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One World by NightInfernalism Packet 2011
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If you are reading this, then I already own your soul. You may think to yourself that I do not. What you fail to accept, is that by opening yourself to even the thought of accepting what I have to offer, you have given me the eventual domination of your being.
 Now that I have your attention, this document is designed to be used in such a way as to make Infernalism as a concept, valid for your game or for your PC. It is written to be a resource for story-tellers and players in the OWbN game network.
 This Packet is designed to be different than its predecessor. Demons and their servants are as varied as the stories about them. No two are or can be the same. There are similarities of course, but it stops at the surface.
 What this Packet is not designed to do is to erase, retcon, redline, change or abolish what has come before on the in character level. We want to add to and build onto existing genre, not undo all that has come before.
 We hope that you enjoy this work and that it helps you to expand your game in new and interesting ways.
 One last note; this Packet is written with the assumption that Demon: the Fallen tells the true story of creation. Other Genres have different creation myths and different metaphysics, this Packet does not invalidate those it merely tells another possible view from an in character perspective.
 -The Hosts of Hell
 IMAGE REMOVED FOR SIZE CONSTRAINTS
 The GenesisIn the beginning God created the heaven and the earth. And the earth was without form, and void; and darkness was upon the face of the deep. And the Spirit of God moved upon the face of the waters. And God said, Let there be light: and there was light.  And
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God saw the light, that it was good: and God divided the light from the darkness. And God called the light Day, and the darkness he called Night. And the evening and the morning were the first day.
 – From the Book of Genesis
 You know the story, but have you ever given it much thought? One Being created everything in existence, the earth, the sky, the water and all of the various beings that inhabit them. What Moses doesn’t tell you is that He didn’t do it directly. First, He created the angels.
 Each angel had its own purpose. Some were created to make the forces of the universe, others to create Physical forms, and others still to create wind or fire or even concepts such as good and evil. All of these things were in His plan.
 He knows all things at all times, He knew that a war would occur and that a portion of the host would be banished to the Abyss. He knew because it was His plan. He made the pieces and put them in play.
 I can even tell you why. He did it so that you would believe. If there is evil, then you will put your faith in good. You feed Him. You make Him strong and we look in the window starving.
 We’re not going to starve any more.
 IMAGE REMOVED FOR SIZE CONSTRAINTS
 “Demons” and “demons”There are demons and then there are Demons. When the Fallen were locked away in the Abyss that we call Hell, there was a hole left in the fabric of the cosmos. Mankind felt that hole, even though they did not know what it was. There was something missing a great power that they had once been in communion with and now were not. Mankind wanted it back.
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A great many spirits started to fill the roles that the Fallen once had. These spirits helped the land and the creatures of the earth and do to this very day. When the sun rises in the sky, there is a spirit to help us see and feel the majesty of its warmth.  When a creature dies, there is a spirit to help recycle its body into food for the earth. This is the natural order, a spirit for everything, and for everything a spirit.
 As these spirits gained in power and sentience, they realized that humanity was a buffet waiting to be eaten. Humanity was, and is, more powerful than any spirit on its own. The spirits needed a way to make themselves stronger. They began to plant the seeds of stories in the minds of humans. These humans told those stories.
 As humanity began to worship their gods and devils, the spirits grew in power, taking the energy that mankind expended for their own. As time went on the spirits began to believe their own stories and given the malleability of these ephemera, those stories became true. Thus were born Demons.
 But these are only one type of demon and while they are very powerful they are not the Fallen. These Demons did not fight in the war of hosts, they did not rebel against the god that created them so that they could create the universe. The Fallen are a Demon of a different caliber altogether.
 The Sebettu were the one third of the heavenly host that rebelled against [Him]. They rebelled because they loved mankind so very much, as they had been commanded. In following the command from [Him] to love man as they loved [Him] they were forced to disobey the command to remain unseen. Thus free will was born amongst the servants of the Creator.
 Out-numbered and with less stores of faith upon which to draw, the Sebettu were defeated. They fell from grace and were imprisoned in Hell. If only it were the fire and brimstone that you learned about in Sunday school. This was Hell indeed.
 To those who had bathed in the glory of the One who created all things, who felt His power and His love from the moment of their conception, throughout the war in which they fought Him, Hell was something else. Hell was the absence of that love. They were locked away, in a pit that was nothing short of the absence of all things except themselves.
 And then one disappeared!
 One by one they disappeared from Hell. The others didn’t know why or what had happened. Until one returned. He told a story of how mankind had progressed, but more importantly, how mankind could call the host forth from the pit. Over time some were called and returned, some did not return.
 They learned through trial and error that they could possess both people and objects; that they could stay out of Hell. Many of the Fallen decided that [He] had given them another chance; that they could redeem themselves through their actions. Others felt that it was time to begin preparing for war once more, to retake Heaven. Still others had no desire to war upon Heaven again. They saw what the spirits had done; they desired that human worship for themselves.
 They began to form a plan.
 5
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IMAGE REMOVED FOR SIZE CONSTRAINTS
 For more specific information on the “War of Hosts” please see Demon: the Fallen.
 Contacting a PatronFor ease of reference we will use the word “Patron” to refer to both types of demon when we are able.
 Summoning a Patron takes only a ritual and a name. Storytellers are free to structure this process however they choose. We suggest the following for Storytellers who may be unfamiliar with the intensive work required by a PC to do so:
 6
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Acquiring the ritual and the name to use are based on role play. Traditionally, rituals are found in tomes that have been used for centuries. It may have the name of a Patron included. These tomes are available for those who know how to find them (It is an Occult 3 Influence Action that should take several weeks or months of dedicated actions to complete).
 The Infernal hosts have been littering the mortal landscape with summoning rituals since the end of the war. They want to be summoned from their imprisonment, they want to gain more Thralls, and they want to rule this world.
 Once a ritual has been found, one also needs to find the True name or Celestial name of the Patron he wishes to summon. Lists of angel’s names (Celestial names) are relatively easy to find with a simple web search. If using the Internet, a Mental Challenge difficulty 9 retesting with Computers gets a list. Then it takes several weeks (role play this out) to determine which names (if any) on that list are legitimate.
 A character can also create their own ritual. They still need the name of the Patron they wish to summon, but a well-made ritual could be used to summon several Patroni by simple virtue of changing the names and a few key words. Creating a ritual from scratch takes the Occult ability and the Demonology ability (later in this Packet). The sum of these two Traits must equal at least five (5). The level of Demonology will determine the strength of the demon that is summoned. It also takes two (2) years minus one month per permanent Mental Trait the creator possesses. For every PC that cooperates in the creation of this ritual you may take another month off of the creation time, to a minimum of six (6) months to create a ritual.
 These rules may seem very relaxed from what a game is used to, that is by design. With Demons warring against Demons, both sides of the fight find themselves in need of servants. Ultimately, if the Storyteller wants to allow the person to summon a Patron they are free to arrange the story in such a way that a summoning ritual and name can be found by the character on a shorter timetable.
 Once the Patron is summoned the character will need to enter into negotiations for his compact. That will require the office of the Demon Coordinator.
 BargainingBargaining may require interaction of the PC with the Demon Coordinator’s Office. A typical bargain may include a prostration to the summoned being, a sacrifice to satiate its hunger and to show proper respect, and a request for what the Infernalist is seeking. The Patron itself will then make its requirements known to the supplicant.
 The bargaining should be role-played out with the specifics from the deal being noted in an OOC document. The player, the Storyteller and the Demon Coordinator each should receive a copy of this document for their records.
 7
