'S Mack elftJ see~eb to
bore thro"fIJ 111'. T/;e sti"9'r tail slVtlll'b rlmtf.""ica((~
over it.< bock os the leo.i., beost appr""cheb 111'. It
opet1W its mouth, revealit1g rows ofj~ teeth like a
shark" a.b (et OMt a (,owll11Ore (Mit of bespair a.b ~ate
tha. a M,wborn babe,"



Secthas m; bubbling masses of nauseating cancerous cell
tissuc. 1ncy ooze along the bottoms of~ and lakes
which m; cspcci.a11y polluted with human filth. When these
homm encounter organic matter, they begin to dissolve the
outer layen of the skin, and then bunow deep inside the
organism, eventually eating it away from the inside out.
When it has destroyed it's host body, it continues to use the
shell for a few hours while it attempts to migrate to another
body of water.
sIR td6 tON Jd6 OEX 2d6

Ka-elernent: Water 4<:16 HP: None
Move: 1/6 swimming Actions: 2
Attack: Dissolve 45%, Damage 1d6 per tum

P~:Seethet-s take normal damage from fire. When a
Seether has taken its targer's HP down to 0, it takes CNer
the body, and uses il to Ity and get 10 another body of
water. The body will finally break down into a puddle of
greasy fihh after a number of hours equal 10 lhe Seelher's
Water Ka. The host body is incapable of speech, or
anything ocher than basic, physical action (walking,
movement of limbs and head) while under lhe control of
a Seelher.

Serpents 1()()'%. Damage 2D3+poison equal to gorgon's
CON.

Gristy Visage Automatic. Petriftcation.

Properties: Each being attacked by a gorgoo's serpents
counts as a separate adiOn.

Protection: 8 point bronze scales.

Ghost W\jrm
''Ti,e ,.ake-like Wi"8 came .t "', • soft 910"' ""pi.9
from the cracks il1 its 5Gales QI13 illwI'I1il1i3lil19 the cbar
"e' (,0.", "'/Jich """ its I.i,. It> (,o,"~ ~ roi5elll}ifIJ
,"1l/le•.I~1 .ull the thi"9' j."" ,plit 0".'1 a crim.s<>. 9a5b
rn the bI.ck.", of it (i;3e: Fro", owt of its """W p".rt3
a t'lT".t of f"!t wb;cb q.ici<l~ Oitr0e3 i.to • ••mbe, of
Oi5ti"" (,,"'9', each of wb;cb we ""'9.izoo 05 the '1"'
"'" of the previo", expebitio•."

sIR '2d6 CON Jd6+12 DD: Jd6

Ka-element: Moon 1d6+12

HP: Equal to CON

......
~,

Move: 4 Actions: 3

Moon crearures m; some of the most unusual and magical
creatum in the world of the. Nephilim. Moon creatures m;

funned not only on Moon conjunctions, but at times of the
year when the Moon is full and clo6est: to the earth, during
meteor sbowen, as well as at times when major lunar events
take place (many moon cn;atures appem;d when the Apollo
crew fint landed on the moon, a time when Sun-Ka appeared
on the barren f.ace of the moon).

Att"dc: Bite 60"/... Damage 1d10+6<:16.

Breath 100%, Damage special (see below).

Properties: The Ghost Wyrm keeps lhe spirits of those it has
eaten bound to itself, and can vomit them forth to atta<:k
DpfX)OenIs. When a character is killed by the ghost
wyrm's bite, roll the wynn's Moon-Ka againSl the
character's dominant Ka on the resistance table. If the
wyrm wins, the character's spirit is bound inlO the ghosl
wyrm until the wyrm sets it free.

Gor$OJ1
Gorgons m; evil hags with leathery wings, bodies cov
ered with bronze sales, taloned feet and hands, and a
writhing t2ng)e of poisonous snakes spouting from their
,kuIh.

A gorgon po65C:5SCS the 1egendary ability to turn oc
ganic matter into stone. Each melees round,~e
within sight of the gorgon's hideous face must ron equal
to or less than their Dominant Ka x3 or be turned to
stone. A human who is thus carbonized dies. A Nephilim
who is turned to stone is driven from the body and must
either re~enter Stasis or find a new Simulacrum.

The gorgon's appearance attack may not be countered
by defensive magic. Gorgon's an: immune to their own
appearance and to that ofother gorgon's.
5IR4(16 CON Jd6+6 00: Jd6+6

Ka~ernent:Moon ld6+12.
HP: Equal 10 CON.

