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Efigyia
The Mother of Reveners

Efiygia is the patroness of artists so obsessed with their vision that 
they are willing to sacrifice everything for its fulfilment. 
 
She is a creature of large cities : despite their Dominion aura, they 
are the only places where her victims can be found in groups.

Order: Lady of the False Gods
Infernal Might: 40 (Terram)
Characteristics: Int +1, Per +1 , Pre 0, Com +5, Str +1, Sta +5, Dex +5, Qik +2
Size: -3, but appears to be 0.
Virtues and Flaws:. Many.
Confidence Score: 5 (5)
Personality Traits: Proud +6
Reputations:  Eater of Artists 5 (Infernal)
Combat:
Trailing canvas: Initiative +4, Attack +13*, Defense +13*, Damage 0*
* Does no direct damage, but smears everything with toxic paint.
Soak: +20, literally made of silver
Wound Penalties: –1 (1–2), –3 (4–6), –5 (7–8), Incapacitated (9–10), Dead 
(11+)
Abilities:  All suitable for story, but this demon is odd in that it has a very 
broad range of Area Lores, Brawl 8 (using canvas dropsheets), Carouse 9 
(host), Etiquette 9 (victims), and various Craft skills.
Powers:
Coagulation, 0 points, Init 0, Terram: The creature takes the form of a 
silver-steel mask, suitable for a human being. The mask is apparently 
supported by clothes, or by canvas rags that take the shape of a cloak, but 
these are merely illusive.
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to 
enter and twist dreams. If used to terrify, the victim can ignore it with a 
Brave Personality trait roll against an Ease factor of 9 or more. Failure to 
resist leads to a profound physical reaction, like a seizure.
The Mistresses’s Patronage:  varies, Init 0, Vim: This power allows the 
demon to guide the creation of a piece of art, such lesser demons can use 
the artefact to enter the world. Each use of the power costs 1 point 
initially, and requires a freshly-dedicated human soul. Each time one of 
the demons is drawn from a piece of art, it costs Efgyia 1 Might, and she 
is aware which creature has been called forth and, in loose terms, the 
distance and direction of the artefact.
Obsession: 1-3 points, Init -5, Mentem: May force characters to make 
Personality Trait rolls to resist a temporary trait, Pride, which has a 
score equal to the Might points spent.. If the roll is successful, the trait 
vanishes. If it fails, they gain the trait permanently at +1, although they 
can remove it by the usual means of reducing traits.
The Means of Self-Destruction: 1 or 3 points, Init 0, varies: Allows the 
creature to summon items, equal to one pound of silver (1 Mythic pound) 
or 1 pound of gold (10 Mythic pounds) per Might point spent, from 
anywhere in the world, at the creature’s discretion. The demon needs to 
know the wealth exists. Oddly, for a False God, the “wealth” summoned 
may, indeed must, be useful to herself or her victims. She can summon 
art supplies, for example. She uses this power to soak the cloths that 
simulate her body with  virulently poisonous paint (potency 12).
Weakness: Cannot hurt the blind directly, but hates them.
Vis: 8 pawns, mask fragments. 
Appearance: A silver mask, that appears to be upon the face of a 
woman, but is not.



Julia Stone
Self-portrait of a revener
 
Order: Vessel of Iniquity (technically an infernal ghost)
Infernal Might: 5 
Characteristics: (human form) Int 0, Per +1, Pre +3, Com 0, Str -2*, Sta -3 , Dex +3, Qik +3.
*Julia regenerates when she feeds. This raises her Strength score by +1 for every minor wound 
inflicted, up to a maximum +1. The score returns to -2 at daybreak.
Size: 0 
Virtues and Flaws:. Many
Confidence Score: 1 (3)
Personality Traits: Bloodlust +5, Pride +3
Reputations: Minor vampire +1 (Infernal)
Combat: 
Bite: Initiative 0, Attack 0*, Defense -3*, Damage +3**
* Julia had no combat training before her death, so she has a -3 penalty on her bite attack. It 
has been included in these statistics.
** Julia regenerates when she feeds. This raises her Strength score, and her Damage bonus.
Soak: -3 (bloated corpse) 
Julia regenerates when she feeds. This raises Julia’s Strength score, and her Soak bonus.
Wound Penalties: –1 (1–5), –3 (6–10), –5 (11–15), Incapacitated (16-20), Dead (21+)
Abilities:  All suitable for story, except that Julia had no combat training when she became a 
predatory revener, so her Abilities are poor. She tries to compensate with ambush predation, 
but her Weakness counters that in some cases.
Powers:
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter and twist dreams. If 
used to terrify, the victim can ignore it with a Brave Personality trait roll against an Ease factor 
of 9 or more. Failure to resist leads to a profound physical reaction, like a seizure. This allows 
Julia to freely attack the victim. It is not clear if the dreams the hero of this story has are this 
power, or his own Visions virtue priming him to make the Awareness check allowed by Julia’s 
Weakness (see below).
Hide in the Tomb: 1 point, Init. 0, Corpus. Julia can step forth from her portrait, and use it as a 
portal to return to rest in her unhallowed grave.
Obsession: 0 point, Init. 0, Mentem: Forces any character who touches her portrait to make a 
roll against her Bloodthirsty personality trait. If the roll is successful, the character is 
unharmed. If Julia wins, the character cuts a hand on her painting’s frame, without noticing 
they have done so, until later. This is a Minor Wound, and increases Julia’s Strength score.
She Walks Again : 1 point, Init. -1, Corpus: Animates Julia’s corpse. As this is a supernatural 
power, the physical attacks of this demon, such as they are, can be deflected with Magic 
Resistance.
Watch Over The Sleeper: 1 point, Init. 0, Herbam: Moves the portrait back to its room.  Note 
that characters can be tricked into touching her portrait repeatedly through the use of this 
power, suffering minor wounds each time via her unusual Obsession power.
Weakness: Must speak to her victims before she attacks. This is a painful trick played on her by 
the demon that gave her this form of limited life. Generally she is so stealthy that even if a 
sleeping character makes a Perception + Awareness roll against an Ease Factor of 9 to wake, 
she still gets to attack with surprise, but it she would prefer to bite the defenceless.
Vis: 1 pawn, shroud.
Appearance: A bloated, shrouded corpse that has been soaked in rotting blood for months.