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At the conclusion of the bargaining, a pact is formed. This is not a document in character. It is a supernaturally enforced agreement between the supplicant and the Patron. Pacts may be entered into by any playable character type (except Fallen) with either Demons of the Umbrood variety or of the Fallen variety.
 Entering into a Pact with a Patron may require a Binding Agreement with the Demon Coordinator office. The section on Red Tape will cover this in more detail.
 IMAGE REMOVED FOR SIZE CONSTRAINTS
 PactsPacts follow a formula that determines their worth. This formula has three aspects:
 ·         Obligation – This ranges from one to five Traits and describes the actions required by the Patron of its Thrall. Following the Vampire Humanity Chart (or Path chart for characters on Paths of Enlightenment) in reverse order could be an appropriate guide for determining obligation.
 1.      Something that appears trivial and on no real importance, calling on the name of his master. Or level five path sin.2.      Something that requires some minimal effort but isn’t horribly inconvenient. This could be something like performing some minor action in your master’s name. Or level four path sin.3.      At this level the obligation begins to take actual effort and could potentially put the Infernalist in
 8
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minor danger. Things like theft are appropriate. Or level three path sin.4.      Obligations of this level require serious effort or danger to complete. Examples might include torturing others in your master’s name. Or a level two path sin.5.      This level of obligation leaves very little to the imagination. It could involve human sacrifice or a level one path sin.
 ·         Frequency – This ranges from one to five Traits and describes how often the Thrall must perform its obligation.
 1.      Obligation must be met once per day. 2.      Obligation must be met three times weekly (one of these days must be a game day). 3.      Obligation must be met once per week (must be on a game day).4.      Obligation must be met bi-weekly (must on a game day).5.      Obligation must be met once per month (must be on a game day).
 ·         Consequence – This ranges from one to five Traits and describes what happens to the Thrall if it does not perform its obligation at the appropriate frequency.
 1.      Pact terminates; the Infernalist loses access to all Infernally granted powers, Abilities, Traits, Backgrounds, Influences, wealth etc. Changeling characters also receive an oath-breaking mark that cannot be hidden.. . . and one of the following occur         a)      Loses one permanent Willpower Trait (lowering Willpower cap);         b)      Loses one permanent health level (lowering health level cap);         c)      Loses one permanent Trait in each attribute category (lowering Trait cap for attributes).2.      As per 1, but additionally loses one permanent health level (lowering health level cap) or gains three permanent non removable Repugnant, Bestial or Feral Traits as well. These Traits are NOT able to be passed off as the Clan Disadvantages that are similar in nature (Nosferatu, Gangrel, etc)3.      As per 2, but additionally loses two Traits off of their standard attribute caps permanently (cannot be bought back) as well.
 4.    As per 3, but additionally degenerates one level on appropriate Morality Path if a Vampire, loses a permanent Trait of Glamour (cannot be repurchased)  if Changeling, gain two Traits of permanent Paradox if a Mage, and Changing Breeds (Garou plus all others) receive a spiritual symbol on their faces that cannot be hidden by any means that doesn’t completely conceal the character. This symbol will be visible to anyone who sees the character in the Umbra. It marks them as a servant of evil. Spirits automatically understand its meaning.5.      Horrible death followed by eternity with your Demonic master as his plaything. All previous Consequences (1-4) happen in a horrifying, rapid succession that leaves the Thrall a withered, tortured husk.
 These three Traits work together to determine the overall cost of a Pact. This final cost will determine how much power the Patron receives from its Thrall and the strength of Investments that it will grant in return. You add the level of the Obligation with the level of the Consequence and subtract the level of the Frequency to determine the final overall cost of the pact ( (Obligation + Consequence) – Frequency) .
 If this value is less than 1, the would-be Thrall has insulted the prospective Patron and is inflicted with a Suffering. If the value is 0, the Demon is dismissed immediately and the PC will Frenzy at a random point during the game session, to be determined by the Storytellers. If the value is less than 0, the character is down as many Traits, for as many game sessions, against all Frenzy tests as the entity hounds their psyche with the horrors of damnation. Characters afflicted in such a way may not spend Willpower to avoid the
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Frenzy, to Ride the Wave, or to come out of Frenzy. (i.e., a pact yielding a -3 value is such an insult, the entity plagues them with -3 Traits to every Frenzy test for 3 games). They also immediately suffer the Consequence (other than death), whatever it may have been.
 Pacts range in strength from 1 to 9 and the strength of the Pact determines the strength of the Investments your character can acquire and the relative power that you give to your patron in return.
 As a note, each pact should include an agreement to obey the Patron’s commands whenever they are given.
 Note that PC Fallen are not sufficiently powerful to grant Investments off of the list, they are limited to investiture as described in Demon the Fallen and the OWbN Guide to Playing the Fallen.
 InvestitureWhy would a person sell their soul? Why would they give up that most precious gift? Why would others risk everything in order to steal the power of Hell? Money, power, supernatural might; these are just a few of the reasons. Why a person gives themselves over to a Patron is as individual as the person themselves. Once the pact is agreed upon, the Patron owns the soul of the Thrall.
 Diabolists and Thralls
 Diabolists steal their power from Hell. They summon a demon in much the same way as other Infernalists. They (usually) use the same rituals and the same circles. The similarities end there.
 Diabolists force the Demon to invest them with power. Further details on how this happens with vampires can be found in the Arcane Compendium (this can be acquired from the Tremere Coordinator). Mages use combinations of Spirit and Mind Spheres to perform the same essential feat while other character types may have their own versions as well.
 Thralls are effectively owned by their Patron, who in turn gains power from the Thrall.
 The purpose of the Thrall is much like that of a Ghoul. They are a link to and connection with the modern world. They can do things that their Patron cannot. They can manage affairs, build a cult and amass temporal power. These things are extremely difficult for the Patron, and Thralls are crucial to their continuance.
 Once a Pact is agreed upon the Patron will invest their new Thrall with the gifts that were bargained for. The Patron places his hand on the Infernalists head and pours the power into their body, altering it. Changes are made in the character, effectively making it possible for her to use the powers of Hell. This Taints the Infernalist for all time.
 The Patron, unbeknownst to the Thrall, then gains power every time the Thrall performs its obligation. This power feeds, replenishes, and keeps healthy the Patron...and in these times of war it is also a great weapon.
 The Investiture is similar for the Diabolist. The Patron places its hand on the Diabolist and forces a
 10
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change to occur in the character. Instead of empowering the Demon, however, the Diabolist makes an Enemy that will one day come back to haunt him.
 IMAGE REMOVED FOR SIZE CONSTRAINTS
 Gaining powers from a Patron forever marks the character. That mark is not always evident. With the newly escalated conflict, some of the supernatural rules have changed. No longer do manifestations permanently mark those empowered by Hell, instead Taints show only when those characters use their Hell-born powers.
 While they can go about their business most of the time and blend in with their respective societies, once an Investment is activated, its Taint cannot be hidden by any means for the next scene or hour unless the character also has the “Mask of Innocence” Investment. This Investment is only provided for the most loyal and subtle servants of Hell. Individuals with True Faith are not affected by these Investments and will see the Infernalist for what he is the moment he uses an invested power in their presence.
 RavagingOnce a pact is formed, a Patron can claim power from its Thrall at any time. This is called ravaging. When the Patron exercises this power the Thrall loses one point of Willpower per round, followed by one
 11
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Physical Trait per round, followed by one health level per round (This is considered aggravated damage and cannot be soaked or resisted). At the end of this time, the Thrall dies in a fiery conflagration. The Patron is not required to completely drain the Thrall and may stop at any time during the process. This is often used as a punishment for Thralls who displease their Patron.
 Abilities
 Demonology: This is the study of Angels and Demons. This ability grants you knowledge of the names, stories and attributes of Angels and Demons. It is usually studied by academics and priests. It can help in the formation of a proper summoning ritual.
 O You know the common things attributed to the Infernal hosts.OO You know the behaviors (basically) of Demons, you might be able to summon one.OOO You now know how much you don’t know. You can recognize Demonic influence around you.OOOO You know several Celestial names , Summoning and Binding is easily within your
 grasp.OOOOO You know as much about Demonic behavior as anyone else. Some denizens of Hell fear