Move: 3/8 ftying Actions: 4
Attack: Talons 50%, Damage 1d6+104.



o Each round. the Ghost Wyrm can vomit up to 3 spirits.
These spirits have a randomly determined Ka score of
3d6. If the spirit overcomes its target's dominant Ka with
its own on the resistance table, the target takes ld6 dam
age to its dominant Ka. Each spirit is only tied to this
plane for 1 turn after being vomited forth by the Wyrm,
after which it is free to continue on to the afterlife. A
Nephilim so captured and then released will be free to
reincamate.

o Note that the Ghost Wyrm prefers to usc its bite, simply
because after reducing a target to 0 Ka, the spirits are
useless to the wyrm. A ghost wyrm will not eat the
corpse of a Ka 0 being, as they have no taste to the
Wy<m.

Combination creatures are formed when cataclysmic natural
occurrences take p~. A volcano might produce a crearure
of fire and earth, a typhoon a creature of air and water, and
a sandstorm one of air and earth. Nexuses are the most com
mon areas to find these creatures, followed by Plexuses.

Grljphot1
A gryphon is a large flying carnivore with the foreparts of
an eagle, including beak and talons, and the hindquarters of
a lion. They live in mountains and desen areas. Griffins are
combinations of the Air and Fire elements. They violently
hare things associated with the Moon element, and will not
tolerate such creatures in their territory.

SIR IDdG cON Ja6+12 DEx JaG+12

Ka-element: Air 2d6+6 k.a-element: Fire 3d6

HP: Equal to CON

Move: 5/12 Oying Actions: 5

Attack: Bite 70%, Damage ld6+4d6

Claw 70%, Damage I d6+4d6

Properties: Becomes Berserk when confronted by Moon-Ka
dominant creatures. The Gryphon will single out these
creatures fOf attack, and not break off until the creature is
dead, or the Gryphon is.

Ghruuul
"111 the CQt.lrse of m~ jot.lnle~s, I carne across a most t.lH
t-lSt.lal beiHg kttolVtt as the GVnmt.lL This creatt.lTC was
roUfjhf;9 the size att~ proportiotts of tbe oreat ares~ att~
~t its hibe was pebbl;9 al1b warm to the Witch. Wl;1e11 CI1
raow, it woltfb spit astrCl.'lm of »UlflttU1 at OPPOI1Cttts!'

sIR 4d6+11 cON Jd6+6 DEx JdG

Ka-elemenl: Earth 3d6+6. Ka-element: Fire 2d6.

HP: Equal to CON.

Move: 2/3 in trees. Actions: 3

Atlack: Bite 50%, Damage ld 10+3d6.

Pummel 65%, Damage 1D3+3d6.

Spit Magma 40%, Damage 5d6, range equal to Fire·Ka in
meters.

Properties: The Ghruuul is able to see in complete darkness.

Protection: 7 points of pebbly hide.



.r.::,.or."". ERE ARE A FEW KERND..S of wisdom
which can be used by an industrious
pmel1l2Ster to create adventures ror her
Ncphilim ClIllpaign. These adventures are
intended to give 2 brief glimpse into the
world of Ncphilim, bur are not meant to

be exhaustive plot descriptions giving every dct:l.il necessary.
Rather, they should be used by the gamemaster to fill spots in
her own pne, or to SCf"\l'e as a springboard for her own ideas.

If wt assume tlut the Chronicle of Awakerungs cont:lins
the stories of ~'ery Nephilim which has ever existed, then we
may assume thu the stories below 2ft; also within this elder
toll'lc. In)'OUT 0INn explonnon of the world of Ncphilim, you
will~ stories to this 1ege.ncbry book. and add to the mythol
ogy of the Nephilim until Agartlu or Armageddon are upon
....

13Cljot1b the
SlIver Gates
A computer manu
&cnutt has appar
ently created -tnlC

artificial intelli~nce

and is displaying pro
totype versions of
their new artificial
intelligence (AI)
computers at an elec
tronics tnde shaw-.
The Player Chane:
ters discover Ihn the
manufacturer is aetu
:ally a pawn of the
Rosicrucians. and has
managed to discow:r
how to trap Nephi
lim into the: me
chatUcal pathwa~ of
their computers. The

AI has bttn achieved by trapping and subduing these Nephi
lim Mtrun a pc:rve:ned, multi-usc Stasis. These Tech
nomancers have determined a Wlly to mix Litharge with
silicon to cKate their computu chips. The Player Charaetert
musl attempt to fn::e the trapped Nephilim, and to destroy
the plans and people behind the plot.