Text placeholder
Text placeholder

Reveners are demons that reanimate 
corpses. Julia Stone is unusual in that her 
corpse stays safely tucked away in its 
tomb, only stepping out into the world 
through her painting. Most reveners can 
reanimate several corpses, but we see no 
evidence of that here. She also seems 
interested in blood, rather than fear, 
which is the usual food of her kind.



The Lady in the Frame
 
Order: Spirit of Deceit
Infernal Might: 5 {Corpus)
Characteristics: Int +1, Per 0, Pre +3, Com +3, Str 0, Sta 0, Dex 0, Qik 0
Size: -1, in the form of a small woman.
Virtues and Flaws: Many.
Confidence Score: 1 (3)
Personality Traits: Enjoys Seduction +3
Reputations: Spirit of Deceit 1 (Infernal)
Combat:
Brawl*: Initiative +0, Attack +0, Defense +0, Damage +0
* Avoids combat wherever possible. Is too fragile to engage in combat with skilled 
opponents. May ask lover to fight on her behalf.
Soak: +1. Clothing
Fatigue Levels: Does not to suffer fatigue
Wound Penalties: –1 (1–4), –3 (5–8), –5 (9–12), Incapacitated (13–17), Dead (18+)
Abilities: Charm 6 (victims), Carouse (seduce) 6
Powers:
Coagulation, 0 points, Init 0, Corpus: The creature can manifest in a single human 
shape.
Delusion: 1 point, Init +3, Imaginem. This spell is used to create the illusory portrait of 
the victim in the story. The illusion has a flaw: the person is clearly in ancient clothes, 
and so it cannot be the victim. The creature uses its deceptive powers to explain the  
flaw, to the victim, and encourage the victim to lie to their associates.
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter and twist 
dreams. If used to terrify, the victim can ignore it with a Brave Personality trait roll 
against an Ease factor of 9 or more. Failure to resist leads to a profound physical 
reaction, like a seizure.
Forked Tongue of the Serpent: 1 point, Init -1, Mentem: The target believes a single lie, 
no matter how outrageous, until they attempt to  spread it to others, which breaks the 
effect. An Int roll against Ease Factor 9 is made after one hour, and then every 
subsequent hour, to end the effect.
Obsession: 1-3 points, Init -5, Mentem: May force characters to make Personality Trait 
rolls to resist a temporary trait, Overprotective, which has a score equal to the Might 
points spent.. If the roll is successful, the trait vanishes. If it fails, they gain the trait 
permanently at +1, although they can remove it by the usual means of reducing traits.
Trust of the Innocent: 1 point, Init -1, Mentem: The target believes a single lie for as 
long as possible, until presented evidence to the contrary.  An Int roll against Ease 
factor 6 allows a character to resist this effect.
Weakness: May only manifest in the presence of the frame.
Vis: 1 pawn, Imaginem.
Appearance:
As per story: a beautiful woman in old-fashioned clothes, that tempts her prey to the 
loss of their soul.



The Ribbon-bedecked Model
A revener seeking unwise lovers 

 
 
 
 
 
 
Order: Vessel of Iniquity
Infernal Might: 10 
Characteristics: 
Int 0, Per +1, Pre +3*, Com +3, Str 0*, Sta Tireless, Dex +1*, Qik +1*.
* Prefers beautiful bodies, but will make do with weaker ones. 
Decayed bodies or skeletons have weaker physical characteristics.
Size: -1 (prefers diminutive female forms.)
Virtues and Flaws:. Many
Confidence Score: 1 (3)
Personality Traits: Hedonistic +5, Lustful +3.
Reputations:  Coquette of the Charnel Pit +1 (Infernal)
Combat: N/A. Does not attempt to prevent harm to its body: uses 
the harm, and its ability to scream and beg for help at volume, to 
turn the corpse into evidence against the one who attacked.
Soak: 0
Wound Penalties: –1 (1–4), –3 (5–8), –5 (9–12), Incapacitated (13–16), 
Dead (17+)
Abilities:  All suitable for story, but this demon is well-versed in 
Carousing and Folk Ken. 
Powers:
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon 
to enter and twist dreams. If used to terrify, the victim can ignore it 
with a Brave Personality trait roll against an Ease factor of 9 or 
more. Failure to resist leads to a profound physical reaction, like a 
seizure.
Hide the Bite of the Worm: 3 points, Init. 0, Imaginem. This illusion 
make the revener’s body look, sound, and smell fresh. It doesn’t 
make the body feel warm, but a victim filled with strong liquor is 
unlikely to not notice. 
Obsession: 1 to 3 points, Init. -5, Mentem: May force characters to 
make Personality Trait rolls to resist a temporary trait, Hedonistic, 
which has a score equal to the Might points spent.. If the roll is 
successful, the trait vanishes. If it fails, they gain the trait 
permanently at +1, although they can remove it by the usual means 
of reducing traits. 
She Walks Again : 1 point, Init. -1, Corpus: Animates one corpse or 
skeleton. As this is a supernatural power, the physical attacks of this 
demon, such as they are, can be deflected with Magic Resistance.
Scream For Help: 1 point, Init. -1, Imaginem: The creature can be 
heard clearly from a great distance, as though her voice was not 
obstructed by walls or other sounds.   
Weakness: Cannot manifest to those warded by the cross. Notably, 
it can still inhabit a particular church, so either the Dominion there 
has a patch of Infernal influence, or churches in general  do not 
harm it.
Vis: 2 pawns, lover’s favor.
Appearance: A beautiful woman in distressed circumstances.

