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INFERNAL GAdGEtS,
HoLY RELICS,
ARTIFaCtS oF The GodS...

The War between Heaven and Hell has
scattered countless relics of divine and
infernal power throughout the world.
These are not mere “magic items” to be
stumbled upon in some celestial
treasure trove; each is the personalized
creation of an otherworldly power, to
be handled with fear and trembling!

The Liber Reliquarum has everything
you’ll need to put artifacts in your 
In Nomine campaign. Discourses on the
nature of artifacts and their place in the
In Nomine world; enhanced rules for
artifact creation; over a hundred new
relics . . . including those wielded by
the Archangels and Demon Princes
themselves; and two new 
adventure scenarios. 

Whether you need corporeal artifacts,
talismans, relics or reliquaries, from the
mighty to the bizarre to the apocalyptic, 
you’ll find them in Liber Reliquarum.
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ABOUT IN NOMINE
Steve Jackson Games is committed to full support of the In Nomine system. Our

address is SJ Games, Box 18957, Austin, TX 78760. Please include a self-addressed,
stamped envelope (SASE) any time you write us! Resources now available include:

Pyramid. Our bimonthly magazine includes new rules and articles for In Nomine,
as well as information on GURPS, Illuminati: New World Order, Car Wars, Toon,
Ogre Miniatures and more. It also covers top releases from other companies – Castle
Falkenstein, Traveller, Call of Cthulhu, Shadowrun and many more.

New supplements and adventures. In Nomine continues to grow, and we’ll be happy
to let you know what’s new. A current catalog is available for an SASE. Or check out
our Web site (see below).

Errata. Everyone makes mistakes, including us – but we do our best to fix our
errors. Up-to-date errata sheets for all In Nomine releases, including this book, are
always available from SJ Games; be sure to include an SASE with your request. Or
download them from the Web – see below.

Q&A. We do our best to answer any game question accompanied by an SASE.

Gamer input. We value your comments. We will consider them, not only for new
products, but also when we update this book on later printings!

Internet. Visit us on the World Wide Web at www.sjgames.com for an online cat-
alog, errata and hundreds of pages of information. Illuminati Online supports SJ
Games with discussion areas for many games, including In Nomine. Here’s where
we do a lot of our playtesting! Dial 512-485-7440 at up to 33.6K baud – or telnet to
io.com. We also have conferences on Compuserve and America Online.

Mailing List. Much of the online discussion of In Nomine happens on our e-mail
list. To join, send mail to majordomo@lists.io.com with “subscribe in_nomine-l” in
the body.
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SOMETHING FOR NOTHING

After reading the creation rules, it may seem like an arduous and
expensive process . . . especially in terms of character points! It could
take several sessions to build up enough to make even a medium-pow-
ered artifact. This point cost is a balancing mechanism to stop power-
ful items from overwhelming the story, but is not appropriate for every
Game Master’s taste or campaign. Keep in mind that it is always 
possible to simply “buy” an artifact if the GM is willing to set up the
proper circumstances. For example, a character (armed with a lot of
character points) might crave a boon from his Superior. It is up to that
Superior to decide whether to allow it.

Accordingly, there are several options open. The GM should pick
from the options below and make sure the players know it before they
start creating any artifacts of their own:

1) Don’t charge any character points. This is a simple method and it
will make Servitors of Eli much happier. The downside is that if there
are long stretches of downtime in the campaign world, the PCs may
become quite powerful as they enhance themselves with new items.
Special care must be taken with this option and the GM is encouraged
to remove artifacts that get out of control. This is an especially good
option for items with the Charges Feature (p. 22).

2) A new artifact costs no points, but until they are paid, the item
doesn’t “belong” to the character and there is no link to let it be traced.
This costs 1 point per level of the link desired, up to the level of the
artifact. Items with no point investment might become “lost” if the
GM considers them disruptive or unbalanced; without a link, they will
be quite hard to find! The more points the character pays, the easier
the item should be to recover.