Route 666
Recently, Newscasters have discoven::d a very eccentric person
wandering the highWllYS of America. It SttffiS that this crned
old man, Seamus Schoonmaku, has been wan<kring the
~s of America for nearly twenty years now, painting a
red Iinc down the middle of the highways, going from one
highway to the next. The line, continuous and unbroken,
reaches like a web across the country. During one newscast,

the Sbtion shows a
picture of this web su
perimposed over a
map of America. Any
player chameler
Nephilim who can roll
less than its Dominant
K.a x3 n::cognizes the
symbol as a vast ward
ing which, when com
pkted and ~r1y

enchanted, will send
all Nephilim within irs
boundaries into Stasis.
Who is Seamus
Schoonmaker, and
how does he have this
occult information?
He has been working
on this sigil since be
fore the CUl'lent wave
of incarnations.. Is he a
tool of one of the sc
cn:t societies, or does
he have psyclUc pow
ers of his own?



.' '. ( .:. ,-,"1- .
-# '. ," I"' ~ r-"'" (~·:l~·....t " w ~_ •• , '

• -'~ ;',' ~ .l.J~I· '~I '.,., '(. 1 ••r:...... • nt-~ 11Ilji?~'I' 'I' ~'. ~ f - j'

- :". ;-fL. 'J ·,t./: "'" '. -., - .' - -~T1 r, -JlJl "'il"" ." . ,"-/' .·1 I _. I _'jl.t' ~ . II.. _ !/lll~ll'd', -~.: :_\
• I _ \ ."" .-., _. _,. 1. _. <;••

'"NN, los Olvlbabos
Rumon have been cropping up that gangs of street urchins in
Mexico City have been becoming much bolder lardy, 2ttack
ing p:&SSefby, especiaUy anglo tourists. Rumors surround them
to the effect that someone chiming to be~d. a
Priest Arana Neprulim. is behind the gangs and is bringing
in Indians from the outl";ng countryside to oveJSCe the gangs.
A$ they begin to t:lflgc oot into the city, thq eventually take
O'VU entire neighborhoods, kicking out or killing those resi
dents with European blood. The gangs an: papcmting an
ethnic c1eaNing, getting rid of anyone nor of plm: Axtec
blood. Witnesses to the gangs' violence repon strange magics
swrounding their attacks, and describe: an evil ~rujah" or
witch who lw snake-like fe:atwtt. The pb.~ duracters an:
dnwn into this in order to disa:wcr if this -Quettakoatl" is
anothu Nephilirn atttmpting a powu-play, or an extremely
clever gang-lord, or something dsc.

~ O!rotlic'e 01 AWolkenings is .lI legendary book 01
J ~~ Nephilim. Within this lenglhy 100le. wrinen in

Enochian on parchmenl of Dragon longue and bound
in gryphon hide, Me said to be the life sIories of~
Nephilim who has ever li~ ... and who ever will. Few
Nephilim ha...e ever gJimp~ within this book.. and [hose
who ha...e were eithe- driven irretrievably mad by iI, Of

have instantlv understood themselves and their pbce in the
uni_, and have gone on to achieve Agartha. At the
present time, none know where the boolo: rests, though nJ

ITlOfS have placed it variouslV in the mouotaios of Aotarc
tica, tke jungles of South America, the bade alleys of Hong
Kong or any of an innumerable variety 01 remote Of seedy
locations. One legend of tke book tells thaI il can be found
by flndlngthe following items and performing a ritual over
them: An Honest Kiog; the sound of a Cat's footfall; the tips
of a Falcon; lhe legs of a Sh.nk. ObviOlJsly the ingredients
of this ritual are extremely difficuillo find.

nJoobsl'01"t
Rumors have been cropping up surrounding a new martial
arts aademy in the pb~r charxrm;' base town. Young Forest
Auuumy ofInttmJJ/ MartW/ Arts claims to teach the wisdom
of the ages-old secrets ofTai Chi, Hsing-I and Pa Qya, as
well as t~ fighting arts of the Shao-un temple. Studenrs are
told by SilU Janson that they will be shown the most ~rfu)
and complex arts and aught the sem:tlI of the univcrse by
attending his academy. In f.r.ct, SilU Janson is aaually an evil
Black Star lSOl'a:rt:r who is brainwashing his studenrs and
feedjng off of their K:L. In this w:IIy, the foul sorcerer is out
ing an army of Kung Fu Zombi~al artists completely
dr.Unod of their will and kft under his control Another Mar
tial Am tchooI. in the area, the EUmiJ &Wzna ofMitrd Kung
Fu academy, has kamed something ofwhat the Young Fomt
school is up to.H~ they are comprised of mere Il'lOrU1s
and their nwnbm are few. II is possible mat one of the pbyer
chamcter Nephilim has a con.tlCt in the E«nuU &zJan« of