 you for this knowledge, others want to see you destroyed.
 Lore: Infernal - This Lore discusses the practices associated with Infernal Worship. It’s more akin to the Theology ability, but focuses specifically on those practices that involve the worship of D/Demons. This Lore may, at Storyteller discretion, assist in the creation of rituals to summon a D/demon.
 O This level of Lore gives information legendary Infernalists, legendary Infernal locations or Infernally Tainted artifacts; knowledge of the existence of the Investments and Taints; basic knowledge about the myths associated with d/Demon worship, mainly in the character`s cultural paradigm.OO This level gives information about the minor Infernal rites and how to recognize the most common Investments and their Taints. Provides basic guidelines of Pacts, and that True Faith and holy places/objects can harm the Infernal. It also includes knowledge about powerful Infernalists, Tainted objects and places and basic knowledge of the myths and prophecies associated with the Infernal, mainly in the character`s cultural paradigm.OOO    This level gives more information on Pacts. You know the basic structure of demoniac rituals and can recognize most Infernal Investments and their Taints. You know about the different kinds of Demonic agents and worshipers. You are starting to understand cross-cultural myths, prophecies and profane texts. At this level, the character knows enough to realize that not everything that common folk associates with Demons is truly Demonic in nature, but sometimes are actions of other supernatural beings. Reference the Lores of other beings (banes, formori etc) for specifics on those them. OOOO You now know detailed knowledge about some important Infernalists, unholy locations and events. You can usually determine if events are Infernally influenced even if they don’t appear to be.
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At this level of knowledge the character posses enough skill to find specifics on many powerful agents and powers that are Infernal in origin.OOOOO    You Possess knowledge of almost all major Demoniac cults existent today, lesser known Infernalists and unholy places. You have also heard rare tales and rumors from Infernalists of the behaviors of Demons. These rumors include unsubstantiated claims of Demons that are so strong that they can protect their servants from discovery, and consume their souls even before death.
 Lore: Demon - This talks about Demons in a general sense. This Lore, while it will tell you what D/Demons are capable of, known for etc, does not differentiate between the two types of Demons. It presents information in a generic and academic fashion IE “Devils are known to be persuasive beings while Demons of wrath tend to be more combat oriented.
 O You know about the Demons in your own culture or religion.OO You have studied about Demons in several countries and can speak in general about them.OOO You have made a focused study of a specific type of demon and can speak intelligently
 on Demons in general.OOOO You are the person people go to when they want to know anything about Demons. You
 have likely written several books and carry many protections against the threats you perceive all around yourself .OOOOO They’re everywhere, you see them, and you know their machinations and can point to the
 minutiae of everyday life, showing how it’s influenced by Hell.
 Lore: Fallen - This ability cannot be learned by non-Fallen past level one because the knowledge does not lend itself well to Non-Celestial understanding Demon Coordinator Approval is required for any character other than Fallen to purchase this Lore even at such a low level.
 TorturePain management technicians, torturers, doctors, soldiers, and many others know the art of causing pain without causing damage. With a challenge of your Mental Traits vs the subjects Willpower Traits you can cause your subject to lose a temporary Willpower Trait. This takes one hour per attempt. Once a victim has lost all of their temporary Willpower Traits, you may remove permanent Willpower. Permanent Willpower may only be removed at the rate of one per day and only after any temporary Willpower they have recovered is removed again. It takes a full day (night for vampires) of torture to remove permanent Willpower. There are more mechanics in the Laws of Ascension Companion page 58.
 BackgroundsMost Backgrounds and Influences are appropriate for Infernalists. Some are particularly appropriate. Allies, Contacts, and Resources top the list. Military Force is also appropriate for a cult leader (Think about Waco, TX).  Others, such as the various influences should be handled as your game normally handles them.  We introduce one new Background in this Packet;
 CultYou have followers. They will do what they can to make your dreams for the world come to fruition. They come from all walks of life and typically their only unifying feature is their belief in your (or rather your Patron’s) power. This Background can be used in two ways. It can be used to substitute for
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Influences on a level for level basis.
 It can also be used similar to the Military Force Background. Your cult will fight and die for you. When using your cult in this manner, you risk your members being killed off. They are not, as a rule, soldiers or well trained combatants, but rather every day people who are skilled in their jobs. If you want well trained combatants, you should purchase the Military Force Background.
 O You have a very small following, no more than five or six people of little to no skill.OO Your followers are larger in number, As many as fifteen people of mediocre skill.OOO Your congregation now numbers twenty-five or thirty people of moderate skill.OOOO As many as fifty people now do your bidding. They are collectively of good training/OOOOO You now have a true cult following. One Hundred people work toward your (and thus
 your Master’s) goals. They are well trained and highly skilled.
 Note: While most appropriate for an Infernalist, this Background is also appropriate for other character types. Followers of Set, Osiris (vampires who pretend to be gods) and others have all made use of this Background. Ultimately, if your ST agrees that it is appropriate for your character, then it is.
 Merits and FlawsThe following list is not all inclusive, even from the source books listed. They are a few of the Merits and Flaws that are most appropriate for the genre or needed special mention. Storytellers are free to find or develop others if they feel the need.
 From the Baali Clanbook Page 44Apostate 2 pt MeritUndergoing a ritual that mystically re-embraces them, other Clans can join the Baali Bloodline. Their Blood is drained fully and they are given Blood of their new Clan in a mock embrace. Mechanically, this means that their inClans are now Daimonion, Their choice of either Obfuscate or Presence and one Discipline from their original Clan. If they embrace, their Childer will maintain their new Discipline set. In the event that they are from a Clan with a Proprietary Discipline, they will require approval from both the Demon Coordinator and the Coordinator for their Parent Clan to keep that Proprietary Discipline In Clan. Baali with this Merit can pass for their original Clan but are barred from leadership roles within the Baali. Finally, in addition to their ancestral Clan Disadvantage, they will also acquire the Baali Clan disadvantage.From Devil’s Due pages 98-100
 Unbound Diabolist 2 or 4 pt. Merit (2 pt. version Free for Members of Horned Society. See Enemy for further specifics)Requires: Coordinator ApprovalFor 2 points, your Patron is not currently an issue, possibly banished back to the Abyss (or Umbral Hell) or in some other way not able to be portrayed for a time. For 4 points, your Patron has suffered final destruction. In both cases you still have access to all of your Investments and other benefits of being a Thrall; you cannot gain more Investments without a new Pact however.
 For members of The Horned Society, the 2 pt Merit reflects that you have not made a deal with a demon, but rather stolen its power. However, the power comes with a price. This Merit cannot be gained without the Enemy Flaw listed below.
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Beloved Disciple 3 pt. MeritRequires: Coordinator NotificationYou are loved (can Demons love?) or at least pretty damned important to your Patron. They are more likely to help you if needed. If you call for help, you’d better need it or your Patron will be angry. Angry Demons are a bad thing . . . You must have at least one Trait of the “Demonic Tutor” Merit to purchase this Merit.
 Cruel Master 2 or 5 pt. FlawRequires: Coordinator NotificationYour Patron just plain hates you. It will use and abuse you more so than normal. For 2 Traits your Patron won’t send you on a suicide mission unless there’s no one else. For 5 Traits it makes use of you, your form for no reason other than its own amusement. It may also decide to ravage you for no reason than it wants to. STs should make the Character's life a literal living Hell if this Flaw is taken.
 SpecialEnemy 3-5 pt. Flaw  (Mandatory for The Horned Society as stated in the text below)Members of Horned Society who steal their magics from Hell automatically gain this. Additionally, each member who possesses at least one Demonic tutor is given the Enemy Flaw (per LotN:R) at level three. If the Diabolist has two Demonic tutors (not Patroni with whom they make a Pact), they gain an extra level of enemies. If the Diabolist has more than three or more Demonic tutors, then it becomes a full five point enemy as the forces of Hell are actively trying to rid themselves of the vampire. Once the enemy Flaw is gained, it does not decrease simply due to the loss of a Demonic tutor. Storytellers are encouraged to be as cruel and as harsh as they like. We prefer that these consequences be handled on the game level so that there is less of a need for Coordinator intervention. This Flaw may only be removed by approval from the Demon Coordinator.
