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The Demon Storytellers Companion is intended
as a companion piece to the Demon core rules, provid-
ing you, the Storyteller, with expanded background
and details on potential antagonists and story hooks for
the infernal factions that we didn’t want to reveal to
players in the core book. Thus, you can feel free to hand
around the core book to your players without the risk of
spoiling the horrors you have in store for them later in
your chronicle.

The information provided in this book is both an
expansion to concepts introduced in the core game
and new information that allows you to introduce
aspects of White Wolfs other World of Darkness

games into your Demon chronicle. The profiles

Here alone I in books form’d of metals
Have written the secrets of wisdom

The secrets of dark contemplation

By fightings and conflicts dire,

With terrible monsters Sin-bred.:

Which the bosoms of all inhabit;
—William Blake, The Book of Urizen

included in this book allow you to introduce these
monsters as antagonists (or uneasy allies) for your
players’ characters in a way that is consistent with
the rules. Yet, for the full experience and rich back-
ground associated with each of these supernatural
groups, you're encouraged to take a look at the other
Storyteller games in the World of Darkness line.
Ultimately, however, every detail included in this
hook should be a stepping stone for your own ideas
and concepts. As ever, our Golden Rule applies: If
you don’t like what you find in these pages, or better
yet, if what you read inspires a different vision of the
characters and concepts contained therein, then
change it! It's your story. Make of it what you will.
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This book is divided into several chapters, each of
which is designed to explore and explain a specific area
of the game. Remember, though, that the most impor-
tant “chapter” in astorytelling game is your imagination.
Never let anything in this book become a substitute for
your own creativity.

Chapter One: Dark Gods describes the origins,
history and capabilities of the Earthbound, covering
their beginnings in ancient Mesopotamia through to
their eventual downfall during the Renaissance and
on into their reemergence in the modern day. Details
concerning their reliquaries, followers, perspectives
and current agenda are all presented for Storyteller
consumption.

Chapter Two: The Factions revisits the five major
factions of the fallen from a Storyteller perspective,
providing tips and suggestions for bringing demons of
different factions together, as well as story hooks for
involving your players in factional intrigues.

Chapter Three: The Lords of the Abyss presents
guidelines on summoning the greater demons of the
Pit into the physical realm, as well as conditions for
incarnating them in a physical host and suggested
power levels for beings from fell knights to the terrible
Dukes of Hell.

Chapter Four: The Spirit Realm provides a brief
origin of the realm of the dead, the geography of the
shadow lands and the difficulties of travel, and detailed
profiles of the various types of undead that you can
include in your chronicle. Though of most use to the
Slayers, the exodus of the undead into the physical
realm due to the Maelstrom provides plenty of oppor-
tunity for ghostly encounters with the fallen.

Chapter Five: Monsters details four of the more
common supernatural creatures at work in the World of
Darkness: vampires, werewolves, mages and the im-
bued. The chapter profiles each of these “monsters”
along with suggestions on encounters with the fallen
and the effects that pacts of faith and possession have
oneach. Italso providesa list of animals one might find,
face and possibly tame in the World of Darkness.

SIGNS AND PORTENTS
Many of White Wolf's World of Darkness games

-employan overarching storyline that ties together the

events found in many of the games’ supplementary
books. This metaplot is useful because it allows each
game to continually evolve from the status quo estab-
lished by the core rule book, introducing new
characters, concepts and conflicts that further ex-
pand the games’setting and add inspiration to existing
chronicles. Metaplots aren’t for everyone, however:
many Storytellers prefer to use a game's core rules as
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PLAYERS BEWARE!

This book is intended for the Storyteller’s eyes
only. It contains details on a wide range of antago-
nists for any Demon chronicle, including the
origin, agenda and some metaplot spoilers for the
Earthbound. If you've purchased this book to
complete your collection of Demon supplements,
that's great, but reading through it could spoil your
enjoyment of the game. Half the tun is wondering
what the bad guys are up to, right!

S0 try to resist the rtempration. It'll make the
game more fun.

a springboard to create a world all their own, and
subsequent alterations to the game’s characters and
setting sometimes directly conflict with these well-
laid plans. This makes for a tough balancing act,
providing enough change to keep the game’s setting
rich and dynamic without altering things so dramati-
cally that it invalidates the hard work and expectations
of the game’s Storytellers.

The following sections provide a general outline
of Demon’s evolving metaplot, providing you, the
Storyteller, with a sense of the events that will shape
future supplements. As always, the Golden Rule ap-
plies: don’t feel constrained by the events described
below; if they don't fit the vision you have for your
Demon chronicle, pick and choose the ideas that you
like and discard the rest, or better yet, change them to
suit your needs.

ACT L KINGS AND KINGMAKERS

The opening stages of Demon’s metaplot fo-
cuses on the re-establishment of fallen society in the
days and months immediately following the escape
from the Abyss. As more and more demons flock to
earth and their numbers swell in cities and towns
across the world, the hierarchical nature of the fallen
spurs the reformation of the ancient court system,
and would-be tyrants establish their infernal courts
from Los Angeles to New Delhi. The courts provide
a means of self-defense against the depredations of
the Earthbound and the hidden perils of mortal
exorcists, as well as establishing lines of communica-
tion (and opportunities for interaction) between the
various demons inhabiting a given locale. Will the
characters of your chronicle tie their fortunes to a
charismatic fallen lord and establish an iron-fisted
order over the demons of their city? Will they seize
the trappings of power for themselves? Or will they
avoid the perils and pitfalls of the tormented souls of
the court and choose their own path among the
dangers of the modern world?
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THESEARCHTOR THE MORNINGSTAR

The fate of the Morningstar is a central facet
to Demon’s evolving metaplot, and isdetailed to
some length in the upcoming City of Angelsand
the anthology Lucifer’s Shadow. Though his
actions will have at least an indirect impact on
the course of the metaplot, later supplements
will give you considerable latitude with respect
tousing the Prince of the Fallen in your chronicle.
He can either be a prominent force shaping
events or can remain a subject of myth and
lecend, depending on what works best for you.

The opening act of the Demon metaplot kicks off
with Demon: City of Angels, a setting book for De-
mon: The Fallen that details the infernal court of the
city of Los Angeles.

ActIlDARK Gobps RISING

As the fallen gather their strength and seize the
reins of power the Earthbound have not been idle.
These monstrous demons, awakening from centuries
of slumber in isolated parts of the world, realize that
they must act swiftly or find themselves overwhelmed
by the swelling ranks of the fallen. The Earthbound
quickly set about rebuilding their former cults and
embarking on a relentless campaign to enslave, ban-
ish or destroy the newly-escaped demons. Every
infernal court across the globe finds themselves be-
sieged from within and without as these inscrutable
beings attempt to subvert the fallen and further their
agenda for the desecration and enslavement of hu-
mankind. Will the characters of your chronicle sense
the peril growing in their midst and take action before
its too late, or will they find themselves bound by the
will of a creature more terrible than the most tor-
mented demon!

The second act of Demon’s metaplot begins with
the release of Demon: The Earthbound, a major
sourcebook that details the full origin, history, powers
and agendas of these monstrous beings. In the mean-
time, Chapter One of this book provides all the
information you need to add these powerful adversaries
to your chronicle.

AcTIILISFERNAL EMPIRES

For the first two acts of the metaplot the lower
orders of the fallen have had the world to themselves,
shaping their petty kingdoms and pursuing their per-
sonal agendas as they saw fit. The third act begins with
an event that breaks down most of hell’s final barriers
and allows the return of many of the higher ranks of
the fallen host. These newly-returned lords, overlords
and barons stride like titans among the lesser courts of
the fallen, drawing them together into larger princi-
palities ruled by equal parts diplomacy and brutal
force. This act raises the stakes of the metaplot,
drawing the characters into grand schemes that span
the globe; will they become pawns in the intrigues of
greater powers, or will they attempt to match wits
with their infernal masters and shape their own des-
tiny? Meanwhile the activities of the Earthbound rise
to a fever pitch, realizing that without swift and
decisive action their efforts will all be for naught.

AcTIV.GOTTERDAMMERUNG

With the return of many of Hell’s high lords, the
stage is set for a decisive battle against the growing
influence of the Earthbound. Act IV drags the charac-
ters to the verge of the long-dreaded Apocalypse. Will
they fill a crucial role in the defeat of the Earthbound,
or will they seal the fate of the fallen as the champions
of the dark gods? What will the world look like in the
wake of Armageddon, and will the characters redefine
the role of demons and their relationship to mankind?
Only time will tell.

7
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Long before the Maelstrom returned the fallen to the
world of mortals, ancient legends spoke fearfully about the
perils of summoning a demon from the Pit. Unless the
sumnmoner took great care with her incantationsandsigils, the
beast she'd called into the physical realm could break free of
its restraints, with terrible consequences. Like every mythical
tale thatstill resonates in the human psyche, these stories bear
abitter kernel of truth. Over the course of human history, not
one, not 10, but hundreds of demons have been summoned
from the Abyss by mortals in search of knowledge and power.
These encounters have been mercifully brief in most cases —
cut short when the summoners realized, to their horror, the
enormity of what they'd done. But not all summoningsended
so quickly or fortuitously. Through human carelessness or

mfemal guﬂei some demons have broken free.

el

T

MONARCH of Gods and Dazmons, and all Spirits
But One, who throng those bright and rolling worlds
Which Thou and I alone of living things

Behold with sleepless eyes! Regard this Earth
Made multitudinous with thy slaves, whom thou
Requitest for knee-worship, prayer, and praise,
And toil, and hecatombs of broken hearts,
With fear and self-contempt and barren hope;
Whilst me, who am thy foe, eyeless in hate,
Hast thou made reign and triumph, to thy scorn,
O’er mine own misery and thy vain revenge.

—Percy Bysshe Shelley, Prometheus Unbound

;*’57

Human legend warns that if a demon is ever loosed

.upon the world, it would mean the end of the human

race. In this case, the truth is more terrible still.
Thischapterdetails the origins, capabilitiesand agenda
of the Earthbound — demons who escaped the Pit in ages
past and have been awakened from centuries of slumber by
the return of the fallen. Although they are relatively few in
number, these monstrous creatures hold the future of
humanity — and demons alike — in their taloned hands.

Hisrory

The origin of the Earthbound reaches back far beyond
the scope of human history, finding its roots in the closing
days of the war against Heaven and the consequences of
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Lucifer’s Grand Experiment. The seeds sown in the minds
of a handful of fallen bore horrible fruit ages later in the days
of Babylonia and Sumeria, where the Earthbound were first
worshipped like gods. From there, the influence of these
malevolent beings has spread like a cancer down through
history, inexorably corrupting mankind’s collective soul.

BAREL

Born in the closingdays of the War of Wrath, the Grand
Experiment was more than just a plan to elevate humanity
from the depths of the Time of Atrocities — it was a last-
ditch effort by Lucifer to shift the balance of power once
more into the rebels’ favor and force an end to the centuries-
old struggle against Heaven. The revolt of the Ebon, Silver
and Alabaster legions and the grim campaign to bring them
back under his control convinced Lucifer that the rebel host
was too fractured to present a unified front against the armies
of Heaven any longer. Unless the nature of the struggle was
somehow altered, the fallen would soon be defeated.

Not long after the conclusion of the Long March,
Lucifersummonedhisarchdukestothecitadel at Genhinnom
and laid out his plan. Since the beginning of the war, the
fallen drew their power from the faith of the human flocks
they guarded, but in their pride, the rebels had not consid-
ered the full implications of this relationship. They did not
realize that the human race, for all its imperfections and
innocence, held a collective power equal to that of the
Creator, and its potential was still largely untapped. That,
Lucifer declared, was why Heaven wished to maintain
humanity's ignorance — so that humankind would not
realize its own innate greatness and one day pose a challenge
to the Creator's authority. Therefore, the Mormingstar
reasoned, if the fallen were able to accelerate humanity's
growth and provide full access to itsnascent power, ultimate
victory would be theirs. Once the human race ascended to
the level of the Creator, Heaven would have no choice but
to concede that the struggle had reached a stalemate, which
would (in effect) be a victory for the fallen.

Thearchdukes expressed their support for the Grand
Experiment, but several of the legion commanders —
particularly Abaddon and Asmodeus — drew their own
conclusions from Lucifer’s hypothesis. [f mankind could
indeed match the Creator in power some day, then what
would be the fate of the fallen when that day finally
arrived? Certainly the fallen would be worshipped no
more. In fact, it was likely they would be relegated to
mere servants, the same as they'd been before the Fall.
The idea did not sit well with beings who had grown
accustomed to adoration and absolute authority.

The Babel strategy was more successful initially than
even Lucifer expected, ushering in a worldwide renaissance
of wonder and majesty, but it was too much, too fast.
Mankind gained vast knowledge and power, but none of the
maturity and wisdom that such gifts required. Yet, some
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Luciferans believe even to this day that Babel could have
succeeded, had itnot been “sabotaged” by agents of Heaven.
Many Cryptics agree that the Grand Experiment was be-
trayed, but they point to Lucifer’s erstwhile lieutenants
instead. Regardless of the true cause of the collapse, the
advent of the Civilization of Ashes, as the fallen later called
it, not only erased the gains that the rebels had made in
human development, it actually eroded their awareness
further. The tribes of man were scattered across the globe, no
longer able to remember the tongue of the angels. Worse
still, the ancient bonds of faith and loyalty humanity shared
with the fallen were broken, leaving the rebel host bereft of
its strength in the face of a counterattack that was unprec-
edented in its ferocity. Not long after, Lucifer had little
choice but tosurrender the rebel army to the Heavenly Host.
The fallen went to their judgment beaten but unbowed,
convinced that their last gamble could have easily gone the
other way. Had humanity not splintered under the strain,
Michael and his angels would be bound in chains, and the
Creator would be the one made to answer for His crimes
rather than their embattled leader. It was a conviction that
many of the fallen turned to again and again in the darkness
of the Abyss, infecting it with their bitterness and hate until
the once-noble vision became a dream of terrible revenge.

TOoRMENT AND RELEASE

Of all the imprisoned fallen, none suffered the agonies
of the Pit as fiercely as Lucifer’s chosen lieutenants, the five
archdukes who had ruled Earth and mankind throughout
the War of Wrath. Even Lucifer’s stalwarts, Belial and
Dagon, were crushed by their leader’s disappearance, and
the fury of the archdukes sent tremors through every rank of
the exiled host. As the fallensplintered further into political
and personal factions, the archdukes decried their former
leader and his misguided love for humankind. Having
blamed mankind for the consequences of the Fall since the
beginning of the war, Abaddon was the first to declare that
mankind should have been enslaved from the start, its faith
hammered into aweapon that could have split the Creator’s
heart. The near-success of the Babel strategy only added
strength to the archduke’s hateful vision.

As the fallen lost their souls to the Abyss, humanity
began the long road to recovery from the catastrophic
collapse of the Civilization of Ashes. With each passing
century, the sands of time obscured the ruins of the Age of
Wrath, and each successive generation remembered less
and less of the past. Fragmented memories became the
foundation of superstitions and legends as humanity re-
learned how to till the fields, bend animals to their will and
fashion tools from wood, metal and stone. In time, they built
the first ancient civilizations, inspired by racial memories of
past glory that humanity now experienced only in dreams.

Yet, although the fallen were forgotten, the legacy of
Babel remained. Human curiosity was as strong as ever, and
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the powertoaffect the forcesof Creation wasstill there, passed
down from generation to generation. A rare few discovered
the talent that lay dormant within them, and it was only a
matter of time before these would-be mages began to explore
the limits of their power. Thousands of years passed as human
mages pursued the elusive secrets of the Celestials. They
eventually discovered the existence of the spirit realm and
sensed agreaterdarkness beneath the landsof the dead, aplace
seething with the pent-up energies of a host of powerful spirits.
From there, it was only a matter of time before the mages

learned to penetrate the Abyss —afeat that no angel in Hell
would have dreamt possible until the archdukes themselves

vanished from the confines of the Pit.

Atfive different locationsacrossthe ancient world, inthe
shadowy sanctums of stone temples or amid the black waters
of subterranean grottoes, the archdukes appeared amid circles
wrought with blood-splashed sigils and surrounded by dozens
of prostrate human followers. These fearsome angels felt the
intoxicatingrush of faith for the first time in aeons, and aseach
ceremony reached an ecstatic crescendo, a reliquary was
brought forth and offered up to the five archdukes to welcome
them back to the ashes of Paradise. Without hesitation,
Lucifer’s lieutenants inhabited the idols sanctified in their
names, sparing no thought to the reasons behind their
unexpected freedom. Transformed by their suffering in the
Pit, the five demons thought only of the vengeance they
would wreak upon God and man.

BARULON

Scattered across the globe, the five Earthbound —
Belial, Abaddon, Dagon, Asmodeus and Azrael —wasted
no time enthralling the mages and priests who had freed
them from the Abyss, seducing them with gifts that sapped
theirwill and left them enslaved to their dark masters. Like
ravenous beasts, the demons drove their worshippers to
ever-greater frenzies of worship and sacrifice, whetting
their insatiable appetite for faith. The more faith they
received, the more gifts they bestowed on the faithful in
the interests of gathering more worshippers, sacrifices and
slaves. Lucifer’s vision had given way to Abaddon’s merci-
less decree: Mankind was nothing more than chattel, to be
used or consumed as their rightful masters saw fit, and

Earth was a treasure hoard open for the taking.

Within less than a century, in ancient kingdoms such
as Babyloniaand Sumeria, each demon’s circle of worship-
pers grew into a cult, then a full-fledged religion, with
temples and idols carved in the spirit’s likeness appearing
in cities, villages and households across the land. As the
trickle of faith swelled to a steady stream, then a surging
river, the Earthbound used their lore to sate their rage and
punish the unbelievers with curses, plague and famine.
Before long, the growth of the Earthbound religions brought
them into conflict with other human pantheons, sparking
vicious holy wars and secular conflicts alike. Given the
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autocratic nature of the archdukes and their practical need
for temporal authority, it was only a matter of time before
the demons turned their attentions on the rich and the
powerful. Emperors, kings and queens were drawn into the
ranks of the faithful with promises of even greater power
and authority, and the influence of the dark gods spread
across the ancient world.

Eventually, almost 500 years after their release, the
Earthbound became aware of one another as their faith
allowed them to extend their senses for hundreds of miles
around the globe. Even in the glory days of the war, the five
archdukes owed little loyalty to one another, jealous as
theywere of their territories and prerogatives. Now, caught
up in the orgy of faith and violence that was slowly but
steadily restoring their former glory, the Earthbound re-
garded one another lessas comradesand more ascompetitors
for the human riches scattered across the Earth. For this
same reason, none of the five had been tempted to use their
followers to summon more of the fallen from the Pit. Every
demon released, even bound into servitude, was one more
with whom the archdukes would have to share the bounty

of souls that the world offered.

Regardless, as the years passed and the archdukes
labored to extend theirreach, they came into contact with
other Earthbound demons who existed in the guises of
bloodthirsty human gods. For all that the archdukes tried
to keep the summoning rituals secret, hunting and destroy-
ing mages who were believed to possess the knowledge, the
arcane lore was too widespread to completely erase, and
more demons found themselves freed from the Abyss.
Most times, the fallen were summoned in an attempt to
gain knowledge or power and just as quickly returned to
their prison, but on occasion, the demons escaped the grip
of their summoner and found some artifact that could
sustain them until a more suitable vessel was created.
Sometimes the archdukes enslaved these lesser demons by
invoking their True Name in complex binding rituals. In
rare cases, their followers were destroyed and the souls of
the fallen were consumed by their former lords. In most
cases, however, the weaker demons simply fled, reappear-
ing later in another land in the guise of another deiry and
harvesting the faith of a different culture. The world was
still vast enough that the small number of Earthbound
could usually coexist without directly competing for souls.

Nevertheless, it was an age of savage empires and
holy wars, of heroes blessed (or cursed) by the living gods
and unspeakable rituals performed before idols of gold,
basalt and jade. When the Earthbound clashed, armies of
the faithful marched. The earth trembled and the skies
rained blood, and whole cities were put to the sword. For
many of the Earthbound, it was a glorious existence
compared to the emptiness of the Pit, but Abaddon and
the other archdukes were already looking ahead to some-
thing greater. If the turmoil of petty empires gave a
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demon the power to shake the earth, what could one of
the fallen do with the entire human race bent to his will?

ROME

As the centuries progressed, the archdukes moved
among humanity, gravitating to the most dynamic, tech-
nologically advancedsocieties with an eye toward building
the worldwide empire they craved. They did not influence
or alter events in any demonstrable way — the fate of one
human, or 10,000, meant nothing to them as long as they
received their tithe of faith. Instead, they placed power in
the hands of individuals and let nature take its course. Over
time, mighty empires flourished — such as the Medes, the
Persians and the Greeks — each one spanning the world
a lictle farther than their predecessors, each one maintain-
ing its dominance a little longer than before. During this
rime, the Earthbound came into direct conflict with one
another much more often as the field narrowed and the
demons vied for ever larger prizes. The fallen never battled
directly, owing to the limitations and fragility of their
reliquaries, so they fought proxy wars through armies of
servants instead. Only very rarely did the bartle resulr in
the destruction of one side or another. Generally, once an
Earthbound lost asignificant number of servants, he would
concede the region, city or person he had strugeled over
and retreat to replenish his stores of faith and flesh.

By this time, the archdukes were no longer the same

beings who had been called up from the Pit. Lost in their
hunger for revenge, they paid no heed to the changes that
slowly overcame them during the course of hundreds of years
of worship. The ritualistic devotion of thousands upon
thousands of human hearts and minds did not come without
a cost — as human beings provided faith, their perceptions
and beliefs shaped the Earthbound as well. Little by little,
like watershaping astone, the archdukes were becoming the
monstrous, bloodthirsty gods they pretended to be. Their
minds were filled with visions they could not explain —
visions derived from the feverish wishes of their most zealous
followers. By the time the city-states of Greece rose to
dominate the civilized world, all but the most recently
released Earthbound were no longer of the fallen, nor were
they truly human gods, but something in between. If any-
thing, theirmadnessdeepened asthey dweltupon wave after
wave of human dreamsand desires, their thoughtsbecoming
increasingly alien even to themselves.

Still the archdukes fought and schemed over the rising
human empires, pushing them to ever-greater heights and
moving on when they ultimately fell. They came away
wiser than before each time, adding to their store of
knowledge as they moved on to the next great nation eager
for wealth and power. By the rise of the Roman Empire, it
seemed as though their labors had been rewarded at last.
Within a few centuries, the entire civilized world bowed to
Rome, and there seemed no end insight to the power of the
empire. With much of the human race subject to Rome’s
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will, Abaddon and Asmodeus — former rivals now allied
in their pursuit of power — began to experiment with the
wholesale subversion of the empire’s populace. Mere wor-
ship, they realized, would not be enough for their ultimate
aoal. The more widespread their believers were, the more
haphazard their patterns of worship became and the less
consistent the level of faith they received turned out to be.
Instead, they needed tools, living sources of faith that they
could harness virtually at will. For that they would need to
crush humanity's will, tainting their followers’ souls until
all that was left were virtual mirror images of the demons’
own. They needed a race of beings who existed only to
fulfill every wish of their masters. And so the two arch-
dukes set to work.

Naturally, their efforts met considerable resistance,
both within the empire and without. Rival Earthbound
sent their worshippers to strike at the fringes of the
empire, while ordinary humans within the army and
senate fought valiantly against the canker of perversion
that was poisoning Rome from within. There were
many setbacks, but the demons were patient. What they
did not expect was that even as they labored, the
Earthbound were sowing the seeds of their own decline.

DOWNFALL
When the Earthbound first returned to the Earth, the

widely scattered human race worshiped a vast pantheon of
gods and spirits. As the demons consolidated their influ-
ence, many of these older beliefs were supplanted, and the
plethora of religions steadily shrank. By the time of the
Roman Empire, many different gods and goddesses were
siven obeisance by the empire’ssubjects, but the precedent
was well established for empires to force the belief of a
central religion on their populace. This tactic had invari-
ably directed the faith of the subjects to one Earthbound or
another, and it had served the demons well for thousands
of years. They never dreamed that the day might come
when this institutional belief might be used against them.

It began as a fringe religion in Palestine, spreading
through the ranks of the dispossessed and the downtrodden,
but over time, its worshippers spread across the empire,
reaching even into the heart of Rome itself. Christianity
owed nothing to the efforts of the Earthbound. Indeed, its
origins were soobscure that the demons were noteven aware
of its existence until it had gained a considerable and very
dedicated following. However it began, they quickly saw
that it was guided with skill and an almost preternatural
purpose that survived persecution and attempts at corrup-
tion. What was worse, its tenets advocated the worship of a
single god that was not of the physical world, and it
repudiated the pantheistic beliefs of the current day. It
seemed almost tailor-made to destroy the source of the
demons’ power, and it was gathering strength. Several lesser
Farthbound had already been driven from their seats of
power, forced to seek new followers in adjoining countries.

i
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Abaddon and Asmodeus tummed the full weight of
Rome against the Christian movement, and for a time, the
movement'sfollowers met death orimprisonment wherever
they dared show themselves. Yet still the religion persisted.
The followers seemed to benefit from their own invisible

patron, but however hard the Earthbound looked for the

presence of another demon, their efforts were always in vain.

And then disaster struck. In a telling blow,
Constantine |, Emperor of Rome, declared his conver-
sion to the Christian faith. Almost overnight, the vast
machinery of the empire was turned against the gods
and goddesses worshipped by her people. Abaddon and
Asmodeus found themselves at odds with the jugger-
naut they'd so painstakingly shaped.

At that point, had they struck with the fullness of their
power, the Earthbound could have wiped Rome from the
face of the Earth. The power-hungry demonsstill believed,
however, that they could prevail indirectly by playing on
the greed and ambition of Constantine’s rivals and con-
vincing them to supplant him and destroy his reforms
before it was too late. Yet the emperor proved more clever
than the maddened fallen suspected, and by the time they
realized that direct action would have to be taken, their
opportunity had passed. The emperor's reforms were well
advanced, and the huge well of faith that sustained the two
demons wasalready dwindling fast. Their best opportunity
lost, the Earthbound were forced onto the defensive, and
would remain so for the next 1500 years.

SLEEPING GODS

What followed in the wake of Constantine’s reforms
was one reversal after the nextas the power base of demons
across the empire were systematically attacked and either
destroyed or driven underground. As the Earthbound were
denied their worshippers, they were forced to fight among
themselves for regions and populaces outside Rome’s
direct influence, weakening the demons even further.
Before long, many lesser demons were so weakened by the
constant battles that they commanded the last of their
followers to take their reliquaries into the wilderness and
hide them, so that they would not be discovered and
consumed by any enemies. These weakened demons then
went into a sort of slumber, hoping that the day would
come when Rome would be no more and the persecutions
would end. It was the shape of things to come.

Rome did indeed fall — torn apart by internecine
struggles and the depredations of demon-worshipping

‘barbarians — but the damage had been done. Christian-
ity was too well entrenched among the civilized world,
and it harnessed the efforts of humanity against the
Farthbound in ways that the demons themselves sought
to claim for their own. The numbers of the Earthbound
steadily dwindled, with more and more of the demons
driven into slumber as their worshippers were destroyed.
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What was more, the world itself was inexorably di-
vorcing itself from the affairs of the supernatural. As
religion drove humanity to shun belief in the supernatural,
revolutions in thought, philosophy and technology were
having a subtle effect on human minds. Over the course of
the medieval period, the human race found itself on the
path of reason and self-determination, learning the skills
and making the tools to master the world for themselves
instead of praying for intercession from gods and spirits.

The Renaissance was the death knell for the rule of the
Earthbound. Already reduced to a handful of demons eking
out a fiful existence in remote parts of the world, the
remaining Earthbound, including the archdukes themselves,
saw that further resistance was futile. Human faith dwindled
with each passing day, and the temporal power of the Chris-
tian Church was more than a match for the weakened
demons. More than ever, the archdukes suspected that there
was another force behind their undoing, someone or some-
thingwho had influenced the Christian faithfromitsinception
andforged itlike aweapon tobreak the demons’power. Belial,
the Great Beast, whispered that perhaps it was Lucifer himself.

By the 1600s, the last of the dark gods had succumbed.
Once they became too weak to defend their reliquaries,
they went into hiding like others before them. Many
forged pacts with their last worshippers, promising good
fortune and prosperity for their descendants in return for
service, perhaps hundreds of years later, when fortune
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might shift in the demons’ favor once more. As their
reliquaries were buried in the earth or dropped into the
depths of the sea, these ancient spirits sank into maddened
slumber, waiting for the day when they would rise again.

MAELSTROM

The Earthbound slumbered for nearly 500 years as the
world continued to change. If anything, human faith
dwindled even further, supplanted by cynicism and soulless
reason. The demonsbelieved that the balance would shift in
their favor sooner or later, ushering in a renaissance of the
spirit once the cold drive of reason and technology ran its
course. Not even the archdukes considered that humanity
might destroy itself long before such a day arrived.

The demons might have sat helplessly in their hiding
placeswhile humanity slouched toward extinction were it not
for the sudden fury of the Maelstrom and the mass exodus of
the Abyssal fallen. As a wave of demons descended upon the
earthand seized mortal hosts, the sleeping gods felt the faintest
stirring of faith across the face of the globe, As more and more
of the fallen reaped what faith they could from modem
humanity, the Earthbound stirred from their slumber. Tenta-
tively, they reached out to the descendants of those who once
served them, visiting them with nightmare visions and
promises of power. All was not lost. Humanity was still an
empty vessel devoid of true belief, but now there were
multitudes of lesser demons that could be made to harvest the
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power that the Earthbound sought. The Church was but a
shadow of its former glory. Indeed, nearly all of the world’s
religions had run their course, and now the wonders of
technology made it possible toreach millions of human minds
without expending a fraction of a demon’s precious power.

The very forces that stymied the Earthbound in centuries past
would now serve to bend mankind to their will.

THE EaRTHBOUND

The enigmatic and malevolent Earthbound are de-
mons who were summoned to the Earth thousands of years
in the past and allowed, by accident or design, to anchor
themselves to physical objects that allowed them to resist
the pull of the Abyss and remain in the world of mortals.
Unlike the fallen who have been freed in modemn times,
these demons did not benefit from possession of a mortal
body, and thus had no hedge against the full force of their
Torment. These monstrous beings terrorized the ancient
world for millennia in the guise of gods and evil spirits,
reaping Faith from hundreds of followers and fueling the
erowth of religions and kingdoms alike. When their influ-
ence was eventually broken in the latter days of the Roman
Empire by a confluence of imperial might and areligion that
seemed especially designed to attack their sources of power,
the last of the Earthbound were driven into hiding. They
slumbered in hidden sanctums since the time of the Renais-
sance until the advent of the Maelstrom and the liberation
of the lesser fallen. Now these demons are intent upon
rebuilding their diminished power base and enslaving or
banishing as many of the newly returned demons as they can
inalast-ditch effort to claim the collective souls of mankind.