Mind school and can learn of Sifu Janson's foul schemes.
Through this contact, the Nephilim discover wh2t is going on
in this school and must destroy the sorcert:r WOrt: he OUtes
any mort: of his Kung Fu Zombie Sb~.

flash .....'> nun<
Through cemin MjthridaOc conClCtS, me Nonh American
Commandery of the Templan has an unusual olkr--they

want me cluraaen to seek out and desb'oy :a renegade Bai.I.iH"
of the Temple, one -K", who has turned 3 Templar Obecficnce
in eastern Germany inro his own society of K2dosch Tem
plan. According m die Mithridacics, MK" and his K2doseh
Temple havc infiltrated me Russian mafia and art: 2nempting
to obtain taetial nuclear warheads. The Temple annot mc:M:

against him, since they don't know what other Bailiffs art:

compromised, so they promise die characters immunity from
Temple just:ke in Nonh America and the right to t2kc any
artifacts or tre:25Ure:S that the Kxiosch Temple has ac:cumu
bted However, some of the Tower Asanum think mat -K
should be assisted..

The Price ofK..ovvlebSe
The Solemn Concbve of the Hanged Man Asanum in
Aswan, Egypt, has been disrupted by an 2mck by die Faith
ful Brotherhood, 2 splinter Ismaili sea Ylim ties to the Assas~

sins. Most of the Arcanum leadership havc had their
Simulacra ki11cd in the explosion, but thac of the Eldest,
Adoniram, was not fouod in the rubble. Lately, the Templan
h2vc shOYm a grt:at deal of intert:st in 2ITlt"IeSW:s found in
Egyptian cities, plucking them out ofhospit:l1s and torturing
them to de2th-it is only a m2ner of time, some think, Wort:
Adonir.l.ln's Simulacrum is also seized by the Temple while
Adoniram lies snmned in Showt, and drained of irs nst
knowledge. The H2ngcd Man is in disarray, so the characters
must beat the Temple and the Assassins to Adoniram...

A$"'rth... or nust
A break-in at the Ashmolean Libr;uy at Oxford was dis
missed by the authorities as the work of amateurs-myriads
of pric.dess manuscripa were bypassed in favor of an old folio
of map sketches from the 16th century! The Rosicrucians,
however, are furiourr--a mere human thief has managed to
break in past their Orichalka wards and steal the notes of
Robe.n Fludd on the location of Agartha! The Nephilim, of
course, including the characters, know dut the race is OR.••

The Ot1ce .....'> Fwtwre Kit15
An archeologist: on a dig near Stonehenge: has unCCMred an
Anglo-Saxon burial mound, seemingly the site of a long dead
king. Upon further a2ffiination, an old sword is discovued..
It is in fact Excalibur, the nugial sword Yliddcd by the leg
endary King Arthur. H~r, as these things luppen, the
sword is the Swis item for the Nephilim who possascd
Arthur's body, and it is now free again, possessing the body of
the archeoIogisL The New Arthur is a mighty Phoenix Meta-



morphosis of the Emperor An::anum, who has pbns to rule
the work!.

EJr:calibur is an amu.ing wapon-thc sword of kings. II
behaves Iikc Orichalka, with 10,000 points ofcapacity, but can
also be wielded by a Nephilirn apinst humans, destroying
their Solar-IU as it does a Nephilirn's elemental Ka. He wiD
begin by calling a gathering of all Nephilim to Stonehenge,
wh~ they may reforge the ideu of the round table, which is
basicaDy to get all the IT'IClSt powerful beings together to rule
the world with one coherent sci of ro.Ies. Tbe pbytt chaneter
Nephilim are among those invited to join the cin:le. The first
quest that the Round Table Nephilim undertake is lhe freeing
of Arthuls ancient advisor, Merlin. Merlin has been trapped
by a sorcerer of the Bb.ck Stu' Brotherhood and turned into a
Homuno.llus sb.ve, the pb.yer Nephilirn will lead a commando
ra.id on the sorcerer's island fortress in the Meditemrnean sea
to free Merlin.