3) Charge points, but make it cheaper. An excellent method that
requires only a bit of finesse on the GM’s part. Help creating an item
can be awarded at the end of a scenario by a grateful Superior, or the
player characters could find artifacts or substances that “replace” the
need for as many character points.

For example, the players want to create a relic with the Corporeal
Song of Tongues and a linked reliquary, both at level 6 – a cost of 30
points! The GM gives them the opportunity to find the actual tongue
of a long-dead dragon scholar in the Far Marches that is worth 20
points toward the creation of such an artifact. If, on the other hand,
they wanted to make a relic/6 with the Song of Possession, the wise
Game Master might make them pay full price.

4) Charge full points. With this option, characters will make few
items and those are likely to be of lesser power. This is best for cam-
paigns where significant time passes in the game world between ses-
sions (during which a character can be assumed to be gathering com-
ponents) and where character point awards are high . . . or if the GM
simply doesn’t want the players making items too often! Because the
items are fully paid for, the GM should compensate the characters in
some way if it becomes necessary, for game balance, to take the offend-
ing creations away.

C R E A T I O N



Forceprinter
Tracking demons is never an easy job, and angels have

long wished for a way of identifying individual celestials
by the traces they leave in the Symphony. A fortuitous
discovery in the Halls of Progress gave them just that: the
Forceprinter, a celestial forensic device using Primordial
Clay (p. 89). One of Jean’s researchers noticed that a
batch of Primordial Clay was forming fractal patterns on
its surface in reaction to the Symphonic disturbances he
created. Further investigation revealed that
these patterns were not entirely ran-
dom; any disturbance created by
a particular individual would
result in a similar pattern.
Someone skilled at read-
ing these patterns can tell
whether or not two differ-
ent “prints” were created
by the same individual.
Forceprinting skill (which is
actually the skill of reading
Forceprints) is based on Perception,
and defaults at -5. Humans can learn this skill
and use a Forceprinter, since the artifact is not dependent
on the user’s Forces or perceptive abilities to make a
’print.

A Forceprinter is only useful if it’s able to record a dis-
turbance. A Forceprinter has an effective Perception of 4
+ level for purposes of picking up a signature from
Symphonic disturbances and echoes. A successful roll
means that the disturbance creates a recognizable pattern
in the clay. The level of the relic also determines how
many signatures the Forceprinter can store at a time.
Comparing two signatures requires a successful
Forceprinting roll. A single signature can also be stored
permanently with a Forceprinting roll and a bit of extra
Primordial Clay (each level of clay can store a number of
signatures equal to the recorder’s Forceprinting skill
level).

A Forceprinter can also make a ‘print of an individual
celestial, but this requires physical contact with the per-
son being ‘printed, or his Heart. The Forceprinter does
not need to make a Perception roll to do this; it requires
only a Forceprinting roll and the expenditure of 1 point
of Essence.

If a disturbance is due to multiple individuals – a grand
noisy celestial brawl, for example – the signature is 
a composite of the individuals involved. A person with 
a Forceprinter can sort them out if he succeeds at 
a Forceprinting roll with a check digit equal to or greater
than the number of individuals providing prints – 
otherwise, he cannot make sense out of the multiple 
patterns.

While a Forceprint is a unique signature of the indi-
vidual, it doesn’t convey any other useful information. In
particular, it cannot discern relative power level (number
of Forces, or distribution of those Forces), nor can it be
used to tell an angel from a human from a demon.

Certain extreme changes in a person’s status can change
their Forceprint – these are always things that modify the
individual’s theme in the Symphony in a major way. In
particular, gaining (or losing) a Word, Falling and

redemption all change a celestial’s Forceprint.
(Human Forceprints change only in

extremely rare cases – being
turned into an undead, for

example.) Things that don’t
change Forceprints include
gaining or losing Forces,
attunements, Rites or
Songs, switching vessels or

Roles, “tripping” or going
Renegade, and gaining or los-

ing Discords.
The first Forceprinters were just

small specially-crafted cases of Primordial
Clay. Jean’s servants have experimented with other
forms, for convenience and efficiency, such as a “camera”
with a thin layer of clay on the photographic plates, and
more recently, a handheld computer that can digitally
record Forceprinter patterns, thus requiring smaller
amounts of Primordial Clay. Hell has a few Forceprinters
of its own, mostly captured ones and primitive knock-
offs. Asmodeus would love to have some of the newer
models for his servants, but Vapula does not consider
developing Forceprinter technology a high priority.