RELIQUARIES

Where the fallen retuming to the modermn World of
Darkness comprise the least powerful among the ex iled host,
the Farthbound were summoned by arcane rituals that al-
lowed demons of far greater power to escape the bonds of Hell,
including Lucifer’s five chosen lieutenants. But for all their
nascent might, these spirits still lacked the power to manifest
physical forms of their own, and human bodies could not
provide asuitable hostwithout beingimmediately consumed.
Therefore, the Earthbound were forced to take refuge in
specially sanctified reliquaries that could house their essence
and allow them to channel a portion of their power. These
reliquaries gave the demons the anchors they needed, but for
obvious reasons, being anchored thus limited their mobility
and forced them to depend on the talents and skills of human
(and later demonic) servants to fulfill their desires.

The size and composition of an Earthbound's reliquary
depends greatly on the age and relative power of the demon
in question. The reliquaries of the five archdukes are idols
fashioned from marble or basalt and inlaid with precious

metals and gemstones. Each statue stands between seven and
10 feet in height and weighs up to a ton. Lesser Earthbound,
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former lords or overlords of the rebel host, make do with small
statues or caskets of glass and gold no larger than a person’s
palm. Although they are not nearly as potent as their ancient
peers, these demons have the advantage of being easily
evacuated or hidden in the event of an enemy attack.

Most Earthbound reliquaries are fashioned by human
hands, so they come in a variety of shapes, compositions and
styles. In mostcases, the object is created using materials that
exalt the demon’s House. A Devil's reliquary would be
constructed of materials evocative of fire (such as basalt,
obsidian and rubies), while a Defiler’s reliquary might be
fashioned of abalone, pearl and whale bone. Some reliquar-
ies appear exceedingly delicate — a favored material for a
Fiend's reliquary is spider silk — but all are reinforced by the
will of the demon within and are capable of withstanding
tremendous amounts of punishment. For game purposes, an
Farthbound reliquary can automatically soak a number of
damage levels from a single attack equal to the demon’s
Willpower, and it can withstand a total number of damage
levels equal to the Earthbound’s current Faith rating before
it is destroyed. If an Earthbound's reliquary is successfully
broken, the demon must locate anotheranchor or risk being
drawn back into the Abyss. (See page 94 of the Demon core

rules for derails.)

[n extreme situations, an Earthbound can temporarily
possess the body of a human being, living or dead, but the
searing force of the demon’s presence begins to destroy the
body almost at once. The base life expectancy is 30 days,
divided by the difference between the demon’s minimum
Faith requirement and the vessel’s actual Faith potential.
This life expectancy is further reduced if the demon actively
spends Faith points, at the rate of one day per point spent.
(See Chapter Three for more information.) Such posses-
sionsare far from subtle. The figure’s skin blackens and splits,
revealing distended veins and steaming flesh that oozes
runnels of charred blood and bone. In many cases, the eyes
glow with power, and the demon’s voice hisses like venting
steam. At the end of the body's life expectancy, it literally
collapses into a pile of ash and charred pieces of bone.

The Earthbound take great care to have their
reliquaries concealed in heavily guarded or extremely
remote parts of the world. There are rumors that the
reliquary of Dagon, Archduke of the Iron Legion, lies in
the depths of the Atlantic Ocean, while the graven
image of Asmodeus rests somewhere in the trackless
steppes of Siberia. As long as the demons have a source
of Faith to fuel their powers, they can communicate and
direct their servants almost anywhere in the world.

FAITH

If the Earthbound have a true weakness, it’s in the
way they attain their Faith. In the time of their release, it
was simpler and more efficient to gather power from
entire groups of worshippers, each one offering a small
portion in a virtual torrent that the demons could then
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manipulate according to their needs. After thousands of
years of this focused worship, the Earthbound cannot
receive Faith in any other way. Unlike the fallen, the
Earthbound can only reap Faith from their followers, and
even then only by means of very specific rituals of
worship. These rituals are taught by the demon to her
followers, and they must be followed down to the smallest
particular or the exchange of Faith will not be possible.

An Earthbound demon’s Faith score depends upon its
age. A "young" Earthbound (one of the rare demons
released during the Dark Ages) has a Faith score of 10. An
“old” Earthbound (released during the Greek or Roman
era) hasa Faithscore of 15 or 20. An “ancient” Earthbound
(released in the time of Sumeriaand Babylonia) hasa Faith
score of 20-25, or even higher. The Faith scores of the
archdukes are higher still, subject to Storyteller discretion.

The rituals of worship are not quick or simple affairs, and
the older the demon is, the more intricate and complex the
ritual is. A relatively young Earthbound might require a ritual
lasting several hours, with incantations and prayers spoken in
a set order and with the use of specific ritual items. An old
Earthbound may have increased demands, with a series of
rituals running the course of an entire day and spoken in the
language of the erain which the demon wasreleased. Ancient
Earthbound require hours of ritual, often preceded by specific
rites of purification and devotion, then succeeded by frenzied
celebrations or orgies. The rituals must be conducted at
specific timesand in specific places thatexalt the demon, with
prayers and incantations spoken in languages not heard in
thousands of years. At the culmination of the ritual, the
Earthbound receives one Faith point per person performing
the ritual. The demon receives this Faith no matter how far
away theritual isbeing performed. Asyoucansee, thismethod
of acquiring power is far less effective than the means em-
ployed by the fallen, and it can be an Earthbound's Achilles’
heel. In these days of worldwide communications and high-
tech security, though, it’s passible for an Farthbound cult to
coordinate simultaneous rituals of worship in widely scattered
locales to achieve their masters’ ends.

POWERS

Like the fallen and the greater demons still trapped
in the Abyss, the Earthbound have access to the same
innate powers and lore, though their long years of
freedom have allowed them to restore their power to
much higher levels. A young Earthbound can have up
to 50 dots of available lore, and an old Earthbound can
have up to 75 available dots. It can be assumed that
ancient Earthbound can have any level of lore they
wish, at the Storyteller’s discretion. In many ways, they
are even more powerful than they were during the War
of Wrath. They are now literal demigods who have the
powers of Creation at their beck and call.

Further, the Earthbound may spend Faith points to
increase the range or area of effect of their evocations. If the
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range or area of effect is measured in yards, they can increase
itat a rate of 10 yards per Faith point. If the area of effect is
measured in miles, the demon can increase it by 10 miles per
Faith point. Often the Earthbound will call for a worship
ritual to be conducted prior to performing a major evoca-
tion, then invest Faith in the evocation directly from the
ritual rather than seriously depleting their internal reserves.
The only restriction on Earthbound lore is that any evoca-
tion automatically uses its high-Torment effect rather than
allowing a choice between the two. Earthbound can use
Faith offered during a ritual to add dice to their evocation
roll, just like the fallen, but they cannot draw beyond this
amount like the fallen could from one of their thralls.

In addition to their raw powers, one of the greatest
strengths of the Earthbound is their knowledge of the
fallen and their True Names, as well as the rituals
needed to bind them into service. This informarion is
shared sparingly with the demon’s followers, creating
teams of demon-hunters whose mission is to seek out
and entrap newly arrived fallen and enslave them.

SLAVES TO DARKNESS

Because of exigencies of their current existence,
the Earthbound must rely even more heavily on the
service of mortals (and other demons) than their fallen
counterparts. These demons have perfected the arts of
enslavement, forging bonds with mortal believers that
ensure absolute loyalty even as they fill their servants’
minds with visions of madness and hate.

The servants of the Earthbound fall into three broad
categories: worshippers, thralls and infernal slaves. Wor-
shippers are simply mortals who have been lured into the
worship of the demon, providing it Faith through the
prescribed rituals but serving no greater purpose of receiving
any commensurate reward for their efforts. In many cases,
these mortals do not even know the full truth behind their
activities. They subscribe to belief in their new “god” out of
a desire to rebel against the mores of the day or in pursuit of
some cachet that allows them a sense of superiority over
their peers. The young are especially vulnerable to this
degree of involvement, as they are seduced into feeding the
Earthbound with Faith as a gesture of rebellion against
parents and society. Worshippers are the most numerous of
the Earthbound's servants by far, and their ignorance also
makes them the most vulnerable. The demons rarely ex-
pend significant effort to protect these individuals from
outside threats. It's often easier to move on and cultivate
replacements than devote precious resources to watching
dozens of mortals potentially scattered all over the world.

Thralls are similar in nature to those bound by the
fallen, but the methods and results of sealing the pact are
very different. Thralls are not seduced into a pact by the
Earthbound. Rather, they are chosen from the ranks of the

demon’s worshippers and offered power in exchange for a
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higher level of devotion and service. The Earthbound pick
individuals who, because of native ability, resources or
societal connections have the ability to accomplish what-
ever tasks the demon requires at a given time. If the
Earthbound needs guards or soldiers, it looks among its
followers for athletes, policemen or gang toughs. If it needs
someone to run for public office, it looks for a worshipper
with a sense of presence and charisma. Once chosen, the
potential thrall must still agree toaccept the bond between
herself and the demon, though many Earthbound coerce
and deceive their followers into acceptance and then
enslave them before they realize the danger.

Once the thrall agrees, a ritual of obeisance is per-
formed, generally lasting an entire night and culminating
in a grand sacrifice on the part of the thrall. The nature of
the sacrifice sometimes involves self-mutilation, the mur-
der of someone close to the thrall or the destruction of
significant property or material resources. At the culmina-
tion of the ritual, the thrall loses one point of permanent
Willpower and is thenceforth enthralled to the demon.
For game purposes, this point of Willpower is converted to
15 freebie points that can be used to empower the thrall
with increased traits or powers (see page 87 of the Demon
core rules for details). Unlike a pact between mortals and
the fallen, the Earthbound decides what gifts to bequeath
upon her thrall, suitable to the task at hand — the thrall
gets no say whatsoever. A thrall can surrender as many
Willpower points as she wishes in return for more power
(though a ritual must be performed for each point offered),
but once she has surrendered three points of Willpower to
the demon, she becomes the demon’s slave, loyal to her
every command. An enslaved thrall will perform any
action her master wishes, including sacrificing her own life
if need be, and she will take no action that might bring her
master harm, even indirectly.

Finally, infernal servants are demons who have been
enslaved by the Earthbound viarituals of binding (see page91
of the Demon core rules for details). Most Earthbound
maintain one or more groups of thralls especially empowered
with the knowledge and abilities to detect, huntand bind any
fallen theyencounter. (For guidelineson Earthbound caprure
squads, see page 135 of the Demon core rules.) These capture
teams investigate a demon they encounter in the hopes of
piecing together its True Name. Whether it is successful or
not, the team usually ambushes the demon, damaging it
physically in the hopes of weakeningitspower, and then takes
it to a specially prepared site to perform the ritual of binding.
At the culmination of the ritual, the Earthbound uses its
connection with the thrall leading the ritual to take over and
seal the bond with the unforunate demon. Use the system
provided on page 92 of the Demon core rules to perform the
binding ritual, but use the Earthbound'’s Willpower for the
resisted roll rather than the thrall’s.

Infernal servants are the front-line agents of the
Earthbound, responsible for the demon’s security, fighting
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her enemies and performing especially important or sensi-
tive tasks around the world.

RLEAK ZAGENDAS

Now that they have reawakened, the short-term goals
of the Earthbound include gathering worshippers, empow-
ering thralls and enslaving, banishing or destroying the
newly returned fallen to increase their power base. In some
ways, these demons are just as disoriented by the vast
changes in human society as the fallen themselves, but
they are capable of adapting quickly with the insights
provided by their followers. The bonds that most Earth-
bound forged with their worshippers of old provide an
advantage that the fallen do not have. When the demons
sank into slumber, they used the last of their strength to
empower not only their worshippers, but the descendants of
their worshippers as well. They granted these bloodlines
enhanced qualities of strength, intelligence or charisma
that would grant them clear advantages over other mortals
in whatever livelihood they chose. Many of these families
prospered as a result, and now upon the return of the
Earthbound, politicians, corporate executives and wealthy
industrialists are already bound to infernal service. There-
fore, the Earthbound can extend their influence into
prominent corporations, governments and institutions
thatwill provide them the measure of temporal power they
need to further their individual agendas.

In most cases, the agendas of the Earthbound are
surprisingly straightforward. They seek to carve out their
own kingdoms among the modern nations of man, ruling
from the shadows and reaping the faith of the masses as they
did in ages past. But the truly ancient Earthbound, particu-
larly the archdukes, have a greater goal in mind — the
degeneration and enslavement of the entire human race. In
the ultimate perversion of mankind's vast potential, these
monstrous spirits wish to harness the collective power of the
human race asaweapon that can remakenotonly thisworld,
but the entire cosmos, re-creating it in the demons’ night-
marish image. To do so, the demons must achieve nothing
less than the enslavement of the entire human race, crush-
ing their will through acts of terror, violence and despair.

To this end, the acrivities of these demons are focused
toward gaining temporal power over mortal institutions,
infiltrating governments and international organizations
and using hidden agents to foment crises across the world.
These crises range from crime waves to brushfire wars —
any event that creates misfortune and fear on the widest
possible scale for the longest period of time. The demons’
goal is a slow erosion of humanity’s soul, exposing it to a
relentless stream of corruption and atrocity until men and
women are little different in nature than the Earthbound
themselves. At that point, the demons believe, humanity
will be enthralled en masse, and the rebirth of the universe
will begin from the ashes of this world.
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Lo! 'tis a gala night

Within the lonesome latter years!
An angel throng, bewinged, bedight
In veils, and drowned in tears,

Sit in a theatre, to see
A play of hopes and fears,

While the orchestra breathes fitfully
The music of the spheres.

—Edgar Allen Poe, “The Conqueror Worm”

PIFFERENCES
oF BELIEF

“A Ravener, a Reconciler and an Cryptic walk into
abar....” Sounds like the setup for an in-joke among the
fallen, doesn't it? But it could also be the beginning of
your Demon chronicle. How do you handle it when
your players all want characters who have dramatically
different goals and intentions!

The simple way to do so is to exercise Storyteller fiat.
You can simply choose a faction and tell the players that
theircharactersall have tobe apartofit. Or, if youdontwant
to be sodraconian, you can let the players choose the faction,
as long as their characters all belong to the same one. That’s
a legitimate Storyteller request, but it does constrain your
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players — and constraint probably isn’t high on their list of
roleplaying priorities. Itis possible to have a mixed party —
even one inwhich the characters are at odds with each other
— without one character sprouting six-inch talons as soon
as the other has her back turned. You just have to be aware
of other factors that can offset faction friction.

DISCRETION

In the better class of homes, it's rude to discuss sex,
politics or religion at the dinner table. Likewise among the
fallen, broadcasting one's ideology overtly is simply not
done. Ideological belief is an important element of a
demon’s identity, but it's not the only one. For many, it’s
noteven thatimportant. Not every Ravenerisakill-crazed
psychopath, any more than every Green-Party voter is a
tree-spiking ecoterrorist. Every faction has its moderates,
for whom the personal outweighs the political.
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Therefore, one way to help mixed parties get along is
to encourage the players to start out by keeping their
characters’ politics private. Now the Luciferan Devourer
isn't obligated to regard the Ravener Scourge as an enemy
to be destroyed — they're both just individual fallen.

MUTUAL NEEDOR INTEREST

Politics often take a backseat when immediate
survival concerns arise. Fallen who would be at each
other’s throats in lowa City can easily become tight
allies in Los Angeles. The difference! LA is crawling
with Earthbound who collect fallen like baseball cards.

Even if youdon't want to hang such ahuge threat over
the characters’ heads, ties other than ideological belief link
many cadres of fallen. The House order from before the Fall
is still important to many who rebelled. Devils, Scourges
and Malefactors might associate because they privately
consider themselves superior tosuch “lower” Houses as the
Slayersand Devourers. Alternatively, Lucifer’s merit-based
ranks can provide a similar link. Barons and overlords may
feel more comfortable with their fellow leaders. Note,
though, that these distinctions cut both ways. Demons
from “lesser” Houses or lower ranks may bond by grum-
bling about the pigheaded elitists.

You can get mixed groups together by looking for
similarities in House rank, personal eminence (war
heroes who see one another as comrades in arms) or the
strength of their individual legacies (comradeship
through shared memories). By the same token, if they're
all from different Houses, the characters have an excel-
lent reason to set political infighting aside: getting
access to each other’s powers.

FRIENDSHIP

Divisions didn't always exist among the Elohim.
For a brief, glorious time, they were united under God
in the majestic art of creation. Even after the Fall, the
rebels were united under one banner. The characters
may have worked together in the early days of the
cosmos, or they may have fought side-by-side during the
Age of Wrath. If you vividly remember someone crouch-
ing above you, fighting off two fiery seraphim while you
lay wounded in five places and tried to invoke reinforce-
ments... well, you might hesitate to dismiss him simply
because he's a Cryptic now and you're Faustian.

Encouraging the players to connect their charac-
ters through backstory is an excellent way to head off
disputes at the pass. [t doesn't cost the players anything.
If anything, it offers them a great chance to think up
stirring tales of personal valor. Once there’s an indi-
vidual bond, their political debates can become a great
source of characterization. Each can try to persuade the
other to jump the fence and come around, which can be
great roleplaying, but you don't need to worry about
them coming to blows and derailing your plot.
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DEVIOUSNESS

A gathering of bleeding-heart, left-wing vegans is
probably a bad place for a Young Republican to start
talking about his plans for welfare mothers. Instead, he's
probably going to smile, nod and try to bring up a neutral
subject. This is doubly true among the fallen, for whom
politics can turn deadly in the blink of an eye. Some
Houses tend to be devious by nature, while others just
picked up the knack of keeping secrets during the course of
a long and ugly war. In either case, keeping a minority
opinion toyourself can be more than just polite good sense:
[t can be asurvival tactic. It's not like characters have their
faction names tattooed on their forehead, after all.

This secrecy can add another layer to the party
dynamic, if one member is secretly opposed to a lot of
the others’ beliefs. If you're up for it, you can allow the
odd man out to privately be a turncoat or even a
saboteur. Youand that player can keep it secret from the
other players or have it be a secret only to the charac-
ters, depending on how much your players care to
segregate player knowledge and character knowledge.

If you think having an actual traitor-by-the-deed
among your group is going to be a complication that
interferes with the game more than it improves it, you can
explain to the player that active treachery is disruptive.
Doing so just moves the conflict from the plot level to the
character level. Instead of his character betraying his
friends, the character has to decide how much he's willing
to compromise his own beliefs for them. Handled right, it
can be a rich source of inner conflic
Torment— and if he gets tired of inner conflict, there’s no
reason that he can't “see the light” and change factions.

Facx anp Ficrion

Like all political ideologies, it's easy to pigeonhole
an individual based on stereotypes. Seen from the
outside, all Faustians are callous manipulators, all
Luciferans are credulous idealists, and all Raveners are
mindless, anarchic destroyers. While such stereotypes
are sometimes useful to a Storyteller — particularly asa
tool to challenge the characters’ opinions and beliefs —
it’s important to distinguish perception from reality
when portraying the factions in your chronicle.

FAUSTIANS

The Faustian goal is almost stereotypically “de-
monic.” They want to conquer the world and turn it
against God. They're proud, they're powerful, and they're
absolutely confident that they're right. There are some
subtleties to the Faustians that you can use to good
effect, however, particularly if your players seem to
consider them a little too stereotypical.

First and foremost, many Faustians consider their
crusade to be at least as good for humanity as it is for
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demonkind. To them, mankind’s destiny is either to
become like God or to become one with God... or
possibly to replace Gad. It's pretty hazy, actually, but it
seems to be what God had in mind as well. Not all
Faustians are so benevolent, of course. Some see hu-
mans as fuel for theirdesires, which can be a good source
of conflict for Faustianprotagonists and a weapon smart
characters can use against Faustian antagonists.

Secondly, even a Faustian'with profound contempt
for individual humans still puts a great deal of effortinto
the berterment of the overall human condition. Doingso
just makes sense. You may not love a given tool, but you
still don’t leave it in the rain. You want it in good shape
so that it's reliably useful. AvFaustian wants a healthy,
happy, numerous human population for the same reason
a rancher wants a healthy, happy, numerous herd.

NOTABLE FAUSTIANS

The loudest, greatest and most powerful Faustian is
Belphigor. A Throne of the First House before the
rebellion and a high-ranking officer of the Crimson
Legion during the war, he is very much the Faustian's
Faustian. A war hero whose might and courage eamned
him the respect even of the Devourers, he was also a
brilliant strategist. His cunning often won him the day
against superior forces. When that failed, his dogged
arrogance often got him and his forces through setbacks
better than a more “realistic” reaction would.

Belphigor does not have a humble bone in his body, but
his great strength as a negotiator is his ability to project
respect to those with whom he speaks. If you're a lowly
Slayer, he can still look you right in the eye and movingly
speak of how it was the gruntson the ground who carried the
rebellion. If you're a fell knight,you’te the only one with the
boldness to appreciate his design. If you're a Reconciler, he
admires your optimismywhileifyou're a Ravener, headmires
your boldness. It won't stop him from killing you if he can't
turn yougbut you'll die feeling like an honored opponent.

In truth, Belphigor is merely hiding his Torment well.
His mixture of contemptand envy for humankind is at epic
levels. His conterapt rises because humans are so individu-
ally weak, so. powerless, so ignorant of the world’s truth, but
he envies them because they are still God's chosen, beloved
and forgiven. Part of him wants to leverage their favored
status in order toelevate himself to their level. Another part
wanits to drag them down to his meager station, so that he
can raise himself up by treading on their heads.

Belphiger was fortunate to be incarnared in the
bodyiof Paris Murdoe, a Coast Guard pararescue jumper.
Paris has rescued sailors by jumping from helicopters
into the middle of the ocean during force-10 gales, then
swimming to their boats while towing rescue gear.
Muzdoe is in peak physical condition, his handsome
features and muscular build belying the severe effects of
depression that eroded his soul and left him vulnerable
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to possession. Belphigor delights to have a vessel so
fitting to his magnificence.

While Belphigor broods in Arizona, Senivel travels
the world’s religious capitals, enjoying human faith and
human art equally. Changing her appearance and gen-
der at will, she’s walked around Vatican City in a nun’s
habit, circled the Dome of the Rock disguised as an
imam, and seen the great Reclining Buddha from a
monk’s perspective. But even as her heart rejoices at the
great stores of faith these sites represent, it galls her
keenly that she can get only so close, and no closer. For
the doors of St. Peter's Basilica sear her hands, the floor
of the Dome burns her feet, and even looking upon the
Reclining Buddha made her eyes itch and tear.

Unlike Belphigor, Senivel does not dwell on her
rejection, but rather works tirelessly to recruit fallen into
her faction. She does so from true belief — as a humanist
Faustian, she thinks she’s on the right track to repairing
the cosmos — and as a political maneuver. She’s one of
the few fallen who suspects that Belphigor has lost his
love for humanity, and she hopes that by recruiting
carefully, she can tip the Faustian balance toward her
own, humanistic stance. But she knows better than to act
against him directly or to make her suspicions known.
She knows can't out-fight the fearsome warlord, but she
thinks she may be able to out-think him.

Senivel's vessel is Héloise Tailleur, whose soul was
consumed in a two-year battle against anorexia that
ravaged mind and body alike. Senivel has cut all ties to
the Tailleurs, and she does her best to ignore the
memories and reactions of her 15-year-old host, but
sometimes the strengthof Héloise’ wonder or deli ght -
or anger — still surprises her.

UNNOTICED F‘ﬁu.hm NS

Like all factions, the Faustians count many in their
number who aren’t about toadmirit.One of these spies
is Goriel, a Devourer whuha.s ]éﬁﬁﬂ& d\gﬁaven-&rs and

who does nﬂthmg to restrain’| heir vi
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like this because it’s destablllzmg s
because they hope that, once t]:m
these regimes can be rebuilt along more

at least, more humanly prugresswﬁ-ﬁﬂ’i;nes

A more devious operative is Celest ot
One of the fallen, she refuses to reveal her real ngm*ﬂr

e
g

even her House. She's fascinated by the p::mﬁm EmﬂJ

influence of the Earthbound and well ku@ﬁﬁﬁﬁ’f ner:

dedication to learning their horrid secrets.”

This is a goal that no self-respecting factm'
possibly the Cryptics) would acknowledge. Itis alsa
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Celeste, the Faustians have it both ways. Belphigor and
Senivel have both openly declared their antagonism
toward this sort of research and offered a substantial
standing bounty for any fallen who is proved to be
investigating these mysteries. The foremost researcher
is, of course, the renegade Celeste Penobscott.

By publicly condemning her while privately support-
ing her, the Faustians have the best of both worlds. They
can capture or kill any rival researcher without looking
hypocritical, but any fallen who moves against their re-
searcher is more likely tohand her over for the reward (and,
presumably, destruction by the Faustians) than to simply
kill her out of hand. Furthermore, her “persecution” en-
courages other delvers into Earthbound lore to trust her.

RESOURCES

The Faustians would like everyone to believe that
they've got access to the remains of a dead cherub at the
bottom of Meteor Crater in Arizona, but in truth, they
have no such thing. The size and weight of the object
that fell to earth here (150 feet and 300,000 tons)
sounded right originally, but despite early Faustian
claims, no supporting evidence has yet been uncovered.
As for the time span, no two fallen can agree on how
long ago anything happened.

The “body,” believed to be that of an angel named
Vejovis, should be agold mine of power. Instead, Belphigor
is covering up the truth asbest he can and trying toconvince
everyone that the Faustians still have a huge tactical
advantage. He's done so by taking'the sect’s real tactical
advantages and crediting them to the Vejovis find.

One real tactical advantage i§ that the Faustians
have recovered two facets of Archangel Michael’ssword,
which was broken in battlé atithe fall of Genhinnom.
One is an actual sword, whieh some scholars think is the

one known in histety as “Excalibur.” (In any event, the
sword has adamage factor of Strength + 8 in the hands

of one of the ﬁllm} and it ean strike even immaterial

_ ,,f']:jﬂmgs Its damage: l&aggfavated ) Belphigor carries the

inconvenience the Faustians. He’ SEUrtmd?ﬁﬂaﬁiﬁf  weapon pe:scnallfm claiming that it was forged from

- Vejovis’s brain.

The Ravencrs  The orh

Faustians g&aﬁg&rﬁhmlmd special-case anomaly at the triple
rer bﬁumcfﬁry between mathematics, metaphysics and the

jaﬁg; &f the sword was something a little

T alw&rfﬂ It usedto physically occupy the space at

TR ”‘l‘.lp of ﬂ‘l&; S‘;WﬁTd and whenever Michael stabbed
ﬂh}rmn-: wfthlt the victim was partially severed from her
@;::onnﬂctmn to mankind.

. The Faustians have transformed this odd... thing...
ir.tta a bullet — a single bullet. The properties of the

G _ﬂﬂﬂmal'gihuwew-‘:r are such that when the bullet becomes
H'EE o ﬁh}rsical y distorted on impact, the anomaly seeks a new

.Specifically, it goes toanother bullet prepared as the

goal that every faction would secretly love to pulﬁiﬁ.ﬁxn
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as:-#xt iteration of the anomaly’s mathematical formula.
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In practical terms, the Faustians have a bunch of
bullets — 9 mm, .45 Colt, .38 Special — that are each
potentially enchanted, but the enchantment only hap-
pens serially. Once bullet #1 has been fired, bullet #2
becomes the magic bullet. After you shoot bullet #2, #3
becomes magic. Shooting #3 before #1 yields you nothing,
except that it breaks the chain. (You can't skip from #2 to
#4 without going through configuration #3, after all.)

Any fallen or Earthbound hit by one of these bullets
that is actively holding the anomaly loses a point of
temporary Faith. If the victim has no Faith left, then
one of her pacts of Faith is broken instead, breaking her
bond with a random thrall. Naturally, the Faustians are
careful handing these out... and they make sure that
everyone believes that their magic bullets are made
from the petrified remains of Vejovis's bones.

PROTAGONISTS

There are many ways to run a chronicle based on
Faustian characters. The “Cult Cadre” model is pretty
typical of how the Faustians like to operate, while
“Infiltrators” is more unusual.

Cult Cadre: Senivel herself asks the characters to go
to a small town in the western US and start up a branch
of the Church of Scientific Spirituality (see Chapter Five
of the Demon core rules for details). Their goals, in
chronological order are as follows: Establish a presence.
Recruit the desperate and marginal. Improve their lot
until they're effective advertisements for the CSS. Sub-
vert or discredit otherlocal churches. Establish non-CSS
front churches in other denominations to lure more
traditional believers. Enthrall or ensnare the richest and
most politically powerful citizens. Encourage trouble-
makers to leave town, preférably by incentive. Take over
and make the whole town a low-key Faustian outpost.

Infiltrators: The charactersare tapped to travel to
another faction’s stronghold and offerte join up. Once in
place, they are to gain the trust of the otherfaction while

sending information back to the Faustians. Once l:h’ey’re :
trusted enough, the Faustians may ask them to'sabotage,
subvert or even openly rebel against the other faction.

The faction targeted has @poewerful J.DﬂuEm:& on
the type of chronicle that results. lnfﬂttaﬁng Ravﬁ:ner& )
is going to involve combat dfpiﬁnﬁ?, in Erd&r fﬂt the :
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characters to both prove themselves and protect ﬂmhir
~ sneak inandsabotage the installation. Or, if they're more

secret. Sneaking into Cryptic or Reconciler camps
involves more subterfuge and intrigue as the characters

try to learn secrets and subvert those dem&nﬁ who lzeam 5

theirs. If discovered by those factions, the c:haracbe‘rs are

less likely to be attacked than to be fed false information

5
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The classic dilemma for an infiltrator cadre is, of

course, being ordered into action against Faustians. To

really get complicated, order them tomfiltrate the Faustians.

ANTAGORISTS

The Faustians make fine antagonists — clever
enough to stab you in the back, but bold enough to stab
youright in the face. Their machinations could evenru-
ally enslave the world if successful or damn it again if
they fail, but their work for global peace and health (no
matter how selfishly motivarted it is) makes opposing
them morally tricky.

The Faith Lab: A group of the more militant Faustians
— the ones who want to enslave, rather than elevate
mankind —has leased land in the middle of nowhere and
is performing dastardly experiments. Specifically, they're
kidnapping humans from areas where life is cheap and
attempting to condition them to be unthinkingly obedi-
ent and worshipful toward Faustian demons (or possibly
just to the experimenters themselves).

You can put the lab anywhere that's convenient to
your chronicle, though it fits better in the developing
world. If you put it in a developed nation, the fallen
running the place are going to need heavy-duty law-
enforcement pull to get it swept under the rug — which,
froma Storyteller perspective, could be agood thing. One
more fascinating challenge for the characters, right?