This revener is weaker than most: it can only animate 
one corpse at a time, and it does not seek to terrify. 
It wants humans to desire,  and to pledge themselves, 
to its beautiful bodies.



The Golgothan Dancers
A hive of demons within a living portrait
 
 
 
 
 
Order: Tempters
Infernal Might: 5 {Corpus)
Characteristics: Int 0, Per 0, Pre n/a, Com 0, Str 0, Sta 3, Dex -1, Qik 3
Size: 0
Virtues and Flaws: Tough, Weak-willed
Confidence Score: 1 (3)
Personality Traits: Enjoys Torture +3, Hateful +3.
Reputations: Tempter 1 (Infernal)
Combat:
Brawl: Initiative +3, Attack +3, Defense +3, Damage +0
Mallets: Initiative +4, Attack +6, Defense +4, Damage +5.
Soak: +6. The dancers are composed of a pulpy, rubbery substance, 
vaguely fungal to the touch.
Fatigue Levels: Do not to suffer fatigue
Wound Penalties: –1 (1–5), –3 (6–10), –5 (11–15), Incapacitated (16–20), Dead (21+)
Abilities: Awareness 4 (victims), Brawl 6 (grapple)
Powers:
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter and 
twist dreams. If used to terrify, the victim can ignore it with a Brave Personality 
trait roll against an Ease factor of 9 or more. Failure to resist leads to a profound 
physical reaction, like a seizure.
Coagulation, 0 points, Init 0, Corpus: The creature can manifest a fleshy manikin 
which it uses for a body. The body is agile, and quiet, but has clumsy hands.
Weakness: The Dancers can only manifest near the “living painting” for which the 
artist sold his soul.
Vis: 14 pawn of Corpus, in the shreds of the painting.  (Requires the defeat of all 14 
dancers)
Appearance:
The Dancers are rubbery, crude shapes, released from Hell to mock the artist who 
gave his soul for their release. They are among the weakest of their kind, and yet 
their method of predation makes them dangerous.
 
The dancers prefer to ambush sleeping victims, or grapple as a trained group. A 
human rendered defenceless is tortured to death in mockery of the crucifixion. 
At least two of the dancers carry mallets to drive nails into the victim, but these 
two do not appear to have a leadership role.

Text placeholderText placeholder

Minor creatures, released from Hell for a foolish 
soul. Their relatively powerlessness and lack of physical 
detail are in deliberate mockery of the artist who 
sacrificed everything to give his painting life.



Solomonic Illustration
A personal oracle for the unwise

 
 
 
 
 
 
 
 
 
Order: Tempters
Infernal Might: 10 
Characteristics: 
(human form) Int +1, Per +2 , Pre +2, Com 0, Str +2, Sta +2, Dex +2, Qik -1
Size: +1
Virtues and Flaws:. Many
Confidence Score: 1 (3)
Personality Traits: Covetous +3, Deceitful+6
Reputations:  Guardian of secrets 1 (Infernal)
Combat:
Bite: Initiative -1, Attack +13*, Defense +7*, Damage +5
Punch: Initiative -2, Attack +12*, Defense +9*, Damage +4 
* Includes specialisation (impious priests). 
Soak: +3, coating of thick, matted fur.
Wound Penalties: –1 (1–6), –3 (7–12), –5 (13–20), Incapacitated (21–26), Dead (27+)
Abilities:  All suitable for story, but this demon is well-versed in Infernal Lore. Brawl 6 (impious priests).
Powers:
Coagulation, 0 points, Init 0, Corpus: The creature has only one visible shape – that described in the story – but like 
most demons it can roam about invisibly in non-material form.
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter and twist dreams. If used to terrify, the 
victim can ignore it with a Brave Personality trait roll against an Ease factor of 9 or more. Failure to resist leads to a 
profound physical reaction, like a seizure. Notably, Alberic died in bed of a seizure, so he may be the first person we’ve 
seen on the podcast to actually suffer from his power all demons have.
Obsession: 1-3 points, Init -5, Mentem: May force characters to make Personality Trait rolls to resist a temporary trait, 
Covetous, which has a score equal to the Might points spent.. If the roll is successful, the trait vanishes. If it fails, they 
gain the trait permanently at +1, although they can remove it by the usual means of reducing traits. 
The Serpent Oracle: 2 points, Init. +2, Mentem: May cast any Intelligo spell for 2 Might, and automatically knows the 
context and likely outcome of actions made in response to the information gained.
The Wealth of Nations: 3 points, Init 0, Terram: Allows the creature to summon wealth, equal to one pound of gold (10 
Mythic pounds) per Might point spent, from anywhere in the world, at the creature’s discretion. The wealth 
summoned must never gain its value from its usefulness, only from the human agreement that some things are 
treasure. Arguably the creature does not have this power, and instead has another source of wealth available.
Whispers Behind the Back : 2 points, Init. 0, Mentem: The creature’s incorporeal presence causes nagging dread, 
physical coldness, and fear of being alone. It may laugh when activating this power, which lasts for a month.
Weakness: Cannot manifest to those warded by the cross. Notably, it can still inhabit a particular church, so either the 
Dominion there has a patch of Infernal influence, or churches in general  do not harm it.
Vis: 2 pawns, hands..
Appearance: A gangly, gaunt human figure, covered in matted black hair, with huge eyes.

Why does the demon put its hand on the table?
 