Cost: 3 points per level.
Activation: Special (see above).

Glass Sword
An artifact of dubious origin and usefulness, it can still

be handy if used properly. Resembling a fine broadsword
with a slight silver tinge, it is automatically detectable as
an artifact by any celestials who view it. Moreover, it gen-
erates 4 extra points of Disturbance with each use of the
Song it contains (the corporeal version of Charm)! It’s a
relic/4 and a reliquary/4 as well. But the Glass Sword
contains a fatal flaw (hence the name): if its corporeal
form is ever destroyed, then entire relic is destroyed
utterly.

In all other respects, it functions as a normal
longsword (Power +4, Accuracy +0, 4 hits).

Cost: 11 points. (See Artifact Creation, p. 25, for a
detailed description of this relic’s creation.)

Activation: Corporeal Forces + level.62
C E L E S T I A L A R T I F A C T S



The Divine Chariot
When those went, these went; and when those stood, these

stood; and when those were lifted up from the earth, the wheels
were lifted up over against them: for the spirit of the living
creature was in the wheels.

– Ezekiel 1:21

The fiery chariot in the vision of the prophet Ezekiel
was actually one of the most famous
Ofanim in Heaven: Rikbiel, Angel of
Ascension. Long before Archangel
Gabriel became the half-mad
Heavenly exile who punishes the
cruel, she was God’s messenger. As
one of her most favored Servitors,
Rikbiel was given the honor of per-
sonally transporting select mortals to
Heaven. Nowadays, he rarely sees his
Superior, and mortals worthy of his
attention are few and far between,
but Rikbiel still attends to his ancient
duties.

Rikbiel voluntarily took the form
of a chariot, becoming the only known Word-bound 
living artifact in existence. As an Ofanite embodied in a
chariot of fire, he has the ability to carry anyone he
chooses in his celestial form, granting all the protections
he enjoys to those he carries. This includes mortals, who
become celestial with him, and can even be brought to
Heaven while still alive. Such a privilege is reserved for a
rare few, usually Soldiers destined for Sainthood, whose
Archangels could not wait until they died before 
consulting with them in their Cathedrals.

On a few occasions, Rikbiel has also borne an
Archangel or other dignitary, when his presence was
needed to make a proper impression. Only Gabriel can
command him to do so, though he will listen to requests
from other Archangels. Rikbiel is universally respected in
Heaven; even Dominic gives him higher regard than he
gives Rikbiel’s mistress.

RIKBIEL
Angel of Ascension
Ofanite Master of Fire
Corporeal Forces – 5 Strength 8 Agility 12
Ethereal Forces – 5 Intelligence 8 Precision 12
Celestial Forces – 6 Will 12 Perception 12

Songs: Attraction (Celestial/4), Form (Corporeal/2,
Ethereal/5), Light (Corporeal/6), Location
(Corporeal/5, Celestial/4), Motion (Corporeal/6,
Ethereal/6, Celestial/6), Shields (Corporeal/3,

Ethereal/3, Celestial/3), Thunder/3, Tongues
(Corporeal/3, Celestial/2)

Skills: Emote/4, Knowledge (Saints and Prophets/6),
Singing/3, all Agility-based skills at level 6, and numer-
ous other Knowledge and Language skills.

Attunements: Ofanite of Fire, Malakite of Fire,
Dance of the Atoms, Smite, The True Shape of Flame,
Whispers of Inspiration, Master of the Light

Special Rites: Rikbiel
receives 1 Essence for carry-
ing anyone (mortal or celes-
tial) safely to Heaven, and
another 1 point for bringing
them back. He also gains 1
Essence if he witnesses a
mortal rising to the stratos-
phere or beyond and making
a safe return (he often
accompanies shuttle launches
– and may be unintentionally
responsible for some UFO
sightings by astronauts . . .).

Dream Friends
These stuffed animals come in all shapes and sizes,

ranging from a small toy you might win at a county fair
to life-sized animals found at expensive toy stores.

Dream Friends function as minor protectors for the
dreams of children. They may be mistaken for the 
corporeal artifact “tokens” Servitors of Blandine often
give away (p. 35), but they are actually living artifacts.
Usually they are given to children with a strong Destiny.

Dream Friend, Reliever of Dreams
Corporeal Forces – 1 Strength 2 Agility 2
Ethereal Forces – 2 Intelligence 4 Precision 4
Celestial Forces – 3 Will 6 Perception 6

Songs: Dreams (Celestial/3), Sleep (Ethereal/6,
Celestial/5)

Attunements: Dream Walking
Note: Dream Friends are all Servitors of Blandine; they

may work with – or for – an angel of Dreams, but cannot be
purchased as servants.

107

DREAM FIENDS

A number of these dolls have been reported
to have been taking children on hellish rides
through Beleth’s realm of nightmares. The
characters are assigned to find out how and
why imps have replaced the relievers.

L I V I N G A R T I F A C T S



Æfrik, ethereal spirit, 109.
Abda, Mercurian Outcast of Faith,

106.
Adventures, 110-121; the Collector,

113-121; the Nybbas Computer,
111-112.
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64-65.
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Arthur, King, 83.
Artifacts, attunements from, 12; bal-

ancing, 26; celestial, see Relics
andReliquaries; controlling, 10; cor-
poreal, see Corporeal artifacts; creat-
ing, 14-27; creation checklist, 18-19;
destroying, 26-27; enhancements, see
Features; enhancing, 19-21; ethere-
al, see Talismans; examples of cre-
ation, 24-26; identifying, 13; limita-
tions, see Features; linking to, 13; liv-
ing, 104-109; nature of, 8-13; on
the celestial plane, 9; on the corporeal
plane, 9; on the ethereal plane, 9-10;
paying for, 20; quick design, 26;
repairing, 27; Songs of, 29; sources of,
11; using and sensing, 12-13; see also
Corporeal artifacts, Relics, Reli-
quaries and Talismans.

Ascension, Angel of, 107.
Asmodeus, 55, 57, 62, 70, 77, 84, 91,

108, 112, 120; favorite corporeal
artifacts, 39; favorite talismans, 48.

Atropos, Shears of, 100-101.
Attunements, artifacts from, 12;

Servitor of Creation, and artifacts,
17, 19.

Aura Glasses, 51.
Aztec gods, 101, 103.
Baal, 9, 53, 57, 75, 99, 108; favorite

corporeal artifacts, 39; favorite talis-
mans, 49.

Baphomet Cigar Case, 37.
Bathtub of Youth, 72; design notes,

24.
Beard of Señor Nuñez, 4, 52.
Beleth, 31-32, 57, 59, 78, 83, 100,

101, 107, 111; tokens, 35; favorite
corporeal artifacts, 39; favorite talis-
mans, 49.

Belial, 37, 75, 111; favorite corporeal
artifacts, 39; favorite talismans, 49.

Bell Blossoms, 52; plot seeds, 52.
Bell of Exorcism, 52.
Bible of Tangiers, 4, 52.
Binding Dagger, 72.
Blackie, the Friendly Sedan, 105-

106.
Blade of Punishment, 72-73.
Blandine, 31-32, 78, 52, 59, 67, 78,

94, 100, 107, 114, 118-119; 
tokens, 35; favorite corporeal arti-
facts, 38; favorite talismans, 47.

Bleeding Blade, 53.
Blessed Monstrance, 73.
Blessed Weapons, 41.
Body Bag, 53.
Bookmarks of Babylon, 53-54.
Bracers of Imhotep, 45.
Bridgestone, 73-74.
Bridgestone Fragment, 74.
Bullets, Holy and Unholy, 63.
Calliope, Muse, 116.
Candle of Visions, 54.
Castler, 54.
Celestial artifacts, see Relics and

Reliquaries.
Celestial Bureaucracy, 83, 103.
Celestial Chime, 54-55.
Celestial Encyclopedia, 41.
Celestial plane, artifacts on, 9; sensing

artifacts in, 13; creating artifacts in,
18.

Celestial Scourge, 73.
Censer of Binding, 55.
Chessboard of Destiny, 74.
Christopher, Archangel of

Children, 66.
Clio, Muse, 116.
Clock of Fate and Fortune, 74.
Coffin of Undeath, 82.
Colt .45 Avenger, 41.
Comedy/Tragedy Earrings, 41.
Compass of Attunement, 55.
Compleat Emily Post, 42.
Concealed Weapon, 55.
Cool Shades, 56.
Corporeal artifacts, 34-39; by

Superior, 38-39; combining with tal-
ismans and relics, 19; creating, 16-
19; destroying, 26; disturbances, 9;
information systems as, 36; items of
knowledge as, 36; mundane items as,
36; nature of, 9; personal weapons as,
35; repairing, 27; tokens as, 35; typ-
ical, 35-36; unique, 37; using, 12;
vehicles as, 36; see also Artifacts.

Covetous, Discord, 33.
Creation, of artifacts, 14-27; ceremo-

ny, 17; checklist, 18-19; costs, 20;
examples, 24-26; materials, 16;
requirements, 16; servants of, 17.

Crystal Ball, 106.
Cuchulain, 86.
Cuda Goggles, 42.
Cup of Refreshment, 56.
Dagda’s Club, 99.
Damnation Blades, 83.
Damned Sole, 106.
David, 75; favorite corporeal artifacts,

38; favorite talismans, 48.
David’s Sling, 75.
Deer Heart, 42.
Dehydrated Essence, 56.
Demon Dice, 56.
Devil-Chaser Whips, 83.
Discord Bracelet, 56-57.
Discord Doll, 57.

Discords, 33.
Disturbance Compass, 58.
Disturbances, by artifact creation, 18;

reduced by corporeal artifacts, 9.
Divine Chariot, 107.
Djinn Fuzz, 58.

Dominic, 55, 57, 65, 70, 82, 83, 88,
99, 107, 119, 120, 121, 126;
favorite corporeal artifacts, 38;
favorite talismans, 48.

Dominic’s Cloak, 93-94.
Dragonscale Gloves, 75.
Dream Dust, 58-59.
Dream Friends, 107.
Dream Trap, 59.
Drum of Thunder, 75.
Eli, 4, 15-16, 17, 18-19, 20, 24, 51,

71, 76, 89, 93, 94-95, 105, 118,
123, 125-126; favorite corporeal
artifacts, 38; favorite talismans, 48;
Servitors creating artifacts, 17-19.

Elohim of Creation, creating arti-
facts, 17, 19.

Enchantment, ceremony, 16-18; skill,
29.

Enhancements, artifact, see Features.
Enhancer Talisman, 59.
Erato, Muse, 116-117.
Essence, cost of artifact creation, 17-

19; Songs of, 30; storing in celestial
artifacts, 11-12.

Ethereal artifacts, see Talismans.
Ethereal gods, relics of, 98-103.
Ethereal plane, see Marches and Far

Marches.
Ethereal Snare, 60.
Ethereal spirits, using artifacts, 13.
Euterpe, Muse, 117.
Excalibur, 83-84.
Excalibur’s Scabbard, 84.
Exploding Gum, 60.
Fake Teeth, 60.
False Heart, 84-85.
Far Marches, 20, 32, 59, 79, 89, 100,

119
Fates, Atropos, Clothos and Lachesis,

100.
Features, 21; adding, 19; creating

artifacts with, 19, 24; list, 22-23.
Fiery Sword, 60.
Finger of Lady Janice, 4, 60.
Finger of Oblivion, 94.
Font of Inspiration, 94-95.