The first challenge is to find out about the lab in the
first place. The characters can dg so through investiga-
tion (as they trail an old enemy) or through politics.
The political angle is particularly tipe with possibility,
as outing the lab makes trouble for the Faustians from
the Reconcilers and Luciferans at the least. Yet, while
anyone might want to leavethe Faustians with egg on
their faces, they mighgawant the egg to actually be
thrown by someone €lse, in‘order to deflect the inevi-
table Faustian backlash. Therefore, they drop hints so
that the'characrers do their dirty work. Finally, a par-

 ticularly interesting ploy is'to have Senivel send them

in. She doesn’t approve of the experiment, and she

wants the characters to sabatage the results so that the
.-'Fausrmnﬁ cﬂnciudc that.it's a dead end.

-ond challenge is to get into the lab and
y) shut it down. If your players enjoy intrigue

| andstea]ﬂl this is their chance to have their characters

- direct, they can just roll up and assault the plzu,e (If you

think th!ﬁ 18 hkelm there's another reason to put itina
cve]:opmg nation. Bloody assaults on distant compounds
mfﬂr more plausible in, say, the mountains of northern

— whu.h -:uuld lead 1:11E|r Faustian cuntrﬂﬂﬂtﬁ tﬂ;‘hlﬂk i an in the mountains of western Colorado.)

-{"-\..

Onee inside, their actions may have profound re-

Lucnfenna 15111{{;1}* tO prov 1dLam1xafbuth mtrigue.m& -_j:@;ﬁcussmm What do they do with the human test

action, alongside the political machinations n

succeed in the highly structured Luciferan hlEI‘EﬁE_';-‘_:_ 3,

g

ts? In a warped version of waste-not-want-not,

| i&e‘?ausham kidnapped the worst criminals they could
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tind. (After all, the real proof of concept comes not from
making a saint faithful, but from making a murderous
thug faithful.) Do the characters just let these rapists,
murderers and terrorists wander away! In addition to
their natural proclivities, the test subjects may also be
potential Faith batteries for the Faustian bad guys. Do
the characters kill them? Keep them locked up? Just
how does doing so make the characters better than the
sickos running the lab? (Of course, the characters might
have no interest in being better, in which case you may
simply gloss over any moral quandaries. )

The final challenge is how they handle their ensuing
reputation as “the fallen who wrecked the lab.” They
might keep it secret, but secrecy is generally imperfect —
especially if some politician type tipped them off in the
first place. [tcould easily turn out that the characters were
led to the lab by a Cryptic or Ravener who's less inter-
ested in stopping a horrible abuse of human rights and
more interested in stealing the Faustian data and setting
up faith-zombies of his or her own.

This is all begging the question of whether you
actually can brainwash people to be genuinely worship-
ful. It's up to individual Storytellers to make that
decision, but the question is a good one to consider for
the themes of your chronicle. Can faith exist without
free will? If so, what does that say about humanity?

Power Behind the Throne: Stanislav Wrojie has
become the thrall of aFaustian Smurge In return for his
loyalty, the Scﬂurg&‘fis giving Wrojie's rivals and en-
EITHEE SETIUUE dlS’E'

This is a big

1l within his d:}mam, but he's
)
-.yet. He’sambitious, though,
ion fall conveniently ill puts

notnationally pmmi'
and having his compeg

him ahead of the packﬁ?‘? s

The twistis that Wroji¢isag
above realpolitik — look whgt
working toward regional stal
Even with a demonic patron, h
best hope for long-term impro Ve
state as distasteful but necessary fo
his great deeds. He’s willing to die toj
citizens, but he finds it much more gt
them instead. Losing his soul ™E

I'l'Dt

and hobble the region’s hope for il‘npm e,

give him a pass and let a Faustian thrall crawl tow;
leadership of a nation (even a small, impoverishé

As with the lab, this setup can inval
entanglements. Did someone tip off th
Does thatsomeone maybe have a thrall Cand1 date

¥ own lurking backstage? (In this case, there's un

¥ be a Faustian mole: This Wrojie operation is pe e
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acceptable to both wings of the faction.) Perhaps the
Raveners want the area weak so they can plunge it into
anarchy. Or perhaps some other supernatural group is
uneasy with the thought of a demon-influenced leader.

Even if the characters don't give a damn about the
repercussions of their actions on a bunch of ex-Soviets,
there are still considerable tactical challenges to taking
Wrojie down. He's got armed protectors, the law’s on
his side, the Faustians aren’t letting him go without a
fight, and he might just have support from a few blindly
optimistic, utterly ignorant, radiantly faithful area Mus-
lims who want to clean up their country.

THRD WHEELS

You may have a chronicle where characters aren't
Faustians, and the Faustians aren’t their enemies. This
doesn’t mean that the Faustians won't be involved. If
anything, the Faustians prefer to get involved with people
who aren't their enemies, but who can readily be sacri-
ficed. (Faustianswill sacrifice their friends, butnotreadily.)

“Third-wheel” Faustians want the characters to
consider them allies, but the Storyteller must always
remember that the Faustians are in it for themselves.
Unless they can convince factional rivals to convert to
Faustianism, they have zero interest in seeing disputes
settled. Instead, they're more likely to encourage the
rivalry (albeit with subtlety) since the energy the char-
acters and their enemies waste feuding is energy they're
not spending against the Faustians. Hence, they gener-
ally provide only minor, short- f::-':i:_;: , contingent aid in
return for a kickback. The underdog gets a discount on
the payoff, though. If it's a | %}Y underdog going
against the Cryptics or the Raveners, the payment may
be light indeed — since thee al'reward the Faustians

i nvenie hce their enemies.

48 ;: ’

“chronicle. Depending on how
v the other factions against one
nnc_&ai Faustian projects and come

sessful initiatives on their own,
ieve some or all of the following.
. The Faustians have a stronghold
presist a full-scale attack by any
and (perhaps more importantly)
danger from any human government.

N pstantial control of humanity. The Faustians

| mdubltabljr be closer to their goals if they were
trolling a million human beings. “Control” in the
“of 'guiding every aspect of their lives” as opposed
.direct Enthrallment

...dl"',"-"':h
| "g‘“ acknowledgment. Having it bemme an
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how to fight God is probably too much to expect, butit  still fighting the good fight and needs his loyal army to
would be a triumph if humanity began to widely accept  rally at his side. Many Faustians disregard it as some
(oreven consider) the Faustian philosophy of mankind’s ~ Luciferan propaganda trick, since the Morningstar just
inherent ability to become divine. doesn't fit in their scenario. Yet the Cryptics are the only

Mass harnessing of human faith. If the Faustians  fallen who take the facts as just the facts. They go only so
were able to successfully harness the collective faith of  far as to say that Lucifer’s still around, and that’s all.
10,000 thralls... well, they might be able to begin to With this clear-sighted openness, though, comes a
rewrite the cosmos. Depending on which wing of the  lack of focus. Willing to consider anything, the ques-
faction is ascendant, this power could be used to heal  tioners stand for nothing. Their faction is often stuck
the world or further bind it. reacting to the machinations of others, rather than
DECLINING FUTURE initiating plans of their own. By the time they hear

; , about what's going on, it's often too late to do anything.
[t's equally possible that your characters oppose the Wt : i
PATE. : The faction’s lack of ideology means that a lot of
Faustians’ schemes. Depending on how clever, lucky : : e
: very different Elohim are gathered under its banner.
and successful they are (and the scope of your chronicle)

h d o e e S After all, the litmus test is that one doesn’t believe in
b setie o Ras el anything, noteven the defeatist nihilismof the Raveners.
ruin. Some dreadful setbacks for the Faustians would

: This broad banner has made the faction the de facto
include any or all of these.

olitical dumping ground for the fallen. Its members
Becoming the outcasts. Currently, the most widely 5 Pne &

include demons too starry-eyed and romantic even for
despised faction is probably the Raveners. If the Faustians

| . the Reconcilers, too individually unreliable and crazy
were caught (or framed) doing something globally rep- £ the Raveners and too arrogantly power mad for the

rEhE“ﬂb}E* [h"?'!" “}ight srink to last place, which would  Eaustians. The Cryptics have a lot of variety, and some
put a serious kink in their plans, as every faction would . heir cliques have unique synergies, but it's also a
snoop on (and probably sabotage) their endeavors. volatile and unpredictable mix.
Mass defections. Substantial and frequent failures
NOTABLE CRUPTICS

could lead alot of fallen to simply give up on Faustianism.

Like Feudalism, it would become a disregarded philo- By far, the most famed (or infamous) Cryptic is
sophical backwater — one that was quaint, but nothing Ahrimal, incarnate as Gerhard Liebner. His position is

you'd want as a guide for life. A2 curious one, as he leads almost by default. He never

Philosophical rigidity. If either Belphigor or Senivel :; fought accladiiiot ohedicrice, bt the Chyptics give it
ever cements control of the faction, it could be aﬁa! QR theless because he is almost the perfect Cryptic by

s
ﬁah:re He's independent, he's not satisfied with the
unforeseen catastrophe. The humanist and diabolie P

wings of the Faustians don’t agree, but they w::::rk t th--ﬂﬁﬁﬁps he’s doggedly curious, and he’s not interested

e e N wDuldCduSEﬁlW inp _;rr,eu:herfc:-rlts:::wnsqkeDrmthepursultﬂfsomc
gether very well. Losing 8 spurious “new Eden.” The Cryptics respect him and

Faustians to lose heart altogether and drop out — or mfﬂ < hisilead becaise hie has nic’ interist: it leadinis
drop their guard, which is even m dlSﬂStF?% th 'ﬁ?—,&]ﬂﬁ gives nomhandates, Suggests no plans and has

Widespread ruin. The worse! ﬁ: life gets %r thﬁ b no idea w ho the “Librarians” of his faction really are.
citizens of planet Earth, the harder it is fof the Faustians «’Bul: whatéﬂﬂ{ he does, he can be sure that there are
to build their utopia. Widespread h ﬁ“ r, warfare or | ching and waiting to eagerly help him out,
epidemics could all make ,Ea!i&tiﬂll“ o6} el d worked in Berlin, but as one of the

« fidence in a -
better tomorrow look Fl:ﬁ%rlf@ollﬂ]ip A viTles inﬁe]d He'staken some time off from
C ‘”‘j”’_”;f’ac tﬁé pﬂllLe fDrCE mmem leavep.claiming post-trau-
Cﬁ IDTICS Aty : ,ﬁ“ﬁfhﬁfm‘y List case. (In
The great strer Qﬁ

rﬂ@ﬁ he's bemg \ the Cryptics, but Ahrimal
stated Eﬂﬂlslﬁfﬂtiﬁfw arsely hﬂpes* that tlﬁ dﬂbiﬂ{i% I'ldtl.]ﬁ:‘ of his excuse
purpose is also their great vestig

§ g ill le
[t'sastrength because meufﬁkﬂfmtmﬂs ‘iﬂl{
them from the Wl’ihﬁll thinking of the | e
Faustians. With no “party line” paradigm laile -Tl any grasp on reality. By the same token,
petceptions; the Cryptics are Iorciiygy to Uy A "r"’@ii:iﬁﬂ SO es wishes they would just leave
things as they are. Luciferans and Fa:ﬁ lans have an f**f“if' m alone. Themfulness is often we lcnme, but at
tunate tendency to interpret reality as they want it to be. the same time, it h:—]S s reek Gl
For instance, take Lucifer’s appearance in Los/Ange- i

les. The Luciferans take it as a sign that the Adve ; §iad = er, but he sees no reason it has to be him.

e

d he genum&ly believes that the';.r re the
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Part of the reason Ahrimal has the luxury of being
uncomfortable as a leader is that Gipontel is willing to
do the heavy lifting of real leadership while leaving the
public spotlight to Ahrimal.

Gipontel is housed in the pudgy, 60-year-old body of
ZviRadwanska, the manager of a small Bombay software
store. Bossy and domineering, the influence of the fallen
has made Zvi's neighbors marvel at his sudden change of
heart. Now the portly entrepreneur seems charming,
friendly and affable. No one has noticed how much more
efficient Zvi's business has become due to this alteration.

Gipontel does not genuinely care about making
human friends, he just finds them easier to manipulate
with rewards than with threats. He’s more interested in
reconnecting with the Elohim he fought beside in the
War of Wrath, but he has had little luck so far, despite
the best efforts of the Cryptics and their Library.

He hopes that he can recruit them to his cause and,
with their aid, turn it into something more meaningful
and purposeful. For, however much Ahrimal might seek
knowledge purely for its own sake, Gipontel knows that
knowledge is power — and power unused is meaning-
less. He forges connections to the other factions, even
though their philosophies don't immediately appeal,
because he hopes that one of them might grow into
something he can really stand behind. In this way, he's
perhaps even more of a perfect Cryptic than Ahrimal.
Gipontel has a mind so open that he even entertains the
possibility that the Cryptics could be wrong.

Gipontel likes having authority. Unlike mang

Cryptics, he actually pursues plans more than facts.

the only Elohim to know the identities of everyone in

the Library. But he has no desire to be admired and....
followed and watched all the time, any moré than

Ahrimal does. He's happy to have Ahrimal as a figure-

head, while he can remain the leader in fact.

UNmoTIcED CRUPTICS
The Cryprics are the onily fallen'who have not only

made common cause.with one of the Earthbound —

they count her ambng their number.

Harudha is notone of the major Earthbound, nutﬂne

of the 666 great demons who have been free of the Abyss
for thousands of years. She was, rather, a fallen Defiler
who found herself incarnate in Miu Liao, the abused
mistress of an unbalanced Hong Kong physician. After

possessing the body of Miu Liao, she joined the. prﬁﬁ- o

and began exploring Hong Kong andthe close mainiland.

Unfortunately for Miu/Harudha, shegot in over herhead
very quickly, becoming stuck in a deadly dispute between

twodemon-controlled gangs. Miuwaskilled, but Harudha..

managed to remain in the material world by anchering

herself to a physical reliquary.
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Before combining with Harudha — even before her
ill-considered affair with the married doctor— Miu had
been happily married, then widowed. (It was, in fact,
her desire to replace her lost husband that led her to her
foolish liaison.) Miu's pure memories had humanized
Harudha and served as a bulwark against Torment. It
was only natural that when Harudha died, she used
Miu's carefully preserved wedding dress as her reliquary.

Harudha managed to call one of her thralls, and he
recovered the dress. It is now in the possession of the
Cryptics. They are very secretive about their connection
to one of the “monstrous Earthbound,” but, at the same
time, they are unwilling to simply abandon an agent who
worked hard and had bad luck. Especially when she
might provide tremendous insight into the Earthbound:
especially their nature, their weaknesses and why they
seem to lose their connection to humanity so completely.

RESOURCES

The most well-known and obvious resources for
Cryptics are the Scelestinomicon and the Crucianomicon —
their catalogues of (respectively) fallen and Earthbound.

The Scelestinomicon is something of a yearbook cum
phone directory cum intelligence dossier. Simply put,
every Cryptic is encouraged to report everything they
know about every fallen angel to the central
Scelestinomicon committee. Mortal names, House infor-
mation, original role in the Holy Host, subsequent rank

in the Infernal Host, activities during the war — these
- sorts of data are pretty common for many Elohim. The
- Cryptics have that much dirt on a good 70% of the

Compiling the Scelestinomicon and Crucianomicon'was 'Jngels who fell from Heaven.

his idea. As first and chief amﬂng the Quaesitori, l;xe ie1 5

More recent and useful data — such as names and
IULdtlﬂnﬁ of current human hosts, faction identification

~and current plans — is less common. Perhaps only 15%

.dfthf: fallen on Earth have data like that in the book.

Many who are so registered are themselves Cryptics.
[nformation.on True Names is terribly rare. Only two

_.ﬁerc ent of the Unholy Host have their True Names listed
in the Scelestinomicon, and all of those are listed because
-"th;eirsupcrinrs are Cryptics Whr} decided to reveal them.

The Crucianomicon has identified 11 Earthbound
damnm by locationor reliquary. Each entry has pages and
pages of speculation about the history and activities of
theentity in question, along with lists of thralls, potential
agents and suspected goals. About six have been identi-
fied by Celestial Name as well, which has usually led to
idenriﬁcamﬁn:b"} House, position, rank and history in the
Age of Wrath. No True Names of Earthbound demons

'have Been recordéd in the Crucianomicon.

These aren’t big, leather-bound tomes on a shelf

somewhere, but neither are they tidily typed Rich Text
- Format files waiting to be hacked and posted on the
: Internet Both forms have their drawbacks. Single texts
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are too fragile and hard to access, while computer files
are too easy to steal and copy. The Cryptics have a
solution that they hope solves both problems.

Instead of being written down, 14 fallen — wo
from each House — have dedicated themselves to
memorizing every word of every page of one of thé texts,
verbatim. Collectively called “the Library” or “the
Librarians,” these 14 demons are essentially the heartiof
the Cryptic faction. Their names, locations and identi-
ties are carefully concealed.

Their identities are known only to seven demons
(again, one from each House) called “the Quaesitori”
(singular is “Quaesitor” ifyou're being polite). As the
public faces of the Library, theyeach know the names of
four Librarianss— two who've memorized the
Crucianomicon and two who know the Scelestinoniicon.
When an approved request for information about one of
the fallen or Earthbound'is presented toa Quaesitor, she
invokes the two Librarians and copies down ‘exactly
what they tell her. If there's a discrepancy, she gaes to
another Queesitor for a third comparison. Minor errors
are simply pointed out to the forgetful LibrarianyBig
problems could lead to more severe measures, such as
replacing a Librarian, but everyone hopes itwon't come
to that since the old Librarian could never be released
with such precious knowledge.

Naturally, the Quzesitori are very tough, fanatically
defended and very busy. Getting one of them to ask a
guestion for you is fairly easy if you're a Crypric, though
they always insist on knowing why you want to know,
and your answer about why then goes into your

Scelestinomiconentry. If you're outside the faction, you're

going to need to either befriend a Cryptic or pay up —
preferably with information, and it better be juicy. (The
faction wen't pay'out for information the Librarians
already have; unless it was something doubtful that's
been confirmeds If they don't like you, they may just

listen to the information offered and say they already

knew it, even if they didn’s.)

PROTAGONISTS

A chronicle with Cryptic protagonists offers a lot of
versatility and flexibility. The standard story for Cryptic
cadres involves hearing about something weird and go-
ing to find out what it is. Pretty simple, really. As
Cryptics, the characters already have a strong motivation
to go nosing around where they aren’t wanted. The
biggest potential drawback is that such a chronicle can
beeome scattered, infocussed and episodic. For some

players, that simplyisn’t a problem. They may even like

the “mystery of the week” setup where adventures aren’t
necessarily connected to previous ones. Less to keep
track of that way, certainly. But if you want a more typical




allle

), v
chmnicle with a core plot, buildup and climax, you may
need to work a little harder with Cryptic characters.

One way to swing this is to have a subtle, connecting
factor in your mind that strings together a series of seem-
ingly disparate events. For example, you could decide that
the reason for unexplained goings on in the cabal’s town is
that there are minions of the Earthbound running around.
Earthbound thralls are diverse antagonists, and they are
often well camouflaged by default. Take events that have
no obvious connection — say, a local demon suddenly
starts acting as though he were master of the city; thugs
assault one of the characters in his home, for no apparent
reason; and another character has two of her thralls
suddenly get cold feet about their pacts. On the surface,
there's no unity to these mysteries. But in fact, one of the
more subtle minions has been getting to both the thralls
and the ambitious demon, while more aggressive hunters
are targeting one of the characters. Once the characters
put the clues together, everything falls into place.

The exact opposite of that approach can also work.
If you have ambitious, scheming players who build
ambitious, scheming characters, you might get a lot of
mileage out of just releasing the reins and reacting to
their plots. As Cryptics, this freedom may earn them
attention (good or bad) from their fellows. Success at
some grand scheme (of the type that Luciferans and
Faustians take for granted) is more impressive to Cryptics.
Failure, by the same token, is more damning.

Two other Cryptic chronicle seeds follow.

Uncovering the Traitor. The Cryptics have good —

not great — indications that one of the fallen has sold.out
to a powerful Earthbound. Normally, this would be sad but
not terribly alarming. This fallen, however, is pmminmt
within one of the other factions (Faustian and Luciferan are
good choices). Temptingasitisto let thembe subverted and

corrupted, letting one of the Earthbound get that nmd':

power just will not do. The characters are sefit to stop the

Earthbound's mole. Unfortunately, he's too tough to assas-
sinate, too connected to simply oust and teo popular to fall
to a smear campaign. To suceeed, the chai"lcters are going
to have to attack him on three fronts— political, mystical’
and physical — all avonce, without tipping their hands. It's
going to be alonghaul, but the payofffor the bad guy isalong
fall. (Make sure that the characl:ers have plenty of good
reasons to really, TE{IH}' hate this guy. Itll make the EEtbﬁt:kS
more personal and the triumph sweeter.) . |

Strike Team. The faction’s reputation as a gang of

neurasthenic scholars is not completely inaccurate, ats

least when compared to such militant groups as the
Raveners and the Luciferans. b

Burt the faction does need heavies, and it has them.
your characters.

[f your players want a combat-heavy Chmmd&"ﬁ'ﬁh

a brain, they could do worse than playing this factmns

-l
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goon squad (or one faction goon squad). If a small
investigation cadre goes missing, the characters go in to
figure out where it went and punish anyone responsible
for any wrongdoing. Fallen in a city are trying to muscle
the Cryptics out? The characters go in to push back.
This isnotapure guns-blazing slaughterfest, though.
The characters do need to be smart, because they are
going to be frequently traveling to unfamiliar, unsafe
and uncertain situations. They have the muscle to get
results, if they apply it correctly. If they just flail around
wildly, they're going to get everyone mad at them.
Played correctly, the characters become the de-
mons you don’t want to mess with. Played foolishly,
[hey' become the demons everyone has to mess with.

ANTAGONISTS

Cryptics make interesting antagonists for the same
reasons they can make good protagonists. They're mo-
bile, they're well informed, and they're interested in
everything. As a bonus, their lack of dogma means that
there’s a Cryptic who's going to hate your characters, no
matter what they're after.

The question is, what can they do? They don’t have
the hierarchy of the Luciferans or the fearsomeness of
the Raveners. What's the threat!

The threat is information.

The threat is, they know everyone who might have
a score to settle with you, dating back to the Age of
Wrath. The threat is, all your old enemies now know

your host body, name and location. The threat is that
fallen you've never heard of, but whose agendas are

_incompatible with yours, are coming out of the wood-

-w&rk every time you turn your back. And if *,rmu ve got

a beef with someone — like, say, a superior you've been

reluctant to summon out of the Abyss — any informa-

_tion that someonehas — like, say, your True Name —
might windup in the Scelestinomicon.

Crypties ¢an be petty and mean and subtle and

wvindictive, and striking back is tricky because youdonot

want the notation “killed a Crypric”
Scefﬂs tinomicon entry.

‘Rosemary’s Baby. It was bound to happen sooner or
lai:er One of the fallen has inhabited the body of Rose-
mar? Moyer, and Rﬂsmnar}r Moyer isfive months pregnant.

Demons of ‘either gender are sterile, of course.
Wtﬂmut the divine spark of God’s favor, there’s no way
‘they can congribute to the creation of a new soul, 5o it’s
probably just as well that they can't create soulless
offspring in human, bodies. But Rosemary’s baby was
“valready conceived, and it didn't perish when its mother
‘was possessed. As far as anyone, mortal or demon, can
determine, the mortal child is alive within her.

The Cryptics are (of course) quite curious about
what s going to happen. Will she miscarry? Will the

In your
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fallen in Rosemary’s body be able to combine the
infant’s nascent Faith with its own diabolical powers!
Or does a fetus even have the holy spark yet?

Unfortunately for the Cryptics, they don't know
which spirit has entered Rosemary’s body. Unfortu-
nately for the characters, they do know. Can they
protect or hide her until she comes to term — assuming
she even does!

Escape From the “I” Stacks. One of the characters
hears from a close friend who fought beside her in the
War of Wrath. This pal is in a bad spot. He signed up
with the Cryptics and became one of their Librarians,
but now he wants out. He's come to believe in [whatever
faction the characters are with], and he furthermore got
wind that the Cryptics are planning a major move
against them. Spring him from his imprisonment and
getacopy of one of the Two Tomes, current as of the day
he's freed. Of course, he doesn’t know where exactly he
is (part of the “protection” scheme), and there are lots
of tough fighters guarding him... but is that going to
stop fallen heroes? Of course not.

If you want to add another level of complexity, you
can even decide that this friend is actually a mole and
that the whole elaborate “rescue” is set up so that he can
feed false information to one of the factions.

THmp WHEELS

This faction makes a superb Storyteller tool when
its members are neither protagonists nor antagonists,
because they have something to offer everyone, and
everyone has something to offer them. As a central
switching-house for information, they can give either
side (the charactersor their enemies) a little edge when
they need it — just Eﬁﬂﬁgh inside information to keep
things interesting. Tot putiit another.way, the Cr}rpﬂcs
aresuperb agents of play bﬁ%a[f;;ge [f the charactersaren’t
getting enough ch& "fm
opposition sells somethingo: )
for the data that they need to hose
the characters. Similarly, if the chare ters are stu
Cryptics make fine clue dlspenseré%- R

THrRIvING FuTURE

Characters who are particularly Efﬁéﬂ Ve
the faction any of the following b{:--:ms

I'Iitar;zurt:h*g,T The Cn?ptics are ch

bunch of pempl& who believe i
characters can get them to foll®
sibility, they can make ,;:ﬁ . '.J_E:__
as efficient. Asa bonus n, mlgﬁt be the ones in charge.

Political InﬂuE%ce Currently, the faction is a
player ininter- factmnal politics. Itsstance of disinterest
in accomplishing set goals could make it the player. By

o TN

-'.ﬂ,,__ eir Dppomtmn, the: § 1

he fu ion does ea.sll'g.r twnce“‘m i
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becoming the impartial adjudicator of the efforts of
other fallen, the faction can influence how much other
factions tolerate or oppose one another.

Mystic Might. Conversely, the faction might just
get a bunch of True Names or artifacts dating from the
war. If you're interested in running a risky crossover
chronicle, this faction might be the one that manipu-
lates the imbued on a large scale, enthralls a group of
rogue mages or allies with one of the vampire factions.
(See Chapter Five for details on the other supernatural

denizens of the World of Darkness.)

DrecLmmisG FaTure

Bad news for the Cryptics could come in either or
both of the following flavors, especially if bright charac-
ters oppose them or dumb characters support them.

Open-Source Demonology. Losing one of the Li-
brarians to another faction would be a terrible blow. It
wouldn't be crippling— each Librarian only knows one
of the Two Tomes — but it would cost the Cryptics a lot
of bargaining power. Losing both would be a disaster.
Losing either to all the factions would be a disaster
compounded by a catastrophe. And losing both? The
Cryptics would cease to exist as a meaningful political
force. They'd be more like a demonic social club.

Ideological Fragmentation. Currently, the faction
has no focus, which makes it a big tent into which many
beliefs can fit. It could easily become heavily politicized,
as sub-factions within'struggle to make their vision of a

qu::tic future the “right” one.
L@cxﬁﬁmm

" The Lugiferan position is, essentially, “Just because we
Wery E‘Damd in chains of fire and flung into Hell for 10,000

ars doésn't mean we lost.” They're still fighting the gmd
“bad) fight, still obeying orders, still ready to deploy
tantly at the command of their great leader—or, until he

4 "% s up, at the command of the ranking demon in charge.

ere the Faustians are more like a corporation
h- d "i:he Cryptics are like a college faculty, the Luciferans

L L]

S '_ are ﬂa:n army. T otal compliance to SUPETIOFs 1s expected,

 total compliance from inferiors=Afell knight might
ect uﬂy dmagree with' -(h& theories or analysis of a
he sz aprivate in the USMC might
: dmg officer in the field. Eut as
,.f,;,fh;’r‘*‘i"?'*‘-"i"' " -"’n‘*'f*' ringorders is just not tolerated.
ﬂ; | the origin of Elohim;. hun@m{ar, ‘ifsyou prefer,
’1--& ierice) is pretty much second nature, even if there
S0 casmnal anomalies.

gammg information, setnng up asecure com-
ons network and trying to recruit partisans.
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What's interesting is that they're not fighting the
enemy they expected. During its imprisonment, “Lucifer’s
Army” endlessly discussed the strategies to use upon its
release. For thousands of years, that’s all some of the
Luciferans thought about. All that thought, however,
was predicated on the idea that they'd emerge and find
the Holy Host waiting for them. Yet, such was not to be.

Instead of aunified army of the empyrean, Luciferans
find themselves arrayed against the Earthbound, rival
groups of fallen and, most importantly, against vast
numbers of technologically sophisticated and philo-
sophically jaded humans.

Lucifer's Army has therefore divided itself into three
legions, harking back to the glorious legions of old. The
first (and largest) is the Legion of Majestic Liberation,
whose stated purpose is to find Lucifer and free him from
imprisonment. (It'san article of faith that Lucifermust be
imprisoned — otherwise he'd respond to the cries of his
followers.) The second is the Legion of Glorious Victory
— the faction's actual frontline warriors. The third is the
Legion of Stark Defiance, whose duty is to cement the
position of the army on Earth.

The Legion of Majestic Liberation has primarily
become an investigative organ. It is trying to set up its
own version of the Cryptics’ Scelestinomicon, though the
Luciferan version is much less concerned with history
and more focused on current contact data.

At this time, the Legion of Glorious Victory is in
disarray. Without an enemy to fight (or with, perhaps, too
many) there's no clear goal for which they strive. Undi-
rected, they act at the whim of the handful of free lords and
fell knights in the pursuit of private ambitions or personal
grudges. Orders are given, only to be countermanded or
“lost” somewhere along the chain of command. No two
units in the Legion of Glarieus Victory have fought each
other yet, but many feel that it’s. only a matter of time.

The Legion of Statk.Defiance. is the smallest and

least prestigious legion, but it's:the:busiest. Its loose |
mandate is to provide for the need&of the other two
legions — typically envisioned as :;.mng ucting x;iafgn-r
sive emplacements. In practice, it's also ‘bﬁ:en saddled
with setting up a secondary communications nﬂtwmf(
organizing safe houses and establishing Sﬂurﬁﬂﬁ*@fﬂalth

These are not glorious, noble tasks, and the first two
legions tend to look down at the Legion of Stark
Defiance. If the Legion of Glorious Vlert{::r‘,r 1s~a~ the

warrior arm and the Legion of Majestics

Defiance the bureaucrats. & b

As it happens, this mﬁm&that the Legmn of Starlc
Defiance has the ‘most actual power of any legion. Its
angels are the onés who are getting things done while the
others pick fights or fruitlessly comb California for the
missing Morningstar. Angels of the Legion of Stark

T NN

leads, that makes members of the ]-éﬁﬂﬂﬂ of g‘tﬂfk“ ';'mgthatmumph15herdmastmu&cnmmandmthean‘ut’lm.s
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Defiance are technically subservient, but if you piss them
off, you'll rapidly find yourself out of Faith with nowhere
to run and no backup coming. They have to prioritize,
and there's always a Victory Archduke or Liberation
Overlord who's willing to back them up. The other
legions have ceded so many of the mundane, everyday
details of the faction's operations to the Legion of Stark
Defiance (while they concentrate on things they con-
sider more important) thatanything requiring integration
— really, anything other than combat or gathering
information — falls under this legion’s rubric.