Why not, for example, just strangle the narrator from 
behind? I suggest it is because the creature is bound in 
service to whomever owns the page in the scrapbook. It 

is awaiting instructions, and has been standing at the 
man’s elbow, like a footman, for some time.  It manifests 

itself to him once he removes the warding cross. It is 
not a typical famulus, in that it does not shroud the 

powers of the magicians. Instead it seems to answer 
questions and provide treasure.



Musa Laeta
The fallen angel who was Beauty : a utility monster

Order: Lord of the False Gods
Infernal Might: 30 (Imaginem)
Characteristics: Int +2, Per +3, Pre +8, Com +5, Str -1, Sta -1, Dex +2, Qik +5
Size: +2
Confidence: 2 (6 points)
Virtues and Flaws: n/a
Personality Traits: Proud +6
Reputations:  Corrupting Muse +5 (demons)
Combat:
Wings like stained glass glass: Init +8, Attack +14*, Defense +9*, Damage +12
* includes specialisation
Soak: 0: is aware of how fragile it is.
Wound Penalties: –1 (1–7), –3 (8–14), –5 (15-21), Incapacitated (22-29), Dead (30+)
Abilities: unclear, but assume Brawl 8 (wings), Hunt 8 (artists).
Powers:
Coagulation*: 3 points, Init +4, Terram: Can manufacture a solid body out        
 of ambient matter.
Dark Muse: 5 points, Init -10, Mentem: The demon can grant the Free Expression 
virtue to humans. While granting the Virtue, its Might Pool is reduced by the cost of 
the Virtue. It generally has no more than three direct servants at any time. These 
tend to form love triangles and murder each other. Occasionally she will stir up her 
followers by granting her power to a fourth minion, but only for sufficient time to 
create a single work.
Envisioning* 1 or 5 points, Init +5, Mentem: Can enter dreams and cause waking
dreams.
Obsession*: 1-3 points, Init 0, Vim. Can impose the sin of Pride. Uses it particularly 
to convince artists of the great value of their work.
Shroud the Stench of the Pit: variable points, Init +8, Vim. This complicated power 
allows infernal powers to be shrouded so they seem Magical, Faerie or mundane. It 
does not control minds, so powers made to seem mundane must be subtle. The cost 
of this power is points equal to the cost of the power shrouded.
The Wealth of Nations: 3 points, Init +5, varies (as per form of summoned thing): 
Musa Laeta can summon riches in various forms, up to the value of one pound of 
gold per Might point spent.
* See Realms of Power : The Infernal pp 31-2.
Equipment: Nil.
Weakness:  Cannot destroy works of inspired beauty.
Vis: 6 pawn, Imaginem.
Appearance: A great butterfly of cracked glass and dripping lead.

If “beauty is all that pleases” as the Jerbiton 
motto says, if it is the highest value, is it right to 

feed peasants to a demon which is 
transcendentally beautiful, or has the Muse 

virtue, allowing the creation of transcendent 
beauty?  This gives diabolists something to want 

other than unspecified power.



Terpsichore
Occult hysteriatrix :lady of contagious dancing.
Order: Vessel of Iniquity
Infernal Might: 15 {Corpus)
Characteristics: Int 0, Per 0, Pre +3, Com 0, Str 0, Sta 0, Dex +4, Qik +2
Size: 0
Virtues and Flaws: Puissant Carouse
Confidence Score: 1 (3)
Personality Traits: Depraved +6, Hateful +6.
Reputations: Causer of Mania 1 (Infernal), Vessel of Iniquity 1 (Infernal)
Combat:
2 x callused feet: Init +1, Attack +9, Defense +8, Damage +3
Soak: 0
Fatigue Levels: OK, 0, –1,  –3, –5, Unconscious
Wound Penalties: –1 (1–5), –3 (6–10), –5 (11–15), Incapacitated (16–20), Dead (21+)
Abilities: Awareness 4 (dancers), Carouse 9+2 (dance), Brawl 6 (feet)
Powers:
Envisioning, 1 or 5 points, Init  0, Mentem: For 1 point, allows the demon to enter and twist dreams. For 5 
points, allows the demon to create a waking hallucination. If used to terrify, the victim can ignore it with a 
Brave Personality trait roll against an Ease factor of 9 or more. Failure to resist leads to a profound physical 
reaction, like a seizure.
Form of Wickedness, 2 points, Init 0, Mentem: Allows the demon to manufacture a solid form of pure sin. It 
forces those around the demon to begin carousing if they lack sufficient Magic Resistance. A Stamina stress 
roll against an Ease factor of 6 is needed every hour, failure costing a Fatigue level, and a success breaking 
this Power’s hold. The Power also ends when the victim falls unconscious. A botch causes temporary insanity 
and imposes a Minor Personality Flaw appropriate to the sin. This form may only be maintained for one 
round, after which the demon must take spiritual or human form.
Form of Man, 0 points, Init 0, Corpus: After assuming corporeal form, see Form of Wickedness, earlier, the 
demon can take the form of any human. To take the form of a specific person, the demon must have seen 
her. The demon can take spiritual form directly from human form.
Highly Contagious Obsession, 1point per 25 victims, Init 0, Mentem:  When a person is committing a sinful 
thought or deed, the demon may impose its Obsession Trait if this Power defeats magic resistance. This gives 
the person a temporary Personality trait of Manic and at the next opportunity he must make a roll, opposed 
by any suitable Personality trait, to prevent them dancing. If the Obsession fails, the temporary trait is lost. If 
it succeeds, the trait is acquired permanently. Any human who becomes a victim of this demon’s Obsession 
power becomes a carrier of that Power and can pass it on to anyone she touches while dancing, using the 
same series of rolls.  Every twenty-fifth victim costs the demon 1 Might point, and the Power ceases to be 
contagious if either she runs out of Might or a day passes without someone being infected. Once the power 
ceases being contagious, it continues to affect the afflicted as described earlier.
Weakness: Protected group (the clergy)
Vis: 3 pawns of Perdo, feet
Appearance: The natural appearance of this demon is sin made manifest as a formless dark shape. She can, 
however, take human form, and usually prefers that of an attractive young woman, slightly exotic for her 
place of manifestation.