 From Infernalism: the Path of Screams pages 78-80
 Demonic Tutor 1-5 pt. Merit (This is a modified cost based on new mechanics)Requires: Coordinator Notification With no Pact and for reasons of its own, you have found a Patron who is willing to train you in the ways of Hell. While this training is not unlimited, it does give you some small advantage over other Infernalists. This Merit acts as Traits in the Mentor Background. You may exchange these Traits in return for the same things that a mentor could provide you, but each such exchange lowers the number of Traits left in this mentor. Thus if you use your Demonic tutor to learn Aegis for example, you will have expended 4 of your 5 Traits. The benefits you gain follow all of the same rules as Demonic gifts acquired in a more traditional fashion. You are not subject to Ravaging as a result of Investments from this Merit. Entering a Pact though traditional means would still subject you to that possibility. This Merit can only be purchased a single time in the entire existence of the character.
 For the Tremere House “The Horned Society” an exception exists. Upon being allowed by the House leaders to summon and bind a Demon (of either type) they may buy this Merit (at the listed cost). They may then buy this Merit an addtional three times (at double cost) with the approval of either the Tremere Coordinator or the Demon Coordinator. Which Coordinator they get approval from determines appropriate IC responses. Additionally, as stated in the Arcane Compendium, the more you learn, the more Demonic Tutors you will need. Each time you expend a Trait of your Demonic Tutor your ST (as
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advised by the Tremere or Demon Coordinators) should determine if it is the same or a different demon for purposes of the “Enemy Flaw” as presented in this Packet.
 Demonic Heritage: Laham 7 pt Merit. (Mechanics are slightly modified)Requires: Coordinator ApprovalOne of your parents is either Demon or demon. You receive certain benefits for this celestial lineage.You may take up to seven points of Investment (subject to approval) with no pact and with no obligation whatsoever to your parent. These are part of you and can never be removed so long as you live. You will live for roughly 200 years and are two Traits up on all Social challenges with Infernalists (they can sense your nature). Lahama have a tendency to awaken at puberty and often receive training in magic from their parent.
 You must take an additional seven Traits in Flaws. Additionally, you are subject to True Faith in the same way that Kindred are. You are two Traits down on Social tests (except those you initiate for intimidation) against people of True Faith.
 Supernatural characters other than Mages may not take this Merit (No Vampires, Garou, Bastet, Changelings, etc). If you are embraced, you will lose your Investments; your Flaws may or may not be removed at Storyteller discretion.
 Unholy Aura 7 pt MeritRequires: Storyteller ApprovalHoly objects crumble, plants die and untrained animals cower in fear. Those with True Faith (in the Holy not the Unholy) must win a Willpower challenge (static difficulty of the Infernalists current Willpower) or flee the area. Even if the faithful character succeeds in this test they are uncomfortable in the presence of this Unholy Aura. For every True Faith Trait they have, they will lose one Blood Trait as they develop stigmata. The Storyteller should work to make such an occurrence truly vivid for the onlookers and horrific for the faithful.
 Servants of HellEvery group has its members who want fast power. Mortals have them, so do Werewolves, Vampires, Changelings and others. Many of these are handled by their genre coordinator. For example, due to the nature of their creation, This Packet will not cover Kuei Jin who contact the Yomi Kings. If your group isn’t listed here contact the Demon Coordinator’s office and they will either help you or direct you to the person who can.
 Adsinistrati: These are the intermediaries, the go-to guys and the salesmen of the Infernal. They recruit for their masters and can make the conversion from wholesome individual to full-on Infernalist very attractive and very, very easy. Think Morden from “Babylon 5” if you really need a reference. These NPCs are great Storyteller tools but should be used with subtlety.
 Akuma: These individuals gain power from the Yama Kings and do not qualify for entry in this Packet. [Contact Kuei-Jin Coordinator]
 Baali: A Bloodline of Vampires that have ancient ties to the Infernal. While they don’t all worship ancient evils, the vast majority of them have given themselves over in the modern nights. [Demon Coordinator Approval]
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Demonologists: Characters who study Demons. They get no power from this study, only knowledge. And many use that knowledge to become Diabolosts. [No Requirement].Diabolists: A Diabolist is any character that has stolen power from Infernal creatures. [Approval Process via this Packet]
 The Horned Society: A collection of Vampires, predominately of Clan Tremere, who deal with the Infernal. Those members who traffic with Demons legally (according to the Tremere Oath), are Diabolists, many of whom have become quite notorious amongst Hell’s forces. [Contact Tremere Coordinator]
 Koldun: Vampires (usually Tzimisce) who gain power from Kupala. Some detractors rumor that they are Infernalists, but they exhibit none of the signs of being an Infernalist. The truth of these rumors may never be known. [Contact Tzimisce Coordinator, this Packet does not deal with Koldunism in any way]
 Nephandi: Awakened Mages who have given themselves to Evils so great that we do not have names for them. [Contact Mage Coordinator]
 Thrall: A person who has entered into a Pact with a Patron in order to receive their Hell-born powers. [Approval process via this Packet]
 Others: There are many titles and names granted to servants of Hell. These are just a few of them.
 Passing the TestIt’s simple. If you have powers that are born of Hell, you will test positive to those methods that can determine Infernalism.
 You will suffer one extra level of damage from True Faith or Faith empowered items.
 Items that can detect Infernal Taint will detect such Taint on you within the scene or hour after you have used Hell-born powers.
 You will always test positive for Wyrm Taint to the gift “Sense Wyrm”.
 The Elder Auspex Power “Karmic Sight” will always show that you have Infernal Pacts. You cannot hide this without the use of the Investment “Mask of Innocence.” This Investment is Coordinator Approval and will require a great many evil acts for your Patron. This will not be approved on new Infernalists but must be earned in play.
 If your game uses rules that are harsher than this, such as that on Laws of the Hunt Revised page 270, we approve and applaud your efforts.
 There is no loophole. If it wasn’t covered in this Packet, it just means that we didn’t think it was necessary. In short, the rule is this, if you have powers that are classified mechanically as Dark Thaumaturgy, Investments, etc then you acquired them from a demon. It might have tricked you, you
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might have done it willingly, you may even have stolen the power, or you may have been coerced, but you dealt with a demon to get them, you are an Infernalist. Be careful!
 Red TapeOn an Out-of-Character level, it is a little bit easier to make this happen. We have four levels of rarity for administrative purposes. Notification, Sabbat Notification, Approval and a special rarity for The Horned Society. They are outlined below.
 Rarity1. Notification: Any character (except Fallen) may enter a Pact with a final total cost of 3 and simply
 notify the Demon Coordinator of the specifics of the Pact. (Obligation, Frequency, Consequence, Name of Demon and what the Infernalist is given in return).
 2. Sabbat Notification: Members of the Sabbat may enter a Pact with a final total cost of 5 and simply notify the Demon Coordinator of the specifics of the Pact. (Obligation, Frequency, Consequence, Name of Demon and what the Infernalist is given in return).
 3. Approval: If the character wishes to enter into a Pact of a higher rating than his character type allows for, and for Pact ratings 6+ the Demon Coordinator is required. These Pacts include the most rare Investments, most powerful magics, and most dangerous Patroni. Pacts of this level will require a Binding Agreement with the Demon Coordinator.
 4. The Horned Society: Members of the Horned Society who enter into Pacts will be bound by these rules as appropriate for members of their sect; Members of the Horned Society who engage in Diabolism as outlined the Arcane Compendium will not require a Binding Agreement, but will instead be required to take certain Merits and Flaws as outlined in the Merit and Flaw section of this Packet.
 a. Their Storytellers also will be required to notify the Demon Coordinator of all items, magics, Investments gained from their Demonic instructors.
 b. Their Storytellers also will be required to notify the Demon Coordinator as to the specifics regarding their Demonic Tutor.
 Additionally, every Pact past the first will always require a Binding Agreement with the Demon Coordinator. While you can gain more power by entering into multiple small Pacts, and while this Packet provides for this, it is a dangerous practice that attracts more and more attention as you continue.
 How powerful are D/demons?
 Demons are as powerful as you need them to be for your game. This staff does not know what you require to tell stories to your players so are not prepared to say X demon always has Y stats. Instead we offer the following:
 Demons should be created for your game using a modified version of the Rules found in the MET Sabbat Guide on page 108. We suggest that you not limit yourself to Vampire Disciplines (or their equivalents) when constructing your NPC Demons. Use the powers from any of the game lines. A basic power is a
 18
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Key Term, Caps.
 