NOTABLE LACIFERANS

Grifiel the Devourer, Sword of Glorious Victory,
returned to Earth in the body of a 15-year-old German
drug addict. It doesn’t matter much, though. His powers
are sophisticated enough that he no longer resembles
poor Frank Grossheim. In fact, he barely bothers to
maintain ahuman fagade most of the time. When he does
need to pass, he looks like a short, grotesquely muscled
man with a curiously smooth face. As a human, he must
fight to hold his horns back and his teeth in, which gives
his brow and jaw a bulging, repulsive appearance.

The Devil Nazathor, on the other hand, prefers to
remain in the form of Agatha Murfee, a Brazilian woman
in her 40s. Agatha lived a life of misery and squalor, but
Nazathor has reinvented her as a woman of class, wealth,
privilege and taste. The “new” Agatha is beautiful in a
nonsexual way — it's the austere beauty of a classic statue.
Herresidence of record is in Rio de Janeiro, but she’s spent
a lot of time in Los Angeles. Supposedly she’s been there
overseeing the receiving end of her coffee export business.
In reality, she’s been spearheading the search for Lucifer.

USNOTICED LUCIFERANS

Lady Azacachia is in charge of the Legion of Stark
Itﬁance and while she’s pretty much ignored outside
Lut;’;[fer s Army, she's quite well known within it.

- The Malefactor Azacachia, incarnate in the over-

- weight and middle-aged body of an American widow

{rfmther of three) named DeTeesha Morris, is loud,

ssive and brash. She's gotten into yelling lT'l"ltChES

wath Grifiel and gotten herway from him. (He also
ﬁmke her jaw, according to-her.)

" Herservice recordisas colorful as Azacachia’s choice in
dﬂtfhﬁ She was one of the thiree primary architects in the
Wl.ﬂar Vejovis Assault” — the firstrebel operation to
“ stalk and assassinate one of the Holy Host. Counterbalanc-

ﬂf the Momning. The, facts on the ground are that her
demonic forces withdrew without taking a single casualty,
wiﬁ].e her human followers were slaughtered en masse by
Noyalist Slayers. Her version is that she could tell a massacre
was coming and tried to get everyone to safety — it's not her
fault the-humans couldn't keep up with the demons.
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As leader of the Defiant Legion, she’s an open and
unabashed deal-maker. You want a piece of the re-
sources she commands! Okay, what's it worth to you?
While her frankly mercenary attitude sickens and en-
rages many within theLegion of Glorious Victory and
that of Majestic Liberation, she’s too tight with the
commanders of those legions (who always get exactly
what they want, when theywant it) to be ousted from
office. One angry lérd simply, tried to assassinate her,
but she managed to strikésan impressive balance be-
tween speed and pain when shedispatehed him instead.

Azacachia's mercenary attitude has ledked down

through the entire legion. Arguably, this impedes the
efficiency of the army as a whole, but'it certainly keeps
the II'iEt‘T-‘lt‘gIUl'l politics balanced. Besides, the legion
needs some way to allocate scarce resources, Ideally; it
would go to those with the greatest need, but inprac-
tice, everyone thinks their need is the greatest.: Whenno
crushing necessity is abvious, greed forkickbacks breaks
ties as well as anything else.

B | 5 b '\ Y

RESOURCES
Some members ofthe Legion of Majestic Liberation
have gotten a littlesidesracked in their search for Lucifer.
Instead of seeking the Prince of the Fallen, they found
pieces of the destroyed demon Melech. It began when a
patrol ef Luciferan Slayers stumbled across a fragment of

Melech’s form embedded in the surreal landscape of the
shadow lands. Sincé they brought it back into the physi-
caliworld, théy Have been attempting to use it like a
diviningrodtofind other remaining fragments of Melech’s
soulin the'hopes of restrrecting him. Such a resurrection
would produce something rather different from a stan-
dardfallen, or even one of the Earthbound. The fallen are
proportionately “a tithe of their
previous selves. A resurrected Melech might have only
tour parts out of thousands — but those four parts would

be at full strength.
The Legion of Glorious Victory seized a somewhat

more mundane resource during an actien’in Angola. It

succeeded in seizing a diamond mine by force — acting
so swiftly.that no humansescaped with tales of demonic
invasion. The huthans there have now been “per-
suaded” to enthrall thémselves to Luciferans, and the
mine (having been bought féra.song by a Legion of
Stark Defiance front company) is more pmd uctive than
ever. This gives the Luciferans a solid financial basis
1ﬂdept‘ndﬂnt {}'f I'['l’:r"""jtif_, POWETL :H'l'd Li]r_lII'll'.JnLl.."'- dal'c
valuable, legal, hard to trace and easy to smuggle.

PROTAGONISTS

Lucifer's Army is, perhaps, the simplest faction to
use ‘@§ protagonists. (Something to keep in mind, par-
ticularly, if you're new to storytelling or if you have

L]
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IHERI.‘IE‘FIEHEEC] players.) Because the hierarchy is so
rigid, it's very easy for the Storyteller to get the charac-
ters involved in things (by sending them on a mission),
and it’s easy to throw them some rope if they're going
down for the third time (by sending backup from HQ).
The petty squabbling between and within legions pro-
vides a good excuse for not helping them too much or too
often, but it's there when they really need it.

The factors that make this faction attractive for
novices can make it a bit stifling for more experienced
eamers. The way around this perceived limit is to play
up the political infighting. Even if the characters are
respected officers, they’ve got rivals trying to steal their
resources, send them into mortal danger or scoop them
on important discoveries. Factor in scheming above
and insubordination below, and middle-rank Luciferans
suddenly becomes complex enough for the most jaded
player — and that’s without even considering other
factions and the Earthbound.

Military Police. Demons who all have high ranks
in Lucifer's Army might be called upon to serve as
military police. Depending on which legion they were
in, their duties would include external investigation or
combat or support-building — but in addition to their
legion obligations, they would also police the army as a
whole. If afell knight goes renegade, the characters take
him down. If a mole is leaking info, the characters ferret
him out. If an enemy is captured, the characters guard
him until a decision about his fate is reached.

This job gives the characters a lot of influence,
since a police investigation is never good for one's
reputation. (And.demons — especially Luciferans in
the Legion of Glorious Victory — care a lot about
reputation.) It also puts the characters in a precarious
political position, though. They might wind up being
one leader's pawn againstanother. Worst of all, if they
make enemies inside‘their awn faction, they may not
have backup against external foes, Yetr on the plus side,
there are plenty of chances for graft and.corruption.

[t's a dirty job, all right, but someone’s got te do.it.
Mutiny. This model works best for characrers who
are in the Legion of Glorious Victﬂr}, but 1t 'E'EI‘J. be

adapted for any legion.

The characters are all underlings to a Ei'ﬂgle more
powerful (or, perhaps, simply more 1nﬂuenn91] demon,

and their commander is unfit to lead, Maybe he'ssold out
ro another faction (or an Earthbound, Drﬁcmﬁeﬂnng else
entirely). Maybe he's a coward; or he can’t control hts

Torment. Maybe he’s just incompetent. In any event, he -
shouldn’t be running the shew, and the characters suffer |

for it. Their optiors allléad to plot complications. They
can “frag the lieugenant” and trade their current problem
for the problems of a cover-up (because Lucifer’s Army
does net tolerate that sort of thing) or the problems of
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fleeing the army and convincing a new faction that
they're not spies. Alternatively, they can go on mission
after mission trying to overcome his inability. One final
possibility is that they can appeal to a higher authority
and — if they have ample evidence of their boss’ failures
and don’t mind roleplaying a courtroom drama — they
could get him replaced. Of course, he'll be doing every-
thing he can to avenge himself on them for humiliating
him, but if you have to have an enemy, it's better to have
an incompetent one, right!?

ANTAGONISTS

The organization and discipline of Lucifer's Army
makes it a great source for antagonists. They're stift-
necked, proud and relentless. If you kill one, they send
two to take his place. The only way to make peace with
them is by surrendering or by defeating them utterly
(and since they considered damnation to Hell a “rem-
porary setback,” it’s awfully hard to get them to admit
defeat). That's not to say they're insane, though. If
fighting the characters is costing them too much (either
in personnel or in reputation) they're willing to sign a
truce or armistice. They even abide by the letter of the
agreement as long as the characters do — while doing
everything they can to contravene its spirit.

Into the Labyrinth. Someone — the characters, the
Luciferans or a third-wheel faction — has discovered the
entry to some kind of extradimensional “shadow realm.”
Maybe it's a fortress leftover from the Age of Wrath. Maybe
it's an abandoned nephilim bolt-hole, or the hidden citadel
of the feared malhim. Whatever it is, it's falling apart, and
under the samepressures that weakened the Abyss, it could
implode atany moment. Yet one could find goodies of some
sort inside’ (be they ancient weapons, tomes with True
Namies ~— whatever suits your chronicle best). Not only
tha, it's got some increasingly desperate original inhabit-
ants trapped within, too maddened to deal with, familiar
with all the traps and violent toward all strangers.

Lucifer's Army has sent in a squad. So has the third-

* ':=1i'§3£_E¢l faction. Do the characters dare go inside, or do
‘they let the Luciferans cherry-pick thetreasure!

. The False Prophet. After the characters have
mrrgled with Lucifer’'s Armyacouple of times—enough

that ﬂ'\E]F reall hate them — a demon from another
- f&ﬂt_l{}ﬂ_._&ppl’%ﬂhﬁﬁ them with a proposal. He's got a

buddy who-can, with some fariey. footwork and con-
certed effort, pass for Lucifer. They're going to try and

| _fﬂlst this fake Lucifer off on the army and effectively
subvert it from the very top. Naturally, there’s all kinds
* of gravy in it for the characters if they le} along, but

their rask is dangerous. They have to “find” this pre-
tender and do EE’ET‘,’I:]JITIL in their power to keep the
Luciferans from “rescuing” him. The harder they fight,
the more persuasive the ruse. Are they up for it?
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Assuming they join the conspiracy, how do they
respond when they learn (quite contrary to the intentions
of their “ally”) that the faux-Morningstar can pass because
he’s the pawn of one of the Earthbound? Do they let the
alien evil take over, then reveal the deception to the other
factions — possibly destroying the Luciferans altogether!
Or do they alert their enemies to the danger of the
conspiracy, mending fences and making peace with the
army. .. if the army believes them and doesn’t think it's
some convoluted scheme to discredit the real Lucifer?

Trrp WHEELS

The Luciferans aren’t necessarily the best third wheels
because their goals are so solid and their structure sorigid.
[t's hard to distract them enough that they'll break a tie
between two other power groups. The exception (of
course) is if one of the groups attacks them, or if there’s
some “find Lucifer” angle to drag them in.

That’s not to say they ignore politics. (They’re still
demons, after all.) Perhaps the simplest way to get them
to do one’s dirty work is to make it look like some other
group is so weak in a particular place that they can go in
and rob them of their Faith/ strategic position/ mortal
pawns without a lot of effort. If the characters make
some rival look like a ripe fruit that's going to fall into
the hands of the first faction to poke at it, the Luciferans
might do just that. And once the Luciferans have gotten
involved, they tend to stay involved.

Of course, the flip-side is that there’s nothing to
stop the characters’ rivals from pulling:the same trick
and getting Lucifer’s Army ml:ﬁ[ﬁsted in taking down
the characters first.

Turrvma DATURE

The ultimate future of the soldiers of Lumfer’s
Army depends largely on how Lucifer reacts to them
when (or if) they finally find him. If the players’ char-
acters accomplish this momentous task, their behavior
is quite likely to influence the Momingstar's decision
about his would-be followers.

Lucifer Triumphant. If Lucifer decides to resume his
position at the haad Chfﬂ'lﬁf&tttﬂnflt s a tremendous boon.
First and foremost, he is far more powerful than any mere
fallen. Unlike them, he escaped the punishment of having
most of his power stripped. The Adversary could'go toe to
toe with the strongest Earthbound and have a better-than-
even chance. Secondly, he's still aname to conjure with in
demon society. Many Faustians and Cryptics would join
Lucifer’'s Army if he led it in fact instead of name. Even the
Reconcilersand Ravenerswouldlose membersinto Lucifer's
fold. But most importantly perhaps, he would unify the
faction itself. One ofhis less flashy qualities is a genius for
organization. He would quickly strip the army down and
rebuild it into something twice as efficient as it is now,
possibly even re-forming the fi'JE legmns of annquit',r
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On the other hand, Lucifer may well be fed up with
being the guy on the white horse that the other side
wants to crush. His reaction to being found might be the
Enochian version of, “Scram kid, you bother me.”

Lucifer Defiant. If the Morningstar repudiates his
army, the faction collapses overnight. Demons defect in
hordes, either fleeing to other factions (mostly Ravener,
with Faustian in second place) or becoming splinter
groups under any number of would-be dukes or overlords.

Grifiel cannotsurvive rejection by Lucifer. If spurned,
he comes crawling back, begging acceptance, again and
again until Lucifereither (1) relentsand accepts hisfealty
or (2) destroys him utterly. As for Nazathor, her wrath
just makes her crave the Morningstar’s death.

Lucifer Bound. A final possibility is that Lucifer
rejects the mantle of leadership, but does so privately. If
only a few people know he’s not coming back to the
army, Nazathor swears them to secrecy and crafts an
immense ruse. She tells the army that they're still
looking for Lucifer, while privately ensuring that they
never find him again. This means that the conspirators
have to stay close to the Adversary (not the safest place
to be), and it means that they're the first against the wall
if the deception is ever discovered.

A particularly daring variation on this future is that
the conspiracy actually captures Lucifer. (Not an easy
task;-but not an impossible one.) Keeping him impris-
oned, they either continue their phony search or—even
bolder — present ademon who claims to be Lucifer. The

lauaihﬂlt',r of the pretender determines whether this
results in defections from other groups, defections to
them or— the mostinteresting option —both. Luciferans
think he can't be the real Lucifer, so they go off to the
Faustians or even Cryptlcs while demons from other
factions crave leadership so much that they're willing to
be misled. Such newcomers might (ironically) rise quickly
through Luciferan ranks, since they're less likely to
question. the identityof “the Momingstar.”
RAVENERS |

The Ravener rep boils down to “big, dumb and ultra-
violent.” Certainly they're the most brazen and destructive
of the fallen, but dismissing them as drooling thugs who
can barely remember to load the ignition cartndges into
their flame-throwers isn’t just mistake

First off, the assumption that they're stupid is not
correct. Sure, you find some foolish Raveners, but no
more than in any other faction. The leadership isn't
embracing earnage for lack of a gentler alternative —
they're doing it because they've considered the alterna-
tivesandfound none of them plausible. They're nihilists,

only spiteful. They've accepted that they can’t win, so
they’re going to rob the winners of victory’s sweetness.
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Initially, this doctrine is unlikely to appeal to the
characters, but keep in mind that every setback, every
failed plan, every time they lose it to Torment... the
Raveners can just shake their heads, roll their eyes and
say, “We told you so.” Now who looks stupid?

Most Raveners are combat veterans from the War of
Wrath. In fact, this group probably boasts the highest
percentage of warriors who were actually in the front
lines, getting mangled, getting hurt and hurting others.
Those aren’t experiences that lead you to be reckless and
headstrong. They make you cunning and confident. A
Devourer who's got a lot of kills racked up in his history
has nothing to prove. If he doesn’t like the way a fight's
going, it's not going to hurt his pride to bugger off and
come back when the odds are more to his liking. Raveners
don’t create, they destroy, and they're good at it. That
means they gang up, they ambush, they betray and
befuddle and they kick you when you're down. When it
comes to small-unit tactics, they're smarter.

That's without even going into their subversion abili-
ties. The Mike Tyson stereotype is a gold mine for the
Raveners, because it lets their subtle agents act unsuspected.

The essential truth about the Raveners is that they
stand for nothing. They don't think things can get better.
Thisstance of despairgives them a paradoxical strength.
[t's impossible to wear down their resistance, because
it's already long gone. It's hard to tempt them, chquse
they have no hope left upon which you can play. Yuu
can’t even threaten them, because they can't’ Eﬂﬂcﬁvﬁ
of a worse fate than the one they’re: HW '

They'vehitrock bottom. -Eh‘ﬁtmm f
NOTABLE Rmﬁm;s :
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Sauriel thﬁﬁflqaﬁ%
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2 Was UL __ _;’“mnaﬂﬁ to perform
W w aat his wife Consuela
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Sauriel tiim'.‘.- :
“coyotes® — gwﬁﬁ nals wh
from Mexico into the US, Hewas tht: genius who came
up with an infernal variation on the classic ‘badger
game.” One of the demons would smuggle a load of
illegal migras over the border. An “INS agent” —
actually one of the other demons in disguise — would
stop the truck, This “agent” would act crazy and kill one
of the migras where the others could hear it while they
hid in the back of a-truck. When they were truly
terrified, many would pi
would appear in its true for
into the US safely... for a price.”
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They took turns playing the role of “saving angel”
and became one of the most successful and powerful
North American cliques in the Ravener faction. The two
Defilers stayed on the border, but Sauriel had higher
aspirations. He used the money and power he’'d gained
smuggling to get involved with the cartels down south.
From there, he invested in Russia and established himself
firmly as a black-market arms dealer. At the same time,
he was traveling the world as a merchant of death, he was
finding fallen he could recruit to the Ravener cause.

Suphlatus, the Duchess of Dust, got an altogether
more satisfactory vessel. Granted, Mona Sheffield was
old, badly overweight and more bitter than a solid bite of
lemon peel, but she was rich, and wealth offers a lot of
compensations. It was the work of only a month to find
apretty and amoral young lady eager to work her way into
the good graces of a rich, doddering old hag. The young
woman's name was Suria Fischer, and she will receive the
entire Sheffield fortune when Mona passes on. (Suphlatus
anticipates tremendous resistance from Mona’s four chil -
dren when thishappens, soshe'sbeen getting psychologists
in from all over to testify to her soundness of mind. She’s
also legally disowned them.)

For now, Suphlatus/ Mona is perfectly content to
run the infiltration assets of the Raveners from her New
England estate, but she's ready for things to change. She
feels it's only fair to wait until Suria gets tired of waiting
for nature. When Suria tries to kill Mona (obliquely or

"dltﬁcgl‘f}, Mona plans to turn the tables, possess the

] aI_Su:tm, then assume the.heifess’ appearance.

c il = sexy vuung body, old woman'’s fortune, and a
g murderous (bur successful). She

UNNOTICE TNERS

e would come as aﬁhock to thc Cr?pncs to learn
that t]‘l& faction with the highest percentage of hidden
agents is the R,atrenerb (rather than themselyes), but it
15 mdubltabl}ﬂ true.dh fact, one ‘of those concealed
Ravener spies is highl??placed ammg the Cryptics.

Jerazol the Shifter serves as an aide to Gipontel,
though a minor one. While Glpﬁﬂml sits in his store and
coordinates the Cryptics, Jerazol (and a dozen other fallen
of roughly equal prestige) run around the world doing his
research, his bidding and (when necessary) his dirty work.

Jerazol took the body of Ravi Lecmathan, a beggar
child who starved in the streets of Calcutta, but that
form was quickly shed for one more useful to his plans.
Specifically, the Defiler arranged an assassination at-
tempt against Chan Tseng, a Chinese diplomat in India
— anf attempt that.appeared to be a messy failure but

'ﬂcmﬂﬂ? succeeded. Jerazol’s loyal thralls disposed of
- Tseng’s body, while Jerazol assumed its shape and got

rushed to the hﬂsp:];_a,l with a bullet wound to the head.
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Now, the “amnesiac” Tseng has been returned to China
where he is honored as a valiant public servant.

Jerazol/ Ravi/ Tseng is playing a dangerous game.
He's balancing the Chinese government against the
Cryptics, and both against the Raveners who have his
ultimate loyalty. He keeps a sharp eye out for demonic
activity in southwestern China. He covers up Ravener
activity, unless it's too big, in which case he dutifully
tells the Cryptics. Other factional data goes to both the
Raveners and the Cryptics. He's particularly fond of
convincing the Cryptics to sabotage Reconciler projects
by “mistakenly” describing them as Faustian.

It doesn’t help that he sometimes switches back to
his Ravi shape by accident.

Another Ravener spy is the Slayer Orzorzo, who
sives lip service to Lucifer’s Army in the Balkans, while
actually subverting their actions against Raveners. She
has a good cover story: Orzorzo claims the Raveners
killed the family of her human host (a woman named
Ludmilla Pravoc) as an “object lesson” about the dan-
gers of getting too attached to humans. Now (she says)
she wants to get back at them — preferably by landing
the killing blows on captured and defeated Raveners.
This (she says) lets her use her Slayer powers to seal the
fates of their severed spirits.

She’s entirely honest about the last bit. She is using
her Slayer powers as she kills them, but she's using them

to make sure the slain fallen get attached to her so that.
she can eventually repatriate them to the Ra?enerﬁﬂlﬂ'
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this fashion, she's saved dozens of hier: co
last of last minutes. it

RESOURCES:

One major resol
ancient fortress thﬂzl: they L " They
call it this because, like that fabled con inent, it’s found
at the bottom of ﬂw*ﬁﬂamm Ocean. 1t's roughly 500
miles sduthwest of th& thﬂ of St. Helena, between
Africaiand South A .meri o _*"émd ﬂhﬂﬁ It was ﬂl'lglnﬁn‘f
a fallen hﬁstf.cm, it"«i?aﬁ appat .'_ﬂﬂ? ﬂlﬁ&éﬂt Of a human
kingdom in the period following the war.

The Ravenmimmmanagedm occupy! thebody.of
exactly one human émhmlg}giéf{ hd have mthralycd
one more in Order to get a grasp on exactly when the
humans inhabited Lemuria. It turns out, however, that
the artifacts and architecture there are from no identi-
fiable Earthly culture. (This doesn’t mean that they
might not ultmlately turn out to be Egyptian or Aztec or
Greek, it ]um: means that after thousands of years sub-
merged, it's 1rﬁpa551ble to tell for sure.)

Several intact artifacts (including one potent
weapon ) have been found that indicate Lemurians had

o

some control over th&ir Fau;h_ that they may, in fact,_
have had control far greater: than that mf mﬂdem rﬁm;
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Several Raveners have become quite interested in

Lemurian items, and they wonder if more devices from
that forgotten age can be found elsewhere.

Regardless of its source, Lemuria has become a
Ravener refuge. It's particularly popular with the Defil-
ers, many of whom can get there unaided and survive
with little effort. But demons of other Houses have
managed to obtain enchanted items that let them
retreat to the safety of Lemuria.

The Raveners’ other unique advantage is that they
are able to spy on the invocations of other demons. It's
not reliable or easy, but they can do it.

Only Suphlatus teaches this remarkable skill, and
only when she has absolute trust in a potential protégé.
( Gwen her position as a spymaster, her trust is hard to
come by.) She herself learned the knack from Belial,
who was her commander in the War of Wrath.

In the Abyss, Belial always wondered how Lucitfer
had known about his “secret” meeting with Usiel,
Ahrimal and Lailah. Given centuries of experimenta-
tion invoking other demons in the Abyss, Belial finally
figured out away to silently participate in an invocation
link between two other demons, without their knowl-
edge. To run his tests, he had to have someone helping
him, and he chose Suphlatus. Currently, only Suphlatus
and her two closest lieutenants possess this ability.

Here’s how it works: The spy spends one Faith point

andonetemporary Willpower point while invoking the
demon she wishes to monitor. It doesn’t matter if the
demon ignores the invocation' or responds: the spy
retains a covert cunneﬂmu even after the demon

 thinks the communication has ended. If the rarget
~ invokesoris sinvoked by another demon, thiespy knows
‘it. As long as she has this passive observation going,

however, the spy takes a une-ediﬂ penalty to all Mental-
Attribute-based pools.

Onee the rarget Etarts up aﬁmther invocation, the Spy
can spend one Faith pmntm eavesdrop on what is being
said =— though she won't know wha's onithe other end
unless she can figure it out. l:hruugh deduction. After that
invocation ends, she can continue passive observation.

Anyone whose invocations are “tapped” might
notice it with a Perceprion + Awareness roll (difficulty
8). If the roll succeeds, the character experiences a
weird feeling of being watch&d butnothing concrete. A
demon can maintain only one such tap at a time.

PROTAGONISTS

The challenge to Ravener protagonists is that they
have self-selected themselves to be destructive and nihil-
istic. Whiodo youstack up against them? You can go with
thesBarthbound as the “even worse” evil, because they

- don’ t have any connection to humanity at all, but that
- can degenerate inta @ sort of arms race of vile behavior.
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Rather than having them be wicked for wicked*
ness sake, try challenging Raveners tofémain true to
their beliefs when confronted with goodness. They

are supposed to wreck everything. Can they do that

even when it laoks likethe Reconcilers or Faustians
are genuinely building something that could work
out well? They're supposed to kill without mercy.
Can they/do that when their “enemy” is someone
who saved them in the War of Wrath? What about
when it's a defenseless human with no understanding
of the greater conflict!

Being “bad” can be cathartic and fun fora while, but
it gets dull. Once you've exhausted all your badness. ..
then what? The answer is that you get redeemed.

If your players pick a Ravener chronicle, make sure
to remain open to the thought of rurning from despair
and regaining hope. That's a good story, t00.

Above and beyond the larger questions of tone,
there are the questions of plot, and the following struc-
tures can provide some good ones.

Shock Troops. The stock Ravener chronicle is as
follows: You're Ravener troops, you run around and
wreck stuff. Easy, right!?

Some playersteallytlove ro have their characters run
around getting into fight aftes fight. That's fine. If your
players get off on such stuff, have fun.

Thegood news is that players who like simple fight
stories don't mind being railroaded. They.tend to do what
they're “supposed to” if you makesure to reward them with
a big set piece finale on a burning oil rig or in the middle of
an earthquake or instde the silo of a missile that's prepped to
launch. But don't think that there aren’t pitfalls in thar
approach. The biggest is that it gets repetitive--Intrigue
stories tend to run themselves after awhile, asthe characters
keép taking more rope until the situation is so tangled that
the Stotyteller. has to do little more than sit back and let
them thrash. With combat chronicles, though, the Story-
teller has to_eontinually, replace antagonists as they get
kickedto the curb. Unless you change thingsup, you can get
burned out, which quickly leads o player boredom.

One way to keep things fresh in a battle chronicle is
to include strategic decisions as well as tactical ones.
Since they can't be in two places at once, make the
players prioritize between twa different enemies — and
make sure there are repercussions with the group that
“got off easy.” Give them challenges where they have to
ally with onetime foes, and make sure the foes get a
chance to backstab. Make them choose between attack-
ing a well-defended Reconciler base or assailing an
Earghbound while itsdefenses are temporarily weakened.

secondly, make the challenges real. Sure, the char-
acters should be able t0 have a fair chance of beating
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their opponents, but it should only be fair. Cake-walk-
ing past paper tiger enemies is only fun for a while.
Challenging enemies that can only be beaten with guile
and cooperation will keep their interest alot longer, and
the game is more compelling if they know you're willing
to kill off acharacter who acts stupidly— even someone
who just relies on good rolls and gets bad ones.

Thirdly, try tooffer them chances toadd non-combat
elements to the chronicle. Tread carefully, though. Play-
ers resent being boxed into politics about as much as
political players hate being forced into a fight. But make
it a possibility that they can pick up or ignore as they
choose. If they say, “Nah, don’t really want to go into the
whole thing with the orphanage and the ethical conflicts
andsuch,” that's fine. Offer them a different such conflict
a few sessions down the line. Eventually, they may bite
when (or if) the combat starts to lose its glow.

One final bit of advice is to remember how expend-
able all Raveners are supposed to be — pretty much by
definition. A good way to add spice to a combat setup is
to have the characters’ leaders and support get wiped
out halfway through. Now they're disconnected from
the faction, and they have to re-contact those who are
likely to be suspicious of their failure to die on schedule.

Sabotage. A sabotage crew isaless obvious Ravener
option, but it's one with wider potential than pure
combat. You can do a lot more things if the characters
are supposed to be saboteurs. Combat is a part of the
chronicle, butalso politics and manipulation andstealth.

You may start your sabotage chronicle as a variation
on the combat chronicle, only instead of going in balls
to the wall with/their lore, the characters are sneaking
into labs, remples and hidden bases to wreck stuff.

The easy twist to work in, though, is that once the
characters have proven that they can ninja up on the
competition, their bosses raise the bar and ask them to
actuallyinfilirate another faction. Their mission is topretend
tobecome ReconcilersorLuciferans or Faustiansor Cryptics,
and subtly work to bring them down from within.

This is a good setup from a Storyteller perspective
because, b‘? serving two masters, the characttra are
almost always going to h&ve to choose between screw-
ing one and, thereﬂ:rre, suffenng his displeasuré. For
instance, iF_they ve gone undercover with the Faustians,
their options are (1) serve the Faustians well, which
makes the Raveners suspicious, or (2) screw up every job
the Faustians give them, in which case they rapidly get
demoted to suicide missions and scrub work. In either
case, you get lots of plausible ways to challenge them.

ANTAGONISTS
At the surface level; Raveners look like perfect
antagonists. They're mean, they're violent, and they

> N

wreck stuff. If your players are primarily interested in a
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combat-heavy game, you can run Raveners just that
way, like abunch of Hell's Angels. Butif you look closer,
you can see hidden depths to the Raveners. Those
depths can provide some interesting hooks and surprises
to players who think they've got it all figured out.

As discussed previously, the “lunatic with a base-
ball bat” image is just not true. From where the Raveners
sit, the other factions are the foolish (or crazy) ones.
The Raveners are not only smart, they're smart enough
to appreciate the advantages of looking dumb.

They're also very hard to woo into other factions. Their
nihilism means that only sustained, significant victories can
tempt them, and what faction can claim those? A Cryptic spy
can get caught because he wants to steal information, but a
Ravener saboteur could care less — she just wants to
undermine your efforts and get away clean.

But the Raveners' considerable advantages — even
the hidden ones — are all front-loaded. They're all
oriented toward short-term payoff, never toward long-
term prudence. Believing — passionately! — in no
future, they are very poor at building for the future.
They're not equipped to see others succeed over time.
They're not equipped to succeed over time. Which means
that in the long run, they can only stay the same and hope
to reduce others to their level. As an organization, it's
hard for the Raveners to actually get any stronger without
betraying the principles on which they were founded.

The Raveners can win battles, but they can never win
thewar. Thisistheir weakness. .. and their greateststrength.