Foras, Demon of Mad Science, 123.
Force Catcher, 61.
Force Rifle, 85-86.
Forceprinter, 62.
Forty Slices of Cheese, 86.
Furezogs, 75-76.
Fuzzy Dice, 42.
Gabriel, 103, 107, 117; favorite corpo-

real artifacts, 38; favorite talismans,
48.

Gabriel’s Horn, 95.
Gae Bolga, 86.
Galen’s Purifier, 37.
Gentleman’s Cane, 42.
Glass Sword, 62; design notes, 25.
God, 32, 47, 87-88, 90, 97, 107.
God Gun, 4; see Holy Pistol.
Guitar Case of St. Stevie, 4, 87.
Guitar of St. Stevie, 86-87.
“Gun,” 108.
Haagenti, 57, 60, 94; favorite corpore-

al artifacts, 39; favorite talismans,
49.

Hard Drive of Fear, 63.
Heaven, see Celestial plane.
Hell, see Celestial plane.
Hermes, Temple of, 79.
Hieronymous Machine, 76-77.
Holy Bullets, 63.
Holy Grail, 87-88.
Holy Hood Ornament, 63.
Holy Pistol, 63-64.
Host Scarf, 64.
Houdini, Keys of, 46.
House of the Holy, 37.
Hula-Hoop of Hell, 4, 64.
Humans, using artifacts, 13.
Hypatia of Alexandria, 113-121; as

Saint of Destiny and living artifact
115; background, 113-114; her col-
lection, 119; her Muses, 116-117;
her stronghold, 118-119; Marches
and, 119.

Idiot Box, 109.
Ilirael, Angel of Protective Boons,

124-125; Hypatia and, 115.
Illuminator’s Pens Drafting Set, 43.
Imhotep, Bracers of, 45.
Immortality Potion, 64-65.
Inertial Pendulum, 42.
Information systems, as corporeal

artifacts, 36.
Iouliel’s Blade, 46.
Items of knowledge, as corporeal arti-

facts, 36.
Janus, 45, 56, 63, 69, 77, 99; favorite

corporeal artifacts, 38; favorite talis-
mans, 48.

Jarien’s Love, see Protection Pendant.
Jarngreipr, 102.
Jean, 12, 15, 17, 19, 36, 45, 51, 58,

62, 63, 66, 68, 69, 71, 76, 80, 85,
91, 123; favorite corporeal artifacts,
38; favorite talismans, 48; Kyriotates
of, 51, 61; Servitors creating arti-
facts, 17, 19.

Johnson’s Professional TV Repair
Kit, 42-43.

Jordi, 43; favorite corporeal artifacts,
38; favorite talismans, 48.

Judas Grail, 88.
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Kami, 98, 102.
Keys of Houdini, 46.
King Arthur, 83.
Knights Templar, 73.
Knuckle Duster, 77; design notes, 25.
Kobal, 21, 41, 57, 60, 61, 67-68, 71,

85, 88, 108, 111; favorite corporeal
artifacts, 39; favorite talismans, 49.

Kronos, 24, 36, 72, 74, 118, 120-
121; favorite corporeal artifacts, 39;
favorite talismans, 49.

Kronos’ Pocket Watch, 95-96.
Laurence, 73, 75, 80, 83, 117, 121;

favorite corporeal artifacts, 38;
favorite talismans, 48.

Laurence’s Sword, 96.
Lekor, Balseraph of the War, a.k.a.

“Gun,” 108.
Library of Alexandria, 113-121; his-

tory, 113-114; present location, 119.
Lilim Shard, 88-89.
Lilith, 84, 111; favorite corporeal arti-

facts, 39; favorite talismans, 49.
Limitations, artifact, see Features.
Linguistic Hearing Aids, 43.
Litheroy, Archangel of Revelation,

66, 87.
Living artifacts, 104-109; creating,

105.
Location, Songs of, 30-31.
Lucifer, 32, 46, 92, 111, 112.
Lucky Rabbit’s Foot, 43.
Lucky Statuettes, 65.
Lustü, 43.

Maat’s Feather, 99.
Mad Science, Demon of, 123.
Magic Eight-Ball, 65.
Malphas, 53, 68, 75, 88; favorite cor-

poreal artifacts, 39; favorite talis-
mans, 49.

Mammon’s Cauldron of Plenty, 96-
97.

Manaxiel, Angel of Tinkering, 124;
the Hieronymous Machine and, 76;
Hypatia and, 114, 115.

Marc, 63, 68, 69, 117; favorite corpo-
real artifacts, 38; favorite talismans,
48.

Marches, and artifacts, 9-10; sensing
artifacts in, 13; creating artifacts in,
18.

Marduk, Babylonian god, 99.
Margarita, green, 16.
Mariel, Princess of Oblivion, 94

Megingjord, 102.
Melpomene, Muse, 117.
Memory Pearl, 65-66.
Mercurians of Creation, creating

artifacts, 17, 19.
Message Stone, 66; design notes, 26.
Michael, 57, 75, 82, 119; favorite cor-

poreal artifacts, 38; favorite talis-
mans, 48; Hypatia and his machina-
tions, 120-121.

Michael’s Battleaxe, 97.
Michelangelo, Paints of, 47.
Midnight Mulcher, 4, 66.
Mirror of Truth, 66-67.
Mjolnir, 102.
Monocle of False Virtues, 46.
Mood Ring, 67.
Mundane items, as corporeal artifacts,

36.
Muse Bracelet, 43.
Muses, Hypatia’s, 116-117.
Musings of the Bard, 43.
Nap Sack, 67.
Nash Rambler, 77; design notes, 25.
Net of Winds, 99.
Nocturnal, Discord, 33.
Nocturne Labs Home Laboratory,

43.Novalis, 51, 52; favorite corpore-
al artifacts, 38; favorite talismans,
48.

Nybbas, 64, 65, 71, 76, 79-80, 85,
90, 98, 109; favorite corporeal arti-
facts, 39; favorite talismans, 49.

Nybbas Computer, 111-112.
Orley, Gremlin familiar, 106.
OS/19, 42.
Paints of Michelangelo, 47.
Pan, 99.
Pandora’s Box, 99.
Phra Sao, Sword of, 101.
Picture of Health, 67-68.
Picture of Youth, 67-68.
Pipes of Pan, 99-100.
Pocket Bible, 89.
Poison Pen, 68.
Polarizing Shades, 44.
Polyhymnia, Muse, 117.
Power Tie, 68.
Primordial Clay, 62, 89-90.
Protection Pendant, 77; design notes,

25.
Protective Boons, Angel of, 124-125.
Pugilist Gloves, 44.
Purification Crusade, 60, 79, 80, 83,

98-103.
QuickCard, 69.
Quill of Dreams, 78.
Rakshasa Skull, 69.
Reanimating Shrouds, 78.
Relics, 50-103; common, 51-71; cre-

ating, 16-19; destroying, 26-27;
enhancing, 19-21; nature of, 10-11;
of the gods, 98-103; on different
planes, 9; rare and powerful, 72-82;
repairing, 27; self-powered, 19; spe-
cial, 82-93; storing Essence in, 11-
12; Superior, 93-98; using and sens-
ing, 12-13; see also Artifacts and
Reliquaries.

Reliquaries, 11; creating, 16-19;
destroying, 26-27; enhancing, 19-

21; nature of, 10-11; on different
planes, 9; repairing, 27; storing
Essence in, 11-12; using and sensing,
12-13; see also Artifacts and Relics.

Resources, 28-33; Discords, 33; skill,
29; Songs, 29-33.

Resurrection Shroud, 90.
Rikbiel, Angel of Ascension, 107.
Ring of King Wenceslas, 47.
Ring of Wainwright Scott, 109.
Risk -- the General’s Edition, 44.
Saminga, 5, 7, 17, 67-68, 82; favorite

corporeal artifacts, 39; favorite talis-
mans, 49.

Sanguine Painting, 116.
Self-powered relics, 19.
Senrevah, Elohite of Creation, 125-

126.
Seraphim Scalpel, 69.
Shaman’s Head, 47.
Shang Ti, August Supreme

Emperor of Jade, 103.
Shears of Atropos, 100-101.
Shur-Grip Gloves, 44.
Silver Knuckles, 44.
Silver Tongue Pendant, 44.
Skates Like the Wind, 69.
Skeleton Keys, 44.
Skills, Enchantment, 29; talismans

and, 9.
Skins, 79.
Skull of Patmos, 90-91.
Sleep, Songs of, 31-32.
Smelling Salts, 44.
Smoking Mirror, 101.
Soldiers, using artifacts, 13.
Songs, 29-33; of Affinity, 29; of

Artifacts, 29-30; of Essence, 30; of
Location, 30-31; of Sleep, 31-32; of
Symphony, 32-33; relics and, 16;
using from relics, 12-13.

Sorcerers, laboratories, 17; immortali-
ty potion and, 64-65.

Soul Balance, 70.
Soul Dagger, 91.
Spider’s Web Earrings, 44.
Spirit Battery, 70.
Squirrel’s Tail, 45.
Stunt Cycle, 45.
Summonable Feature, 23.
Sword of Phra Sao, 101.
Symphony, disturbances by artifacts, 9;

disturbances by artifact creation, 18;
Songs of, 32-33.

T-Shirt of Attunement, 70.
TAINT_SEARCH.EXE, 91-92;

check digit results table, 92.
Talismans, 40-49; adding skills to, 19-

21; by Superior, 47-49; combining
with relics, 19-21; creating, 16-19;
destroying, 27; in the Marches, 9-10;
legendary, 45-47; nature of, 9-10;
repairing, 27; sample, 41-45; skills
and, 9; using, 12; see also Artifacts.

Tangerian Bible, 4; see Bible of
Tangiers.

Tartan Kilt, 45.
Tears of God, 92-93.
Templar, Knights, 73.
Temple of Hermes, 79; design notes,

25.

Terpsichore, Muse, 117.
Tezcatlipoca, 101.
Thalia, Muse, 117.
Thomas of Psentalet, Whip of, 37.
Thor, Hammer, 102; Gauntlet, 102;

Belt, 102.
Thorn Ring, 45.
Tide Jewels, 102-103.
Tinkering, Angel of, 124.
Tishbite, Balseraph Baron of

Technology, 112.
Tokens, as corporeal artifacts, 35.
Trauma Bauble, 71.
Trump of Doom, see Gabriel’s Horn.
Twain Sword, 45.
Ugly Stick, 71.
Unholy Bullets, 63.
Unholy Pistol, 63-64.
Urania, Muse, 117.
Uriel, Archangel of Purity, 60, 80,

83, 87, 100.
Valefor, 45, 56, 63, 69, 100; favorite

corporeal artifacts, 39; favorite talis-
mans, 49.

Vapula, 4, 12, 17, 19, 36, 45, 51, 52,
57, 58, 61, 62, 63, 66, 68, 71, 76,
80, 85, 91, 109, 122; favorite corpo-
real artifacts, 39; favorite talismans,
49; Nybbas Computer and, 111-
112; Servitors creating artifacts, 17,
19.

Vapula’s Raygun, 97-98.
VCR of Love, 71.
Vehicles, as corporeal artifacts, 36;

Convenience Feature and, 22;
Summonable, 23; transformable, 21.

Victorian Doctor’s Bag, 45.
Violation, 93.
Vox Populi, 79-80.
Was-Staff, 80.
Weapons, as corporeal artifacts, 35; on

the ethereal plane, 9-10.
Weapons of Purity, 80-81.
Whip of Thomas of Psentalet, 37.
Will Shackle, 81-82.
Wind and Fire Wheel, 103.

Xiuhcoatl, 103.
Xiuhtecuhtli, 103.
Yves, 36, 87, 89, 96; favorite corporeal

artifacts, 39; favorite talismans, 48;
Hypatia and, 113-121.

Zadkiel, Archangel of Protection,
37; Ilirael and , 124-125.

Zadkiel’s Aegis, 98.
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