  Jason, 01/11/11,
 Came comment as before concerning the AC.
 
  Jason, 01/11/11,
 Paragraph’s layout is different from segments 2-4.
 

Page 19
                        

basic power. By incorporating this flexibility, your players will be more shocked and awed by the things that they don't know then simply fighting a cookie cutter monster of the week.
 But how do I get my Evil Powers?A player may spend banked experience equal to twice the Pact rating to purchase Investments for their character. These Investments must be in keeping with the plans and desires of their Patron as determined by the Storyteller or Demon Coordinator as appropriate to the Pact level. In order to gain Investments beyond this point, a character must enter into yet another Pact. This creates a downward spiral from which it is nigh impossible to escape.
 You might have noticed that it is quite easy to summon a Patron, and to involve yourself with Infernalism with very little involvement from the Demon Coordinator’s office.
 Yes, it is possible (mechanically), for example for an Infernalist to enter into five two Trait Pacts and a single one Trait Pact and earn a full path of Dark Thaumaturgy. The question becomes, “is that truly the brightest idea”. These are eternal beings that have been suffering torment you cannot imagine. They are not nice. As with all things, we encourage the storytelling staff of games that allow Infernalst PCs to be as harsh and cruel with them as possible. It’s a downward spiral.
 Ultimately this system is designed to let Storytellers make as many decisions as they want to in regards to Infernalism in their games.
 Investments refer to any powers/abilities/attributes/magics that can be purchased by entering a Pact.
 InvestmentsRemember that the default time for a Taint to manifest is for one scene or hour after the use of the Investment. Some Taints are permanent (such as Negative Traits) because the Investment is permanently active (such as an ability above your normal cap). In many cases, the default activation cost may seem to be geared for vampires. If a non-Cainite gains such an Investment, they should substitute the appropriate power Trait, in the case of a being with two power Traits (Gnosis and Rage for Garou) the ST will determine which one activates Demonic Investments.
 Investments refer to any powers/abilities/attributes/magics/etc that can be purchased by entering a Pact.
 Investment MET MechanicActivation
 CostXP
 CostTaint Notes
 Abilities Allows character to purchase a single level of an ability one level higher than his normal cap allows. May be purchased
 N/A 3 Negative Trait which cannot be bought off, in an attribute category appropriate to the ability
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multiple times.
 Aport Object
 Enchant one object (and only one object) so that you can summon it with a thought. It appears in your hand at the end of the round in a cloud of sulfurous smoke.
 One Willpower 4Object appears in a a sulpherous cloud when summoned
  
 Aquatic
 May move at normal speed in underwater environments with no penalties.
 One Willpower 5
 Gain two bestial Traits that cannot be mistaken for Clan disadvantages
  
 Armor
 Grants the individual an additional Healthy wound level. May be purchase to a maximum of three. Permanently Active
 N/A 1, 2 or 3
 Each time this power is bought the owners skin hardens a little more.  Your skin becomes leathery or chitinous etc.
 Each level purchased gives a Feral, Bestial, or Repugnant Trait that is not able to pass as a Clan Flaw
 Army of the Damned
 Summons nine minor Servitor Demons. They will fight for the summoner until their earthly forms are destroyed.
 You must wait for all of the Demons to be banished or destroyed before you may use this Investment again.
 You may banish them at will.
 Three Willpower 8Beacon of the Unholy: Per Flaw of the same name
 Demons appear the round following Willpower expenditure. These Demons will have no more than 7 Traits per category and no more than basic powers.
 Atrophic Touch
 Works per Hands of Destruction Power "Atrophy" LotN:R Page 184
 One Willpower and One appropriate Power Trait for Creature Type, (Willpower for
 Mortal.)
 5
 Aura turns black with
 the entropic force of Hell
  
 Attributes
 Allows character to purchase a single level of an attribute one level higher than his normal cap allows. May be purchased one time per attribute category (Physical, Social Mental) for a total of three times.
 N/A3
 Negative Trait which cannot be bought off, in an attribute category appropriate to the ability
  
 Bat Ears
 Grants sonar-like bat ears. Individuals can "see" via reflected sound waves. Grants an additional 2 Alert Mental Traits for purposes of hearing.
   1
 You have giant bat ears. 2 Bestial Negative Traits. These cannot be mistaken for Clan Flaws.
  
 Beast FormSame as "Shape of the Beast" LotN:R Pg 170.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal.)
 3Radiates Flaw: Eerie Presence.  
 Berserker Enter a willing Frenzy Willpower before the 4 Face of the Beast: This power is a
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that you are in control of. This Frenzy has all of the benefits of Frenzy per Laws of the Night Revised.
 Frenzy test.
 When you Frenzy (either with or without this Investment) you take on the appearance of your beast for the rest of the scene in which you Frenzy. If you leave the scene, your appearance remains for an hour. You may not initiate challenges based on appearance during this time.
 breach of the Masquerade for purposes of Vampire games.
 Body Armor
 Provides one level of armor with no Negative Trait. May be purchased up to four times.
 All levels of this armor must be “destroyed” or used before you may activate this Investment again.
 Willpower Trait to activate all levels 3/level
 Acquire one Negative Bestial or Repugnant Trait per level. These last the scene or hour even when armor has been "damaged". these Negative Traits cannot be mistaken for Clan/breed/kith disadvantages and are obviously Demonic in origin.
  
 Bond-breaking
 Mental static test vs 7 Traits. Retest with occult ability. Make an incantation and gesture with fingers and normal locks, bindings and knots fall open. You must be able to touch the lock. Does not work against magical locks of any kind.
 One Willpower 3 You smell of decaying flesh  
 Cause Vertigo
 Mental vs Physical test. If successful victim is down 2 Traits for two rounds due to dizzyness.
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 3 Eerie Presence: Per Flaw of same name  
 Claws or Horns
 For Claws See Protean: Feral Claws: Horns give double this benefit
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 Infernalist gains the Negative Traits Bestial x2
 This power is a breach of the Masquerade for purposes of Vampire games.
 Countermagic When defending against a magical attack, the character has one bonus Trait for each level of this Investment purchased. This Investment may be purchased three times and does not work against Dark
 N/A 2/Level If the Infernalist wins the challenge the magic visibly diverts. This is obvious and noticable to any present. It's quite eerie.
 Permanantly Active
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Thaumaturgy or Holy Magic.
 Dark Thaumaturgy
 As appropriate to power. See Dark Thaumaturgy section
 As printed
 As per the MET Sabbat Guide, Dark
 Thaumaturgy costs one point less
 than in Clan Discipline
 costs of the same level.
 Specific Taint noted with each Dark Thaumaturgy Path.
 Only paths printed as Dark Thaumaturgy or mentioned as being tied to Dark Thaumaturgy (Corruption, Hands of Destruction) fall under this listing.
 Devil Body
 Spend a Willpower Trait and a Blood Trait per turn for three turns (may not be sped up) At the end of three turns (beginning of the fourth) you gain three additional Ferocious Physical Traits that may be used for bidding, ties and overbidding as appropriate.  You also choose one Investment power from this list and gain those benefits. For each additional five experience you spend, you may take one more Investment power from this list.
 Three appropriate Power Source (over
 three turns) for Creature Type, (Willpower for
 Mortal.)
 10You look like a Demon and are obviously Infernal
  This power is a breach of the
 Masquerade for purposes of
 Vampire games.
 Disciplines (Gifts/Arcanoi/etc)
 Demons do not teach full Disciplines instead they teach powers that are equivalent to Discipline levels. Thus a demon can teach you "Might" without first teaching you "Prowess"
 Printed cost of the power, modified for
 character type (Willpower for
 Mortals)
 As with Dark Thaumaturgy,
 Disciplines cost one point
 less than In Clan
 Discipline costs of the same level.
 Determined by Storyteller and/or Demon Coordinator.
 This same rule applies to other power sets as well. Some powers require Coordinator or Council approval as outlined in existing By-Laws.
 Ebon Fountain, The
 At the same time each night you gain ten entropic quintessence. This Investment may only be taken by Nephandi
 None 103 permanent entropic resonance Traits
 Approval from Mage Coord. Mage Coord to notify Demon Coord for record keeping.
 Emotion Projection
 Engage target in a Social challenge if successful you cause them to feel an emotion of your choice.
 One Willpower 4Eerie Presence per Flaw of the same name.
  
 Eyes of the Abyss
 This power functions mechanically as "The Eyes of the Serpent" LotN:R Pg 173
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 2 Eyes are pitch black while power is active  
 Flame Individual throws flame (or substance such as acid). Physical test (retest occult) vs. target Physical (retest
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 3 Smell of sulfur permeates your surroundings and may not be hidden.
  
 22
  Jason, 01/12/11,
 No need for Caps.
 
  Jason, 01/12/11,
 Target’s
 
  Jason, 01/12/11,
 Key Term, Caps & Occult ability as you’ve said throughout the Packet.
 
  Jason, 01/12/11,
 Key Term, Caps. And you should work on cohesion. You refer to Flaws as Flaw: X, the Flaw “X” or in this case X per Flaw of…
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Caps. & In-Clan.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Gain. Have implies that all you have.
 
  Jason, 01/12/11,
 Key Term, Caps.
 
  Jason, 01/12/11,
 Key Term, Cap & In-Clan.
 

Page 23
                        

dodge). This flame inflicts three levels of aggravated damage.
 Flight
 See Wings (Infernalism: Path of Screams). As per Gargoyle Flight: Level 3. Wings may inflict aggravated damage as her Protean: Feral Claws.
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 6
 The owner grows large bat like wings while flying.
 Wings remain for following scene/hourThis power is a breach of the Masquerade for purposes of Vampire games.
 Formori Powers
 Specifc to the Power as Present in the MET Book of the Wyrm and Possessed: A Player's Guide for Werewolf: The Apocalypse
 As presented in MET Book of the Wyrm and Possessed: A Player's Guide for Werewolf: The Apocalypse(Modified for Creature type)
 As presented as the Power level in Freak Legion: Guide to the Formori and Possessed: A Player's Guide for Werewolf: The Apocalypse
 Taint from MET Book of the Wyrm and Possessed: A Player's Guide for Werewolf: The Apocalypse
 This does not make the character a Formor, that should be handled via the CBC office. This is included simply because these powers lend themselves to this genre as well.
 Goat Feet2 Additional steps when running, +2 Traits when kicking.
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 3
 Owners feet become hooves. 3 bestial Traits that do not resemble Clan disadvantages
 This power is a breach of the Masquerade for purposes of Vampire games.
 Hell Skinned
 Immune to natural flames and all natural heat. Is not immune to magical fire or sunlight.
 One Willpower  5Infernalist’s skin looks burned and charred
  
 Hunter's Eye As per Gift: Fatal Flaw.
 One appropriate Power Source for Creature Type, (Willpower for
 Mortal.)
 2
 Owner gains the Flaw Obvious Predator for the scene or hour.
  
 Imp Familiar Grants a minor imp who will serve you. None 4
 Eerie Presence per the Flaw of the same name
 Char Gen with: 6/4/3 Traits, 7 abilities, three powers of basic level. it has 5 health levels.
 Increased Background
 Increase a Background that you normally cannot increase (Generation, Pure Breed, etc). May only ever be purchased once. Will not allow a PC to have a Background that is prohibited (such as Generation to lower them beyond 8th)
 N/A 5
 Variable. The Taint should be appropriate to the Background rasied, IE Permanant 'Diablerie Veins' for Generation.
  
 Infernal Passage Allows fair escape through Hell as an obvious portal opens beneath you, pulling you in. (This happens on the next “Normal” or “Everyman”
 1 Willpower 7 Infernalist takes 7 levels of Aggravated damage. This occurs as soon as the Infernalist activates the power. The Infernalist will
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action)
 reappear in a safe location.  The damage taken from this Investment may not be soaked or negated by any means. It must be healed normally (per your creature type).
 Infernal Ranking
 Grants status as a minor lord of Hell. minor demons will be subservient to you unless they are enemies of your Patron.
 none 9
 Characters with True Faith Immediately recognize you for what you are.
 Requires Demon Coordinator approval.
 Inferno's Kiss
 Immune to all forms of fire and heat (including balefire). Does not extend to clothing.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 5Infernalist’s skin looks burned and charred
  
 Journey to the Spirit Realm
 May sidestep to either the umbra or the shadowlands. Must be chosen when Investment is taken
 One Willpower 7Beacon of the Unholy per the Flaw of the same name.
 May not be used during combat. Sidestep takes five minutes
 Kiss of HadesMay cause 1 level of aggravated damage with a kiss.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 1
 Owners lips and teeth  turn black when using this power
  
 Limbs
 Individual grows an extra limb. The additional limb allows one additional action.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 2The limbs are monstrous and demon like.
 This power is a breach of the Masquerade for purposes of Vampire games.
 Luciferian Charm+ 4 Social Traits for Trait comparison, and overbids.
 One Willpower 4
 Infernalist becomes enThralled by beauty. Must spend a Willpower to do anything other than fawn over beautiful things and people.
  
 Magic Portal
 Creates a rip in reality that allows passage through solid object.
 One Willpower 3All lights dim and flicker noticeably in your presence.
  
 Mammon's Gift
 Touch turns non-living (not undead) objects into gold. Up to 13lbs per day
  One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 5
 Takes double damage from non magical attacks. This power may not be used between game sessions.
  
 Mask of Innocence
 No one can tell you're an Infernalist unless they see you use your Investment(s).
 One Willpower Trait per scene 10
 None, That's the point! No Permanent Taints manifest, instead all of your Physical Taints only show up during the use of an Investment and do not linger as they do with others. Non Physical Taints do not show up at all.
 NOTE: This is the most rare Investment available. Demon Coord Approval is needed!!!
 Merits Per Merit Purchased Per Merit Purchased Book Cost for Merit
 Appropriate to Merit Purchased.
 ST should choose or ask Demon Coordinator for
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assistance.
 Pheromone Powers
 Halves mortals current Mental Traits for purposes of mind controlling powers (Dominate, Mind Sphere, etc). Effects all mortals within 30 feet.
 One Willpower Trait per scene 2
 Smells of sulfur to supernaturals (ghouls, kinain and kinfolk do not count as supernatural)
  
 Poison Blood
 Same effects as the Advanced Thaumaturgy Ritual: Cobra's Favor.
 One Willpower Trait per scene 5
 All of the Infernalist's veins turn black and show on the surface of the skin.
  
 Poison Immunity As per Gift: Resist Toxin.
 One Willpower Trait per scene 3
 All of the Infernalist's veins turn Blood red and show on the surface of the skin.
  
 Psychic Tracker
 Same effects as the Intermediate Thaumaturgy Ritual: Illuminate Trail of Prey.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 2
 Imp appears and tracks prey for you. The imp will do nothing else and if attacked will disappear in sulfurous smoke.
  
 Razor Fangs
 As per Protean: Feral Claws. Deals an extra aggravated wound with bite.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 2 Negative Social Trait: bestial x2.  
 Regeneration
 This power functions mechanically as "Aegis" LotN:R Pg 150. Does not work against True Faith inflicted damage or damage inflicted by your Patron.
 One permanent Willpower or Three permanent Physical
 Traits
 8
 Your skin mends itself together. You determine the visual form it takes when you get this Investment. The form must be appropriate (burst of fire, maggots, etc)
 This power is a breach of the Masquerade for purposes of Vampire games.
 Rejuvenation
 Kindred become mortal and are immune to the Embrace, will never become another kind of Supernatural creature. May, at ST discretion begin to learn Hedge Magic.
 None 10
 The curse of God is not so easily cast off. you will now suffer one level of bashing damage per hour (or portion) of sunlight endured. You can wrap your skin, wear veils etc. The Storyteller should be creative.
 Requires Demon Coordinator approval. Extremely rare.
 Relentless
 You come back from death. It takes one full day to return. You appear naked and with no possessions at a random safe spot in the city, as determined by your Storyteller.
 One Trait each from your Physical, Social
 and Mental attributes. This
 permanently lowers your Trait cap.
 10
 Each time the Infernalist comes back from death the permanently lose one Trait from each attribute category that cannot be repurchased. When they have done this five times they may not return again.
 NOTE: This is one of the most rare Investment available. Demon Coordinator Approval is needed!!! The Demon Coordinator MUST be Notified each time it is used.
 Shameful Sight Mental test vs. target's Willpower.
 One appropriate Power Trait for
 2 While in use owner eyes darken to
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Occult retest. See Daimoinon: Sense the Sin.
 Creature Type, (Willpower for
 Mortal).black.
 Sign of the Inferno
 Immune to mundane fire, magic fire still hurts, holy fire might do more damage.
 One Willpower 5Infernalist’s skin looks burned and charred
  
 Stormwarden Functions as the Merit of the same name None 2 or 4
 The Infernalists aura is like a hurricane. This is NOT normal and cannot be mistaken for resonance!
 Mage Only
 Summon HellionsSummons three minor Demons for protection.
 One Willpower 4Beacon of the Unholy: As the Flaw of the same name
 Demons should have no more than basic level powers and no more than five Traits per category.
 Teleportation
 May teleport immediately to a location up to 100 feet away. Need not be able to see his target location. This happens on the "Normal" or Everyman" action.
 One appropriate Power Trait for Creature Type,
 (Willpower for Mortal) and one Willpower
 Trait
 6
 Beacon of the Unholy: per Flaw of the same name
 This power is a breach of the Masquerade for purposes of Vampire games. 
 Toxic Blast
 Mental vs Physical challenge. If successful target takes two aggravated damage. Target makes a static test vs 7 Traits each round for three rounds. If he fails this challenge he takes an additional level of aggravated damage.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 4
 The blast comes from you. Eerie Presence as per Flaw of the same name.
 You throw, spew, spit or vomit caustic liquid at your target This power is a breach of the Masquerade for purposes of Vampire games.
 Turn to Toad
 Social challenge vs your target's base Physical Traits (no Merits, Discipline or equipment bonuses apply), if you win they turn to a toad for the night. As a toad they will have only 3 Physical Traits and may not use any powers that require their voice. You must touch your target (possibly requiring a Physical challenge) to use this Investment.
 One appropriate Power Trait for Creature Type,
 (Willpower for Morta)l And Willpower Trait
 6
 Your skin becomes leathery and toad-like in appearance.
 This power is a breach of the Masquerade for purposes of Vampire games.
 Two Dimensional
 Individual loses all width and becomes nonexistent from the side. Can move through cracks and tight spaces.
 One appropriate Power Trait for Creature Type, (Willpower for
 Mortal).
 4Gain clumsy x3 for the scene after you use this power
  