Jack the Kt11fe
It was thought, among other theones, dut Jack the Ripper
was a member of the Masonic order. No one knows for sure,
but it was thought thai the frecma.5OlU had ties to scvenl
people in e:xtremdy high places. A~p ofJack's noctur

nal ripping would IX)( have been too difficult. The pb~r

characters disa:wer that the frecffi2S0ns are coUecting ok!
Sb.s.is objects and inadvertently awakening some of them.

They have found many tomes containing lists of where old
Sl2Sis objects lie. Some of these lists, howC\v, are incomplete
and only contain fragmented locations, M descriptions ofSt2
ses. The Masons begin awakening the Nephilim, and oops...
accidentally set Jack The Ripper back upon the world This
adventure an take place anywhere...England would be lI.ut

able, but not necessary. Many Antiques have been spread
throughout the world. Jack's Sl2Sis is a gleaming straighl-ra
201, the ume one that he uses to perfonn his murders. Jack is
a Snake Metamorphosis of the Ikvil Arcanum.

Tl1e Fourth Reich
In the southern states of the US, there is currently a rise. of
Nco-Nazi activity. The leader of these cults, Richard Sam
mons, is in fact a Simulacrum under dle control of Sharg, a
Djinn Nephilim. This Ojinn was also the entity responsible
for the gmttest atrocities of modem times--he was Adolph
Hitler. Shug is using the ignorant and uneducated in his own
powu play to destroy "the mongrel r:;r,ccs" in order to preserve
the Aryan t2CC as the perfect host SilTllJ..lacrum for his Iilnatie
cohorts in thc Emperor Arcanum. However, the Nephilim
realiu: that by creating anolher Holocaust, another war will
start, and this time it will probably result in the nuclear anru
hib.tion of all life on Emh, and thus all Nephilim will be
stranded on a blasted chunk of ash.
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......chen, Germ~nia 70
Add 114
Action Phase~ 108
Aetion5 ':12,108
Adam Wej~haupl 199. 201
Adolph Hitler 227
A3artha 12,29,4),121,134,
189.226
A8ility Roll 92
Asing Roll 115
Aimed Shots 110
Akhenalon 56. 190
Alcfw.my 10,44,74,1]8,173,

.88
fi"l Circle 175
In a Plexus 1JJ
Second Circle 176
Third Cirde 182

Alexandria, Egyp' 62
Anthropology 95
Apocalypse 186,188
Arcanum 40.43

Initiation 40
Arcanum lOfe 40,44,49,95
Atcheolotlv 95. 100- 101
Area-51 205
Armor 110
Armor Points 111
Art 95
Al1ificiallntelligence 225
Ashbless 187
Asphyxiation 114
Anassins 196
A5..aU~ Rifle 101
Assiah 154
Aslrological Lore 95, 1n
Astrological Modifier 130, 132
Astrological f'redietioos 1)0
Astronomy 95
Athanor 44, 120. 173
Atlantis 14,27,187.188,220
Alziluth 154
Automatic Skill Use 94
Automatic Weapo". 110
Axis Mundi 121

Babylon. Pe,!iOI 60
Bapromet 189
Bargain 95,97
Basilisk 221
Bavarian IIlumin~ti 7", 199
Biolol:lY 96
Black Moon 12, 167
BI.:Ick Moon-Ka 126
BI.:Ick Planel 202
Black Star 15, 55, 56, 202, 205
Black Stone 175
Blood Loss 111
Briah 154
Bursl~ 96, 101
Busine-;s 96

c
CarbonJri 200
Cardinal Richelieu 75
Caribbean 189
Casting Time

Alchemy 174
Son::ery 142
Summoning 155

Calhedra" 188
Cele~Iial Objects 129
Ch'a_ 82, 128, 136

lor Human Magicians 192
Reco~ry 139

CHA 91
Cl1akra 126
Character C~ationGuide 22

Worklheet 239
Charader Sheet 18,23S
Ch.a'a<:teri~IicMultiplier. 92
Cha,a<;teri~ti<: Inc,ease 119
Cha'iol 42, 76
Charisma 91
Charlemagne 70
Chemistry 96
Chinese Portrail 29
Chronicle of Awakenings 226
Churchward 1B6
Climb 96
Combat 108

Damage 110
Comb.lt Roond 90,108
Commanderies 195
Companions 195
Compuler U", 96,100
CON 91
Conceal 96,96
Constantine 68
Craft 96
Crater Lake 206
Critical Success 94, 116
Crusades I 94