Snitches Get Stitches. This model is a little convo-
luted, but it’s worth it. Your characters decide to work for
some non-Ravener faction and they do their non-Ravener
tlung While they're doing so, establish a fallenvally in the
same faction who's useful and informed. At some point,
the characters run into clear and presentdanger — one of
the Earthbound perhaps—and the ally offers to help them
out, but they have to sweartokeep her secret. If they agree,
she arranges for a Ravener squad to come back them up as
theyassault the Farthbound. Clearlyshe could only do this
with strong links to the Raveners herself. She claims
(rather ingeniously) thatshe’s infiltrating them in order to
screw them over, but that her “real” superiors (the ones in

the characters’ faction) don't know yet.

Do they take her at her word] Do they rat her out to
their bosses as a Ravener spy— and lose their ally — or
do they say nothing, which lets her blackmail them
through their complicity?

Damage Control. Instead of a sneaky infiltrator, the
characters are arrayed against a combat crew. Now their
challenges are twofold. First off, they have to constantly
ficht.these damned Raveners. Secondly, they have to
actually cover up the erimes of their enemies in order to
keep other factions away from their own projects and to
keep away exorcists, monster-hunters and other would-
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be demon-stoppers. You can surely wring some drama out
of the moral choice of letting them be as bad as they want
to be, drawing in forces that will destroy them or covering
up and diminishing their crimes while giving them no
reason whatsoever to quit.

THirD (DHEELS

Raveners as a third-wheel faction tend to be ablunt
tool, but not necessarily a bad one. The “Let’s wreck it!”
Raveners provide a threat that can push the characters’
faction into an uneasy alliance with their primary
enemy. Uneasy alliances are fun, because each side is
trying to throw the other in front of the Raveners,
without looking like they're doing so, and not so fatally
that the Raveners can take them down when finished.

The sneaky Raveners are also a good external
complement to an opposing-faction dynamic. They're
going to be the ones helping each side bash the other,
in hopes that both will end up dead. This, again, can
serve as a pacing tool. When the characters are in
trouble, the Raveners give them some covert aid to level
the playing field. And when they're flying high, the
saboteurs are there to clip their wings.

TrrivinG FuTUuRE

There reallyisn’tafuture scenariowith a happy ending
tor the Raveners. They want to destroy everything —
including themselves. Maybe especially themselves. They
just want to last long eneugh-tomake sure thatreveryone
else gets pissed on first, just long enough to make sure IH}“"
one is going to bring’ ﬁfmflre they start under control once
they're no longer l:herEﬁ:} feed and fan it.

But in the short tem‘l; what gets them closest to_

their goal is for other factions to fail early and often. As™

the demons in other factions get more and more tor-
mented, they're_more and more likely to join the

Raveners_ Tlmﬁaﬁenﬁfs ]llkﬂr straight victory, but they

love moral victories because it strengthens them and
weakens their enemies at the same time.

DEcLNING PuTaie

A likely fate for theiRaveners is to burn br{ght but
eventually gutter out. The",' re not built to last, they're
built to keep other things' &Qm lasting. The question is;

which faction (or factions) will l‘hey take dowriwith

them? They'd like the answer to be “all.” The worst
future for them is to lose without even having
satisfaction of roadblocking the optimists, humans and
angels. The only thing more miserable than a nihilist
demon is a failed nihilist demon.

RECONCILERS

Amidst the tumult and strife of demon life arises a
group whose question is simple: Can't we all get along?
Only it’s not really that simple.
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The Reconcilers are a little like the Cryptics, in that
they have serious questions about the rebellion. They're
like the Faustians, because they're working hard at trying
to build something. Like Lucifer's Army, they have faith
in an old authority from long ago. The Reconcilers want
forgiveness from God — or, failing that, a peaceful place
on Earth. Sounds great, right? They sound like the most
morally upright and decent faction.

Right?

The answer to that depends on what you think of
God and what you think of the world. To a Luciferan,
Faustian or Ravener, the Reconcilers are the infernal
equivalent of Vichy France. They've got their white
flags all ready and are just looking for someone to accept
their surrender. That wouldn't be so bad — good rid-
dance to bad rubbish — except that the Reconcilers
tend to roadblock the other factions as well. They not
only want to surrender, they want to make sure the side
they surrender to wins.

That takes them past cowardice and into treachery.

On the otherhand, the Cryptics and the Reconcilers
themselves would simply argue (like Emerson) that a
foolish consistency is the hobgoblin of little minds.
Sticking with rebellion after such a severe punishment
isn't really the mark of a wise mind. Besides, surely
there’s room within the heart of an infinite being for
mercy as well as anger.

The Reconcilers see their release from the Abyss as

a second ehance, and they're determined not to make

the same mistake again. They want to get on the right
side. If that makes them traitors to the callous Faustians
or.feels to the arrogant Luciferans.or cowards to the
amoral Raven&rq then so be i it.

NOTABLERECONCILER S
Samantha @Haras last-words were, “You don’t

have the guts.” She was talking to her long-suffering

husband Roy, who had a sh-::vtgun leveled at her belly.
He'd caught her trying to run off with the proceeds from
his first.successful bank robbery.

ﬁbﬁut’&&ixth of a second later, Samantha was in no
condition toappréeiate the irony of her glib last words.
Shocked at his own boldness, Roy was turning the
shotgun on himself when the Devil Nuriel entered the
dying Samantha’s body. Nuriel waited until Roy had

blmpl',r yelled, “Boo!”

After that, it was fairly simple to return the money
to:the bank, goen Inside Edition to tearfully discuss her
harrowing ordeal, then cash the tabloid news check to
hire a ghostwriter forher true-crime paperback.

But during her sordid edyssey through a whire-trash

freak-show, Nuriel’s initial disgust turned to pity. Why
were these people so fascinated by suffering, by crime,
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by misery? What had been done to humanity — the
angels’ noblest work! — to turn them into ignorant

lowbrow trolls, drunk on schadenfreude and malt li-
quor! Even the upper class was no better. It was more
tasteful perhaps, but when it came to human misery,
they were willing to spend more money to hide from it
than they would ever spend to alleviate it.

Nuriel’s spiritual salvation was the middle class.
She finally found some decent folks in Kansas. They
worked hard but didn’t use work as an excuse to neglect
each other. They were religious without being dog-
matic. And when they were kind, they weren't doing it
mostly for their own reputations or consciences.

Samantha O'Hara works at a Wal-Mart in Topeka
and has already driven out two Faustians and a Luciferan
whowanted torun (orruin) the town. As more Reconcilers
found their way back to Earth, several demons of varied
Houses have joined her in Topeka. This corps of fallen
has purchased a rambling farmhouse outside of town,
which serves as an impromptu gathering-place for
Reconcilers, unaligned fallen and any peaceful demon
passing through town. At least five Reconcilers usually
crash there in addition to its owners.

Ouestucati, the Reconcilers' other “leader,” once
breezed above the oceans of Paradise with her watchful
eye protecting those who ventured bravely onto it. Now
incarnated as stewardess Valla Brettlinger, she contin-
ues to fly and protectss : |

Valla works for TWA and flies alf over Europeand.

North America. While Ouestucati is rarely in one place
for long, she doesn’t need a firm base of operations to
serve her faction. Instead, she travels from city to city
preaching the tenets of reconciliation.

She never really intended for the Reconcilers to be a
political movement. Instead, she simply explained what

gance, trying to remember what had so pleased her about

an eloguent speaker in human and angelic: ges, but

She’s not just talking a good game, she’s livingie.
According to Ouestueatigthe ultimate punishmentof

Hell is that it makes you punish yourself. She says.that if

you embrace your Torment, you lose your abiliey to enjoy

happens, no good can be enjoyed; it can only serve as'a

vou, every pain you feel is not just the pain itself, but the
pain of knowing you deserve pain, or alternatively, the
pain of being a victim of injustice. Either way, the misery
rules you and your joys as a merciless tyrant.

The Faustians, the Raveners and the Luciferans are
all, in one way or another, clinging to their own misery,

N

had worked for her —trying to give up angerand arro-
Creation before the Fall, trying to set aside revenge. She's g

her most potent argumient is her visibly low Torment.

the pleasures that remain, even ina shrunken cosmos. The
worst fate is not to be in Hell, but tobecome Hell. Oncethat,

bitter reminder of better goods past. Once Hell is within *

S o

clutching it tight, making it the altar on which they would
sacrifice humanity, the world and their own futures.

QOuestucati hopes to be forgiven, which is why she
is willing to forgive.

USNOTICED RECONCILERS

The daring of the Malefactor Aavius would shock
those firmly convinced that Reconcilers are all cow-
ards. Not only is he hiding within another faction, he’s
pretending to be a Ravener.

Aavius spent his time in Hell contemplating that
most obvious feature of God's program — “punish the
wicked.”Now that he’s incarnated on Earth, he’shooked
up with the Raveners so that he can apply the full force
of his opinions to murderers, rapists, adulterers and false
witnesses. Unfortunately for him, he also seems to
remember some sort of “protect the innocent” impulse
as well. This matches up imperfectly with the goals and
methods of his Ravener colleagues, but he's managed to
convince a small group of them that demons who kill
innocents get Torment as their reward. To truly go the
distance (he warns) they're going to need longevity, so
they should work their way up to such crimes by starting
with a focus on humans (and others) who are really
crying out for a taste of Old Testament retribution.

Ironically, his stance has so heartened his three
immediate friends that they're considering leaving the
Raveners for the Faustians or even the Cryptics. But
they're reluctant to tell Aavius because he seems so
fervently commiitted to Ravener ideology.

RESOURCES
While theyhave fewer soldiefs than the more mili-
" rant Ravener or Luciferan factions, the Reconcilers have
been fortunate énough to uncover three items and one
location that give them some decided tactical advan-
tages, especially if they can keep these edges secret.

The items are three links from an‘avenging angel’s
sbinding chain. The loyalist forces started using the so-
called “slaver chains” near the end of the War of Wrath,
‘and few were ever captured by the rebels. These chains
were widely feared because each of the seven types of
chain had the powertoimmobilize members of one of the
2. seven Houses, simply by touch. The touch of a black fire
. ¢hain would tum even the strongest Devil into an
~ impotent shadow, easily bound and imprisoned. Shack-
“lesofwhite fire were used on Scourges, stilling their winds
" into bare breezes. Bonds of brilliant diamond were the
‘weapon of choice against Malefactors, for their touch
petrified demonsinto living stone. Red crystal restraints
wereused on Fiends;who turned into helpless glass. The
frost-rimmed silverfetters of the Defilers froze them into
icy statues, while the Devourers were forced into wooden
stillness by burning gold links. For the Slayers, there were

chains of ash, which bound'them into helpless smoke.
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A fighting chain used against a fallen lord would need
at least 50 links to subdue him, and to imprison Lucifer
himself, a binding four times that length was constructed
(though neverused). But the fallen today have butafraction
of their former strength. Even the touch of a single link is
enough to paralyze most demons until the contact is broken.

The three links of chain possessed by the Reconcilers
are of the burning gold variety. Any Devourer who
touches one of the links immediately becomes a wooden
statue of himself, unable to move until the link is
removed unless the player gains three successes on a
Willpower roll (difficulty 7). (Each additional link
requires another success on the Willpower roll. A
Devourer hit with all three links needs to get five
successes.) If the statue is destroyed, the Devourer is
released from his body, exactly as if he were killed.

Reconciler Malefactors have altered the three links
so that they appear in one of two forms. The first are
simple gold bands — wedding rings, to all appearances.
The other forms are meter-long barbed spears, with the
burning gold link right under the hooked weapon’s
head. These weapons inflict Strength + 2 damage in
combat but have no additional effect against non-
Devourers. (That's not to say, however, that seeing
someone suddenly produce a spear from nowhere with
a burning chunk of gold on it isn't intimidating.)
Switching the forms of the links is easy, once you're
taught how. You don’t even-need toollfomit;

What's just as interesting as the three links is the
place where they were found. It seems to be a “pocket
reality” — a rather small extra-spatial area that can be
accessed from an old castle in the Burgundy region of
France. This strange zone seems to take the form of afour="
room tower with no exteriorwindows. It’s furnished with
expensive draperies and furniture from the early 1800s,
and the bogks found within seem to indicatéamiore than
passing famﬂiaﬂt}' with occult lore. Four dead humans
were dlscma’erﬁd in the tower, dressed in rather r1d1Lu1mE“

ritual robes and perfec I:l‘i;" preserved. Twohad Ched ]:‘.athﬁr
messily. The other two.were unmarked.

Regardless of who owned the tower or' whete it
came from, the Rf:LUIlLﬂEf& are in it now. [Thf‘: most
popular theory is that it was a bolt-hole created b}'
cowardly angel or demon in the Age of Wrath, whu:h
was later discovered by humans who still retained some
command of their latent Faith.) The castle — which is
small, crude and in poor condition — is nonethelessa

tourist attraction, providing ample excuse for Reconcilers ™

from all over the globe to visit it unobserved. Most of
the people working there have, by now, either been
enthralled or simply replaced by the fallen.

While the advantages of having a small fortress that
exists outside the normal dimensions of Earth are suffi-
cient (particularly when no one else knows about it), the
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hidden tower has another property that is far more useful.
When you're inside it, time slows to a crawl in compari-
son to time in the outside world. The Reconcilers who've
done the math estimate that forevery 23 days spent in the
tower, about one second passes in the outside world. This
makes it an ideal spot to hole up and heal, debate or do
research on projects where time is of the essence.

PROTAGONISTS

There’s a lot to recommend Reconcilers as protago-
nists — primarily, their strong motivation for keeping
Torment down and resisting the urge to screw up the
world and each other. They can be a little diffuse,
purpose-wise, though. One way to contend with the
“Yeah, but what do Reconcilers do?” problem is to have
a strong narrative structure.

Nightstalkers. Like the Cryptic faction, the Reconcilers
are taking nothing for granted. In their efforts to restore the
world (and/ or themselves) to what was, they first want a
clear picture of what is. What is, is a world of darkness
infested with bizarre creatures and odd powers of every
stripe. Asan investigationsquad, the charactersare perform-
ing the basic X-Files (or Kolchak) role. They hearaboutweird
phenomena, then they go and try tofigure out what the heck
is going on. If they get a chance to make the world a tiny bit
better (or a tiny bit more comprehensible), great.

Crusaders. For a real change of pace, set up your
demons in a locale on the verge of a major humanitarian

disasx&r The war-torn Balkans. Famine-wracked Af-
rica. Rural Thml,and under the boot heel of heroin

waﬂ:::rds. Their mission? Fix it.

This is a really wide-opefuchronicle, and one not

- recommended for beginners. But if your players are the
" types E&’dream big dreamsand Hmkew

piﬁnb this gives
them a canvas bréad enough to soak up as much effort
wasthey're wl,lhn o &Eﬁw atit. The Storyteller’s job in
. thisinstance mﬂ-sti? c@n&t&ts of dumg loads of real-life
research on the region in question. @nce you start

“digging, there's more written about narcotics-related
_pmlittﬂaf unrest in South America than there is about

&vewahm*g in the World of Darkness put together —
and you can findit all'down at the library.

The hard work on this sort of chronicle is at the

~forefront—if you've got the requisite ambitious players.
~ You get a good grip on the setting, then let them make

- planst All you have to do is react. Since you know more
“about the region than they do, it’s easy to surprise them

.wnth“"eha]lenges
ANTAGONISES

]Uﬁl’ as the ' Raveners seem to be the default ‘I:rad
guys,” the Reconcilersseem to be the token “good guys.”
This is not necessarily 0. If one accepts that the
Reconcilers are on a fool’s etrand (as most of the non-
Reconcilers do), then theirinterference with Faustian,
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Luciferan and Ravener projects is not just meddlesome
— it's extremely destructive.

Secrets and Lies. Somebody is screwing with the
characters. Whatever they try to do, something gets in
their way — mundane religious types with blistering
faith, turf-battling vampires, other demons — all seem-
ingly unrelated, but too consistent to be coincidence.
Who's the hidden hand directing all this chaos? Why,
it's the local Reconcilers, of course. They're spying on
the characters, they've decided to do the Lord’s work by
ruining the players' characters’ plans, and they're just
tipping off interested parties. As a real pisser, they've
got a lock on a good source of Faith, and they're so
convinced of their own rightness that Torment isn't
really holding them back.

God’s Soldiers. The characters are attacked by
Elohim who seem to have loads of Faith to burn.
They're fanatical and unreasonable and untroubled by
their Torment. Investigation gradually reveals a bizarre
situation: The Elohim are Reconcilers who have been
converted to a mortal cult.

They ran across a mortal splinter sect called God’s
Soldiers and revealed themselves, thinking to win asource
of Faith. They did so, but in the process, they began to
believe in the church’s human leader. He's simply mortal
— no nephilim, not imbued, just really smart and charis-
matic. He has pointed out that perhaps the path of

salvation for rogue a.ngei&iﬁ toreturn to theiroriginal duty
ins. And whatdo theymost

“Reconeilers believe that improving the world in general

—serving and’ :
need protection from! %3 ,from other demons, of course.

THRD WHEELS

Reconcilers aren’t neeessarily the best third-wheel.
-CES ¥ :

contributors, because they're usually more interested in
completing their own proje¢ts than messing with other

factions. Theizgeneral optimism and goodwill toward.
the cosmios can make a fiice contrast, however, if your:
characters’ uli:tmatﬂ enemy isafaction that's destructive.
(Raveners) ot metﬁh? cold-hearted (Faustians). Gamers

generally (though netalways) want to be the good gtiys; .
but they don’t want ta besaps. The 1dc1115t1cRe€Emcﬂers |

can ll"ll[h—ﬂl‘f seem to fit in the “sappy good guy’ "position.
When your characters are feeling blue, give them a

chance to help the Reconciles. D'ng so reinforces their
idea of their own “goodness,” but the fact that the

Reconcilers needed their help also lets them be ptmud ?:'

that they're smart enough to embrace realpolitik.

On the other hand, you can show the characters'

successful Reconcilers and — if played right — make them
wonder if maybe theirunwillingness to be foolshad left them
unable to believe. They're good enough, but are theyas good
as they could be if they were willing to risk looking foolish!

The real test of virtue in this case may not be
whether they are willing to take the tough way out and

e

S et
stick to their guns, but whether they are willing to look
silly and maybe be tricked.

THRIVING CUTURE,

What the Reconcilers would really like is for the sky
to split open and for Michael to say, “Well done,
Reconcilers. You've proven you're worthy to rejoin the
Heavenly Host.” But that’s not terribly likely in the
course of anyone’s chronicle. (Though who knows?
Sure makes for a swell climax.)

Failing that, here are a few things that the
Reconcilers would really like to accomplish.

Peace with the other factions. Wouldn'tit be great
if they could go about their business without Luciferan
attacks, Faustian subversion or Ravener sabotage! Of
course, making peace with those three factions on
Reconciler terms is unlikely at best, but they might
forge some kind of “go along to get along” agreement
with the Faustians at least.

Reliable techniques for dealing with Tor-
ment. They're already working on these. Nothing
as artificial as a Torment-neutralizing device
(which would be a Faustian approach) but rather
something more along the lines of multi-faceted
Elohim psychotherapy to help the fallen come to
terms with their punishment.

The improvement of the human condition. Here's

a big one. While they’re not as aggressivc about their
‘peacerand harmony” stance as the Faustians, many

can only help-their causesParticularly if they wind up
taking home the aec011d~place prize of an acceptable

 place on Earth instead of ranumng to Heaven.

DECLm&ﬁmmL

The pr:rsslb!e bad futures for the sect are at least as
obviousas —and pmbabi:.r morelikely than — than the
0od ones. They include:

Scapegoats. Currently the Raveners are the most

_hated faction, but the Reconcilers could edge them out

if they sctew with enough people and are sufficiently
successful. “Thisis.something to keep in mind if your
Reconciler charactef§iare achieving coup after coup at

- the expense of all the other factions,

Creeping failure. What the Reconcilers have to
fearmust is not some dramatic counterstroke, but rather
aslow, grinding, day-to-day lack of results. What hap-
pensto the Reconcilers if they do everything right, help

““mankind, do their penance, seek virtue and umtmi

their Torment, but nothing happens? No reward, no
noticéable impravement in the world or humankind,
no sign that their efforts are appreciated or even per-
ceived. They can handle epposition, but can they keep
going in the face of indifference’

" /1N
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Beyond the realm of the dead lies a prison forged by
the hand of God. This terrible Abyss was bound with seals
meant to last until the end of time, imprisoning powers
who (even in their fallen state) are as vast as the circuit
of the stars: the dukes and barons of Hell. Beside them lie
overlords and lords, lesser by magnitudes but as powerful
again as the fell knights and lowly demons below them in
the hierarchy. All endured the countless aeons of tor-
ment relieved only by whispers from the world outside.

Thentheunthinkablehappened. A storm broke acrossthe
spirit realms and the walls of the Abyss split asunder. Freedom
beckoned afteraeonsof suffering, but the cracksin the Creator’s
terrible seals allowed only the weakest of the spirits any hope of
escape. These lesserangels were charged by the power of their
True Names to find a way to release the rest.

Surely some revelation is at hand;
Surely the Second Coming is at hand.
The Second Coming! Hardly are those words out
When a vast image out of Spiritus Mundi
Troubles my sight; somewhere in the sands of the desert
A shape with lion body and the head of a man,
A gaze blank and pitiless as the sun,
Is moving its slow thighs, while all about it
Reel shadows of the indignant desert birds.
The darkness drops again; but now I know
That twenty centuries of stony sleep
Were vexed to nightmare by a rocking cradle,
And what rough beast, its hour come round at last,
\ Slouches towards Bethlehem to be born?

—W.B. Yeats, “The Second Coming”

Receiving this command may well be the last and clearest
recollection any of the fallen have of their time in Hell.

Atpresent, only the least powerful among the fallen were
able to escape the confines of Hell. It is possible that some of
the lesser of the fell knights and minor lords made it through
and were able to manifest, but the muly powerful ranks, the
overlords, barons and dukes, remain trapped. If this situation
changes, the characters will have to deal with something that
is stronger than anything else they have encountered in their

new existence. But what if it becomes possible for them to give

a once-beloved friend or admired leader the same chance for
redemption that they have now obtained? If the omens are
favorable, if the right allies have been found, if a grimoire

seemns to contain the one crucial piece of knowledge, achoice
will have to be made.




. .
APPLIED METAPHUSICS

From the lowest to the highest, the fallen were stripped
of most of their power upon their defeat and imprisonment
at the end of the Age of Wrath. They became bodiless
spirits, unable to affect creation. Only human faith allows
demons to regain some of their lost powers. It is also
principally what allowed demons to be summoned from
the Abyss long before the cracksexisted. When asummon-
ing ritual is performed, a great charge of faith builds up
among the participants. This faith is available for the sole
purpose of calling the demon forth. It is not necessarily
faith in an individual demon, but a fervent belief that such
spirits exist and will come when called. In this day and age,
there are indeed some people and some cultures that hold
such a view — parts of Africa, for instance, or rural China
— but they are in the minority.

Despite the existence of such cultures around the world,
humanity as a whole is far less open to the supernatural and
matters of faith than it was in the Age of Wrath. This cynical,
disbelieving age creates a rarefied, even hostile environment
for the fallen, who find themselves unable to muster sufficient
power to create their own physical forms. Instead, they must
seize the bodies of the weak-willed and the soulless to sustain
them. More powerful demons are in an even more difficult
position. Although they are not potent enough to create their
own bodies, they are too powerful to occupy a mortal host.
Even the lesser fallen are strongly diminished when they first
possessamortal host, requiring considerable time to acclimate
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the human flesh to fully channel their power. A greater
demon will destroy virtually any human body it attempts to
possess, literally bumning it out over the course of a few weeks,
days or even hours. Physical objects, such as graven idols,
ceremnonial reliquaries or other sacred objects are more du-
rable choices for a greater demon to inhabit, but even then
such an object requires an enormous investiture of faith and
the proper rituals to attune it to the demon’s soul.

Beyond the daunting challenge of locating a suit-
able vessel for a greater demon lies the challenge of
finding suitable individuals to perform the ritual in the
first place. Though broken, the seals guarding the Abyss
remain potent, and were made in such a way that the
fallen are powerless to affect them. Demons cannot
summon their brethren from the Pit, but humanity is
under no such restriction. It was human sorcerers who
summoned the first demons from the Abyss in ancient
times. Even in the 21st century, there are men and
women ambitious (or foolhardy) enough to tamper with
spirits that mankind was never meant to know.

| v RITUAL
Allsummoning rituals share basic components. They
require an assembly of faithful with a designated leader.
Once assembled, the faithful then embark on a series of
ceremonial acts designed to amass the necessary pool of

Faith required to allow the greater demon to make its way
to the physical realm. This is the lengthiest part of the
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ritual. Each participant can contribute up to two points

of Faith per day, though especially devoted or fanatical
| believers could contribute as many as three to four points,
at the Storyteller’s discretion. Acts of worship of all kinds
generate and focus Faith, and where ahigh priest of Satan
will perform animal sacrifices and acts of debauchery, a
Christian mystic will lead her congregation in prayer.

These acts, together with the trappings and location
and even the date of the ritual are all geared toward creating
the proper environment that will allow the demon to
manifest. Once the conditions are conducive, the leader of
the faithful summons the demon to Earth by invoking its
Celestial or, more rarely, its True Name. Simply acquiring
the correct name is often a major challenge in and of itself.
The fallen have difficulty remembering much about their
prior existence, and must often resort to searching arcane
human textsfor references to theirown fellow demons. Even
the most simplistic grimoires acknowledge that the Name
must be spoken, and inscribed into a specially prepared
parchment as asigil, at the hour of day or night with which
the entity is associated, while the correct incense is burning
and so on. Greater demons require a bewildering array of
special conditions that must be met in order to create the
proper conduit to summon them from the Pit, and such
conditions typically vary from House to House. Rituals to
summon Defilers, for instance, might require a ceremony
close to (or beneath) the sea, while those to summon the
Devourers might require a blood sacrifice of a rare or
powerful animal. This is one aspect of the summoning itual
that can benefit from the indirect support of one or more
demons, as their lore can create the environment most
conducive to the performance of the summoning ritual.

The climax of the summoning occurs when the leader
commands the demon to manifest. In the traditional sum-
moning rite, this manifestation is restricted to an area
carefully defined by ceremonial sigils. If the goal of the ritual
is simply to communicate with the demon, the spirit returns
to the Pit upon the conclusion of the ritual. If the intent is
to incarnate the demon on Earth, however, asuitable vessel
must be ready and waiting within the summoning circle for
the spirit to inhabit. Greater demons might also have very
specific physical requirements in addition to the ceremonies
meant to attune the energies of the faithful. A Devil might
require a reliquary made from a huge gemstone or the body
of an 18-year-old virgin descended from the kings of Persia.
The more powerful the demon is, the more outlandish the
physical, mental and metaphysical requirements can be.

The accompanying table provides some idea of the
comparative difficulties involved in summoning de-
mons of high rank, and allows for resolution by dice rolls
if desired. It may also serve as a model for designing a
suitably elaborate summoning ritual.

Once the requisite amount of Faith has been invested
in the ritual, an extended Wits + Occult roll is made (see the
table for the roll’s difficulty) each hour until the minimum
number of successes is generated. At this point, if all other
criteria have been met, the summoning succeeds. If any of
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these rolls results in a botch, the ritual is aborted and the
invested Faith is lost. Willpower points may be spent to gain
automatic successes, and any member of the ritual group
may contribute points for this purpose. The special condi-
tions listed are particular environmental, geographic or
ritualistic conditions that must be met for the summoning to
be successful. The exact nature of these conditions is up to
you, the Storyteller, and they can be anything from perform-
ing the ritual under a new moon or in the middle of a
snowstorm, tosacrificing 100 albinoratsat the precise stroke
of midnight. Consider the demon’s House, faction and
personality when creating the proper special conditions for
the summoning ritual.

If the purpose of the summoning is to incarnate the
demon in a reliquary or a mortal host, the vessel must
possess the minimum Faith potential listed. Reliquaries
are blessed objects that must be properly sanctified by a
mortal or demon with a Faith potential (or Faith score, in
the case of the fallen) equal to the object’s minimum
Faith requirement. Sanctifying a reliquary requires an
extended Manipulation + Occult roll (difficulty 8) and
requires a number of successes equal to the minimum
required to successfully summon the demon. One roll
may be made per hour, and there is no time limit on
completing the process, so the reliquary is often created
long before the summoning ritual is performed.

The most reliable ways to sabotaging a ritual are to
interfere with the special conditions associated with the
summoning or to disrupt the ceremonial investment of
Faith. If the ritual depends upon date and time, any
action that delays or aborts the ceremony is enough.

Disrupting a summoning ritual during the final stage of
summoning can be extremely dangerous. Setting aside the
wrath of a group of cultists or Torment-ridden demons, the
energies caught up in the Name itself may be released in an
explosion roughly on the order of one die of lethal damage
perevery 10 Faith pointsinvolved (out toaradius of one yard
per Faith point). Alternatively, it may cause some physical
catastrophe appropriate to the demon’s House, such as a
tidal wave or earthquake at the Storyteller’s discretion.

Trar THEY SHaLL
Wark THE EartH

Summoning a demon from Hell is not just a supernatu-
ral act, but one that tampers with the basic structure of the
universe. Even the summoning of a comparatively minor
demon will be foreshadowed by portents and accompanied
by unnatural phenomena as the members of the ritual
summon their store of Faith. These phenomena can range
fromapurely local effectsuch aslocal rivers turning the color

~ ofblood to a total solar eclipse darkening half the continent.

Precipitous changes in temperature, the proverbial light-
ning from a clear sky, bizarre behavior in animals, sudden
mass deaths among fish and birds and miscarriages are all
things legendarily associated with demonic presence. The
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tural
per Faith point invested,

area surrounding the ritual site roils with superna
energy out to a radius of 10 yards
causing the energy to swell like a psychic storm with each
passing day. Naturally, such a thing stands out like a beacon
to the fallen, who can sense the disturbance with areflexive
supernatural Awareness roll (difficulty 6). The characters
can attempt to use Perception + Awareness (difficulty 7) to
gain further detail. One success is enough to identify the
phenomenon as asummoning ritual. Two successes give the
character a sense of the rank of demon being summoned,
while three successes provide the characterwith thedemon’s
House as well. Once the ritual begins, however, detection is
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automatic for every fallen within the area of effect. In that

moment, each remembers something of her own struggle up
toward the world of light.

If the purpose of the ritual is merely for the purpose of
communicating with the demon, the spirit appears in the
center of the summoning circle as a shimmering distortion
of the air or a writhing patch of inky fog or shadow. Anyone
in the presence of the demon may address it if they wish, and
when the spirit replies, its words reverberate in the minds of
those present, often accompanied by hideous sensations or
hallucinatory images. Mortals in the presence of the demon
suffer the effects of Revelation (see the Demon core rules for
details). Likewise, fallen in the presence of a greater demon
must make a Courage roll (difficulty 8). If the roll fails, the
character gains a temporary Torment point.

