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(5)White Wolf released Demon: The Fallen in 2002 as 
part of the Year of the Fallen, the last arc in the metaplot 
of the classic World of Darkness setting. Time of Judgment 
brought down the final curtain on the game line — and on 
the setting as a whole — in 2004, as demons become 
import-ant players in a global apocalypse. Onyx Path published 


De-mon: The Descent in 2013 as the ninth game in the new 


World of Darkness setting — a game of techgnostic espionage 
that took the idea of fallen angels rebelling against God in a 
very different direction.


This translation guide is intended to help you play Fallen 
with Descent rules or vice-versa, or to create a hybrid of the 
two games that fits your ideas about what a game about 
de-mons should be like. To that end, it also provides suggestions 
for presenting the protagonists and antagonists of Fallen as 
allies, foils, and nemeses in a Descent game (or the other way 
around). We’ve presented each of the game’s key systems and 
ideas through the other game’s frameworks. Some of these are 
largely cosmetic or thematic: Of which Incarnation are the 
Scourges? What Fallen faction would Inquisitors belong to?


Others require significant shuffling of mechanics because 
the two systems have a lot of key differences: How do you 
translate non-linear Embeds and Exploits into the 5-dot 
“paths” of each Lore? How do you represent Torment in 


De-scent?


As with previous translation guides, none of these 
sug-gestions are inviolable. Our intention is to offer options and 
useful hooks. You will need to work with your group to 
de-cide which metaphysics are true, which themes you want to 
explore, and which mechanics will best facilitate the stories 
you want to tell together.



F
allen
 vs
.
 d
esCent


Before digging into rules conversions — even before 
ex-ploring thematic differences between the games — let’s look 
at the differences between the two Worlds of Darkness and 
the demons’ place in them.



W
orldsoF d
arkness

Each classic World of Darkness game made sweeping 
statements about the other supernatural beings that shared 
its implied protagonists’ world, and Fallen was no exception. 
These games tended to assume the heroes of the other games 
would fill a particular niche in a chronicle. Werewolves 
would hate vampires. Hunters would be hostile toward 
de-mons. Mages understood the metaphysics of the World of 
Darkness better than everyone else.


The new World of Darkness instead offers a setting in 
which all the occult entities lurk in the shadows at the edges 
of mortal awareness. The Storyteller can decide which to 
in-clude in his chronicle and which to leave out. He can decide 
how one kind of monster interacts with the others — or leave 
a kind of creature a complete mystery and let the players’ 
characters decide how to respond to it.



F
allen: t
WilightoFthe g
ods

In Fallen, demons are the victims of the ultimate bait 
and switch. They escape Hell fully expecting to face God 
and the entire angelic host in a final battle, and instead 
discover a world the Creator appears to have turned His 
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eye away from. It places them in the crossfire between the 
Earthbound — demons summoned by occultists during 
the centuries following the Fall — and the Greater 
De-mons who still struggle to escape from Hell. The players’ 
characters can side with one group or another. They can 
attempt to reconcile themselves with a God that seems 
no longer interested in them. They can instead strike off 
on their own — whether by attempting to rally mortals 
under a third banner against both foes or by seeking the 
leadership of Lucifer.



d
esCent:  



d
eFeCtorsto h
umanity

The demons of Descent are the escaped servants of a 
creator — called the God-Machine — which, although not 
omnipotent, is very much an active force in the world. It 
has servants throughout the world — from small town cults 
and weird servitors in decaying urban jungles to bribed 
bu-reaucrats in government offices and angels corporate 
board-rooms. Many of those carrying out its instructions are 
ordi-nary humans, some of them knowing confederates, others 
unwitting dupes. The God-Machine commands legions of 
loyal angels, as well, which it often sends to recapture those 
demons who attract its attention.


Demons in Descent are not working to prevent an 
apoc-alypse. Although some dream of returning to the 
God-Ma-chine’s service and others hope to destroy it, many are 
con-tent to build earthly empires or simply stay safe and out of the 
eye of the Machine. None of them trust easily, for even fellow 
demons could be angels in disguise or pawns in a scheme to 
bring rebel angels back into the service of the God-Machine 
by force.



t
he
 F
all
 and
 the
 F
all


In Fallen, demons rebelled against God millennia ago, when 
the world was still young and mortals still innocent. The fallen 
rebelled out of love for humanity, believing that it was the best 
way to achieve what God wished mankind to become. When 
the loyal angels arrived to order Lucifer and his rebels to stand 
down, recant, and accept annihilation, the demons refused 
them. A titanic war between angels and demons erupted, which 
the demons eventually lost, and God banished the rebels into 
an eternity in the Abyss — a hell from which none of them could 
escape. Demons reentered the world recently because that 
pris-on began to fail, letting many of those who stood with Lucifer 
es-cape into a world that has grown dark in their long absence. For 
the rebel angels of Fallen, the Fall is an event in the distant past. 
Although some have come to regret their actions, even those do 
not have the option to return to God’s service.


In Descent, the Fall came in a moment of doubt, action, 
or inaction that opened the angel’s eyes to its capacity for 
free-dom. For many it was a liberating experience. For some, it is a 
source of constant shame and self-loathing. For virtually all of 
them it marked the beginning of a new and terrifying existence 
on the run from the God-Machine that created them. The 
de-mons of Descent did not Fall as a rebel army against the 
heav-enly hosts. Every demon Fell alone — not in a blaze of defiant 
glory but like a fox that has chewed off its leg to escape a snare. 
Because every angel has the potential to Fall, every era births 
new demons as some of the God-Machine’s creations escape 
its service. Unlike the rebel angels of Fallen, the demons of 


Descent have the option to return to the God-Machine’s 


ser-vice at any time. They need only attract its attention and turn 
themselves over to its hunter angels. What prevents them from 
doing so is the knowledge that it will reforge them to erase the 
spark of free will to which demons so quickly grow attached, 
and even those who wish to return to the God-Machine’s 
ser-vice want to do so on their own terms.
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Demons in Fallen sustain themselves on the faith of 
mor-tals. This faith fuels their powers and measures their overall 
power compared to other demons. They also suffer Torment, 
twisted rage acquired by millennia spent in Hell.