D
Damage Bonus 92, 110
Daughter5 of lhe Nile 76
Death 'n,97, 111, 116
Deciphering a Spell 135
Degeneration 122
Deluge 14,167,169
Derived Slatistics 92
Devil 43,61
DEX 91
Dice 8
Oisinteg,ation 116
Dodge 97, 109
Dominant_K.. 16, 26
Drive 97
Drowning 101,114
Dur..ndil 71
Dw.. rfisrn 124

£
Educallon 80
Effort Roll 92
Electronks 97,100
Elementarism 124
Eleu~i~ Myste,ies 184
Elixir.; 191
Emerald Tablet, 40, 193
Emperor 41,55,61
Empress 4 I
Enochian 11.12,76,167.196

i,., Summoning 155
Enthronement 130

Grand 130

Neutral 130
Opposed 130
Unu,ual 131

Etht'rism 124
Exaltation of the Aura 116
Experience 118

Simulacrum 116
Skills 116
Techniques 118
Training 119

Experience Check 95
for Characte,istics 91

Exploskm 115

f
Fainting 92
Falling 115
Farming 97
Farms, Templars' 195
Fast Talk 96 - 97
Fi,e 115

Types of 1I 5
Firearms

Aimed Shots I I°
AutomaticWeapons 110
Handgun 98
HuV)' Weapon 98
Multiple Ta'Hets 110
Parries with 109
Rifle,5holgun 101
SIlbmachine Gu,., 101
Telescopic Sights 110

fi,stAid 97,111
fist/Punch 97
Flame Snake 221
Focus 45, 135
Fool 41, 66
Potenlial, 105
forgonen Canyon 206
freemasonry 199
Fumble 94

InComooll10

Game Time 90.97,106
Gamemaste, 8
Geology 97
Ghrn.t Wyrm 223
Ghruuul 224
Gigantism 124
Gnostics 69
Golden Dawn 77,199
Golden Fleece 189
Golden Path 14,122,189
Golem 179, 168
Go'!':on 223
Grail 12, 188
Grand Enthronement 130, 220
Grand Plan 74, 76, 166, 166
169,194
GrafldSecret 151
Grapple 97, 109
G,eat Aeon 166
TheGrealCompromi", 15,190
Gryphon 224

H
Handgun 96
Hanged Man 42

Harpy 222
Heali,.,g 99,111

Magical 144
He.. li,.,g Rale 97,99
Health Roll 92, 111
He..vy Weapon 98
Hemogobblyn 221
HernM'lic Lore 96
Hermit 42,74
Hide 96, 98, 101
Hierophanl 42, 53
High Priesless 41,76
Higher Magic 147
HIOTES 196
History 98,100 -101
Hil Points 92, 111

For Weapons 1I1
Holy Gr.. il 74
Holy\lehm 71,184,200
Homonculi 192
HP 92
Hunl 96,101

1
Idea Roll 92,100-101
Iliuminali 199
Illusions 167
Initiation, Magical 141
Injuries

Add 114
Drowning 114
Explosion liS
Falling tIS
Fire 115
Poison 114

Inscribing a Spell 45, 49, 136
INT 91
Intelligence 91
Invisible College 76
Iron Maiden 184

)
':ru:~::;:',:m:,:J":"";:::':'C.:----
Jesus 194
jesus Incident 64
Jesus' Crudfixion 188
johann Bode 201
joseph of A'imalhea 188, 201
Judgemenl 43
Justice 42,69,71

1<
Ka 9,21

Athanor's Elements 120
Ka DislribYlioo 26
Ka Increase 119
Ka-Check 140
Ka-elemenl

IncruSt' 119
Ka-Language 130
Ka-vision 110,116,128

Ch'a_Cost 128
Elemental Colors 126
in Humans 129
Range 129

Kabbalislic Lore 96, 133
Kalm 12,14
Kelpie 222
Keys 170
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KNitNo 27,43, no, 140, 220
Kick 98
KingMhu.I88,226
Koights of rhe Goldeo Fleece 198
Koock-Ouf Alt>ck 110
Kuodalioi 1211

L
Llolin AnwrIGll I 119

c.w "
Lifeb~ 4&, &0, 95, 98,
100·101
LiVotni"8Wyvem 221
Lil.Ieo 911
Litharge 44, 129, In, 191
Lorldon, Eoglaod 77
LOVt!C.afl 1117
Loven 42
LOWO:'f~gic 143
Lucm- 188

M
M<>chWlt! Gun 99
M<>chir.ePiRols 101
Magic 134
Magic Fields 126
Magic Rl!iist~nce 139
M.1gician 41
M.lgus 711
MajofAt!;:af\Ol 40-43,57,193
~a222