Instead of merely communicating, the leader of the
ritual can attempt to command the demon to perform an
evocation or otherwise employ its terrible power to benefit
the summoner. Doing so is a temporary form of binding,
and if successful, the summoned demon can use the Faith
of the assembled believers to perform an evocation as
directed by the summoner. (See page 91 of the Demon
core rules for details. Fell knights and lords have a mini-
mum Willpower of 8, while overlords have a minimum
Willpower of 9. Barons and dukes have a minimum
Willpower of 10, but this score can be even higher at the
Storyteller’s discretion.) Such is the power of these spirits
that any evocation that requires physical contact can
instead be performed against any target the demon can see.
No roll is necessary to perform the evocation. Instead, the
demon draws Faith from the assembled believers to gain a
number of automatic successes necessary to fulfill the
summoner’s desire. Once the evocation is performed, the
ritual is concluded and the demon returns to the Abyss.

If the purpose of the ritual is to incarate the demon in
aphysical vessel such asareliquary oramortal body, possession
is automatic if the person or object meets the minimum
requirements and special conditions set by the Storyteller.
Demons bound into a reliquary have the same basic capabili-
ties as the Earthbound (me Chapter One for details).

Greater demons incarmated in a mortal body find them-
selves in much the same situation as any of the lesser fallen,
confronted by the memories, emotions and relationships
resident in the host's mind. Is the intended host an innocent
victim, chosen because shefits the requirements of possession,
or is she a cruel and remorseless follower of a debased cult that
willingly opens her soul to a spirit of the outer darkness! §
Depending on the nature of the host's soul, the demon may 4 b
be able to resist the urges of its Torment in the same manner |
as the players’ characters. The special qualities of its mortal
vessel enable the demon to access many more of its memories
and abilities than a lesser demon -::ould however, which
makes him more vulnerable to its memories of the Abyss.

Greater demons can be created using the same
character-creation system presented in the Demon core
rules, but their starting Faith, Willpower, Torment and
lore is calculated differently:
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Like normal Demon characters, these levels can be
further increased by freebie points. Also, unlike normal
beginning characters, greater demons can begin play
with lore from other Houses in addition to their own.
Greater demons must still have a primary path like any
otherbeginning character (also determining their apoca-
lyptic form), and they may not have more dots in
another lore than they have in their primary.

Of course, successfully calculating the Faith potential
of asuitable demon host is hardly an exactscience. Greater
demons can inhabit a vessel with insufficient Faith to
sustain it, but the infernal spirit’s essence quickly consumes
the inferior host. The life expectancy for a person or object
unsuitable for possession depends on the relative power of
the possessing demon. The base life expectancy is 30 days,
divided by the difference between the demon’s minimum
Faith requirement and the vessel’s actual Faith potential.

Example: Harugash, Baron of Hell, has been summoned
into the body of disgraced televangelist Harlan Eddy. Eddy's Faith
potentialis only 1, well below the required Faith potential of 4 for
a demon of Harugash’s stature. The base life expectancy of 30
days is divided by three (Harugash’s minimum Faith requirement
of4 minus Eddy’s Faith Potentialof 1) , so the televangelist's body
will sustain the demon for only 10 days before it is consumed.

This life expectancy is further reduced if the demon
actively spends Faith points, at the rate of one day per point
spent. This limit includes Faith points spent to heal physical
injuries. The demon can seal shut a bullet hole, but channel-
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ing the intense energy weakens the body overall. The force of
the demon'’s will is able to sustain the body’s vital functions,
preventing any trait or health loss, but the ravages of the
infernal spirit manifest themselves in a variety of disturbing
ways. The skin blackens and splits, oozing blood and charred
flesh, the muscles and organs swell to freakish proportions or
shrivels into inhuman emaciation. At the end of the host’s
life-span, the body often begins to steam or smoke, collapsing
into a pile of ashes and brittle bones. After the demon’s host
isdestroyed, it must quicklylocateanew host orbe drawn back
tothe Abyss (see page 94 of the Demon core rulesfor details).
It is possible for a greater demon to leap from one unsuitable
host to another, leaving a trail of shattered husks in its wake,
but such a practice leaves the infernal spirit unable to take full
advantage of its power.

BmpiNG GREATER DEMONS

Greater demons can be bound in service toamortal or
another demon just like their lesser peers, but of course the
effort required — and the risk— isunderstandably greater.

Like the system for binding lesser fallen presented in
the Demon core rules, binding greater demons is resolved
by a contested Willpower roll (difficulty 7) between sum-
moner and demon. If the summoner has acolytes or
assistants participating in the ritual, they can add their
Willpower to the contest as well — make a Willpower roll
(difficulty 8) for each additional member. Each success
adds one die to the summoner's Willpower score. If the
summoner knows the demon’s True Name, she receives a
number of automatic successes equal to half the demon’s
Torment score, rounded down.

Normally, only the summoner of ademon may attempt
to bind it to her will, but if the individual is enthralled to
another fallen, her master may attempt to bind the sum-
moned demon through her. In this case, the preceding rules
still apply, but the Willpower roll occurs between the two
demons. The human participants may still add their Will-
power to the efforts of their master — or the summoner can
vie for control of the greater demon herself! Doing so results
in a three-way contested Willpower roll, and the individual
with the most successes wins. Additional participants in the
ritual can choose to add their Willpower to either the
summoner or the summoner’s demonic master on an indi-
vidual basis. Therefore, if there were four additional
participants to theritual, each of the four must choose whom
they will support at the moment of truth.

If the greater demon wins the contest, the binding fails
and the demon is free to seek revenge on the impudent fools
who sought to enslave him. If he loses the contest and is
successfully bound, the demon must obey the wishes of his
master for a set period of time (see the Demon core rules for
details). Of course, no lord of the Abyss would accept such
humiliation gracefully. An enslaved demon will make every
attempt to gain vengeance on the mortal or demon foolish

enough to enslave him, making the prospects of such an
undertaking as dangerous as they are profitable.
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Be silent in that solitude,

Which is not loneliness- for then
The spirits of the dead, who stood
In life before thee, are again

In death around thee, and their will
Shall overshadow thee; be still.

—Edgar Allen Poe, “Spirits of the Dead”

In an age before the dawn of history, when gods
walked the earth and gave birth to wonders that still
resonate at the core of many human myths, the greatest
of the rebel angels’ creations occurred in absolute se-
cret, far from the eyes of mortals or, more importantly,
the notice of the Heavenly Host. The spirit realm, also
known as the underworld or the realm of the dead, was
the culmination of centuries of heroic effort on the part
of the lowest House of the fallen in an effort to save the
souls of humankind. It was an effort born of sorrow and
regret. Yet it was also a defining moment in the history
of the Slayers, who forgot their lowly stature in the
divine order for a short time and dared to do what no
Devil had the courage or vision to attempt. They
created a new world, wholly independent of the Divine
Plan, where the souls of humankind could take refuge
from the fire and tumult of war.

ORIGINS

The origins of the spirit realm stemmed from the
most terrible effects of the Creator'’s vengeance in the
wake of the Fall — the curse of mortality levied upon
the human race as punishment for their decision to side
with the fallen. The entire rebel host felt the cruel blow,
but none suffered so greatly as the fallen Angels of
Death. The Slayers were created as the final arbiters of
life in the Grand Design. It was they who decided the
span of existence for every living creature, from the
smallest organism to the great leviathans of the deep.
When thatspan of time had run its course, they were the
ministers of painless, peaceful release, ending the
organism’s life and returning its body to the earth.
Although they were considered the least among the
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angels and were somewhat alienated from their peers
because of their duties, the Slayers fulfilled their respon-
sibilities with solemn grace and no small amount of
pride in their skill. Their only real regret was the effect
their labors had on the innocent minds of the first men
and women. Before the Fall, death was terrifying to the
unknowing, immortal human race. They watched be-
loved animals perish in accidents or through old age and
wept from fear and loss, while the Slayers looked on,
powerless to assuage their pain. It was this sense of
alienation and a longing to ease the suffering of man-
kind that led many Angels of Death into rebellion, but
their joy at finally taking their place at humanity's side
was crushed when Heaven’s decree robbed men and
women of their immortality. In one terrible stroke, the
Slayers were forced to accept the onus of ending the
lives of the beings they'd forsaken Heaven to be with.
As the War of Wrath began, the Angels of Death faced
a potential harvest of souls too terrible to contemplate.

As if this realization wasn't bad enough, the reali-
ties of war across the globe meant that the act of death
became far more lonely and fearsome than before. In the
past, each living being's demise was attended by one of
the angels of the Seventh House, but now the war
berween angels spread destruction on a scale that
beggared the imagination. Death was no longer the sole
provenance of the Slayers — it raged across the globe
like a wildfire, ending lives in sudden, unexpected and
agonizing ways. What was worse, when mortal lives
were lost, their spirits simply vanished, disappearing
forever from the physical world. Were they drawn to
Heaven for a reckoning with the Creator, or were they
simply lost? The rebel Slayers had no answer, and the
idea weighed heavily upon them. Already they blamed
themselves for the loss of mankind’s immortality. From
their perspective, it was a judgment intended to wound
the Slayers alone, with an undeserving humanity as the
instrument of heaven’s vengeance, but the utter loss of
these human souls was too much for them to bear. For
the first few decades of the war, the Slayers were
constantly in motion, racing across the world to ease the
suffering of as many dying mortals as they could. Desper-
ate to assuage their guilt and save as many souls as they
could from oblivion, the Slayers eventually created a
new collection of lore dedicated to the ways of the
spirits, including evocations that could anchor a soul to
a physical object or place. This solution was imperfect,
and in many ways, these first ghosts were little more
than mournful prisoners trapped near the site of their
demise or bound into tiny reliquaries that the angel
carried on her person. It also failed to protect them from
the relentless efforts of the Reapers who remained loyal
to Heaven. Those spirits scoured the land in search of
anchored spirits and consigned them to oblivion.
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As the death toll mounted, one of the greatest of the
fallen Slayers, a duke named Charon from the Alabaster
Legion, devised a daring and ambitious plan of near-
cosmic proportions. According tolegend, Charon received
his inspiration during an early siege of Késdeja, the
legion’s underground fortress. After a pitched battle on
the plains outside the fortress, the stories say that Charon
witnessed the death of a mortal whom he’d loved and
protected since the beginning of the war. Heartbroken
and hurled back in defeat, Charon retreated with the
fortress defenders and ordered the legion’s few Malefac-
tors to use their mastery of pathways to confound their
pursuers and conceal the entrance to the fortress. These
Angels of the Earth created a ritual that not only con-
cealed the path to the fortress, it effectively isolated
Késdeja from contact with the physical world, creating,
in essence, a pocket realm where none had existed before.
Aftertheangelsof Heaven retreated in confusion, Charon
walked the outer works of the fortress, mourning the loss
of his love until an idea struck him. If it was possible to
create pocket realms that existed outside the physical
world and beyond the reach of Heaven, why not make a
haven for the souls of the dead?

THE SECRET REALM

Charon’s plan was hatched in the deepest depths
of Kasdeja, among his most trusted lieutenants and
the legion’s most gifted Malefactors. Secrecy, Charon
realized, was crucial. The Heavenly Host had the
power to ultimately undo anything the fallen could
create, but only if they knew it existed in the first
place. Not even the Morningstar would be told of the
Haven, as Charon called his proposed realm. The
fewer angels there were who knew, the less chance
there would be that the secret would fall into the
enemy’s hands. Only the angels of the Seventh House
would be told. Charon believed that his fellow Slay-
ers’ sense of guilt and loss would ensure that the
secret of the Haven would never be shared.

The creation of the Haven was an undertaking
nearly as complex as the shaping of the cosmos itself. As
the design unfolded, Charon was forced to recruit more
and more fallen to provide the necessary power and
knowledge to make the Haven a reality, including the
handful of Fiends and Scourges sworn to the legion's
service. An entirely new collection of lore grew out of
the planning and creation of the new realm, which
became some of the Seventh House's most jealously
guarded secrets. Almost a century went into the plan-
ning and creation of the necessary rituals, and it was a
half-century more of careful, intricate work to slowly
shape the realm. Like the slow, precise accretion of a
delicate crystal, Charon’s Haven grew layer after layer,
extending beyond the physical world.
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Yet Charon knew from the beginning that he
lacked the power and the necessary expertise to create
an entirely new world, so instead the Haven was origi-
nally conceived as an extension of sorts from the physical
plane. The shadow lands that Charon and his compatri-
ots created reflected the physical world, echoing its
divine essence, yet separated by a bartier, or Veil, that
concealed its existence from Heaven and mitigated the
relentless pull of oblivion on the spirits who lingered
there. Although spirits in the shadow lands could watch
the comings and goings of the living, they could not
interact with them. But even that was still better than
nothing at all.

For the next few centuries, the Slayers kept the
shadow lands secret, smuggling the souls of the dead
across the Veil and into relative safety. Of course, they
could not save everyone. Early on, Charon realized
that a large number of souls would still have to be
sacrificed to oblivion and Heaven’s loyal Slayers, lest
they realize how they had been duped. So the rebel
Angels of Death were forced to make many painful
choices as to whom they would save and who would be
consigned to the unknown.

At first, the grand scheme appeared to be a success.
It wasn't perfect, but the opportunity to save at least
some of humanity’s lost souls gave the Slayers a newfound
sense of purpose. Unfortunately, not long after the

creation of the spirit realm, the tide of the war began to
turn. The Time of Atrocities consumed the world in a
storm of blood and fire, forcing the Slayers to redouble
their efforts in the face of a veritable flood of the dead.
It was during this period that the Heavenly Host discov-
ered the shadow lands. Whether the secret was somehow
wrenched from a defeated Slayer or betrayed by a fallen
who had misgivings about Charon’s Haven, no one
knows. Heaven's loyal angels lacked the capability to
fight their way across the Veil, but Charon knew that it
would only be a matter of time before the lore needed to
travel the realms became available. The final centuries
of the war saw Charon and the architects of the shadow
lands pushing ever deeper into the Void, extending
their spirit realm via carefully concealed paths to iso-
lated island havens that the Slayers hoped would escape
Heaven's notice when the Veil was finally breached.

As it turned out, the Veil was pierced in the last
days of the war amid a flurry of last-ditch efforts by
Charon and his followers to save as many souls from
oblivion as they could before all was truly lost. In the
chaos and confusion of those final days, Charon and a
handful of his lieutenants were lost, never to be seen
again. Many among the fallen believe that the great
Slayer and his lieutenants sacrificed themselves in
battle rather than reveal the deepest secrets of the spirit
realm to Heaven’s judges. Still others suspect that the
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great duke and his closest retainers escaped, fleeing
down a concealed Byway deeper into the shadow lands
to continue their struggle for the souls of mankind.

Many Slayers expected the victorious armies of
Heaven to destroy the shadow lands after the war, but
as it turned out, Heaven had other plans for Charon’s
would-be haven. Using the shadow lands as a founda-
tion, the Creator fashioned the eternal prison that the
fallen came to know as the Abyss. Thus, in a stroke of
bitter irony, the haven of the dead became the prison
of the rebel angels, separated from Earth by the thin
Veil that some of their number constructed. Of the
souls Charon saved from oblivion, the Heavenly Host
did nothing. For reasons known only to the Creator,
these restless spirits were left to their eternal exile,
close enough that the imprisoned angels could reach
out to them if they ventured near the walls of the Pir,
yet powerless to aid the prisoners trapped inside. And
so it remained, for untold thousands of years, until the
great Maelstrom.

GroGRaPHY

The spirit realm i1s a construct of Faith that extrudes
from the physical cosmos into the empty nothingness of
the Void, existing as a set of layered dimensions of
increasing scope and complexity. Although it was never
as bright or vibrant as the physical world, the spirit
realm has sunk into an even deeper degree of lifelessness
and ruin in the wake of the rebels’ imprisonment.
Slayers and other demons who possess the Lore of the
Realms may still travel its storm-wracked landscape,
but not without risking the raging Maelstrom and the
terrible pull of the Abyss.

Twur VEIL

In a sense the first layer of the spirit realm, the Veil
is a barrier wrought of Faith that is designed to separate
the physical world from the shadow lands and form a
bulwark against the clutches of oblivion. In ancient
times, the Veil was a dynamic and self-repairing barrier
that was easily permeable by those who knew the proper
evocations. Since then, however, the steady infusion of
Faith that kept the Veil supple and strong has not only
waned, but been warped by the effects of centuries of
human disbelief. Now the Veil is an unyielding wall
that resists even the fallen who helped raise it.

Across much of the world, the Veil is difficult to
detect, much less penetrate, but powerful emotions
and the collected weight of mortal Faith has worn the
barrier thin in some places. Such sites are often sacred,
be they churches, graveyards or other places where the
human psyche often focuses on the afterlife and un-
knowingly directs its Faith into the spirit realm. Other
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locations are less easily recognized: battlefields, crime
scenes or even a bedroom in a lonely old mansion
where a sick man wasted away a day at a time. These
weakened sections of the Veil are known as haunts, as
they afford the spirits of the dead an easier opportunirty
to reach into the physical world and feed on the Faith
of the living.

The Lore of the Realms allows a demon to pass
through the Veil between realms, and the difficulty of
the evocation depends on the relative strength of the
barrier. See the Demon core rules, page 48 for details.
Crossing over in the vicinity of a haunt poses a difficulry
of 5 to the evocation roll. Additionally, the high-
Torment effect of Step Beyond the Veil creates a
temporary haunt that draws ghosts to the area like
moths to a flame.

THESHADOW [ LANDS
The first lands of the dead, the shadow lands are an

extension of the physical world, an echo of the divine
energy inherent in all physical matter. Everything that
exists in the mortal world exists in the shadow lands —
and even some objects and structures that have long
since tumbled to rust and ruins. Ghosts haunt rhis bleak
land, looking in on their loved ones, brooding over their
enemies or simply watching the world pass them by.
Even in modern times, long after the Slayers were forced
to abandon their harvesting of souls, some spirits who
die and leave unfinished business behind find a way to
slip through the Veil into the shadow lands. Now,
ravaged by the reeth of the howling Maelstrom, all but
the strongest of these spirits huddle around any haunt
they can find, drawing what Faith they can from the
living in order to keep their form intact.

Demons who cross over into the shadow lands may
travel the landscape just as they would in the mortal
realm. All rates of movement are identical between
the two realms except in the case of the Slayers, whose
greater proficiency and familiarity with the realm
allows them to travel vast distances in the blink of an
eye (see the Demon core rules, page 48 for details).
Doors, windows, walls and other physical structures
have as much substance in the shadow lands as they do
in the physical realm, but ghosts and demons alike may
pass through these objects by spending a point of
Faith. Ghosts with the Solidify power can perform
physical actions such as picking up a book or opening
a door, and these interactions resonate across the Veil
into the physical world. (A book appears to float into
the air as unseen fingers riffle the pages. A mirror
breaks or a door suddenly slams shut.) Demons cannot
interact with physical objects unless they use the
evocation Ghostwalk (see page 49 of the Demon core
rules for details).
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THE T EMPEST

The Tempest is the next “layer” of the spirit
realm, a roiling, chaotic storm of energy that under-
lies the shadow lands and separates them from the
Deep Realms. The Tempest was originally created by
Charon to thwart the explorations of any invaders,
concealing the Deep Realms' Byways. Since the exile
of the fallen, however, this storm has become a truly
malevolent force, stirred to savagery by the Torment
of the demons trapped in the Abyss. Spirits who
attempt to cross the Tempest and become lost some-
times find themselves cast upon the walls of Hell,
where the hateful spirits within can reach them.
These spirits are warped and tormented for untold
ages by the very angels who once fought to save them,
resulting in horrific specters who stalk the Tempest
in search of new victims to sate the urges of their
infernal masters.

[t is possible to navigate the wilds of the Tempest
toreach the Deep Realms, but the risks are great. Packs
of savage specters ride the storm, searching for prey,
attacking spirits or demons with equal fervor. A Per-
ception + Survival roll (difficulty 8) is required to
successfully travel from the shadow lands to one of the
Deep Realms. If the roll fails, the travelers become lost
in the storm. Each day the travelers are lost, another
Perception + Survival roll can be made to see if they
regain their bearings. Until that time, they are at the
mercy of the specters lurking within the storm. Use the
ghost profile to represent any specters who attack the
travelers. Most specters are of the aged variety, while
a few may be ancient spirits. Most specters travel in
packs of three to six.

Demons who dare traverse the Tempest risk some-
thing worse than specters — the pull of the Abyss.
Despite being locked in their mortal forms, the close
proximity to Hell has enough power to tear the demon’s
spirit free of its moorings and draw it back down into
darkness. Fallen within the Tempest will be drawn into
the Pit unless a successful Willpower roll is made
(difficulty 8). This roll must be made each day the
demon walks the Tempest, and if the roll fails, she is
torn from her host and drawn back into Hell.

BuwAus

The Byways are twisting, sinuous paths laid by
master Malefactors that wind their way through the
Tempest to the Deep Realms. Although these paths
were originally masked with powerful evocations,
ages of wear from the winds of the Tempest have
stripped them of their camouflage. The Byways are
accessible to spirits and demons alike who wish to
search for the Deep Realms. No roll is required to
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navigate the Tempest as long as the travelers follow
a Byway, but attacks by specters are still possible, and
demons still tempt the clutches of the Abyss. Al-
though they are safer than braving the Tempest
directly, the Byways rarely lead directly to one of the
Deep Realms. In fact, some don’t even lead to the
same destination more than once.

TueE DEEP REALMS

Charon created the Deep Realms as hiding places
from the Heavenly Host. Islands of reality isolated by
the raging Tempest and connected by the shifting
Byways, none but Charon and a handful of Slayers
know the full number of havens created within the
storm. Spirits who claimed to have traveled the
Byways often before the recent Maelstrom tell stories
of an island that is one enormous city; another is a
kingdom of jade. No fallen has yet dared to walk the
Byways and see for himself what remains of the Deep
Realms. Wild rumors abound of infernal bastions
secreted within the storm, containing potent relics of
the Age of Wrath. Some wonder if Charon and his
lieutenants wait in one such citadel. The wildest
rumors suggest that even Lucifer himself found refuge
in their midst for a time.

Thoe MAELSTROM

The Maelstrom currently ravaging the spirit
realm is the sixth such cataclysmic storm to strike
the shadow lands since its creation. The fallen do
not know what causes these terrible upheavals, but
many point to a connection between violent events
in the mortal world and the onset of a Maelstrom.
Since humanity’s belief (or lack thereof) has had a
noticeable effect on the stability of the Veil, it’s
conceivable that the collective anguish of mankind
could permeate the shadow lands and churn the
Tempest itself. If this is so, some Shl'y't.'*r:-:- wonder
what will come of the return of the fallen and the

battles looming against the Earthbound. How much
more terrible will the effects in the shadow lands be
if mankind is caught up in a war of angels once more!

The Maelstrom roars like a cyclone across the
shadow lands, ebbing and surging in different areas
at different times. Although it was initially strong
enough to destroy spirits outright and rip holes in
the Veil, the ferocity of the winds has abated
somewhat. Even still, though, the storm poses a
terrible danger to the souls of the dead. Spirits
caught outside a haunt suffer four dice of lethal
damage per turn of exposure. This damage may be
soaked using Stamina. Spirits who lose all their
health levels are utterly destroyed.
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THE SPIRITS
OF THE Prap

The dead are everywhere. When the great Mael-
strom burst across the spirit realm, it struck the
Veil with such force that it tore temporary holes
between the realms, creating powerful haunts scat-
tered across the globe and providing a horde of
desperate spirits a chance to escape into the lands
of the living. Much like the fallen, these spirits
sought anchors to save themselves from the pull of
oblivion, possessing the living and the bodies of
the dead alike. Meanwhile, in the shadow lands,
those ghosts without the strength to make it through
the Veil now take shelter in whatever haunts they
can find, venturing out into the Maelstrom only
when they must and defending their sanctuaries
against any who trespass.

54
(HOSTS

Ghosts are the disembodied spirits of the dead who
by luck or sheer, implacable will found their way across
the Veil upon their death and still linger close to the
land of the living. The majority of these spirits remain
in the shadow lands, seeking shelter from the Mael-
strom, but they reach into the physical world from time
to time in order to restore their Faith, help their loved
ones or punish their enemies.

Ghosts in the shadow lands are almost exclusively
found around haunts — those areas where the Veil is
weak, allowing easier access to the physical world. Since
there are many more ghosts than there are haunts, most
such places literally teem with the restless dead while
the Maelstrom rages across the spirit realm. The conse-
quence in the physical world is a massive upsurge in
occult phenomena as these desperate ghosts seize on
any mortal who comes within range and attempt to feed
upon his Faith.

These spirits require Faith to heal their injuries and
access their powers, but unlike the fallen, ghosts can
only reap Faith (see page 85 of the Demon core rules for
details). They do so by terrorizing mortals with super-
natural phenomena then feeding on the emotions they
evoke. Use the same system for reaping Faith that
demons employ on mortals. Since ghosts are more
attuned to human emotion than the fallen, however,
these spirits receive from two to four Faith points per
attempt, depending on the Faith potential of the target
(essentially double whatever amount a demon would
normally gain from the victim).

A large number of ghosts made it across the Veil
during the Maelstrom and managed to seize physical
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bodies in order to anchor themselves against the clutches
of oblivion. Again, like demons, these ghosts possessed
the weak-willed, the soulless or the brain-damaged.
Ghosts can lose their physical hosts in the same way as
demons. Use the system for possessing a new host found
on page 94 of the Demon core rules to determine

GHOST PROFILE

The following describes an example of a new
ghost, someone who died recently:

Attributes: Strength 3*, Dexterity 3, Stamina 4,
Charisma 2, Manipulation 3, Appearance 3, Percep-
tion 4, Intelligence 4, Wits 4

Abilities: (choose from) Alertness 2, Athletics 2.
Brawl 3, Bureaucracy 3, Computer 3, Crafts 3, Dodge 3,
Drive 3, Etiquette 3, Finance 2, Intimidation 3, Inves-
tigation 2, Leadership 2, Medicine 2, Occult 2, Politics
[, Security 2, Subterfuge 4, Survival 4

Willpower: 7

Faith: 10

The following represents an aged ghost, one
who has been around for a century or so:

Attributes: Strength 6%, Dexterity 6, Stamina 7,
Charisma 4, Manipulation 6, Appearance 3, Percep-
tion 93, Intelligence 4, Wits 6

Abilities: (choose from) Academics 3, Alert-
ness4, Animal Ken 3, Athletics 3, Brawl 5, Computer 1,
Crafts 2, Dodge 5, Empathy 3, Etiquette 4, Expres-
sion 4, Finance 4, Firearms 4, Intimidation 5,
Investigation 4, Law 4, Leadership 3, Linguistics 3,
Medicine 4, Melee 5, Occult 4, Politics 4, Science 3.
Security 4, Streetwise 3, Subterfuge 5, Survival 5

Willpower: 9

Faith: 12

The following details an ancient ghost, one who
has been dead for several centuries:

Attributes: Strength 8%, Dexterity 7, Stamina 9,
Charisma 6, Manipulation 9, Appearance 6, Percep-
tion 7, Intelligence 7, Wits 8

Abilities: (choose from) Academics 7, Alert-
ness 7, Animal Ken 5, Athletics 6, Awareness 5,
Brawl 5, Dodge 5, Empathy 1, Etiquette 5, Expression
4, Finance 7, Firearms 3, Intimidation 7, Investiga-
tion4, Law 4, Leadership 7, Linguistics 5, Medicine 5,
Melee 6, Occult 5, Politics 7, Science 3, Security 5,
Streetwise 1, Subterfuge 7, Survival 7

Willpower: 10

Faith: 15+

*Note that the Strength Attribute for ghosts applies
only to uses of powers along the lines of Solidify (see
“Ghost Powers”), wherein the ghost exerts his will to
apply force against or upon a physical object or entity.
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Every ghost used to be a person, which is something reflected in each ghost’s personality. Some of them use
their powers to do harm, while others try to eke out a benign existence. The following are only samples of the
powers that ghosts can possess — the Storyteller may design new ones.

New ghosts typically have three powers, none of them beyond a fairly low level. Old ghosts have four to
five powers at weak to moderate levels. Ancient ghosts have five tosix powers, each at moderate to potent levels.

e Teleport: This power is typically limited to a ghost’s line of sight. Ghosts teleport to avoid harm or elude
detection. They can use this ability in combatr. With age and expertise, a ghost can even teleport to locales
beyond line of sight. A Faith point allows a ghost to teleport once per turn.

* Short Circuit: Although the name of this power implies targets limited to electronics, ghosts can use it
to affect (as in activate or jam) even simple machines — the trigger of a gun, for example. Experienced ghosts
can use this power to send a jolt of electrical current through any conductive substance (metal or water) toshock
a mortal in contact with an appropriate object (a rifle or puddle). Base the damage from this attack upon a
number of dice equal to the ghost’s Faith rating (difficulty 6); damage can be bashing or lethal. This power also
has the potential to render machines with electrical systems temporarily or permanently inoperable.

GHOST POWERS q ’

It costs a point of Faith to activate Short Circuit for each use.

e Emotion-Control: Ghosts with this power can influence a mortal’s emotional state and reap Faith from
him. Young, inexperienced ghosts can spur only blunt feelings such as lust, grief or fear. Older ghosts’ range
includes joy, hope and love, which can be induced to near-paralyzing levels. Ancient ghosts who are expert in
controlling humans’ emotions can imbed a strong feeling about some entity, activity or location. Thereafter,
the person remains convinced that he always felt that way.

Spend a point of Faith and make a Willpower roll (based on rating, not current score) for a ghost using an
emotion-control power; difficulty equals the target’s Willpower. Success induces the desired emotion in the
target. A ghost who instills an emotion in order to feed receives a point of Faith for each success rolled in the
effort, up to the being’s normal Faith limit. Using this power to feed can be accomplished only once per scene.

The fallen are immune to this power, though their thralls are not.

e Solidify: This power encompasses the effects associated with the classic ghost, such as invisibly moving
or striking objects or living things, inexplicable noises and so on. Ghosts who've been stirring up trouble for
decades can set an entire roomful of small items in motion at once. True masters can send furniture flying and
even upend cars. A Faith point allows a ghost to activate Solidify once per turn.

 Ectoplasm: Ectoplasm produces copious amounts of a slick, mucous goo wherever the ghost desires.
Common uses include contamination of foods (for the purpose of gross-outs) and the ensliming of floors or
roadways (to create hazardous conditions). Apply the line-of-sight rule to placement of ectoplasm (i.e., not
beyond the user’s view). Expert ghosts can cause ectoplasm to manifest inside the nose and mouth of a target
(even a moving one) to suffocate him. This substance can be expelled or removed, but an affected character
can do nothing else until his breathing passages are clear.

It costs a point of Faith to create ectoplasm, Roll a number of dice equal to the ghost’s Willpower (difficulty
6) to determine how many quarts of ectoplasm result (one per success). Ectoplasm lingers for no more than one
scene, then vanishes without a trace.

® Combustion: Ghosts use this power to start fires.