The Pastoralis
A story that haunts the Order

 
Order: Vessel of Iniquity
Infernal Might: 10 (Animal)
Characteristics: Int +0, Per +0, Pre +0, Com +4, Str +2*, Sta +1, Dex +0, Qik +0*
*Is not an immobile object, but generally is only subtle in its movements.
Size: -2 (a codex)
Confidence: 2 (6 points)
Virtues and Flaws:  Knack (telling jokes)
Personality Traits: Satirical +5
Reputations:  Funny +3, Illicit +3.
Combat: Bludgeon: Init  0, Attack +4, Defense +3, Damage +6
Does not include bonus for ambushing reader.
Soak: +10, (inorganic, but quite vulnerable to fire which is odd for a demon.)
Wound Penalties: –1 (1–3), –3 (4-6), –5 (7-9), Incapacitated (10-12), Dead (13+)
Abilities: unclear, but assume Brawl 4 (ambushing reader) and Carouse 6+3 (bawdy stories). It can tune its 
stories to it audience, but is surreptitious about this, so it generally does so between readers.
Powers:
Betrayal of the Heart: 2 points, Init 0, Mentem: Can force one secret from the victim per use.
Coagulation: 1 point, Init -1, Corpus: Can manufacture a solid body out of ambient matter. Its natural form is 
an incoherent ball or churning letters, lolling tongues and laughter. It does not have a human form.
Contagion: 5 points, Init -3, Mentem: Plants the idea that the reader should mention the book to suitable 
friends.
Envisioning 1 or 5 points, Init 0, Mentem: Can enter dreams and cause waking dreams.
Obsession: 1 point, Init -5, Vim: Can impose sarcasm.
Equipment: None.
Weakness:  Cannot harm those who have not sought the book.
Vis: 2 pawns, Muto.
Appearance: Always takes the form of a book, generally with another work’s name on the cover.



Trophaeum
A trophy that destroys its owners
 
 
Order: Enervators
Infernal Might: 20 (Corpus)
Characteristics: Int +1, Per +5, Pre +2, Com +1, Str +3, Sta +3, Dex +3*, Qik -2* (* armless)
Size: 0
Confidence: 2 (6 points)
Virtues and Flaws: Weak-willed
Personality Traits: Selfish +5
Reputations:  Enervator +1.
Combat:
Each Bite: Init -5, Attack +17*, Defense +10*, Damage +5**
* Includes specialisation
** does not include Hell fire power (+5 Dmg)
Soak: +8, literally made of hardened bone. Weapons which do damage due to bleeding out have their Damage 
reduced at the SG’s discretion.
Wound Penalties: –1 (1–5), –3 (6–10), –5 (11–15), Incapacitated (16–20), Dead (21+)
Abilities: unclear, but assume Brawl 6 (ambush), Infernal Lore 6 (Order of Hermes).
Powers:
Coagulation: 1 point, Init -1, Corpus: Can manufacture a solid body out of ambient matter. Unusually, it has taken 
the form of a pile of druid skulls, and never appears out of that form in the material world.
Deceiver’s Boost: 1 or more points, Init +3, Vim:   When a demon uses this Power, its target is a spell cast by a 
mortal. The demon must spend at least one Might Point on the effect, but can choose to spend more. The demon 
must also penetrate the Magic Resistance of the spellcaster, if any. For every point of Might spent by the demon, the 
magus gets +2 to his Casting Total. However, spells enhanced by this Power may be manipulated in minor ways by 
the demon, such as changing the target of the spell, ending concentration at the whim of the demon, and the like. 
The spell must remain within the rules for Similar Spells (ArM5, page 101), and can’t be more powerful than the spell 
level + Might Points spent, but the demon is free to manipulate any one aspect of the spell otherwise. If a 
spellcaster’s player rolls a zero while being influenced by this Power, he must roll an extra botch die. (RoP:I, p.61)
Envisioning 1 or 5 points, Init 0, Mentem: Can enter dreams and cause waking dreams. When using this power, the 
trophaeum is careful never to hint at its real-world shape. It often appears as the spirit of a druid.
Hellfire: 1 point, Init -2, Ignem: Makes the creature’s bites do +5 fire damage for the rest of a battle.
Obsession: 1 point, Init -5, Vim: Can impose Selfishness.
Equipment: None.
Weakness:  Salt.
Vis: 4 pawns, Rego
Appearance: A blackened, glassy pile of skulls in a broad, copper dish. Candles have been melted on the skulls at 
some point. The Trophaeum rarely moves. It is so slow that if it needs to kill someone, it finds it most useful to wait 
for them to sleep, or to attack them by surprise.

The Trophaeum is a minor demon that 
makes magi feel more competent, to 

encourage the sin of Pride, and the 
excesses that come with certainty 

in one’s actions.