~..n.aPrimae 174
Mmjn 1k)nN"" 201
"",",,0"
MeOic'r.e 92,97.99. 110 _ 1I1
Melee Skill 99
Memphis, Egypt 54
Menes 54
Me,lin 227
Mt>rovinaiar>s 201
Me~ha<aeteflSlics 27,91
o\1t'umorphosos 9

Pn:Jcrl!isooo 120
Vn.ibohly to HUlNlr1S 129

MtUmo.~lSPoIl'llS 29
Metric ConYoersiorls 9
Milh.icl!les 61,75
Mohammed 196
Moj'lVe Desert 203
Mootsegu., FIance 72
Moon 43,66
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-'09
Movernml Rale 90
Mu 12,186·187
MuflipleTa~ 110
MY5le.ies of Isis 59

Nilr<:O!iis 27,116
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Nephilim

Crealion 12
Newlcb. ~A!d rt~es 205
Nt!IWli 116, no, 02 - 133, 1<40,
188,202,220

Predict"'" 02
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Non·Playef Char.l~ h~ 207

Obe<hences 195
Occu_ De;..oelopmenl PoifllS 48
PotenIials 106
Occu_ Tec......ques 49, 1}4

Occull Texis OS
Ohio, S;acred Places 205
Opportvnity Roll 80
Ofder of Rhodes 198
OrderoflheSola.Temple 197
Oroo Templis Orienrum 199
Oregon. Sacre;! Places 206
OrlChalu 14,27,55, 127 - 128,
01,190

AwUmir«of I'll
ne.cus 1l3,204
Weapons 191

Or-=halu Men 188,202

P~ladins 71
Polfis, F.ance 75
P~rO>ly 194
Pilrry 97-98, 109, 1\1
Pasll,Yft 47, SO -78
Per'ICaCle 26, 164
PeR:entile Dice II
l'effecti 74
PenuJlSior> 97
PefSuJlSion Roll 92
Pharm.Jcy 100
PhafOf1lc Priesthood 58
Philosopher's Stone 44, 138, 1112
Physics 100
Pilot 100

A'rc.aiI 100

"'" '00
I'bneuwy Months 130

Table 131
Playt!l' aw-r IIPU,... •
PIe~\IS II 6, 130, I J2 • 133, 140,
188,202,220
Poiwns 100,114
Pooliie~ 186
POT 102
I"olerlll.1 102
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De:scripllW 102
Ellodencto 103
()cI;U~ Cu.iooiTy 10f>

Ilelal'oostlip 105
5e11erily 103
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P,ieu,ecleSioo 71,201
rromelheus 1-4,122.190
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Prop<lpfld.1 18S
Ps~holosY 100

n
Re;ocVWnle 100
Reincarnation 112,116
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Religion 101
Renewed Orde. of lhe T~ple

'"Rep.", 90
Reseuch 96,100
R~Table 9J, 102

formul;o 9]
Resu.~1Of'l 152
Ride: 101
Mle 101
R,~hl 167
Robert Fludd 226
Roland 71
Rome, ".Iy 68
Rosocrucians 58.76,198
Ros-IJ ~
Ruman IllS
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Sacred Places 202

C'i1~ lake 206
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in Colorado 204
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in New Mellico 204
in New Yorit 205
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Mo;"...e Desert 20]
Mt Shasta 204
San F.anclsco Bay An!a 204
Sedona VOrtex 203
Setpenl Mounds 205
Whille Sara 204

Sacrifi<:e. of Nephilim I'll
Saoifice R_I 140
Salama.... 221
Sa_Ub 206
SARCI98
Salurn 14,27,127
Saurians 12
Scan 101
SchwartzI' Stern 202
Scrulil'li2:e 101
Se.lls 156
SeemSor:ieI;e, 14,15,190

US...~ 191
Seem WriI,np 1&4
Sedona \lortex 20J
~22J

Sekmel 111,112
Se-Ienim 14,126,140,189
Se-Ienim Empire 20S
Stolenim War~ 14
Serpent Mounds 205
Sho!&un 101
Shouil: 27,94,118,122

Dur~1ioto 122
~ Iw 'l'oIdcai 11
SimulM:rum

Enleti.. a new one 117
Si......lac.um Skill Poiro 48
5isten. of the Eclipse 6J
5killincrease 118

Teacher 119
Training 119

Skill Redue60n 111
Skills 11,94

DorfinUlnS 95
F~ofuse !IO
from PaslLiws 48
t7</t!t 10lJ"l11. 94
Sleah.. Simulacrum's 118
Time 90
Using 5Imulacrum'~ 94

Smell 101
SMOTH 197
Sor:iaJ SlallvS 60
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~..,. 10,44,1311,140,142
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in a rlexvs 13J
Second Cin:1e 1-47
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Spe;ok 101
Spear of DellOy 70
Spell Du.alJOn 142
Spellcasl'"8 138
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... "Stasis 46,116,174190
If Desrroyed 11 6
Origlf'l 1S

Stasis Event SO
Stasis Ritual 140
Stasis Roll 116
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STR 91
Sfurw'oing 111
Subt'NchiMGun 98,101
Subde Planes 121
Summoroi.. 10,44, 1J8, 154

Aulonomy 156
Fir~ Cin:1e 156
in a Pltxu~ 1J3
limit of C",alUrK 155
Second Circle 11">4
CQrllrxt 155
Third Circle 170

Sun 4J, 61, 6J, 76
Sun-1Ca 127
Survillal 101
Swim 101

T
Taillog 98
T;oUsmar>s 191
T.fOllore 102
Tasle 102
Tecttniques 49
leleicopoc 5itl;hts 110
Tempet;ance 4J
Templa.., 74, 185· 186, 188_
189,192,205

G.and Masler 195
T,easure 185, 188 - 1119

Teutonic Knights 196
The Fool 1116
Theboln P.iesthood 57
Thebes, Egypt 56
Threshold 134 - 135
Thule 8rudenchah 201
Tower 43,76,78
T.ack.... 98
T.a.."..,wioro Powders 174
T.inity sile 204

v
UFOs 204 - 206
Unconsciousnes.s 99,110-111
Un....mrd Arcanvm 43
uuh.~ Places 206

v
\tJodoo 189

w
Weapon T~ble 1I J
West Virginia, Sacre;! Pliices 206
western Path 190
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While Sands 204
While Stone 178
World 4J
Wounding III
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Yetzirath 154
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Esq.;]ohnson Reprint Corporation 1%7 (reprint of London
edition of 1652)

Thrtt Booh tm Lifr, M2I1ilio Ficino; Mediev7l 2nd Renais
sana: Tau and Studies, State University of New York 2t
Bingh2mton; 1989(or SUNY Binghamton; 1989) (Marsilio
li~ul1433~99)

TimatUJ, PhattJra, &publit, e/r.; Pbto

Tra1lJ(tmitntal Magit; Eliphas Levi, tr:lOslated by A.E.
White; Wei~r, 1990

nis/em Astrology aPld Chintst Meditinr; Jonathan Clogstoum~

Willmon; Destiny Books, 1985

Wifdxraji for TomlmVW; Doreen Valienle; Phoenix Publish
ing, Inc.

Witthts' Way,· Janet and Stcwan Funr; Hile Publishing, 1983

WOman:' DitJiOlflll'J ofSymhals and Saard OhjtttJ,' Bubara G.
Walker; H:uper and Row Publi!hc:rs, 1988

U'omans Enrytloptdi4 ofMylhs and SetTtls; Bwan C. Walker;
Harpeand Row, 1983

Yoga Philosophy of Patanjali, SatMlJya-yoga-tharya; Swami
Hariharananda Amora, translated by P. N. Mukerjii State
University of New York. Press, 1983

Periodicals
Cauda Pa'lJOnir, Department of English, Washington Stale
Uni~'ersity, Pullnun, Washington 99164-5020

I/lt%ilndritr, Ph:mes Press; Book forffi2t.

f'ilms WIth a NCl'hi\im flavor
H.ighl2nder (just the first one)

Big Trouble in Little China

It Came From Outer Space

Invasion of the Body Snatchers

The Hidden

Warlock

Night Of the Living Dead (Selenim?)

The Mummy
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SORC£RY FIRE LOCATION:
lOWD. MAGIC

"R EPOCH & DESCRIPTIONHIGHER MAGIC
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GRAND SECRET
WATER.. ..... - MOON

FIRE

MfTJ.MORPHOSIS

SVMMONING SEALS

PENTAClES

KEYS........ -

ASPECTHu' _
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Sl<in-------
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Voice _

POINTS

N.~ _

SoIu Ka ",, _

Gender Social Status, _

Opponunify (SOCIAL STATUS Itl) _

EdUCiltion _

life ExperierKe' _
Profession _

nmily ReboclIuhip _

Culwre _

Description _

ALCHEMY BlACK STONE
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