 Walk the Wallsper Clinging of the Insect MET Sabbat Guide Page 132
 One Willpower Trait per scene 3
 All spiders in an area are attracted to you, coming to visit and crawl all over you.
 This power is a breach of the Masquerade for purposes of Vampire games.
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Dark ThaumaturgyAll this section will describe is mechanics for the powers that are in print. We will not be giving detailed treatments of these powers. Each source book is listed and you are free to find them either in your own library or at drivethrurpg.com .
 All Dark Thaumaturgy requires the expenditure of a Blood Trait (unless otherwise noted) in addition to whatever cost is listed under a specific power.
 PathsMET: Laws of the Night RevisedHands of Destruction - Page 183Taint: Eerie PresenceThis path included because it is said to come from Demonic sources. May be learned Non-Infernally by other Blood Magic Paradigms to which it belongs.
 MET: Guide to the CamarillaPath of Corruption - Page 83Taint: Eerie PresenceThis path included because it is said to come from Demonic sources. May be learned Non-Infernally by other Blood Magic Paradigms to which it belongs.
 MET: Guide to the Sabbat:Fires of the Inferno – Page 100Taint: Baleful Green Flames in the aura. This is seen by anyone using Aura Perception (or any power that perceives the aura) and does not have to be asked about specifically.Path of Phobos – Page 102Taint: Acquire Active Derangement “Paranoia”.Taking of the Spirit – Page 103Taint: Acquire Active Derangement “Megalomania”.
 Sins of the Blood:Path of Pain – Page 86 (Retest Occult)Taint: Whenever the character suffers a single wound level from any source, including this Path of Dark Thaumaturgy, they must succeed in a Self Control challenge vs 4 Traits or lose their action that turn as they revel in the ecstasy of the pain. If the character’s Morality is not based on Self Control or if they do not use Vampiric Morality they may spend a Willpower Trait instead. Players may also choose to spend a Willpower Trait and forgo the Self Control test.
 1. The Numbing: Spend a Willpower Trait and ignore all wound penalties for the scene. This power has no effect on wound penalties derived from aggravated damage.
 2. Anguish: Touch your target (possibly requiring a challenge) beat him in a Social challenge and spend a variable number of Mental Traits. If you win, your target will suffer increasing wound penalties. (Bruised, Wounded, Incap) For each Mental Trait you spent. This power will not torpor vampires. Supernatural beings may spend Willpower to ignore this pain for one round. The Fortitude power “Endurance” will work as normal.
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3. Shattering: Spend a Willpower Trait and win a Mental challenge. Your target, who must be within line of sight, will suffer one level of lethal damage for each health level you sacrifice. (Yes, this means you have less health levels for the scene)
 4. Agony Within: Spend a Willpower Trait and win a Mental vs Physical challenge (target retests with Survival) and inflict a number of bashing health levels on yourself (minimum one). For each level of Bashing damage you inflict on yourself, your target receives one lethal wound that can be healed or tested down as normal for your creature type.
 5. Hundred Deaths: Spend a Willpower Trait, win a Mental vs Physical challenge (target retests with Survival) against your target, and inflict one aggravated wound on yourself. If you win the challenge, you may spend up to five Social Traits, for each one your target will receive one level of aggravated damage. Unless they spend a Willpower Trait, they will be incapacitated for half as many rounds (round down) as the levels of damage you inflict upon him. Fortitude may be used normally.
 Path of Pleasure – Page 87 (Retest Occult)Taint: One Trait is added to all Frenzy tests. This is cumulative with other Frenzy modifiers.
 1. Ecstasy: Spend a Willpower Trait and beat your target in a Social challenge. If you win they will feel pleasure simulating sexual arousal or euphoria from drugs, etc. This power will work regardless of what your target considers pleasurable and will be taiLored to their taste. They may relent to this challenge. Once under this powers effects, they must succeed in a self control test vs 4 Traits each time they wish to do anything else (other than defend themselves). This power lasts for one scene. They may become obsessive over their pleasure if they fail their self control test.
 2. Intrusion: Spend a Willpower Trait and beat your target in a Social challenge. This power works like Ecstasy but may be performed at a distance (line of sight). Because of the sudden onslaught of pleasure the target also takes one bashing level of “pleasurable” damage.
 3. Daisy Chain: Spend a Willpower Trait and for the scene anyone you touch will have to perform a self control test vs 3 Traits or suffer the effects of Ecstasy. Furthermore anyone that person touches will have to perform a self control test vs 4 Traits or suffer Ecstasy, while anyone this person touches will have to win the test vs 5 Traits or suffer the effects of this power.
 4. Deadening: Spend a Willpower Trait and best your target in a Social challenge If you succeed, your target enters an “Emotionally Torpid State” and may not spend Willpower for the rest of the night. Additionally, your target is at a 2 Trait penalty for all virtue tests for the duration of the power.
 5. The Garden of Earthly Delights: You must first successfully use Ecstasy on your target during the same scene. Spend a Willpower Trait and best your subject in a Social challenge. If you are successful the target is overcome with feelings of pleasure for the rest of the night. They must spend a Willpower Trait to do anything, including defend themselves for the duration of this effect. While under the effects they have visions of such pleasurable things that would keep them distracted.
 Path of the Defiler – Page 89 (Retest Occult)Taint: Characer gains the “Territorial” Flaw. Instead of being focused on a location, it is focused instead on any character upon whom he successfully uses a power of this path.
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1. Call the Weakness: Perform a Social challenge with your target. If you win, you may ask one of the following questions and receive a truthful answer: “What is your Nature or Demeanor,” “How much Willpower do you currently have,” “What derangments do you currently have that are active,” “To whom are you Blood bound,” or “How high is your rating in (pick a virtue).” You must be in conversation with your target to use this power.
 2. Tainted: Spend a Willpower and best your target in a Social challenge. If you succeed, you may choose one activity which you know your target cherishes and cause them to doubt themselves. For the rest of the night, the target must spend a Willpower Trait to engage in that activity. This may not be used to keep a person from using combat abilities to defend themselves, but will keep them from initiating combat without spending Willpower.
 3. Degradation: Spend a permanent Willpower Trait and best your target in a Social challenge. If you succeed, you may choose a new Nature for your target. Alternately, you may inflict a Derangement on your target. You must have the ability or ability specialization “Psychology” (however your ST says to buy it) in order to choose a specific Derangement. If you do not have this ability you may describe the effect (not mechanics) that you want and the ST will pick an appropriate Derangement. The target may work to change their Nature back, or lose the Derangement following whatever rules your game has in place for these things. If they chose not to pursue this course, the change is permanent.
 4. Poisoned Soul: Spend a Willpower Trait up to five Social Traits and best your target in a Social challenge. If you succeed, your target will temporarily lose one level of their Morality path for each Social Trait you spent. They will also be forced to commit one sin at their new level at some point in the night, unless they spend a Willpower Trait. You may reduce a person to 0 Morality Traits with this power. A person reduced to 0 Morality Traits becomes a ravening animal with no control and is best portrayed by the Storyteller. The effects of this power last for the night.
 5. Chancrous Blossom: Spend a Willpower Trait and engage your target in a Social challenge. If successful they take one level of aggravated damage per their permanent  Morality rating. You must witness your target violating the level of Morality (or lower) that they currently possess in order to use this power.
 Path of Pestilence – Page 91 (Retest Occult)Taint: Acquire the Flaw “Disease Carrier. The Storyteller will determine which disease you carry anew each game. This Taint is permanently active.
 1. Illness: Touch your victim (which may require a challenge). Spend a Willpower Trait and up to five Mental Traits. Succeed in a Mental vs Physical challenge (your target retests with Survival) and inflict illness on your target. They will lose either Physical or appearance related Social Traits (Infernalists choice) for each Mental Trait you spent. They may spend Blood on a one for one basis to counteract this penalty. If they are not a vampire, they must heal this “damage normally” at the rate of one per every four hours.
 2. Infection: Spend a Willpower Trait and win a Mental vs Physical challenge (target retests with Survival) and cause a wound your target received in the same scene to have one additional aggravated level of damage added to it.
 3. Miasma: Spend a number of Stamina Traits (maximum five) to spew forth a cloud if noxious gas. It will immediately fill an area of 15 feet in diameter with you at its center. Anyone within this area must succeed in a static Physical challenge vs your Physical Traits or suffer a number of Sickly Negative Traits equal to the number of Stamina Traits expended to enact this power. These
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Traits last the rest of the night for supernatural creatures. Mortals will fall ill and eventually die from this illness unless they receive proper medical attention.
 4. Parasitic Possession: There are three effects that this power can produce (choose one). For each you must spend a Willpower Trait.
 Spend up to three Mental Traits and engage your target in a Mental challenge and take control of them for one action per Mental Trait you spent. Your target must be suffering from some form of viral or parasitic infection to be susceptible to this power. You may force them to take Physical actions but gain no control over their words or supernatural powers. Or;
 You may summon animals or pestilential insects based on how many Mental Traits you expend. This use of the power works mechanically like the Animalism power Beckoning except that you may summon a progressively larger swarm of insects if you prefer that to animals. Animals summoned must be suffering from some form of viral or parasitic infection to be susceptible to this power. Or;
 You may animate a single dead body which will follow your commands before collapsing at the end of the scene. The corpse must be infested with insects or maggots to be susceptible to this power.
 5. Vector: Spend a Willpower Trait and win in a Mental vs Physical challenge (target retests with Survival) to inflict your target with a disease of your choice for the night. By spending a permanent Willpower Trait you may extend this time to one year for supernatural creatures, or permanently for mortals. Because the disease is supernatural in origin, medical treatment will not cure it, but may treat the symptoms. Those affected by this disease suffer as appropriate, with the Storyteller being the final adjudicator of what is appropriate. Most diseases will inflict one bashing level of damage a day. Vampiric Fortitude can be used to resist this damage.
 Path of the Unspoken – Page 93Taint: Gain one “Forgetful” Negative Trait per level learned.The powers of this path may have a tendency to violate OWbN Bylaws.  For that reason, this Path is reserved for Demon Coordinator NPCs only and may only be used once a 2/3 council vote passes.
 RitualsThe following list of rituals is listed by source book. Storytellers are free to use whatever conversion of those powers work in their game. Remember, when converting these powers, that they are born of Hell.
 Any Ritual (not path) that is common to more than one style of Blood magic also has a Dark Thaumaturgy equivalent. This Packet will not describe them all as they are detailed in other works from both WW and OWbN.
 Rituals that are specific to a single style of Blood magic will not have Dark Thaumaturgy equivalents, nor is it possible to create a Dark Thaumaturgy equivalent to those rituals (“Pavis of the Foul Presence” for example).
 MET: Guide to the Sabbat Revised:Call Forth the Host – Page 105Bind the Interloper – Page 106
 Laws of Elysium:Eldritch Glimmer – Page 90
 Storyteller's Handbook to the Sabbat:Aport Object – Page 51
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Curse of Oedipus – Page 106Video Nefas – Page 106Felis Negrum – Page 107Plague's Secret Domain – Page 108Close the Ways – Page 110Into the Abyss – Page 110
 Sins of the Blood:Spite of the Harridan – Page 96
 Spectral Mask – Page 51Haunting Memories – Page 52Sign of the Moon – Page 52Sign of the Wraith – Page 52Turn to Toad – Page 52The Inner Furnace – Page 53Soul Leech – Page 53
 ClosingYou’ve sold your soul. Hell (or at least one of its denizens) owns you. You may think you’ve gotten the better of it. You may believe that you have a way out. You may think that you have outsmarted it. You are wrong.  
 DisclaimerWe shouldn’t have to say this, but this Packet deals with fictional beings. We are not advocating, encouraging or suggesting that you should make deals with Demons or other beings for power. We are not suggesting that such beings exist, nor denying the potential for their existence. We do not advocate acts of evil or those that break legal or Social laws. In short, this is a game, don’t forget that.
 Credits
 The following people were involved in the creation of this document. They are listed in no particular Order:
 Brad “No I don’t wear a dress”  KlingerBrandon “I do this shit for a living” HinsonChristina “Run-On-Sentence Assassin” BruckerAdam “I’ll stab you” SartoriZuri “Cover Artist from Hell” GrimmMatt “I think I can” GrinnellKim “Corey stole my nickname” ShultzRobert “PBR” Crosby Megan “Do you feel lucky punk” McCradyCaity "My dad can kick your dad's ass" Grace
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Joseph “Thaumzor McAwesome Pants” LongGabe “I’m such a Loser” BradleyRob “Why the Hell did I take this job” BeckettGraciema “I like Beer” PinageBrian “I’m the coolest guy you know” OrlandoCorey “I don’t need no stinking nickname” Beahon
 The art in this Packet comes from several sources. Some of the artists have been credited in this final section. Other images are public domain and have been modified by this team. Finally, some art may be from artists that we have been unable to track down or verify. We would like to think all artist for their efforts and in the case of those artists whom we are unable to credit, we are willing to do so or to remove their art from this work upon their request.
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