Chaucer's Sumpter
A summoner's tale
Order: Spirit of Deceit
Infernal Might: 10 (as per shape)
Characteristics: 
(human form) Int +2, Per +1 , Pre +2, Com +3, Str +1, Sta +2, Dex +1, Qik +2
Size: 0 (human form)
Virtues and Flaws:. Many
Confidence Score: 1 (3)
Personality Traits: Trustworthy -5, Deceitful+6
Reputations:  Bailiff 1 (Infernal)
Combat:
Human form – bow: Initiative +3, Attack +11*, Defense +10*, Damage +5
Human form – sword: Initiative +1, Attack +11*, Defense +9*, Damage +7
* Includes specialisation (unrepentant sinners). Does not include bonus for being mounted.
Soak:
Human form: +2, sturdy clothes.
Wound Penalties:
Human form: –1 (1–6), –3 (7–12), –5 (13–20), Incapacitated (21–26), Dead (27+)
Abilities:  All suitable for story, but this demon is well-versed in mortal law,  Folk Ken, and theology. Bow 6 
(unrepentant sinners), Sword 6 (unrepentant sinners)
Powers:
Change Form, 0 points, Init 0, Corpus: The creature can rework the matter within its own body. It claims  to 
be able to take any shape that makes it “most able our prey to take”, including apes and angels. This degree 
of flexibility is unusual in a demon with might below 20, so it may be lying. The demon might take any form 
in battle, so storyguides should prepare a form suited to the themes of their saga. Storyguides lacking time 
to prepare may wish to use the Three-Headed Hound on page 78 of Realms of Power: Infernal, as they may 
need to consult the following page for his demonic steed.
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter and twist dreams. If used to 
terrify, the victim can ignore it with a Brave Personality trait roll against an Ease factor of 9 or more. Failure 
to resist leads to a profound physical reaction, like a seizure.
Obsession: 1-3 points, Init -5, Mentem: May force characters to make Personality Trait rolls to resist a 
temporary trait, Deceitful, which has a score equal to the Might points spent.. If the roll is successful, the 
trait vanishes. If it fails, they gain the trait permanently at +1, although they can remove it by the usual 
means of reducing traits. 
Forked Tongue of the Serpent: 1 point, Init -1, Mentem: The target believes a single lie, no matter how 
outrageous, until they attempt to  spread it to others, which breaks the effect. An Int roll against Ease 
Factor 9 is made after one hour, and then every subsequent hour, to end the effect.
Trust of the Innocent: 1 point, Init -1, Mentem: The target believes a single lie for as long as possible, until 
presented evidence to the contrary.  An Int roll against Ease factor 6 allows a character to resist this effect.
Weakness: Has a very limited group of victims. Takes only those things freely and sincerely offered to Hell. 
Vis: 2 pawns, gloves.
Appearance: A handsome yeoman, on a black horse. He wears a green waistcoat over black clothes and 
carries a bow over his shoulder.



President of the Exiles' Club
A servant for the fallen.

Order: Prince of the Thamiel (False God)
Infernal Might: 50 (Terram)
Characteristics: Int +5, Per +5 , Pre +5, Com 
+5, Str +4/+8*, Sta +5, Dex +5, Qik +4/+2*
* Second value is for idol form.
Size: +1 / +3: Usually takes a richly-garbed 
human form. Can take the form of a great 
statue of marble, garbed ostentatiously.
Virtues and Flaws:. Many.
Confidence Score: 5 (5)
Personality Traits: Proud +6
Reputations: Collector of kings 9 (Infernal)
Combat:
Human form – Sceptre: Initiative +4, Attack 
+21, Defense +14, Damage +16
Idol form – Sceptre: Initiative +2, Attack 
+20*, Defense +12, Damage +22*
If the creature hits with its sceptre, it can 
use its Sparkle in the Eye power or 
its Command the Dross power on the struck 
object, even if it has already used a power 
this turn.
If forced to Brawl in idol form, the creature’s 
stone body adds +2 damage
* The sceptre is larger in gigantic form, and 
so it does a little more damage and is slightly 
slower.
Soak:
Human form: +3, Clothes of silk and gold
Idol form: +18, literally made of stone
Wound Penalties:
Human form: –1 (1–6), –3 (7–12), –5 (13–20), 
Incapacitated (21–26), Dead (27+)
Idol form:  –1 (1–8), –3 (9–16), –5 (17–24), 
Incapacitated (25–32), Dead (33+)
Abilities:  All suitable for story, but this 
demon is odd in that it has a very broad 
range of Area Lores. Carouse 9 (host), 
Etiquette 9 (victims), Great weapon (sceptre) 
9

Powers:
Coagulation, 0 points, Init 0, Corpus: The creature has three forms. It can 
coagulate into a regal form, suitable to the prejudices of its viewers; a regal 
form which appears different to each viewer; and a gigantic marble idol, of 
and to itself.
Change Shape, 0 points, Init 0 or -5, Corpus: The creature can change 
between its three shapes. Changing to the stone form is slower than the 
other transformations. The creature’s sceptre is an extension of its body. It 
appears and vanishes at will, and at no cost.
Command the Dross, varies, Init 0, Mentem:  Can duplicate any Rego spell for 
the cost of 1 might per Magnitude. This power only works on things which are 
debased, either by material processes of decay, or by spiritual processes of 
pollution.
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter 
and twist dreams. If used to terrify, the victim can ignore it with a Brave 
Personality trait roll against an Ease factor of 9 or more. Failure to resist 
leads to a profound physical reaction, like a seizure.
His Master’s Voice:  varies point, Init 0, Vim: May summon demonic servants, 
but not control them. Costs 1 point of Might for every Infernal Might point of 
the sumonee. Most False Gods use this power sparingly, but the President is a 
connoisseur of the uses of tiny demons. Few of his powers tax his large Might 
pool, so he is likely to call servants to him in combat.
Obsession: 1-3 points, Init -5, Mentem: May force characters to make 
Personality Trait rolls to resist a temporary trait, Vainglorious, which has a 
score equal to the Might points spent.. If the roll is successful, the trait 
vanishes. If it fails, they gain the trait permanently at +1, although they can 
remove it by the usual means of reducing traits.
The Serpent Oracle: 2 points, Init. +2, Mentem: May cast any Intelligo spell for 
2 Might, and automatically knows the context and likely outcome of actions 
made in response to the information gained.
Shroud the Stench of the Pit: varies, Init +3, Vim: Makes overt supernatural 
powers appear either Magical or Faerie/ Makes subtler powers appear 
entirely natural. Costs 1 point per point cost of the original power, and lasts 
as long as the affected power does.
Sparkle In The Eye:  3 points, Init +2, Auram: Causes a thunderbolt to strike a 
single object the creature is looking at. The power does +15 Damage per use.
The Wealth of Nations: 3 points, Init 0, Terram: Allows the creature to 
summon wealth, equal to one pound of gold (10 Mythic pounds) per Might 
point spent, from anywhere in the world, at the creature’s discretion. The 
demon needs to know the wealth exists, and so it collects the treasures of 
fallen kingdoms, or forgeries avowed genuine by its collection of kings. The 
wealth summoned must never gain its value from its usefulness, only from 
the human agreement that some things are treasure. The creature cannot, for 
example, make bread appear to starving people, although it can make 
luxurious feasts  appear before corpulent nobles. Although it collects magic 
items, it cannot summon them using this power if they will be mechanically 
useful, only if they will be tempting.
Weakness: May not harm an anointed sovereign that is conscientiously 
serving the realm, or any person acting dutifully on behalf of such a monarch.
Vis: 10 pawns, vast marble crown (appears even if human form is destroyed)
Appearance: Currently this creature usually appears as a merchant prince 
from a rising republic, like Venice.



Dolores
Infernal Saint of Sorrow
Order: Infernal Saint (new)
Infernal Might: 40 (scaled as Princess of the Furies) (Corpus)
Characteristics: Int +5, Per +3, Pre +7, Com +5, Str +2, Sta +7, Dex +2, Qik +4
Size: Usually between -1 and +1. Her appearance varies with the fashions of the country she inhabits.
Confidence: 5 (15 points)
Virtues and Flaws: Unknown. Change as relevant to your story.
Personality Traits: Cruel +6, Passionate +6. Which of these is higher is a matter of some interest to her followers. Some 
suggest the demon is one and the human the other.
Reputations: Lady of Pain +9
Combat:
Kisses like poison*:  Init +5, Attack +11, Defense +11, Damage +2**
Touches that causes pain*:  Init +5, Attack +12, Defense +12, Damage +4**
*Does not include specialisation (skin contact)
**Does not include contact damage from Wounds the Bloom power (+15, Perdo)
Soak: 6, but appears to be -1. She has a body that deliberately suffers a great deal of superficial damage, but because of 
her passionate fury power, her injuries are less incapacitating than normal.
Wound Penalties: -1 (1–15), Incapacitated (16–20), Dead (21+)
Abilities: unclear, but assume Brawl 9 (when contact is made with skin), Carouse 9 (debauchery), Charm 9 (sinful acts), 
Houe Tytalus Lore 9 (was there when it happened), Infernal Lore 8 (Order of Hermes).
Powers:
Envisioning 1 or 5 points, Init 0, Mentem: Can enter dreams and cause waking dreams.
Form is shapeshifted human: 0 points, Init. 0 : Technically does not coagulate from ambient matter like a demon. Actually 
shifts shape into ambient moisture, travels and then turns back into her human shape. Her human shape is always 
beautiful and female, but can vary to suit the culture she is visiting.
I could hurt thee but pain would delight thee: 0 points, 0 Init. Dolores does not suffer Wound penalties, except on 
Defense totals.
Obsession: 1 point, Init -5, Vim: Can impose the desire for suffering..
The Serpent Oracle: 2 points, Init. +2: Dolores may cast any Intelligo spell for 2 Might, and automatically knows the 
context and likely outcome of actions made in response to the information gained.
Shroud the Stench of the Pit: variable points, Init. +7, Vim. This Power makes another Infernal Power appear to be aligned 
to the Magical or Faerie Realm, at the demon’s choice. It has the same cost as the power it disguises.
Waxing Tide of Humors: 3 points, Init +6, Mentem. This power causes passion to overcome sense. A character can resist 
this effect with a roll against an ease Factor of 9, modified by Traits like Calm.
Wounds that bloom: 3 points, Init -5, Perdo: Makes Dolores’s touch do +15 additional damage for the rest of a battle.
Weakness: The Virgin Mary. The cult of the Virgin hasn’t really taken off yet in 1220, but it gains a lot of power over the 
13th Century. When people start wandering around with Servite scapulars, Dolores is going to go after that Order.
Vis: 8 pawns, Perdo
Appearance: A languid woman, filled with delightful venom. She changes appearance to suit the appetites of the local 
culture.