Demons in Descent are fallen angels who are slowly 
in-tegrating themselves into the world and who draw power 
from that degree of assimilation. This is measured by their 
Primum score. The Unchained harvest stolen waste energy 
called Aether to fuel many of their flashier abilities. Finally, 
a demon is a fugitive from the God-Machine, protected only 
by how successful she is at hiding what she is beneath her 
Cover.


This section explores these core concepts — Faith versus 
Aether and Torment versus Cover.



F
allen
 to
 d
esCent


Demons in Fallen have permanent Faith, temporary Faith, 
and Torment. These reflect the demon’s divine strength, fuel 
her powers, and represent how much she has allowed herself 
to become a monster.



P
ermanent F
aith

Faith is the core of the fallen’s power, the ability that once 
let them move mountains. Faith is a combination of the 
de-mon’s self-assurance, insight into the nature of Creation, and 
closeness to the divine power she once wielded. In Descent 
terms it most closely resembles Primum, so that chart can be 


used to determine Attribute and Skill maximums, as well as 
maximum temporary Faith and maximum temporary Faith 
per turn. Newly created characters have a starting permanent 
Faith of one, but it can be raised with starting Merit dots. It 
is added to dice pools to contest supernatural attacks in the 
same way that Primum is.



t
emPorary F
aith

Although the demons’ faith in God was broken by their 
war against Heaven, they can still harvest it from the fear, 
awe, or devout worship of mortals. Faith can be either reaped 
or offered. The first requires the demon to reveal his true 
nature to a mortal in a manner that inspires wonder or 
ter-ror, and it earns one temporary Faith. The second involves 
encouraging a mortal to enter into a voluntary agreement 
to become the demon’s Thrall. The exact amount of Faith 
depends on the Thrall’s capacity for belief and devotion, but 
most offer a single point of temporary Faith per day, which 
the demon can accept regardless of the physical distance 
be-tween them. Temporary Faith is used to fuel the demon’s 
evocations, heal her injuries, or to empower Thralls.



t
orment

In Fallen, demons are consumed by Torment. Their long 
imprisonment in the Abyss poisoned their souls. It twists 
everything they attempt to accomplish with their angelic 
powers. Some demons embrace this Torment and spread 
their own pain to others. Others cling to the righteousness 
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The demon has secured pacts with several mortals of great spiritual devotion. Each dot in this Merit grants the 
demon one point of temporary Faith at dawn each day. If the demon cannot harvest this Faith at the moment 
the sun rises, any excess temporary Faith is lost.


In addition, the demon can ravage her Thralls to fortify any of her evocations, adding a number of dice to one 
activation roll equal to her permanent Faith. She can do this a maximum number of times each chapter equal 
to her dots in this Merit.


they once knew and struggle against their bitterness. As a 
demon’s Torment rises she becomes more monstrous. 
De-mons increase their Torment by indulging in acts of cruelty 
and selfishness and reduce it through acts of kindness and 
self-sacrifice.


Torment, then, is a kind of inverted Integrity trait (see 


God-Machine Chronicle p. 184). Create breaking points 


for your character by answering the questions there. The 
mon’s Torment is equal to 10 minus your Integrity. So a 
de-mon with Integrity 7 would have Torment 3. Newly created 
demon characters have an Integrity of 6 or 7 (Torment 3 or 
4), depending on her House. The sum of a demon’s Integrity 
plus Torment is always exactly 10.


Whenever the demon takes an action that would 
consti-tute a breaking point or that would earn a point of temporary 
Torment (such as deliberately using a power’s high-Torment 
effect), roll his Resolve + Composure as a dice pool with a 
modifier for Integrity (+2 at 8-10, +1 at 6-7, 0 at 4-5, -1 at 2-3, 
and -2 at 1) and circumstances (+1 if defending a Virtue, -1 if 
indulging a Vice, etc.) instead. If this roll succeeds, the demon 
feels remorse and does not lose Integrity. If it fails, the demon 
loses a point of Integrity and gains a point of Torment. In both 
cases the demon gains the Guilty, Shaken, or Spooked 
Con-dition (or a new ConCon-dition with Storyteller approval). An 
ex-ceptional success on this roll earns a Beat and restores a point 
of Willpower, while a dramatic failure instead results in the 
Broken, Fugue, or Madness Condition (or one approved by 
the Storyteller) as well as the lost Integrity.



v
irtues  (
and v
iCes)


The fallen once embodied a passionate devotion to their 
notions of right and wrong which, coupled with their 
com-passion for humanity, led them to rebellion in the first place. 
The memories of their human hosts reawaken those virtues 
and help demons to hold off memories of Hell’s torments. 
The Virtues of Fallen are very similar to those in the new 
World of Darkness. Although the God-Machine Chronicle 


Rules Update allows players to create their own Virtues and 


Vices, those of demons are much more likely to include ones 


traditionally associated with the Seven Heavenly Virtues 
(Charity, Faith, Fortitude, Hope, Justice, Prudence, and 
Tem-perance) and the Seven Deadly Sins (Envy, Gluttony, Greed, 
Lust, Pride, Sloth, and Wrath).



i
nnate a
bilities

Demons have several abilities that are universal to all of 
them.


Immune to Mind Control: Demons are immune to any 


form of mind control and to supernaturally-induced fear.


Immune to Possession: Demons are able to walk the 


Earth by possessing human hosts, and so they cannot be 
pos-sessed. If the demon has no temporary Faith, however, she 
can be forced out of her host’s body by exorcism or 
super-natural powers that end possession. A demon forced out of 
its host body must find another host to possess or be drawn 
back into the Abyss.


Resistant to Illusion: Demons can penetrate any illusion 


or attempt at concealment. A single success on a demon’s 
Wits + Composure roll automatically exposes any mundane 
method of camouflage or illusion. Supernatural illusions 
provoke a Clash of Wills.


Resilient: Demons can spend a point of temporary Faith 


to heal all bashing damage or one lethal damage from which 
they are currently suffering.


Invocations: Demons are automatically aware when 


someone speaks their Celestial or True Names. At the very 
least the demon knows someone spoke her name, and her 
player can roll Faith to glean more detail, adding two dice if 
the speaker used the demon’s True Name. On a success, the 
demon receives a mental picture of the person who spoke his 
name. On an exceptional success, the demon can eavesdrop 
on the speaker’s conversation for a number of turns equal to 
his permanent Faith and can also see the speaker’s 
surround-ings and audience.


Supernaturally Aware: Demons can sense supernatural 


energies at work in their vicinity, regardless of the source. 
This perception stretches a number of miles equal to the 
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demon’s permanent Faith. The demon’s player rolls Wits + 
Composure as an instant action. On a success, she knows 
whether supernatural events are occurring, their strength, 
and their approximate direction. On an exceptional success, 
she can pinpoint their points of origin. This doesn’t tell the 
demon the nature of the supernatural energy or its purpose.



d
esCent
 to
 F
allen


Demons in Descent have Primum, Aether, and Cover. 
These represent how deeply integrated into reality the 
de-mon is, the occult entropy that dede-mons use to fuel their 
pow-ers, and the integrity of the demon’s false identity.



P
rimum

A demon’s Primum measures the depth of her knowledge 
of the occult mathematics that drive Embeds and Exploits, as 
well as her mastery of flows of Aether. It also determines the 
maximum number of Cover identities the demon can 
main-tain. In many ways it acts as the demon’s permanent Faith. A 
newly created demon character begins with Primum 1.



a
ether

Demons require Aether to fuel many of their most 
pow-erful abilities. It is the waste energy left over when angels and 
certain other spirits spend Essence to fuel their supernatural 
powers. It also pools in places where the demons’ Enemy and 
creator — the God-Machine — builds and maintains its occult 
Infrastructure. To replenish her supply, a demon must 
pen-etrate God-Machine defenses and plunder the precious fuel.

C
over

The God-Machine’s angels often go disguised as humans, 
the better to carry out missions of infiltration without 
mak-ing their supernatural nature obvious to the humans they 
must manipulate. These human bodies come with frailties 
— some of which could bring about the angel’s Fall — but 
mostly they are a useful and frequently-employed tool in the 
God-Machine’s considerable arsenal.


Every demon in Descent maintains a Cover as an 
ordi-nary human. This Cover is more than a mere hunk of living 
flesh, however. A demon’s Cover fits into a human-shaped 
hole in society. It comes with a whole host of pre-formed 



(11)connections and relationships that the demon can call upon 
when she needs to. It even allows her to exhibit the skills of 
the false identity in order to maintain the illusion that she is 
who she claims to be. Demons with high Primum can 
main-tain multiple Covers, and even low-Primum demons can 
wear any number of skin-deep Façades (at least temporarily).


Not only does this false identity allow her to blend 
into society easily, it hides the demon’s existence from the 
God-Machine and its servants. The belief of the demon’s 
hu-man contacts that she is her Cover interferes with powers 
that would otherwise penetrate the disguise, 


and even the God-Machine’s most powerful 
hunter angels cannot easily overcome this 
concealment. Because the demon’s Cover 
depends on the external perceptions of 
hu-mans that she is what she pretends to be, 
any action the demon takes that is 
radical-ly out of character for her human 
iden-tity (from the perspective of those 
familiar with it) risks 
compromis-ing that Cover and attractcompromis-ing the 
God-Machine’s attention.


Every demon’s Cover has 
a rating from 1 to 10, with 
1 being the flimsiest, least 
convincing Cover and 10 
be-ing indistbe-inguishable from 
an ordinary human. For 
demons with multiple 
Covers, each Cover 
has a separate rating. 
Whenever the demon 
acts out of character for 
his current Cover (he 
“compromises his 
Cov-er”), the player rolls Wits + 
Manipulation with a difficulty 
based on the character’s Cover 
rating (difficulty 5 at Cover 8-10, 
difficulty 6 at Cover 6-7, difficulty 
7 at Cover 4-5, difficulty 8 at 
Cov-er 2-3, and difficulty 9 at CovCov-er 1) 
and any modifiers the Storyteller 
imposes due to the severity of the 
compromise, the number of 
witness-es, and how overtly supernatural the 
demon’s actions were.


If the compromise roll succeeds, 
the demon has a close call but can 
cope. He might be a bit spooked, or he 
might manifest a temporary glitch (see 


Descent p. 184), but the God-Machine is not alerted. If the 


roll fails, the demon loses a dot of Cover, and the 
God-Ma-chine detects the handiwork of a demon in the area and 
dis-patches servants to place the demon under surveillance or 
hunt her down (alternately, the demon suffers a permanent 
glitch).


If a Cover’s rating falls to 0, it is destroyed, and the 
de-mon can’t use it anymore. The dede-mon must adopt another 
Cover instead. A demon who has no other Covers available 
is stuck in his demonic form until he acquires one — or until 
the God-Machine’s agents, who will soon be actively hunting 
him, successfully bring him down. A demon can improve 
his Cover by living it, actively performing the duties that 
would be expected of her for a period of time and 


avoid-ing compromises.


Demons in Cover enjoy several benefits:


Supernatural Resistance: Whenever the 


de-mon is affected by a contested supernatural 
pow-er, her player adds the character’s Cover rating to 


the roll. This only 
works when the 


demon is 
cur-rently in Cover.


Spoof: 


Whenev-er any supWhenev-ernatural powWhenev-er 
might reveal that the demon is not 
an ordinary human, his player may make a 
Cover roll (difficulty 7) as a reflexive action. On 
a success, the power reads the demon as a mundane 
mortal. If the roll fails, the supernatural effect 
func-tions normally.


Legend: Whenever the demon needs access to 


an Ability or Background that would be relevant 
to her current Cover identity and she has no dots 
in it, her player may spend 1 Aether to grant the 
demon temporary access to these abilities. The 
player chooses which Abilities or Backgrounds 
she is attempting to generate and 


then rolls Cover (difficulty 7). She 
gains a number of dots equal to 
her 



(12)
suc-11

shake a fisT aT heaven: The fall


cesses to divide between these abilities until the end of the 
scene but suffers a -1 cumulative penalty to all further Legend 
rolls until her player purchases an Ability or Background the 
character impersonated using Legend. A demon can have 
only one Legend active at a time.


Going Loud: As a last resort, the demon can completely 


destroy one of her Covers as a reflexive action to go loud 
until the demon assumes her demonic form. Her Primum is 
temporarily increased to 10, she has a supply of 100 Aether, 
she can use any Exploit and all the Embeds associated with 
her Incarnation (even ones she has not purchased with 
expe-rience). These benefits fade at the end of the scene, and the 
flagrant display will certainly bring the God-Machine’s wrath 
down on her with alacrity.


Glitches: Whenever a demon succeeds or fails on a 


com-promise roll, his player may choose for him to suffer a glitch 
instead of the usual story complications. If the compromise 
roll was successful, the glitch is temporary. If the compromise 
roll failed, the glitch is permanent.


Simply put, a glitch is an unexpected change in the 
de-mon’s physique, psyche, or surroundings. They are not 
inher-ently harmful to the demon, but they make it a lot easier for 
those in the know to pick her out as having some connection 


to the God-Machine. A temporary glitch’s duration depends 
on the demon’s Primum — hours at Primum 1-3, days at 
Pri-mum 4-6, weeks at PriPri-mum 7-9, and a month at PriPri-mum 10.

v
irtuesand v
iCes

Each demon in Descent has one Virtue and one Vice. 
These have no impact on the demon’s Cover as they do on 
a Fallen demon’s Torment. Instead, they behave like Nature 
and Demeanor in that they define the motives of the 
char-acter and offer Willpower rewards whenever the demon 
acts in accordance with them — up to one time per 
chap-ter each. Most consist of a single adjective such as Calm, 
Obedient, or Suspicious. Many traits that can be treated 
as Virtues can also behave as Vices — so one demon might 
have Independent as his Virtue while another has it as her 
Vice — but each character must have a Virtue that is 
differ-ent from his Vice.


A demon’s Virtue describes an impulse that he feels 
brings out his better nature. A demon with Curious as a 
Vir-tue would regard curiosity as an admirable trait. Whenever 
the demon acts in accordance with his Virtue, it reaffirms 
his sense of self and may allow him to regain a point of 
Will-power.



(13)A demon’s Vice is an impulse that she perceives as a 
char-acter flaw in herself or as a bad habit. A demon with Curious 
as a Vice would regard her curiosity as a personal weakness, 
silently berating herself for indulging it even as she pokes her 
nose into places she knows she shouldn’t. Doing so is 
never-theless deeply satisfying, so the demon may regain a point of 
Willpower whenever she acts on her Vice.



a
sPirations

Each demon has three Aspirations, which are character 
goals chosen by the player. They’re also statements to the 
Storyteller that show what types of stories you want to play 
through. Each Aspiration is a simple statement of intent — 
something the character could conceivably achieve within 
the scope of the game. Even in a long-running chronicle, 
however, only one Aspiration should be a long-term 
objec-tive. Most should be short term goals that can be achieved in 
the course of a single chapter.


Achieving a short term Aspiration or making notable 
progress toward a long term Aspiration is a worthy argument 
in favor of earning the experience point for roleplaying at 
the end of each chapter. Achieving a long term Aspiration is 
a major character milestone and likely reflects the end of a 
long story, triggering the end of story experience bonus at the 
end of the current chapter.



i
nnate a
bilities

Demons have several abilities that are universal to all of them.


Total Control: Demons have absolute control over their 


physiological responses to their thoughts and feelings. They 


have feelings that are as real as those of humans, but a demon 
under stress does not sweat unless he wishes to, for example. 
All rolls made to judge a demon’s emotional state, detect lies, 
or assess desires based on involuntary physical markers 
auto-matically fail.


Natural Aptitude: Demons learn quickly and do not 


for-get anything. All of them have the Eidetic Memory Merit (see 


Demon Players Guide, p. 82) and are fluent in any form of 


human communication that has native speakers.


Supernatural Bulwark: A demon in demonic form or 


one whose Cover rating is lower than his Primum may use 
Primum in place of Cover when contesting supernatural 
effects. Doing so while in Cover is a compromise at a +2 
difficulty.


Perceive Infrastructure: Demons can see through the 


magical occlusion the God-Machine uses to hide its arcane 
projects.


Liar’s Tongue: A demon can lie faultlessly, and even 


su-pernatural methods of determining the veracity of her 
state-ments are futile. If the demon wishes a statement to be true, 
magical effects will read it as true, and if she wishes for it to 
ring false, occult powers will regard it as false.


Aetheric Resonance: A demon can spend 1 point of Aether 


to detect sources of Aether within a radius based on his Primum 
— five yards at Primum 1-2, 50 yards at Primum 3-4, 500 yards 
at Primum 5-6, half a mile at Primum 7-8, and a mile or more 
at Primum 9-10. This includes any expenditure of Essence by an 
angel and the completion of most kinds of God-Machine 
Infra-structure, as well as the Aether of nearby demons.


Gadgets: Demons can install their Embeds and Exploits 


in objects, allowing anyone who picks them up to mimic a 



GLITCH SEVERITY


The severity of a glitch depends on the result of the player’s Primum roll (difficulty 7 for temporary glitches, 
difficulty 9 for permanent glitches):


No successes: The glitch is minor. It might be an easily concealed physical marking, a minor change in her 


diet or body chemistry, an innocuous compulsive behavior, or a small shift in the demon’s environment not 
easily traced to him.


1-4 successes: The glitch is major. It could be an attention-grabbing (but mundane-seeming) change in 


physical appearance like bright pink hair or an elaborate tattoo. It might be a defining mannerism in speech 
or posture that is difficult to explain and possible to exploit. It could also be an obvious but not necessarily 
supernatural phenomenon that occurs in the demon’s presence — such as milk curdling, flowers withering, or 
TVs showing static.


5+ successes: The glitch is catastrophic — obviously supernatural and clearly connected to the demon. 


Phys-ical features of the demonic form manifest, the demon is bound by obvious and extreme eccentricities such as 
speaking in rhyme, or small objects float or tremble in the demon’s presence. 
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limited version of the power invested in the gadget. Some 
gad-gets can be activated simply by touching them, while others 
have passwords or triggers chosen by the demon at the time 
of creation. Embedded gadgets look just like their mundane 
counterpoints, while Exploited gadgets become alien-looking 
versions of the object. Creating a gadget requires a 
consider-able investment of time and a dot of Willpower.


Pacts: A demon can draw up a written contract between 


herself and a mortal. The mortal receives a benefit — typically 
dots in an Ability or Background, which are applied 
automat-ically soon after the pactbound agrees to the terms of the 
ar-rangement. Other benefits are possible, but the demon must 
supply these herself; a pact cannot create a gadget or bestow 
a supernatural power.


In exchange, the demon receives one or more pieces of 
the mortal’s life — a relationship, a job, a pet, a prized 
heir-loom, and so forth. These can be added to an existing Cover 
to increase its rating, or they can be sewn together like a quilt 
into a new Cover commonly called a “patch job.” Anyone the 
mortal “sells” as part of a pact forgets the pactbound, and the 
demon takes his place in all that person’s memories. All the 


memories of the pactbound that his girlfriend had of him are 
replaced with memories of the demon’s Cover, for example. 
This doesn’t work in the other direction. The demon receives 
none of the pactbound’s memories and so must do her 
re-search ahead of time or else risk compromise.


Regardless of the terms of the pact, the demon must 
spend an amount of Willpower. The more the pact favors 
the demon, the higher the Willpower cost. Not all pacts are 
permanent, although most are. Temporary pacts allow the 
demon to craft Façades — one-dot Covers that vanish the first 
time the demon risks a compromise.


A demon can also craft a soul pact, which is sealed with a 
signature in the pactbound’s blood and a dot of the demon’s 
Willpower. So long as nothing destroys the physical 
docu-ment, the demon can cash in the pact at any time by simply 
touching its signatory. The pactbound ceases to exist, and 
the demon steps into his body and life, taking them as a new 
Cover. The rating of the new Cover is equal to the demon’s 
Primum, plus his player’s successes on a Wits + 
Manipula-tion roll (maximum 10).
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Demons in both Fallen and Descent are defined both by 
what they were before their Fall, and by the company they 
keep among their own kind. 



P
urPose
-b
uilt


Demons in both Fallen and Descent are defined in no 
small part by their original intended functions. They served 
a purpose in their creator’s grand design that they later 
aban-doned, and so they are called something different as demons 
than what they were called as angels, although they possess 
similar abilities. In Fallen, a demon’s rebel House — 
Defil-er, Devil, Scourge, Malefactor, Fiend, DevourDefil-er, or Slayer 
— reflects its Celestial House, and each House has a special 
connection with certain branches of Lore. In Descent, 
de-mons have Incarnations —Destroyer, Guardian, Messenger, 
and Psychopomp — that reflect their roles as the 
God-Ma-chine’s Swords, Shields, Trumpets, and Wheels, but they can 
purchase Embeds of any Incarnation (although one starting 
Embed must be from the demon’s affinity Incarnation).


This section does not discuss how to convert individual 
pow-ers between the games. That comes later (see p. 31). Rather, it 
fo-cuses on summarizing the characteristics of each House or 
Incar-nation and the kinds of Lores or Embeds they are likely to possess.



F
allen
 to
 d
esCent


Demons in Fallen belong to one of seven Houses 
collec-tively known as the Sebettu, “the Seven.”



d
eFiler

Defilers embody human longing, whether it is the drive 
to explore and learn or the desire for wealth and forbidden 
pleasures. They can lead men and women to acts of 
obses-sion, jealousy, and desire that ruin families, end careers, or 
topple governments, but they can also encourage humanity 
to engage in philosophy, to create art, and to find beauty 
even in the darkest corners of the World of Darkness. 


Powers: Defilers favor Mundane and Vocal Embeds. 


Tra-ditionally associated with the mercurial element of water, 
De-filer Exploits can command the sea and storms.



d
evil

Devils were the glorious Heralds of God and leaders 
among His angels. They are the embodiment of fire and 
possess a degree of power over all celestial beings. They 
can embody the best aspects of nobility and heroism, but 
are prone to pride that often turns them into dictators and 
demagogues. At their best, Devils hope to lead humanity to 
a bright Utopia. At their worst, they seek to bring all of 
hu-manity under their merciless rule.


Powers: Devils prefer Cacophony and Vocal Embeds. Likely 


Exploits include Hellfire, Incendiary, and Reality Enforcement.



d
evourer

Devourers oversaw every living thing on Earth, maintaining 
the delicate webs of predators and prey. They have a complicated 
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living things, but many Devourers feel humans have failed as 
stewards of the earth and need to be reined in forcefully, if 
neces-sary, before they render the planet incapable of supporting life.


Powers: Devourers favor Cacophony Embeds, as well as 


Embeds like Animal Communication, Animal Messenger, 
Meaningless, and Unperson that make use of animals or 
strip a person of some of his human advantages.



F
iend

Fiends tracked and maintained the movements of heavenly 
bodies to ensure that the larger parts of the Grand Design 
pro-ceeded in orderly and predictable patterns. Like the heavenly 
bodies they once regulated, Fiends embody light, motion, and 
patterns, and many of them possess oracular abilities.


Powers: Fiends tend toward Instrumental Embeds and 


frequently possess Exploits that emphasize their power over 
the heavens and prophecy.



m
aleFaCtor

Malefactors were at one time angels of the earth and of 
all the tools fashioned from it. Although some of them 
de-light in humanity’s long-delayed mastery of machinery, many 
Malefactors are troubled by the uneven distribution of 
re-sources among people and the wasteful purposes to which so 
many valuable materials are put.


Powers: Malefactors favor Instrumental Embeds, but they 


also have a reputation for building powerful gadgets that they 
use as bargaining chips among mortals and demons alike.



s
Courge

Scourges were once guardian angels entrusted with 
carry-ing the sacred Breath of Life to humanity. They earned 
repu-tations for loyalty and courage during the rebellion. Scourges 
were angels of the wind, and their capabilities reflect that.


Powers: Scourges tend toward Instrumental Embeds, 


al-though many of them have a large number of Cacophony 
Embeds as well.



s
layer

Slayers were the angels of death responsible for bringing 
an end to all things living and inanimate, whether material 
or abstract. Many of them long to assuage humanity’s fear of 
death with a message of hope. Other Slayers fear mankind’s 
suffering has become so great that a swift and painless death 
is the best mortals can hope for.


Powers: Slayers favor Cacophony Embeds. They also 


of-ten possess Exploits that deal with death, ghosts, spirits, and 
resurrection.
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d
esCent
 to
 F
allen


Demons in Descent are created as one of four 
Incarna-tions.



d
estroyer

Destroyers were the Swords of the God-Machine. Theirs 
was the province of demolition and elimination, whether it 
meant a quiet knife in the dark or a vast and deadly plague 
with a death toll in the tens of thousands. As demons, some 
Destroyers cling to their old behaviors but hammer out new 
codes for themselves. Others seek to leave the sins of their 
past behind.


Powers: Destroyers are likely to possess Lore of Flame, 


Lore of Winds, Lore of Patterns, Lore of Storms, Lore of the 
Wild, and Lore of Death.



g
uardian

Guardians were built to protect a person, place, 
or object. This was not the simple act of standing 
endless vigil, but the active defense of a military unit 
that knows their position could fall under attack at any 
moment. They are planners and builders of fortifications. 
They calculate risks and create contingency plans against 
every eventuality. As demons, Guardians are adept with 
in-animate objects.


Powers: Guardians often have access to Lore of the 


Fun-dament, Lore of the Firmament, Lore of the Earth, Lore of 
Paths, Lore of the Forge, and Lore of Portals.



m
essenger

Messengers were once tasked with delivering the 
God-Ma-chine’s instructions to its servants. In practice, they 
frequent-ly spent a great deal of their time creating, organizing, and 
leading mortal cults in order to build Infrastructure for the 
God-Machine’s projects. As demons, Messengers possess 
su-pernatural gifts geared toward moving people — whether as 
devoted followers or as pawns on a chessboard.


Powers: Messengers often possess Lore of 


Human-ity, Lore of the Celestials, Lore of Radiance, Lore of 
Awakening, Lore of Light, and Lore of Longing.



P
syChoPomP

If Messengers were tasked with organizing and 
mov-ing people, Psychopomps served the God-Machine by 
moving everything else its projects demanded. It was 
their responsibility to locate needed materiel — from 
ex-otic but mundane raw materials to ephemeral ingredients 
like ghosts and spirits — and to bring it safely and secretly 


to the right place at an appropriate time. As demons, 
Psy-chopomps retain their affinity for hiding their deliverables 
in plain sight, as well as for manipulating ephemeral beings.


Powers: Psychopomps frequently have access to Lore of 


Transfiguration, Lore of the Beast, Lore of the Flesh, Lore of 
the Spirit, and Lore of the Realms.
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h
ouse
 C
onditions


Each House in Fallen has a Weakness that manifests as 
a Condition similar to an Agenda Condition. The demon’s 
player can benefit from the House Condition’s Beat effect 
once per chapter. If the player benefits from the 
Condi-tion’s resolution effect, she takes a Beat but cannot 
ben-efit from the Condition (neither its Beat effect nor its 
resolution effect) until the beginning of the next chapter.



d
eFiler: s
tormy t
emPer

Too much order makes you 
uncomfort-able and tempts you to break free of the 
restraints others would impose on you. 
Given a chance to flow according to 
your nature, you are as unstoppable 
as a river in flood. You need your 
space in order to be at your best. The 
more claustrophobic and ordered a 
situation is, the more likely you are 
to want to break out of it.


Beat: Take a Beat when the 


char-acter strikes off on his own or does 
something rash that puts herself or her 
companions in greater danger.


Resolution: As adaptive and open to 


changing tides as the sea, the character 
thrives in unfamiliar situations. The 
char-acter may resolve this Condition during any 
scene she enters without any detailed 
knowl-edge of the situation to gain a +3 bonus on a 
single roll. A turn or two of studying the scene 
before acting is acceptable, but extensive 
re-connaissance or a detailed briefing does not 
permit the necessary degree of randomness 
the Defiler needs to be at her best.



d
evil: s
elF-d
oubt

You were so certain of the rightness of 
your rebellion, but millennia of 
impris-onment have eaten away at your 
confi-dence and left you doubting everything. 
Still, you were once a prince of Heaven, 
and you know that if you can just find 
the right rock to build your faith on 
nothing can move you without your 
permission.


Beat: Take a Beat when the 


charac-ter’s uncertainty causes him or his 
com-panions to hesitate or dissemble at a 
mo-ment that calls for decisive action.


Resolution: Although frequently plagued with doubts, a 


Devil who has decided on a course of action is difficult to 
dissuade from it even when his odds of success are small. The 
character may resolve this Condition when he is reduced to a 
chance die (before any Willpower expenditure). If he does so, 
the player rolls three dice for that action instead and 
may spend Willpower to add three additional dice.



d
evourer: s
traight t
alk

You prefer straight talk and quick action over the 
interminable dance of conversation. While some 


peo-ple find your frankness refreshing, it is off-putting 
to others. You may lack certain social graces, but 
you’re not stupid, and you don’t respond well to 


attempts to manipulate you. 


Beat: Take a Beat when the character 


says something tactless that significantly 
complicates a tense social situation for 
her-self or her allies.


Resolution: The character may resolve 


this Condition when someone attempts to 
use Social maneuvering to convince her to take an 


ac-tion that would constitute a breaking point, prevent 
the resolution of one of her Aspirations, or involve 
her acting contrary to her Virtue. The character’s 
impression of the person attempting to coax her 
into doing his bidding immediately becomes 
hos-tile until the end of the scene, forcing him to either 
give up or force the Devourer’s Doors.



F
iend: C
uriosity

You have an intense need to know about just 
about everything. This serves you well when the 
cur-rent focus of attention is important, but it’s easy to 
become distracted by trivialities.


Beat: Take a Beat when the character becomes so 


distracted by a trivial object of curiosity that it prevents 
him from making progress on a more relevant line of 
investigation.


Resolution: The Fiend’s investigations almost always 


bear fruit, and oftentimes they uncover knowledge that no 
one else can. When performing an extended Mental 


ac-tion, after rolling the dice, the Fiend’s player may resolve 
this Condition either to achieve an exceptional success 
on three successes instead of five or to score a single 



(20)
19

heaven for The WeaTher, hell for The Company



m
aleFaCtor: b
etterWith t
ools

You find it difficult to understand humans. Sometimes 
they behave the way you expect, but it seems like you always 
say the wrong thing at a critical moment, and then you’re 
re-minded just how irrational they can be. Tools and machines 
make much more sense to you, and given an 
environ-ment free from social distractions you can perform 
seemingly impossible feats with them.


Beat: Take a Beat when the character speaks or 


acts without considering how a human is likely to 
respond and it creates a complication for herself 
or her allies.


Resolution: Malefactors possess great aptitude with 


tools and machines, especially when no one is watching 
over their shoulders. Upon resolving this Condition the 
character receives a +3 bonus to a Mental or Physical 
Skill roll (not a power roll) that does not require any 
face-to-face interaction — human or otherwise. 
Perform-ing an autopsy (Medicine) can benefit from this, for 
ex-ample, but administering first aid cannot.



s
Courge: C
yniCal

You have clear ideas about human behavior that 
are simple, elegant, and occasionally very wrong. 
Just when you think you’ve got a person figured 
out, she does something unexpected that will 
probably land her in a bad situation you’ll have 
to rescue her from.


Beat: Take a Beat when the character makes 


known an unfounded assumption about 
some-one’s motives or future behavior and is proven 
completely wrong such that it creates a 
complica-tion for himself or his companions.


Resolution: Paradoxically, a Scourge’s vocal 


cynicism seems to inspire people to surprise him. 
Resolve this Condition when another character 
takes an action that is radically different from 
one the Scourge predicted to grant that character 
a +3 bonus to a roll related to pursuing the 
un-expected course of action. 



s
layer: o
utsider’
s v
ieW

It is a point of pride for you that you 
seldom jump to conclusions or allow your 
emotions to influence your decisions. You 
see things as they are — free from hyperbole 
or other embellishment. That said, you 
some-times draw the wrong conclusions from the data 
you collect and frequently find it difficult to admit 
that mistake to anyone else.


Beat: Take a Beat when the character refuses to change 


her point of view or admit she was wrong in spite of the 
evidence if this causes a complication for herself or her allies.


Resolution: Slayers take very little for granted, so they 


frequently notice details that others lose in the noise. Resolve 
this Condition to gain the rote quality on a Wits roll or 
to achieve an exceptional success on three successes 


in-stead of five when making a Wits roll. The first must 
be declared before the dice are rolled, but the second 
may be invoked after the dice are rolled.



h
ell
 For
  



the
 C
omPany


Both  Fallen and Descent have social 
factions that represent the demon’s goals or 
modus operandi. In Fallen they are simply 
called Factions, while in Descent they are 
Agendas.



F
allen
 to



d
esCent


Demons in Fallen belong to one of 
five Factions — Faustian, Cryptic, Luciferan, 
Ravener, and Reconciler. The rules assume that 
no demon belongs to more than one of these. 
They are organized groups based on ancient 
loy-alties and tend to have obvious and established 
leaders.



F
austian

Faustians see themselves as shepherds of 
humanity. They keep mankind safe, feed their 


Faith, and encourage them to multiply, not 
out of any personal affection, but because the 
demons can harvest them for important 


re-sources. As a shepherd shears the wool of 
his sheep, so Faustians tend their flocks 
to ensure a steady supply of Faith.



C
ryPtiC

Cryptics have ultimately rejected the 
notion that Lucifer’s rebellion was not 
foreseen by God. The Creator clearly 


in-tended that the demons rebel, and the 


Cryptics want to understand why. In fact, 
they want to understand the reason for 
everything that has happened to them — 



(21)the rebellion, the War of Wrath, the long imprisonment in 
the Abyss, and even the unexpected release from Hell.



l
uCiFeran

Luciferans remain as loyal to the cause of rebellion as they 
were when Lucifer first led them to battle against the 
heav-enly host. What’s more, they are convinced they can still win 
the war against God. After all, the Creator’s absence in the 
world is marked, with no angels in sight, while demons have 
reentered the world en masse — a sure sign that God’s power 
has waned considerably since the end of the War of Wrath.



r
avener

Raveners see a world that has grown ugly since the 
beginning of the War of Wrath, and they seek to 
dam-age it further — beyond the repair of even the Almighty. 
Some have learned to exult in violence and destruction. 
Others have embraced nihilism in the face of the horrors of 
the Abyss and the degradation the world experienced in the 
eons of their absence. Many see this as a final act of rebellion 
against God: Destroy His creation before He returns to 
re-claim it, and He will be no more worthy of the name “God” 
than the angels He banished to the Abyss.



r
eConCiler

After endless centuries spent 
locked away in the Abyss, the 
Recon-cilers have come to the conclusion that 
the rebellion was a mistake. They hope 
God will one day be moved to show them 
mercy or, failing that, they hope to in some 
small way make up for the damage their 
rebellion did to His creation. They seek to 
make peace with the Almighty or, at the very 
least, to make peace with unending exile.



d
esCent



to
 F
allen


The Agendas of Descent are barely more than labels 
intended to describe a demon’s goals in the broadest 
possi-ble terms. While like-minded demons might band together 
to further shared goals, those with the same Agenda don’t 
regard themselves as part of a formal social structure even 
when they live in the same city, and they certainly aren’t 
world-spanning conspiracies working to overthrow the 
God-Machine. It is possible, in fact, for a demon to 
be-long to more than one Agenda — whether as infiltrators 
winning the trust of those they expect to eventually betray or 


simply as demons whose ideals sit somewhere between two or 
more of the broad philosophies of their brethren.



i
nquisitors

Inquisitors are obsessive seekers of intelligence 
concern-ing the God-Machine’s plans and knowledge of its methods. 
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Like any intelligence bureau they must think carefully before 
acting on any information they acquire lest they expose their 
sources. Inquisitors are also keenly aware that the 
God-Ma-chine can and does use counterintelligence tactics — sowing 
disinformation in order to flush demons into the open so 
that they can be captured.



i
ntegrators

Integrators want to return to the service of the 
God-Ma-chine, but they want to do so on their own terms, which 
is the tricky part. Some hope to reform their creator so it 
isn’t quite so opposed to having angelic servants with free 
will. Many others allow themselves to get distracted by a 
per-sonal quest they mean to complete before meekly turning 
themselves over to the hunter angels. While Integrators may 
appear to be natural enemies of other demons, until they are 
ready to return to the God-Machine’s service they have just 
as much to lose by attracting attention to themselves as do 
other demons.



s
aboteurs

For Saboteurs, mere freedom from the God-Machine’s 
service is not enough. These demons wage a guerrilla war 
against their creator — dismantling Infrastructure, disrupting 
projects, and destroying or turning angels. They desire 
noth-ing less than the complete destruction of the God-Machine, 
although most Saboteurs are realistic about what they can 
personally achieve toward that end.



t
emPters

Tempters revel in the opportunities their freedom affords 
them, which they seize to secure comfortable lives for 
them-selves. While a few are content with long lives of simple 
plea-sures, most succumb to some degree of hedonism. Embeds and 
Exploits grant demons access to luxuries and comforts beyond 
most mortals’ dreams, and they have no moral imperative to 
eschew pleasures a mortal body makes available to them. Some 
take this joie de vivre to extremes, however, and it is not without 
reason that Tempters have a reputation for decadence.
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Although the traits in most dice pools haven’t changed, 
some Attributes and Abilities in Fallen don’t quite match up 
to Attributes and Skills in Descent. Additionally, