
DEMON 
A monstrous otherworldly predator. 

Special Abilities 

 

 Adored. You know how to metabolize human worship. Gain a second stress track that can only be filled by 
diabolist worship (1 stress per hour of worship and abasement) or human sacrifice (as the special ability.) 
Spend stress out of either track at your discretion. The default stress track cannot regenerate past the second 
track’s current rating. 
 

 Demonic Communication. Communicate with demons or infernal creatures when face to face. Mortals cannot 
understand the conversation. If you have a special chalice full of still-warm blood from a human kill, and 
another demon’s name, you can hold a whispered conversation with that demon in the same dimension if 
they agree to speak to you.  
 

 Hellishly Tough. You are five times stronger than a human, and at least three times faster. Ignore 1 effect 
reduction due to scale in physical or social confrontation, and adjust fictional conditions and difficulties 
accordingly. You can no longer pass for human under even cursory inspection. 

 

 Human Sacrifice. Take the life out of a living human and replenish your energies. This requires at least 30 
seconds uninterrupted with an incapacitated human. Clear 1d6 + [1 per your trauma] stress, or clear that 
many segments towards healing a lasting condition clock. 
 

 Infectious. Spend a 6 hour period with a human or animal, who gains 1 trauma and 1 demonic special ability. 
The target now counts as infernal, but is not guaranteed to be loyal. 
 

 Masterful. Defying you costs a human or animal 1 stress. If you express anger at a human or animal, the target 
(or targets) take 1 stress. If the targets are NPCs who do not have stress tracks, they lose potency in their 
attack (usually translated to a more controlled circumstance.) 
 

 Mesmerizing. If you can look into a target’s eyes, you can deaden the target’s will and capacity to act. 
Conversation tends to be controlled circumstances, excitement like combat is desperate. Strong-willed targets 
may require you to fill a clock to overwhelm them. You can freeze the target, or be more subtle (erasing 
memory or planting suggestions.) If eye contact is broken, the effect ends. 
 

 Reinforced Aura. You gain +1d on all resistance rolls. However, you lose the ability to use stress to resist 
consequences inflicted by blessed objects (like being stabbed by a blessed blade.) Holy water inflicts stress 
damage directly, depending on the quantity that connects (1 for a sprinkle, 6 to submerge in it.) If you receive 
Trauma from a blessed source, you are destroyed. 

 

 Veteran. Choose a special ability from another playbook. 
 

Infernal Friends 

 Salazar, a summoner. 

 Kelwitz, a cult recruiter. 

 Drixetta, a dominatrix. 

 Falwood, a fallen priest. 

 Cord, cultist assassin. 

 Nelmyra, monster maker. 

Items 
0 Sacrificial knife and chalice 
0 Book of Infernal Ritual 
0 Ground plasm snuff 
0 Manacles and chain 
0 Ceremonial robes 
0 Scrolls of infernal prayer 

Playbook Advancement 
 

 Terrify a human because of what you are. 

 Destroy something holy. 

 Spread demonic influence. 

 Slay a champion of good. 
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