Ash-Tree Spiders
Suckled in darkness

Order: Corrupted Beast
Infernal Might: 5 (Animal)
Characteristics: Int -3, Per -2, Pre -6/+6*, Com -6, Str -4, Sta +1, Dex +3, Qik +1.
* Corrupted beasts have a -6 Pre when communicating, and a +6 Pre when threatening or 
intimidating.
Size:  -3
Natural Qualities: Ambush Predator, Grapple, Loathsome Appearance, Venemous
Virtues and Flaws: Gigantic (major virtue) Monstrous Appearance, Corrupted Beast (Tainted With Evil).
Personality Traits: Sinister +2
Reputations: None
Combat 
Bite: Initiative +1, Attack +10, Defense +6, Damage -3* 
Dodge: Initiative +1, Attack N/A, Defense +4, Damage N/A.
Grapple: Initiative +1, Attack +6 Defense +4, Damage N/A.
* Spiders are venomous. Poison Strength 9. The poison causes the victim to blacken and swell. The 
spiders drain blood, but that’s not a combat manoeuvre. Spiders fight as a trained group.
Soak: +1
Fatigue Levels: OK, 0, -1, –3, –5, Unconscious.
Wound Penalties: –1 (1–2), –3 (3–4), –5 (5-6), Incapacitated (7–8), Dead (9+)
Abilities:  Awareness 4 (prey), Brawl 3 (bite), Climb 5 (web), Hunt 4 (stock), Stealth 4 (stalking), Survival 
3 (local area), Weaving 5 (web)
Powers:
Painless bite: 1 point, Init: N/A, Animal or Corpus. The spider’s bite is painless, which makes it able to 
repeatedly poison sleepers.
Silence, 0 points, Init  0, Animal. As a side effect of the Monstrous Appearance Flaw, these spiders 
make no sound when they walk, jump or climb. If they move objects, those still make a sound. The 
scraping sound in the story, for example, is caused by them pushing up the window sash. 
Vis: 1 pawn, Perdo
Appearance: A spider the size of a kitten.



Orange with an evil laughter in it heart
The Least of the Furies
Order: Furies
Infernal Might: 5 {Mentem)
Characteristics: Int 0, Per 0, Pre +1, Com 0, Str 0, Sta 0, Dex 
0, Qik 0
Size: -5 or larger. The Least of the Furies often takes the 
shape of a jewel, but in thi story it is an orange.
Virtues and Flaws: Watchful +4, Self-controlled -6.
Confidence Score: 1 (3)
Personality Traits: Enjoys suffering +3
Reputations: Tiny Fury 1 (Infernal)
Combat: Incapable of combat: may use powers to make 
humans fight.
Soak: Based on form.
Fatigue Levels: Does not to suffer fatigue
Wound Penalties: As per form: usually Dead (1+)
Abilities: Awareness 6 (victims), Folk Lore (victims) 6.
Powers:
Coagulation, 0 points, Init 0, Corpus: The creature can take 
the shape of a small object. It often eats a pre-existing thing 
as it forms, so that it replaces a known object. Note that it 
cannot replace object that are touched by the Divine. This 
includes gifts of True Love, the physical embodiment of 
sacraments, the containers of relics, and holy symbols.
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the 
demon to enter and twist dreams. This is used to stoke the 
passions of humans being goaded to murder.
Waxing Tide of Humors: 3 points, Init +6, Mentem. This 
power causes passion to overcome sense. A character can 
resist this effect with a roll against an Ease Factor of 9, 
modified by Traits like Calm.
Beserk: 0 points, 0 Init. As a Fury, the creature can ignore 
Wound penalties, except on Defense totals. That being said, 
its bodies are so weak that the power is generally useless.
Weakness: The Fury’s victims are a narrow slice of society.
Vis: 1 pawn, Mentem.
Appearance: Any small object.



The Puritanical Devil
Order: Vessel of Iniquity (Puritanical Devil)
Infernal Might: 20 (Imaginem)
Characteristics: Int +3, Per +1 , Pre +2, Com +2, Str +2, Sta +4, Dex 0, Qik +2.
Size:  +1
Confidence Score: 2 (6)
Personality Traits: Hateful +6, Indignant+6
Reputations: Puritanical Devil 1 (Infernal)
Combat (claws):  Initiative 0, Attack +8, Defense +8, Damage +2. 
Soak: +9, shaggy hide
Wound Penalties: –1 (1–6), –3 (7–12), –5 (13–20), Incapacitated (21–26), Dead (27+)
Abilities:  All suitable. Brawl 6 (claws). Surprisingly skilled in theology.
Powers:
Envisioning, 1 point, Init  0, Mentem: For 1 point, allows the demon to enter and 
twist dreams. If used to terrify, the victim can ignore it with a Brave Personality 
trait roll against an Ease factor of 9 or more. Failure to resist leads to a 
profound physical reaction, like a seizure.
Form of Wickedness:  2 points, Init 0, Mentem: The Puritanical Devil’s true form 
is an indescribable, material mass of pure sin. The ten closest humans to its 
manifestation, if they lack magical resistance, are overcome with the need to 
rail against the minor infractions of themselves and others, particularly 
directing their ire toward liturgical music, communal dance, and icons. A Sta 
roll against an Ease factor of 6 is permitted each hour to free a character from 
the power. A failed roll costs a Fatigue level, and the power is also broken when 
each human becomes unconscious. A botch causes temporary insanity, and a 
Minor Personality flaw. This form can only be maintained for one round, after 
which the demon reverts to spiritual form, unless it takes human form.
Form of Man:  2 points, Init 0, Mentem: After taking physical form, as above, the 
creature can take any human form it has observed. It can also take a satyr-like 
shape.
Obsession: 1-3 points, Init -5, Mentem: May force characters to make 
Personality Trait rolls to resist a temporary trait, Indignation, which has a score 
equal to the Might points spent.. If the roll is successful, the trait vanishes. If it 
fails, they gain the trait permanently at +1, although they can remove it by the 
usual means of reducing traits. 
Contagious Obsession: 1 point per victim, Init 0, Mentem: A person who is 
harmed by a character suffering from the demon’s Obsession power must make 
a Personality trait roll or themselves become obsessed. The power ceases being 
contagious when the demon’s Might pool is empty, or no person has been 
infected for 24 hours.
Weakness: Is repelled by singing, particularly hymns. Cannot touch anything 
which has the beginning of Hundredth Psalm written upon it. (“Make a joyful 
noise unto the Lord, all ye lands. Serve the Lord with gladness: come before his 
presence with singing.”)
Vis: 4 pawns, ears.
Appearance: A stereotypical satyr demon, but with excellent manners and a 
friendly demeanour to those he has tricked into severity.