The speed with which such flames ignite depends on the expertise of the spirit and the flammability of the
targeted material. A young ghost can set a cotton garment ablaze in three turns; an older, more seasoned one
in two turns; a crusty, malevolent ghost can doso in one turn (roll Willpower, difficulty 6). The less flammable
the substance is, the higher the difficulty is. Igniting wood is difficulty 7. Igniting normally flame-resistant tabric
is difficulty 8. Hard plastic requires a difficulty of 9, while glass, ceramics and durable metals cannot be ignited
with this power.

The wearer or bearer of something targeted thus is allowed a Wits + Alertness roll each turn to determine
if he notices the item’s increasing heat.

One point of Faith activates this power against one target. The user must apply the power without
interruption for flames to result.
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she is lost to oblivion.

Ghosts can be summoned and controlled by de-
mons with the Lore of the Spirit, whether they are
resident in the shadow lands or in possession of a human
host. Possessed spirits summoned to a demon will ap-
proach the fallen physically rather than be ripped from
their host body.

POSSESSION PROFILE

Ratings are provided for normal people and
animals, as well as possessed bodies (in parentheses).

The following statistics are for an adult human:

Attributes: Strength 3 (7), Dexterity 3 (5),
Stamina 3 (5), Charisma 3, Manipulation 3, Ap-
pearance 2, Perception 2, Intelligence 3, Wits 3 (5)

Abilities: (choose from) Alertness 2, Athletics 2,
(Brawl 3), (Dodge 3), (Firearms 2), (Intimidation 4),
(Melee 2), (Occule 3), Stealth 3, (Subterfuge 3),
Survival [ (3)

Willpower: Appropriate to type of ghost

Faith: Appropriate to type of ghost

The following statistics are for a child:

Attributes: Strength 1 (4), Dexterity 3,
Stamina 2 (5), Charisma 2, Manipulation 4, Appear-
ance 3, Perception 2, Intelligence 2 (4), Wits 3 (5)

Abilities: (choose from) Alertness 2, Dodee 1,
(Melee 3), Performance 2, Stealth 3 (4), Subterfuge 3

Willpower: Appropriate to type of ghost

Faith: Appropriate to type of ghost

Powers: A spirit in possession of a human host
may not be able to manifest any of its unearthly
powers, or it may have access to some or all of those
powers. A possessing spirit that abandons its host
certainly has a full range of powers. A spirit still in a
body may attempt to disguise its existence, protect its
host or attack anyone who threatens. A liberated
ghost could attack, disappear or attempt to possess
another being, human or animal. Demons are immune
tosuch attempted possessions, but their thralls are not.

Like humans who are possessed by spirits, ani-
mals are made substantially stronger. The following
statistics are for a large dog:

Attributes: Strength 3 (6), Dexterity 4,
Stamina 2 (4), Charisma 0, Manipulation 0, Appear-
ance O, Perception 4, Intelligence 2 (4), Wits 1 (3)

Abilities: (choose from) Alertness 2, Athletics 3,
Brawl 2, Dodge 3, Intimidation 3, Stealth 3, Survival 3

Powers: None, but once the animal is stopped
or destroyed, the demon must deal with the disem-
bodied spirit. This spirit could attack, disappear or
attempt to possess another being, human or animal.
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UNDEAD PROFILE,

The following derails one of the risen, a formi-
dable undead in possession of its former body:

Attributes: Strength 5, Dexterity 5, Stamina 5,
Charisma 2, Manipulation 4, Appearance 2, Per-
ception 9, Intelligence 3, Wits 5

Abilities: (choose from) Alertness 3, Athlet-
ics 4, Brawl 4, Dodge 4, Drive 2, Etiquette 2,
Expression 2, Firearms 3, Intimidation 5, Melee 3,
Streetwise 3, Subrerfuge 5, Survival 4

Willpower: 10

Faith: 12

Powers: Risen can pass for human, though
demons can see them for what they are with a
successful Perception + Awareness roll. Risen can
withstand 15 health levels of damage before being
destroyed, but they can regenerate one lost level
with the expenditure of a Faith point. Regenerating
costs an action and only one level can be recovered
in asingle turn. The risen suffer no wound penalties
for lost health levels.

The following details a typical “walker,” a ghost
in control of a former corpse:

Attributes: Strength 4, Dexterity 3, Stamina 5,
Charisma 1, Manipulation 3, Appearance 1, Per-
ception 3, Intelligence 2, Wits 4

Abilities: (choose from) Alertness 3, Athlet-
ics 2, Brawl 2, Dodge 2, Drive 1, Etiquette 1,
Firearms 2, Intimidation 3, Streetwise 2, Subter-
fuge 2

Willpower: 8

Faith: 8

Powers: Walkers have 10 health levels and
suffer no penalties for injury. They can regenerate
one lost health level in a turn at the expense of one
Faith point per level. Regenerating a level is con-
sidered an action. Walkers can pass for human
with effort.

The following details a shambler, a mindless
zombie infused with the hateful energies of the
Maelstrom:

Attributes: Strength 3, Dexterity 2, Stamina 6,
Charisma 0, Manipulation 0, Appearance 0, Per-
ception 2, Intelligence 1, Wits 1

Abilities: Brawl 2. Intimidation 5

Willpower: 6

Faith: 8

Powers: Shamblers are “killed” only by com-
plete destruction of the body or separation of the
head from the torso. Shamblers have 10 health
levels and suffer no penalties for damage inflicted.
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UNDEAD

Not all ghosts who cross into the mortal realm
find their way into living bodies. A rare few, pos-
sessing an iron will and formidable amounts of
Faith, intentionally seek out their former bodies,
animating them once more to seek revenge against
someone who wronged them or complete some other
unfinished business. Other spirits seize the first
corpse they find and try to return to a semblance of
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mortal life, concealing their rotting flesh behind an
illusory mask of Faith.

Worst of all, there are cases where the raw energy of
the Maelstrom itself has penetrated the Veil and infused
dead tissue, creating a mindless, malevolent creature
that exists only to stalk, mutilate and murder the living.
These shamblers are true monsters, hiding by day and
venturing from their lairs at night to sate their thirst for

Faith and blood.







The Angels of the Abyss and their Earthbound foes
aren’t the only supernatural beings at work in the World
of Darkness. Sorcerers seek forbidden power through the
arcane arts, while creatures of legend such as vampires
and werewolves stalk human prey through grimy alleys
and isolated forests. Stranger still, ordinary men and
women across the globe are visited with cryptic visions
and imbued with divine power to protect mankind from
the supernatural — regardless of the cost. Few in number
and rarely encountered, these mysterious and potent
“monsters” share one thing in common with the fallen:
an inextricable bond to humankind. A demon who
crosses paths with one of these beings might find them
reluctant allies, potential rivals or implacable foes.

This chapter provides all the information you need
toinclude vampires, werewolves, mages and the imbued
as characters in your Demon chronicle. Each section is
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The great hill hung close over the old town,

A precipice against the main street’s end;

Green, tall, and wooded, looking darkly doun
Upon the steeple at the highway bend.

Two hundred years the whispers had been heard
About what happened on the man-shunned slope—
Tales of an oddly mangled deer or bird,

Or of lost boys whose kin had ceased to hope.

—H. P. Lovecraft, “The Fungi from Yuggoth”

A

broken down into the following four parts: a basic
profile of the “monster,” suggestions on how to include
them in your stories, ways in which they might relate to
the fallen and specifics on how possession and pacts of
Faith affect each monster (and vice versa). At the end
of each section are character profiles for each monster
and their suggested powers. For our purposes, each
monster type has a Faith score that fuels its various
powers. The way each monster gains and uses Faith
varies and is detailed in the individual profiles. If you're
already familiar with White Wolf's other storytelling
games, feel free to employ the more detailed systems for
these monsters if you wish. The profiles listed here are
meant to provide basic information that allows you to
include these beings as antagonists and supporting
characters without requiring you to buy anything be-
yond this book and the Demon core rules.
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THE InmBUED

The imbued (or simply hunters, as they sometimes
call themselves), are among the most dangerous poten-
tial foes of the fallen. It isn't merely that their powers
seem tailor-made to detect and counter a demon’s
innate abilities — the imbued are dangerous by virtue of
their anonymity. They are everyday people who are
shown the presence of the supernatural and then given
the tools to do something about it. Hunters are cops,
mailmen, accountants and garbage men, haggard faces
in the crowd with eyes that see more than they should.

The imbued are individuals whose normal lives are
turned upside down by a terrifying, often violent revela-
tion concerning the existence and activities of the
supernatural. Often they are led to such confrontations by
a series of strange and inexplicable coincidences. (Their
car suddenly breaks down, forcing them to walk past an
alley where a vampire is feeding on a runaway teen, or the
wait for an elevator lasts just long enough for the person to
be joined by a co-worker who turns out to be one of the
walking dead.) The moment of the imbuing is different for
each person, but it typically involves cryptic messages and
strange, suggestive hallucinations. (Flashing street signs
change from WALK to THE DEAD WALK, or a voice in
their head thunders IT FEEDS ON THE INNOCENT.)

How the individual reacts to this sudden awakening is
crucial. If he fails to act on the message he is given, the
revelation fades as quickly as it appeared and the person
eventually rationalizes the experience away. Ifhe hears the
call and acts upon it, though — whether it's to attack the
creature with a broken bottle, drive it away from its victim
or learn what he can from the encounter — the individual
is imbued with powers that conform to his actions. A
vengeful hunter seeking justice for the monster’s victim
might receive the power to transform a pipe into a fiery
club, while one concerned with protecting innocents
might discover the ability to drive the monster away by
force of will. Curious or inquisitive hunters who seek
answers might receive the power to disappear from the
monster’s sight or receive insight into its future actions.

What happens next is up to the hunter. Here is where
the nightmare begins, though, for once they have been
shown the existence of monsters and given their supernatu-
ral gifts, the imbued are on their own. The mysterious force
that pits themagainst the monsters in humanity’s midst does
not appear again, leaving them to decide for themselves
what to do with the knowledge and powers they've been
given — and how far they are willing to go. Some hunters
abandon friends and family, embarking on solitary crusades
against “the enemy,” while others stake out a single neigh-
borhood or sometimes little more than their own tenement
building and try to protect it from the world outside. Every
hunter struggles to maintain his or her sanity in the face of
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relentless horror and paranoia. The few who survive in a
world beser by monsters invariably lose touch with their
former lives, becoming consumed by the hunt.

The imbued can be said to generally fall into one of
three camps, based on their views concerning the hunt. The
zealots are hunters who believe in confrontation, taking the
world back from the monsters by force, destroying them
when necessary. The merciful, on the other hand, believe
that the only way to end the cycle of violence between
monsters and mankind is through negotiation, sacrifice and
the possibility of redemption. Finally, some visionary indi-
viduals refuse to see the relationship between humans and
monsters as “us or them,” and they look for insights that will
help them chart a different future for humanity and the
supernatural alike. Each camp boasts its own powers, per-
spectives and prejudices, and the imbued community is
frequently wracked with disputes and outright conflict over
their true purpose. That being said, it is not uncommon for
hunters to operate in groups, often representing a variety of
camps, forthe imbued have learned that they are much more
effective when working as a team.

The few demons who have encountered the imbued
(andsurvived the experience) were alarmed at the way these
mortals’ powers seem specifically tailored to defeat many
innate demonic abilities and resist the effects of many
evocations. Some speculate that the hunters are being
empowered by agents of Heaven in a sort of proxy war
against the fallen, though few can imagine the wrathful
Creator as being so timid with His might. Others wonder if
perhaps the imbued are actually the descendants of one or
more nephilim who somehow escaped Lucifer’s purge dur-
ing the War of Wrath. These demons speculate that the
return of the fallen has awakened their latent powers — as
well as a reflexive hatred for the Angels of the Abyss.

=
L NCOUNTERS

Of all the supernatural dangers lurking in the World
of Darkness, the imbued are the ones most likely to cross
paths with the fallen, for no other reason than the fact
that most hunters actively search for signs of paranormal
activity. A spate of gruesome torture killings, mysterious
outbreaks of madness or reports of divine apparitions and
apparent miracles draw the imbued like beacons, and
fallen who fail to keep a low profile quickly find one or
more hunters on their trail. Although the imbued are
often contentious, they have developed an online com-
munity thatacts as a potent clearinghouse for information
and a way to muster an impressive amount of resources
against a specific threat. A solitary hunter can fire off an
email and quickly call inreinforcements to help deal with
a potential problem (provided the hunters all see eye-to-
eve on how best to resolve the issue).

Another possibility for an encounter with the imbued
might occur through the act of the imbuing itself. The
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mysterious forces behind the creation of the hunters could
open the eyes of someone close to the demon, possibly
even a friend, lover or family member of the demon’s
mortal host. This type of encounter can create the poten-
tial for powerful stories of loyalty, trust and betrayal, with
repercussions through nearly every aspect of the demon's
mortal existence. Can she convince the hunter that she
isn't the monster she appears to be, or will she be forced to
kill someone she cares about for the sake of her own safety!

Finally, demons may cross paths with the imbued
through the existence of their thralls. The more pacts of
Faith a demon has, the more men and women there are
walking the streets with a mark that will catch a hunter's
notice. Perhaps the thrall is seen taking advantage of one
of her infernal gifts, or perhaps she’s simply in the wrong
place at the wrong time when a hunter is using her Sight.
Depending on the hunter in question, the thrall might
then become a mystery waiting to be solved, a soul to be
saved or an abomination living on borrowed time. Towhat
lengths will the fallen go to protect one of her thralls? Can
the demon see past her Torment and risk her own exist-
ence to save a mere mortal, or will she be forced tosilence
her thrall before the mortal is compromised further?

DemoR-TTUNTER RELATIONS

Relationships between the fallen and the imbued
depend greatly on which of the three camps the hunter in
question belongs to. In general, zealots see demons as
exactly that — malevolent spirits escaped from the Pit —
and they spare no effort to destroy the demons’ thralls and
banish the fallen back to the Abyss. Merciful hunters, on
the other hand, generally relate to the demon in the
context of her actions, even to the extent of trying to open
a dialogue with the fallen if possible and helping her
struggle against her Torment. Likewise, visionary hunters
might well try to establish a relationship of sorts with the
fallen for the purpose of trading information, arelationship
that could be of great benefit to both parties. Again, these
reactions are generalizations, and exceptions definitely
exist. You could have a sympathetic zealot fighting along-
side a demon or a vengeful visionary who is violently
opposed to everything the fallen stand for.

More often than not, demons and hunters view one
anotheras enemies. [l informed and unable to see past their
own prejudices, the imbued make no distinctions between
monstrous demons and those who try to rise above their
Torment. To them, a demon is a creature that must not be
allowed to walk the earth. In rare cases, the fallen can forge
an uneasy alliance with the imbued, usually in the face of
greater peril such as the Earthbound, but such alliances
rarely hold together once the immediate threat has passed.
Altemnatively, less scrupulous demons don't hesitate to
manipulate the imbued as stalking horses against their
infernal rivals, flushing their enemies into the open and
weakening themso that the demon can swoop infor the kill.
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Despite their dangers, the imbued also pose a pow-
erful temptation for the fallen and the Earthbound in
particular. The divine energies that infuse hunters at
the moment of their imbuing also serve to greatly
increase their Faith potenrial, making them potentially
valuable thralls — and potent vessels for possession.

PACTSORAITH AND THE IMRUED

Perhaps owing to their unusual creation, the imbued
are just as susceptible to pacts of Faith as any other mortal
in the World of Darkness. Like other mortals, the hunter
must willingly enter into the pact with the demon, a task
made much more difficult by the fact that the imbued have
the power to see past the demon’s honeyed words and see
the tormented spirit one really is. A typical hunter's high
Faith potential provides a wealth of power that a demon
can use to fuel his own evocations— a singe imbued thrall
can provide as much Faith as five ordinary mortals — or
provide gifts to the hunter to make him even more
effective than before. The pact of faith does not ensure
loyalty, though, nor does it restrain a hunter's inevitable
descent into madness. What's more, the bond between
hunter and demon is clearly visible to hunters’ Sight,
revealing the imbued as corrupted by “the enemy” and a
target in her own right. Enthralling a hunter is a calculated
risk at best; a disaster at worst. Use the systems described for
enthralling mortals on page 87 of thePemon core rules to
create pacts between demons and hunters.

The same high Faith potential that makes the im-
bued such valuable potential thralls also makes them
eminently suitable as vessels for possession. The act of
imbuing conditions the hunter's body to channel levels
of Celestial energy that would destroy a typical mortal,
thus presenting the fallen with an opportunity to seize a
host capable of sustaining much higher amounts of Faith.

Possessing a hunter isfarmore difficult than seizing the
body of a normal human, however, First, the demon must
have established a pact of Faith with the hunter she wishes
to eventually possess. Then she must wait (and perhaps
assist) in the degeneration of the hunter'ssanity asshe loses
herself to the hunt. Once the hunter’s Willpower has been
reduced to 1 (or less), the demon can attempt the act of
possession. Use the system for possession described on page
94 of the Demon core rules to resolve the attempt. If the
hunter has activated her inherent ability that grants
immunity to possession (see below), the demon's attempt
automatically fails. If the act of possession succeeds, the
hunter'’s soul is driven from the body and the demon
inherits the imbued's traits as well as the hunter's Faith
score (but none of her innate powers or edges). How much
of the hunter's memories and identity the demon gains is
up to you, the Storyteller, but it is strongly advised that for
every piece of knowledge the demon gains, she loses a
similar amount from her previous incarnation.
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HMaxTER PROFILE

The following is an example of a zealous, con-
frontational hunter.

Attributes: Strength 4, Dexterity 4, Stamina 4,
Charisma 2, Mampulumn 2, Appearance Z, Percep-
tion 3, Intelligence 3, Wits 4

Abilities: {L‘l‘ll"ﬂ'ﬁiﬂf’l‘{ ym ) Alertness 4, Athletics 3,
Brawl 3, L:unpu{tr 2, Crafts 3, Dodege 3, Drive 2,
Firearms 2, Intimidation 3, Inrmngdtum 2. Leader-
ship 2, Medicine 2, Melee 4, Occult 3, Politics 1,
Security 2, Streetwise 3, Subterfuge 2, Hun'wal Vi

Willpower: 7

Faith: 7-10

The following is an example of a merciful, concil-
iatory hunter.

Attributes: Strength 2, Dexterity 3, Stamina 2,
Charisma 3, Manipulation 4, Appearance 3, Percep-
tion 4, Intellicence 4, Wits 4

Abilities: (choose from) Alertness 2, Athletics 2,

Brawl 3, Computer 2, Dodge 3, Drive 2, EL‘I‘lp;ltlw 3.

Etiquette 3, Finance E,Pumrlm , Intuition 3, Inves-
tigation 2, Lmdm ship 2, Medicine 2, Melee |

$L)c£1ﬂr
Politics 1, Security 2, Streetwise 3, Stealth 3,
Subterfuge 2, Survival 2

Willpower: 7

Faith: 7-10

The following is an example of a visionary, in-
quisitive hunter.

Attributes: Strength 2, Dexterity 3, Stamina 2,
Charisma 2, Manipulation 3, Appearance 3, Percep-
tion 3, Intelligence 4, Wits 4

Abilities: (choose from) Alertness 2, Athletics 2,
Computer 3, Dodge 3, Drive 2, Empathy 3, Ediquette 3,
Finance 2, Firearms 2, Intuition 3, Investigation 3, LL‘HRIL‘I'-'
ship 2, Medicine 2, Melee 1, Occult 3, Politics 2,
Security 3, Streetwise 3, Stealth 3, Subterfuge 2, Survival 2

Willpower: 6

Faith: 7-10

Maces

Humanity is a race of near-limitless potential. As far
as 21st-century men and women have developed from
their Mesopotamian forebears, they have only just begun
torealize their true capabilities. Lucifer and the fallen saw
this enormous potential in the earliest days of humanity's
creation, and it was the driving force behind the

Lightbringer's Babel plan near the end of the War of

Wrath. Humanity had the potential to manipulate and
ultimately master the forces of Creation and possibly
reinvent them in ways the Elohim couldn’t imagine. Babel
was a failure because Lucifer tried to rush humanity's
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IMpurp PowERS

The imbued, like the fallen, are granted anumber of innate
powers common to all hunters, as well as a series of Faith-based
powers called edges that vary between members of the three
hunter camps. Hunters activate their innate powers by spend-
ing one Faith point for the set. The effects of these powers last
for the duration of a single scene.

¢ Immunity to Possession: The hunter cannot be possessed
while this power isactive. Thisability also blocks evocations that
allow the demon toprojectherconsciousness intoathrall’s mind,
such as Remote Viewing or Mouth of the Damned.

¢ Immunity to Mind-Control: The hunter’s will cannot
be overridden with such evocations as Insinuate, Confess or
Obsession. Evocations that attempt to influence or control
the hunter's actions fail automatically. Greater demons may
be powerful enough to override this innate power at the
Storyteller's discretion, as long as their Faith score is greater
than the hunter’s.

¢ Immune to the Effects of Revelation: Hunters do not
suffer the effects of Revelation. Again, greater demons may
be able to overcome this innate power if their Faith score is
areater than the hunter's.

¢ Immune to Illusion: Hunters see through any illu-
sions created by the Lore of Light or the Lore of
Transfiguration, evocations that create concealment (such
as Fade) or special abilities granted by apocalyptic forms
(such as the Cloak of Shadows), Greater demons may be
able to overcome this power if their Faith score is greater
than the hunter’s.

®» The Sight: This power is a limited form of supernatural
awareness that allows a hunter to see the monsters hiding in
humanity’s midst. With a successful Perception + Alertness
roll (difficulty 6), any monster (including one of the fallen) in
the hunter's presence is revealed asinhuman while the hunter’s
Sight is active. The Sight doesn't reveal the exact nature of the
monster in question, though. Creatures such as vampires and
werewolvessimply lookwrongto the hunter. When the imbued
use the Sight on a demon, they see a ghostly version of the
demon’s apocalyptic form surrounding the host’s body.

Additionally, imbued from each of the three camps have
access to the following edges. A typical hunter can have up to
three edges, while more experienced hunters can possess as
many as five. Hunters are allowed to possess edges used by
imbued from the other camps, at the Storyteller’s discretion.

® Cleave: This zealot edge allows the hunter to inflict
aggravated damage with any Melee attack by spending one
Faith point. The drawback is that the weapon energized by this
edge will break in a number of turns equal to its damage bonus
unlessa successful Willpower roll is made (difficulty 8). (That
is, a knife that normally inflicts Strength + 1 damage breaks
after one turn.) Otherwise, the effects of this edge last for the
duration of the scene.

® Discern: This zealot edge allows the hunter to gain
specific information about the nature of a monster by spend-
ing a Faith point and making a successful Perception +
Alertness roll (difficulty 7). Discern allows a hunter to

specifically identify the type of monster viewed (e.g., vam-

pire, werewolf, demon or thrall). In the case of the fallen, the
edge also identifies the demon’s House. This information is
conveyed as a general sense of the demon’s focus, so a Scourge
would conjure images of wind and motion, while a Devourer
would conjure feelings of the wilderness and the hunt. The
effects of this edge last for the duration of a single turn.

e Ward: This edge allows a zealous hunter to drive
monsters out of a protective zone that surroundsher. The edge
requires the expenditure of one Faith point and a Willpower
roll (difficulty 6). Monsters within the zone are driven out of
the zone unless a Stamina roll (difficulty 6) exceeds the
hunter’s successes. Monsters are allowed only one roll to resist
the effects of this edge. If the roll fails, they are driven to the
zone's edge and may not enter. The zone reaches out to a

radius in yards equal to the hunter’s Faith score. The effects
of this edge are centered on the hunter, and they move asshe

moves and last for the duration of the scene.

 Hide: This edge allows amerciful hunter to hide herself
from a monster’s sicht by spending one Faith point and
making asuccessful Willpower roll (difficulty 6). If successful,
the hunter cannot be seen, heard or felt by a monster unless
she takes a deliberate action to call attention to herself (such
asshouting, striking orotherwise attacking the monster). The
fallen, with their increased resistance to illusion, can pen-
etrate the hunter’s concealment by making a Perception +
Awareness roll (difficulty 7). If the roll nets more successes
than the Willpower roll, the demon sees through the edge.
® Demand: This edge allows a merciful hunter to channel
her Faith directly into muscle and bone, enhancing her physi-
cal strength. By spending one Faith point and making a
successful Willpower roll (difficulty 7), the hunter may add
each success to her Strength score for any roll or action
performed that turn. Examples of such a roll include one to
inflict Brawl or Melee damage, an effort to lifr an object or a

Strength + Athleticsroll to perform astunt. Due to the extreme
exertion brought on by this effort, the hunter suffers a single

health level of bashing damage that may not be soaked.

* Bluster: This edge allows a merciful hunter to 1mpede a
monster’s attack by force of will. Bluster requires the expendi-
ture of one Faith point and a Willpower roll (difficulty 6). Each
success cancels one success from a monster’s attack, similar to
a Dodge or parrying roll. This edge can be performed on any
monster within line of sight (and hearing) of the hunter,
including monsters who are attacking other individuals.

¢ Foresee: Foresee allows visionary
glimpse into the future — a look that alluws them to choose
the best course of action. This edge requires the expenditure
of one Faith point and a Willpower roll (difficuley 6). Each.
success allows for an extra roll dedicated to a single action
in a given scene. For example, if the Willpower roll resulted
in three successes, up to three separate actions in a given
scene can be rolled twice, accepting the best result.

The imbued regain lost Faith at the rate of two Faith
points per day.
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evolution faster than it could safely sustain itself, but the
path, once revealed, could not be completely erased from
mankind’s collective memory. As the human race began
its own faltering rise to greatness in the wake of the war |
and the rebels’ exile, small numbers of highly gifted
individuals began experimenting with the forces of real-
ity. Like the Elohim before them, these first sorcerers, or
mages, assembled their own collections of lore that
allowed them to bend reality to their will.

Since their origins in the kingdoms of antiquity, the
mages have splintered into a number of different traditions,
each with a different vision for humanity's ultimate destiny.
Each tradition operates in secret, carefully hoarding its
secrets and often battling its rivals for control of people and
locations that provide exceptional sources of Faith. This
conflict, and the pursuit of the power and knowledge to
defear one’s rivals, is what led the mages to explore the spirit
realms and ultimately discover the depths of the Abyss.
Since then, many demons have been summoned for the
purposes of learning the deeper secrets of Creation, and
some of the fallen theorize that centuries of summoning
weakened the walls of the demons’ prison to the degree that
the recent Maelstrom was able to break the seals as it did.

o
I 'NCOUNTERS

Mages are most likely to seek out the fallen for the same | v b
reasons that sorcerers have summoned demons for hundreds ' i
of years: power and knowledge. Though few in number in
the modern World of Darkness, the mages have access to
ancient tomes (and are constantly on the hunt for others)
that contain the Celestial Names of a variety of demons,
and some ambitious sorcerers attempt to bind demons to
their service in the ongoing conflict between the differ-
ent traditions. Similarly, mages constantly pursue rumors
and legends surrounding ancient artifacts in distant
corners of the world, and their efforts sometimes lead
them tosurviving bastions in which modern-day fallen
have taken refuge. The result is typically a siege or an
assault, as the mages spare no effort in obraining the
secrets they suspect are hidden within.

Finally, fallen and mages often cross paths over
individuals or locations with high Faith potential. Like
demons, mages use Faith to fuel their various abilities, and
in this era of cynicism and faithlessness, true sources of
belief are treasures that mages fight to possess. Unlike the , . ..
fallen, the mages are capable of leaching the Faith from a -l A 78 B d i |
place oranobject, ultimately leaving it devoid of its power, '
something that horrifies the former spirits of Creation.

Justas mages seek outdemonsfor theirpower, the fallen
are not above seeking out sorcerers and enlisting them as
unwitting allies against their rivals, providing them with
information on the names and other weaknesses of their
rivals in hopes of seeing their enemies weakened or en-
slaved. These intrigues frequently devolve into schemes of
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betrayal and counter-betrayal as the parties involved try to
turn the tables on their erstwhile friends.

DeEMON-MAGE RELATIONS
Demons regard mages with mixed amounts of fear,
respect and contempt. Most fallen look upon the mages
as presumptuous usurpers who seek to elevate themselves
to the level of the angels, and many demons relish the
opportunity to lead an arrogant mage down the path of
destruction. Demons who are bound to a mage use every
resource at their disposal to bring about the destruction
of their tormentor, often enlisting the help of other fallen
to wreak misfortune on the mage in question. Some fallen
view mages as spiritual locusts, raping the Earth of its holy
places and destroying priceless artifacts to glut their need
for Faith. These demons make a point of rooting out and
destroying the sorcerers wherever they are found, much
like a mortal would burn out a nest of snakes. By the same
token, certain mage traditions spare no effort in locating
and banishing (or outright destroying) demons who are
loose upon the earth. When such groups of demon and
mages meet, no quarter is asked and none is given.
This is not to say that relations with the mages are
uniformly antagonistic. Some of the fallen are able to put aside
their haughty notions of rank and privilege and see the mages
as repositories of knowledge in their own right — ones who
provide potential clues as to the locations of ancient artifacts
and holysites. Such alliances tend to be short-lived, however,
for both sides are certain to come under intense suspicion and
even hostility from their peers for trusting “the enemy.”

PACTSOFAITH
AND THE MAGES

Mages are as susceptible to pacts of Faith as any mortal,
and they are often the reason behind summonings. Because

MAGE PROTILE,

Mages appear to demons as normal humans —
even a demon's supernatural awareness reveals only
those mages who are actively using their powers. A
mage's Attributes and Abilities vary as much as
those traits do among humans, but they tend to have
high Mental ratings. Mages control their environ-
ment through force of will, so it’s not unusual for one
to have a Faith score of 8 or more.

Attributes: Strength 2, Dexterity 2, Stamina Z,

Charisma 3, Manipulation 3, Appearance Z, Percep-
tion 4, Intelligence 4, Wits 3

Abilities: (choose from) Academics 4, Alert-
ness 3, Awareness 3, Dodge 2, Expression 4,
Linguistics 5, Medicine 3, Occult 4, Science 2

Willpower: 8
Faith: 8-10

MAGE POWERS

Mages are able ro manipulate reality in one of
three ways:

¢ Luck: Mageshave even greaterdifficulty manipu-
lating the forcesof Creation in the presence ofunbelievers
than the fallen, so over the centuries, they have mas-
tered the art of achieving their goals by creating fantastic
coincidences. An attacker’s gun might suddenly jam, or
a pursuer might slip off a curb and break an ankle. Mages
can make a Faith roll once per turn to cause such
coincidental effects to happen in their favor. The diffi-
culty is 6, and the number of successes required depends
on the extremity of the coincidence they are trying to
create. Causing a passerby to drop his wallet might
require only one success, while causing a passing van to
lose a crate of equipment that the mage desperately
needs might require three successes. Falling out of an
airplane without a parachute and catching just the right
combination of updrafts to slow one’s descent and land
without injury might require five successes or more. If
the Faith roll botches, the mage loses one point of Faith.

¢ Lore: Like the fallen, mages are capable of per-
forming evocations. A beginning mage may have up to
three dots of a lore. An experienced mage may have five
dots, while a highly ranked mage may have seven or
more. Unlike demons, mages may perform only the low-
Torment effects of a particular evocation. The mages
suffereven greater difficulty performing theirevocations
in the presence of disbelieving mortals, though. The
difficuley of all evocation rolls made in the presence of
mortal witnesses increases by two. If the evocation roll
botches, the mage suffersanumberof lethal health levels
of damage equal to the level of the evocation performed.
Forexample, if the mage performed a two-dot evocation
and the roll botched, the mage would suffer two health
levels of lethal damage.

Mages regain Faith at the rate of one Faith point per
day — two points if they spend up to eight hours
meditating in their home. Additionally, mages can draw
upon the Faith potential of holy ground, blessed items or
demonically infused artifacts to replenish their Faith
pool. With asuccessful Willpower roll (difficulty 7), the
mage gains one Faith point per success while on holy
ground or holding a Faith-infused item, up to her maxi-
mum amount. Faith points taken from blessed or
enchanted items are lost from the items. For every 10
Faith points drawn from holy ground, lower the Faith
potential of the area by one, These losses are permanent.

e Rituals: Mages possess the grearest collection
of summoning, banishing and eradicating rituals in
the modern world, and they are capable of performing
these rituals with terrible efficacy. See page 91 of the
Demon core rules for more information.
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of their advanced knowledge and experience with the
occult, most mages believe that they can make a deal with
a demon and get the better end of the bargain — an
assumption that most have cause to regret. Demons are
often leery of offering a mage too much power, as it gives the
sorcerer clues that might lead her to the demon’s True
Name, but in cases of a bound demon, the fallen has little say
in the matter. Once the bond exists, demons usually take
every opportunity to draw upon the energy of their en-
thralled mages, the better to keep them from getting too
powerful, and also to erode their Willpower. More than one
mage has been driven to the brink of madness by an ill-
considered deal with a demon.

A mage can also be possessed by a demon, provided
the fallen has an existing pact of faith with the mage and
the mage’s Willpower has been reduced to 1 or less. Use the
same system for possessing mortals provided on page 94 of
the Demon core rules. Upon possession, any powers or lore
that the mage knew is lost. (For reasons unknown to the
fallen, a mage’s soul cannot be incorporated in the same
manner as a mortal or one of the imbued.)

V amPIRES

The War of Wrath changed the world in ways that
not even the minds of the Neberu could predict. Many
blasphemous creatures were created, by accident or
design, and in the depths of their anger and hatred, the
rebels experimented on uncounted humans in the depths
of their fortresses, spawning abominations whose ulti-
mate fate no one knows. Such could be the origin of the
creatures haunting the earth in its present nights, feed-
ing on the blood of mortals while spinning webs of
influence and deceit across the entire globe.

Though not old by infernal standards, vampires have
lurked among the human race for thousands of years. In
times past, they ruled vast territories from night-haunted
castles like mortal kings, but internecine conflict and the
dreaded fires of the Inquisition forced the vampires into
hiding, where they remain in the 21st century. These
undead creatures (the “kindred,” as they call themselves)
have a well-developed society with strict laws forbidding
direct action that would reveal their existence to man-
kind. Meanwhile, the kindred use their powers to prey
upon the unknowing human populace, fighting the en-
nui of centuries of unchanging existence with savage
intrigues equal to any pursued by the fallen.

The true origin of the kindred is unknown, though
the fallen have many theories. Some believe the vam-
pires to be debased descendants of the nephilim, forced to
sustain their superhuman powers through consumption
of human blood. Others have learned of the vampires’
own beliefs, that point to themselves as descendants of
the First Murderer, none other than Caine himself.

ot  DEMON STORYTELLERS COMPANION

V' AMPIRE PROFILE

The following is an example of a young vampire,
perhaps newly turned.

Attributes: Strength 3, Dexterity 3, Stamina 4,
Charisma 2, Manipulation 3, Appearance 3, Percep-
tion 4, Intelligence 4, Wits 4

Abilities: I'u.humu from) Alertness 2, Athletics 2,
Brawl 3, Computer 2, Dodge 3, Drive 2 Ethm:[tf:
Finance 2, Firearms 2, ]munnL-‘ntmn 3, Im restigation 2,
Li:.‘tdt‘i'-l‘ll{‘l..,I"hiL‘L‘lELII“lI: ‘Melee 4, Occult 3, Politics 1,
Security 2, Streetwise 3, Subterfuge 4, Survival 4

Willpower: 6

Faith: 7

The following represents a strong vampire who
has been around for a while.

Attributes: Strength 4, Dexterity 5, Stamina 3,
Charisma 4, Manipulation 5, Appearance 3, Percep-
tion 3, Intelligence 4, Wits 6

Abilities: (choose from) Academics 3, Alert-
ness 4, Animal Ken 3, Athletics 3, Brawl 5, Computer 1,
Crafts 2, Dodge 5, Empathy 3, Etiquette 4, Expres-
sion 4, Finance 4, Firearms 4, Intimidation 3,
Investigation 4, Law 4, Leadership 3, Linguistics 3,
Medicine 4, Melee 5, Occult 4, Politics 4, Science 3,

Security 4, Streetwise 3, Subterfuge 5, Survival 5

Willpower: 8

Faith: 8-1C

The following is an example of a very powerful
vampire — one who has existed for decades or centuries.

Attributes: Strength 6, Dexterity 7, Stamina 7,
Charisma 5, I\.'hm]'iuhtmn ( Appmmnu , Percep-
tion 6, Intelligence 6, Wits 7

Abilities: (choose from) Academics 7, Alert-
ness 7, Animal Ken 5, Athletics 6, Awareness 5,
Brawl 5, Dodge 5, Empathy 1, Etiquette 5, Expres-
sion 4, Finance Firearms 3, Intimidation 7
Investigation 4, Law 4, Leadership 7, Linguistics 5,
Medicine 3, Melee 6, Occult 5, Politics 7, Science 3,
Security 3, Streetwise 1, Subterfuge 7, Survival 7

Willpower: 10

Faith: 10+

(DEAKNESSES

All vampires suffer one health level of lethal
damage per turn of exposure to sunlight. This dam-
age cannot be soaked. Fire causes vampires lethal
damage and cannot be soaked. A vampire who is
staked through the heart is paralyzed. The attack has
a difficulty of 9, and three health levels of damage
must be inflicted for the attack to succeed. A staked
vampire cannot move physically, but it can use any
of its mental powers.
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YV AMPIRIC POWERS
Vampires have powers of their own, which differ based on the individual. Many vampires are almost human
in their abilities, whereas some are extremely powerful. (The former are far more common.) The following are
only samples of the powers that vampires can possess. The Storyteller is encouraged to design new ones.

Newly created vampires are likely to have three powers, none of them beyond a fairly low level. Strong
vampires have four to five powers with weak to moderate levels. Ancient vampires have five or six powers, each
at moderate to potent levels. Mortals who bind themselves to a vampire by drinking its blood may have one of
the powers listed here. A mortal must partake of its master's blood once per month to continue using this power.
After the third such drink, though, the mortal becomes the master’s slave.

A vampire must expend Faith to use any of its powers. Faith is regained at the rate of one point for every turn
spent drinking human blood, subject to a maximum of five points of blood from any one person (and the victim
is dead after three are taken). Additionally, a vampire loses one Faith point every night that it does not feed.

e Invisibility: This power is not exactly what the name implies. A vampire with this capability can cause
himself to look like someone else to anyone around him, or he can simply make everyone in an area ignore him
as if he weren't there. This power does not hide his presence from cameras or other electronic detection devices,
but it affects the minds of people in his vicinity. A Faith point is spent to use an invisibility power for a scene.

Because demons have a resistance to all forms of illusion, they may attempt to detect an invisible vampire
in their presence with a successful Perception + Alertness roll (difficulty 8). Older or more powerful vampires can
increase this difficulty to 9 or even 10.

Weak vampires can hide themselves in a crowd or in shadows with relative ease. Strong vampires can alter
the way they appear to others, and powerful vampires can do either of these things to themselves and to several
others at the same time. A potent vampire could easily arrange a very nasty surprise for an unwary demon.

e Invulnerability: The vampire gets bonuses to its Stamina, reflecting that it is far tougher than a human.
At weak levels, the bonus is +2. At moderate levels, the bonus is +4. The bonus is +6 for powerful vampires. Much
like armor, this extra Stamina can be used to soak damage, including lethal damage. This bonus Stamina has no
effect against fire or sunlight for weak vampires, but it can allow more powerful ones to soak such damage.

It costs a point of Faith to activate invulnerability for a scene.

* Lightning Speed: Vampires can move far faster than humans in many cases. Lightning speed reflects this
capability, allowing a vampire to travel great distances or to attack multiple times in a single turn. A newly created
vampire might be able to take one extra action in a turn, whereas a moderately powerful vampire might get an extra
action per turn for each point of Dexterity it has. Potent vampires can move so quickly that they seem to disappear and
reappear in a moment, or even blur when they approach. Allow such a creature all the actions you want it to make.

Each extra action gained in a turn can be used to perform one feat only, and it uses a full dice pool. Multiple
actions cannot be performed per extra action.

Lightning speed is not without its cost, though. A point of Faith must be expended for each turn in which
the power is used. A weak vampire therefore gains one additional action for a single Faith point, while a
moderately strong kindred with Dexterity 5 could perform six actions in a single turn by expending one point of
Faith. An ancient vampire can act as often as you like for a single Faith point.

® Mind-Control: Vampires with this power can work subtly or with painful force to make others do their bidding.
The most basic form of this power makes an opponent obey a simple one-word command. Atmoderate levels, a vampire
can influence the way a target thinks with careful wording and delicate suggestion, perhaps winning a potential enemy
to her side of an argument. The vampire could also alter a target's memories with mere suggestion, convincing the subject
to misremember important details or even exactly who or what it was the subject sought. At high levels, a vampire can
make a target herslave, robbing him of any semblance of free will. This last power often takes subtlety and, in many cases,
a great deal of time, but once a victim is captured by a vampire, it's almost impossible for him to truly break free.

Spend a point of Faith and make a Willpower roll for a vampire using a mind-control power. The difficulty
isequal to the target's Willpower. Success makes the person the vampire’s minion. Demons are naturally immune
to this power, but their thralls are not.

¢ Superhuman Strength: Vampires can be far stronger than humans, Add two to Strength at low level, four
at moderate level and six at high level. These bonuses are also added to damage rolls involving close-combat or
thrown-weapon attacks. The harm inflicted works just as regular damage does, but at the Storyteller’s discretion,
bashing damage from truly powerful vampires may not be soaked.

Using superhuman strength is taxing. A point of Faith must be expended for every scene in which the power is used.
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Those fallen who have heard the legend have no trouble believing
such a thing is possible — they know all too well how cruel
a vengeful Creator can be.

CNCOUNTERS

A demon could cross paths with a vampire in any
number of ways. At the street level, a string of gruesome
deaths in anarea thatademon claimsfor her own could lead
her to a hungry, bestial vampire preying on the locals. (This
is especially serious if one or more of the intended victims
are the demon’s thralls or mortal acquaintances.) At the
corporate/ political level, demons and vampires are likely to
cross swords over control of any number of institutions and
powerful individuals, from government to corporate board-
rooms. Demons, particularly Faustians, seek the same sources
of power and influence that the kindred do, for similar
reasons, and the vampires have something of a home-
fieldadvantage. The kindred have ameans of enthralling )
mortals as well as the fallen, sharing their blood with an ‘
individual and granting thema limited degree of physical \gugi
power and immortality. What is more, this blood bond ¥ ‘
eventually causes the mortal to become unswervingly loyal
to the vampire, something that even the greatest demon
cannot force a man or a woman to be.

Some vampires see the fallen as a source of power and
knowledge that they believe will give them an advantage
over their rivals, and they are equally capable of using blood-
bound mortals to ritually summon and bind demons for their
own purposes. Even without access to arcane lore, these
creatures are capable of influencing the fallen in more subtle
ways. A powerful kindred's sway over mortal agencies such as
the IRSand the police can make ademon’s mortal life aliving
hell, not to mention seriously threatening the health and
welfare of her thralls. As immortal as demons and infinitely

more patient, the kindred can be formidable adversaries to
any fallen — and vice versa.

DrMON-VAMPIRE RELATIONS

Demons and the kindred are competitors for the same
prize— mankind and all it has to offer. Both groups are highly
territorial, prideful and more than willing to resort to violence
if threatened. It’s not surprising, then, that most demon-
vampire relations tend to be highly confrontational. This is
especially true when a fallen and one of the kindred find
themselves vying for a hold over a particular mortal or mortal
institution. Both sides will spare no effort to protect what they
see as theirs. So far, any attempts at détente between a kindred
court and an infernal court ina given town or city have broken
down into outright conflict, continuing until one side or
another is destroyed or leaves for safer climes.

This is not to say that all demon-vampire relations are
ultimately destructive. Some of the fallen, particularly of
the Reconciler faction, have forged ties with individual
vampires, hoping to use their lore to restore the kindred's

Al—




humanity in exchange for knowledge and support as the
demons try to further their agenda worldwide. So far, these
efforts at returning the undead to life have failed, but both
parties have time on their side, if nothing else.

PacTsorFAITH AND VAMPIRES

Because of their undead nature, vampires cannot
benefit from pacts of Faith, nor can they be possessed by
a demon. A mortal who is bound to a vampire can be
enthralled by a demon (and vice versa!), however, and
she may be possessed like any other human if her

werewolves least of all. These creatures’ ability to alter their
form from human towolfis like nothing the fallen conceived
of in the War of Wrath, yet the werewolves' evident
sensitivity to the natural world and theirability to travel into
the realm of the dead suggests knowledge and capabilities
that could only come from divine origins. Indeed, there are
some fallen who whiript:r that these creatures are the descen-
dants of the terrible malhim, the fierce and vengeful warriors
who wrought such terrible destruction against the fallen
during the War of Wrath. Certainly nearly every encounter
with these beasts has resulted in immediate and bloody

Willpower is low enough. See page 94 of the Demon violence.

core rules for information on possessing mortals.

WEREWOLVES

Of all the supernatural creatures found in the World of
Darkness, the fallen understand the savage and enigmatic

The fallen have only had a handful of encounters
with werewolves, as it appears that their numbers are
very few and they are only rarely found in large cities or
towns. Werewolves seem to l‘!l’t:‘f-i':_'.i‘ the sh rin]-:in:g wilder-
nesses of the Earrh, and they treat trespassers (mortal or
demon) with equal brutality.

(DEREWOLF PROFILE,

Werewolves are beings who combine human form with that of a wolf. Werewolves can take several different
shapes between human and animal. The following statistics represent a werewolf in each of its five forms. The
base rating is that of human form, followed by parenthetical ratings for these shapes: mostly human/ man-beast/
mostly wolf/ wolf. It takes an action to change shape, and it costs a Faith point to change from one form to another,
be it from human to nearly human or human to wolf.

Human form is exactly that. Demons can detect a werewolf in human form with a successful Perception +

Awareness roll (difficulty 8), but otherwise, they appear no different from any other mortal. Werewolves in
human form have no special abilities.

A werewolf in “mostly human” shape is stronger, a little hairy and (on average) a foor taller than a normal person.
The change is radical enough that it’s difficult to recognize a person in this stage. In “man-beast” form, the creature gains
tremendous mass and size. The average height of these creatures is nine feet, with a weight of nearly 400 pounds. Anyone
looking at a werewolf in man-beast form knows it's inhuman. In “mostly wolf” form, a werewolf looks almost exactly like
a wolf, but it’s larger. In “wolf” form, a werewolf looks like, and for all intents is, a wolf.

The following ratings are for an average werewolt.

Attributes: Strength 3 (5/7/6/4), Dexterity 4 (4/5/6/6), Stamina 3 (5/6/6/5), Charisma 2, Manipulation 3 (2/
0/0/0), Appearance 3 (2/0/3/3), Perception 4, Intelligence 4, Wits 5

Abilities: (choose from) Alertness 2, Animal Ken 2, Athletics 3, Awareness 2, Brawl 1, Dodge 4, Drive 1, Empathy
|, Expression 2, Firearms 3, Intimidation 4, Melee 2, Occult 2, Stealth 4, Streetwise 5, Subterfuge 3, Survival 3

Willpower: 7

Faith: 8

The following ratings are for a huge werewolf.

Attributes: Strength 4 (6/8/7/5), Dexterity 4 (4/5/6/6), Stamina 5 (7/8/8/6), Charisma 2, Manipulation 5 (4/
0/0/0), Appearance 2 (1/0/2/2), Perception 4, Intelligence 4, Wits 5

Abilities: (choose from) Academics 2, Alertness 3, Athletics 3, Awareness 4, Brawl 5, Computer 1, Dodge 5, Drive
2, Empathy 1, Etiquette 3, Expression 3, Finance 2, Firearms 4, Intimidation 5, Investigation 3, Law 2, Leadership 4,
Lineuistics 2, Medicine 2, Melee 3, Occult 4, Politics 1, Security 2, Streetwise 3, Subterfuge 3, Survival 4

Willpower: 8 |

Faith: 10
(DEAKNESSES

Silver causes one level of damage each time it comes in contact with a werewolf. Even a small amount of silver
that's not in the form of a weapon — jewelry, for example — inflicts this damage. A weapon made of silver inflicts
its normal damage, but health levels lost to silver in any form cannot be soaked. Nor can they be regenerated.
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ENCOUNTERS

Werewolves are highly territorial creatures, even
more so than the fallen, for the territories that they claim
shrink daily under the relentless assault of human indus-
try. Primal forests, trackless swamps and remote mountains
are their hunting grounds, and any demon who trespasses
there, perhaps ht:m'mg ancient relics or lost bastions —
or worse, staking out a hunting ground for his own — is
subject to attack. Although lone werewolves are com-
mon, they have been known to hunt in packs like their
lupine cousins, and even the most fearsome Devourer
would be hard pressed against a group of such creatures.

Werewolves are occasionally found in cities, primarily
because they seem to originate from human stock and are
very close to their mortal kin. These wolves do not stake
out territory in the stinking labyrinths of steel and stone so
much as they lay claim to a family or group of families and
protect them from any threat. A demon seeking to enthrall
one of these kinfolk is in for a ferocious battle.

DEMON-(DEREWOLE RELATIONS
Werewolves seem to instinctively regard the fallen as
mortal enemies, and they nearly always react violently to
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ademon'’s presence. Their supernaturally keen senses can
tell the difference between mortals and fallen (and thralls),
and younger, less experienced werewolves break into a
literal frenzy upon encountering a demon, prompting an
immediate and savage battle. The fallen are mystified as to
why their presence prompts such a vicious reaction, as
werewolves didn't even exist as far as they know during the
War of Wrath. Whatever the reason is, these creatures
seem to take it as a moral imperative to banish the fallen
back to the Abyss regardless of the cost, which lends
credence to possible ties with the terrible malhim.
PacrsorFArTH
AND (DEREWOLYVE,S

Despite this extreme antipathy, it is possible to forge
a pact of faith with a werewolf, though the bond ulti-
mately brings nothing but ruin on the creature. If a
demon can somehow overcome a werewolf’s extreme fear
and hatred and manipulate it into accepting a bond, a
mantle of madness and despair settles over the creature.
Other werewolves are able to detect the change, and they

regard the enthralled one as little different from a demon
itself. They will go to any length to hunt down and

WrREwOLE POWERS

* Hysteria: The mere presence of a werewolf in any form other than human or wolf is enough to drive normal
people mad. They flee in terror, become catatonic or irrationally overlook the whole scene as if it weren't
happening. Demons are immune to these effects, but their thralls are not.

* Speed and Resilience: Werewolves can take extra actions during combat turns, and they can regenerate
damage they sustain. A werewolf may take a number of additional actions equal to its Dexterity rating in a turn,
with the expenditure of one Faith point. Therefore, a werewolf with Dexterity 5 has a total of six actions. Each
extra action can be used to perform only one feat; multiple feats for each action are not allowed.

Werewolf actions may be used to heal. Damage is removed at the rate of one health level, whether bashing
or lethal, per action dedicated to regenerating. Each level recovered also costs one Faith point. Regeneration

cannot heal wounds inflicted by fire or silver.

Werewolf speed and healing can be combined in the same turn. If a Faith point is spent to give extra actions
to a werewolf with Dexterity 4, the creature may heal two health levels of damage (for an additional two Faith

points) and take three other actions in the turn.

* Claws and Teeth: The claws and teeth of a werewolf inflict Strength + 1 aggravated damage. There is no

Faith cost for these bonuses.

* Predatory Skills: Werewolves have innate heightened senses that allow them to track their prey through almost

impossible terrain, across rivers and even through areas of heavy traffic without losing the scent. This power requires
a Perception + Alertness roll, with a difficulty that ranges from 4 (in a forest on a clear day) all the way to 9 (the tracks
are old, there isa lot of traffic in the area and it has been raining). Success means that a werewolf can continue to follow
the trail for up to an hour or day, depending on the circumstances, even if the trail is broken and faded.

The same roll can allow some werewolves to “see” with their heightened hearing much like a bat uses sonar.
They can find their prey easily, even in complete darkness. The Blind Fighting/ Fire rules (p. 75 of the Demon
core rules) do not apply to these werewolves.

* Crossing Over: A werewolf can cross from the physical world into the realm of the dead and back again,
much in the same fashion as the Slayers. This power takes asingle action and requires the expenditure of one Faith
point and a successful WTI'“I"HWEI' roll (diffic LIEE';' 7). Werewolyves can travel through the realm of the dead and
reappear in a different place in the physical world if they wish, but they are affected by the Maelstrom in the same
manner as the fallen (see Chapter Four, page 53, for more details).

Werewolves regain all of their Faith points each night upon seing the risen moon.
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destroy this abomination if they can. The difficulty for all
Willpower rolls made on behalf of the werewolf increases
by two. If the Willpower roll fails, the werewolf loses a
Willpower point as it sinks deeper into despair and
madness. Ultimately, the creature isa murderous, uncon-
trollable beast, driven by hatred and insanity to shed the
blood of the living until it finds peace in death.

Although werewolves can be enthralled, they can-
not be possessed.

BrEsTiary

The animals of the earth and sea are sources of
wonder and fear for modern man, but they hold no
mystery to the angels of the earth, who know them as an
artists knows her canvas or a sculptor her clay. Devour-
ers (or any demons proficient in the Lore of the Beast)
frequently surround themselves with large dogs, flocks
of great ravens or packs of furtive rats that serve as
extensions of their will or autonomous servants who
pursue their mistresses’ interests with tireless devotion.

In general, all animals recognize a fallen for what
she truly is, regardless of her physical appearance. If a
demon’s Torment is less than 5, animals become very
calm and attentive in her presence. Large creatures act
particularly submissive, and even feral animals permit
the fallen to approach and handle them. Once ademon’s
Torment increases to 6 or more, however, the reaction
is markedly different. Most creatures react to monstrous
demons with fear, attempting to flee at their approach
(or possibly attack if they feel that they cannot escape).

Although animals cannot become enthralled to a
demon as mortals can, a fallen can domesticate and train
them with greater ease than a mortal enjoys. Lower the
difficulty of any Animal Ken rolls by two if a low-Torment
demon attempts to domesticate or train an animal. Mon-
strous demons increase the difficulty of their Animal Ken
rolls by two, since they must overcome the animal’s
instinctive terror in addition to the normal challenges of
handling and training. The evocation Create Chimera
can fashion animal servants with greater physical and
mental intelligence, which can also be programmed for
absolute loyalty to her master or any other individual that
the demon wishes to impress upon the creature. As a rule
of thumb, an animal can be programmed to serve anumber
of individuals equal to its Intelligence rating. Powerful
Devourers often create such companions for themselves
and their favored thralls, both as helpers and guardians.

For the most part, normal animals are best described
with only Physical Attributes. Few have Intelligence scores
higher than 2, or Perception scores lower than 3. Social
Attributes, of course, are purely subjective. Damage in-
flicted by animals is lethal, although small creatures might
inflict bashing damage at the Storyteller’s discretion. You
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are also encouraged to refer to the following profiles as a
guideline for characters who transform themselves using the
evocation Animal Form, combining the character's Mental
ratings with the Physical ratings listed here.

ALLIGATOR

Strength 4, Dexterity 2, Stamina 4

Willpower: 3, Health Levels: OK, OK, OK, -1, -1,
-1, -2, -5, Incapacitated

Attack: Bite for seven dice; tail slap for six dice

Abilities: Alertness 2, Athletics 2, Brawl 2, Stealth 3

Note: Alligators and crocodiles have one soak die
of armor, usable against bashing or lethal damage. Big
reptiles (Nile or estuarine crocs) might have higher
Strength, Stamina and damage scores.
RBAT

Strength 1, Dexterity 3, Stamina 2

Willpower: 2, Health Levels: OK, -1,-3

Attack: Bite for one die

Abilities: Alertness 3, Dodge 3, Stealth 2

Notes: Bats can fly at 25 mph.

RBEAR

Strength 5, Dexterity 2, Stamina 5

Willpower: 4, Health Levels: OK, OK, OK, -1, -1,
-1, -3, -3, -5, Incapacitated

Attack: Claw for seven dice; bite for five

Abilities: Alermess 3, Brawl 3, Intimidation 2, Stealth 1
Big CAT

Strength 4/5, Dexterity 3, Stamina 3/4

Willpower: 5, Health Levels: OK, -1, -1,-2, -2, -5,
Incapacitated

Attack: Claw for four/five dice; bite for five/six dice '

Abilities: Alertness 3, Athletics 2, Brawl 3 (Intimi-
dation 4, Stealth 3)

Note: This template represents a leopard, panther,
jaguar or other “smaller” big feline. Traits to the right of
the slash represent a tiger or lion.

Bmp (LARGE)
Strength 2, Dexterity 3, Stamina 3
Willpower: 3, Health Levels: OK, -1, -1, -2, -5
Attack: Claw for two dice; bite for one
Abilities: Alertness 3, Athletics 2, Brawl 1, Dodge 2,
Intimidation 2 (Brawl 3, Empathy 4, Intimidation 4)

Notes: This template can representa hawk, crow, raven,
owl or even vulture. A bird can typically fly at 25 to 50 mph.

CAT

Strength 1, Dexterity 3, Stamina 3

Willpower: 3, Health Levels: OK, -1, -2, -5,
Incapacitated

Attack: Claw or bite for one die '
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Abilities: Alertness 3, Athletics 2, Brawl 2, Dodge 3,
Climbing 3, Intimidation 2, Stealth 4 (Empathy 2,
Subterfuge 2)

Dog

Strength 4, Dexterity 3, Stamina 3

Willpower: 5, Health Levels: OK, -1, -1, -2, -2, -5

Attack: Bite for five dice: claw for four

Abilities: Alertmess 3, Athletics 2, Brawl 3 (Dodge 3,
Empathy 2, Intimidation 3, Stealth 2)

Notes: These traits reflect a large hound, such as a
mastiff or hunting dog. Smaller, domestic canines are
not as formidable.

[1oRsE,

Strength 4/6, Dexterity 2, Stamina 3/5

Willpower: 2/4, Health Levels: OK, OK, -1, -1, -2,
-2, -5, Incapacitated

Attack: Trample or kick for six/seven dice; bite for three

Abilities: Alertness 3, Athletics 2, Brawl 1 (Brawl 3,
Empathy 2, Intimidation 2)

Note: The traits to the right of the slash or in
parentheses representa Clydesdale or similar large stallion.

Pia/BoAR
Strength 2/4, Dexterity 2, Stamina 4/5
Willpower: 3, Health Levels: OK, OK, -1, -1, -2, -4,
[ncapacitated
Attack: Bite for two/four dice; boars gore for five

Abilities: Alertness 2, Athletics 2, Brawl 2
(Intimidation 2)

Note: Traits to the right of the slash or in brackets
represent boars.

RAT
Strength 1, Dexterity 2, Stamina 3
Willpower: 4, Health Levels: OK, -1, -5
Attack: Bite for one die
Abilities: Alertness 2, Brawl 1, Dodge 3, Stealth 3

Note: Rats often attack in swarms (see the rules that
follow). Rart bites can also infect victims with diseases
(see page 97 of the Demon core rules for details).

Animal Damage Health Levels Initiative
Small bugs 1 5 )
Large bugs 3 7 3
Flying bugs TMIC U 5 il
Birds, bats 4 ‘ 9 5
Rats = 7 L )
Large rats (one 4 9 &
ermorefeerlong) 2 J il Se el
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Strength 3, Dexterity 3, Stamina 3

Willpower: 3, Health Levels: OK, -1, -1, -3, -5,
Incapacitated

Attack: Bite and claw for four dice

Abilities: Alertness 2, Athletics 1, Brawl 3, Dodge 1,
Stealth 2

PACKS AND DWARMS
Although the traits listed here detail individual crea-
tures, some animals attack en masse. Also, it’s quite
atmospheric fora Devourer to overwhelm his victims with
rodent or canine minions. If a swarm of hornets or a horde
of rats accosts the characters, use the rules that follow.

Instead of trying to determine what each and every
memberof apack orswarmdoes, simply roll tosee it the swarm
itself harms a character. Narrate the results from there.

Each beast type is given a listing on the following
chart. Roll the damage dice pool listed once per tum
(difficulty 6), and allow the characters to try to dodge or
soak the result. This damage is lethal, or possibly bashing
in the case of small or weak creatures. Packs attack once per
turn per target, and act on the initiative given on the chart.

If a character dodges, he can move normally for the
remainder of the turn. Otherwise, his attackers slow
him down to half his usual movement. If they score
more than three health levels’ worth of damage in one
turn (after the target soaks), or if the player botches an
appropriate roll, the character is knocked down and
overrun. He can move only a yard or two per turn and
the swarm’s damage difficulty falls to 5. Efforts to get
back up and continue moving have higher than normal
difficulties (typically difficulty 7 or 8).

The health levels listed reflect the amount of
damage it takes to disperse a pack or swarm. An
additional two health levels destroy the attackers
completely. Pistols, rifles and small melee weapons
(knives, brass knuckles, borttles, claws, bare hands)
inflict a single health level per strike, no matter how
many attack or dﬁmagt successes are rolled Ift‘h:ﬂ[ 15, the
strike hits only one creature). Shotguns, submachine

guns and large melee weapons (swords, staves,
boards, chainsaws) inflict normal damage (each
damage success rolled eliminates one health level
of the swarm as a whole), as do large-area attacks
(Molotov cocktails, frost storms, gusts of wind,
explosions). Swarms and packs don't soak.
Depending on the size of the pack, two or more
characters might be affected by it and able to attack
it in return. Anyone who helps an overrun character
can be attacked as well. A human can outrun some
packs or swarms (those consisting of rats or bugs),
but most people can’t hope to outrun others (those
consisting of hyenas or birds).
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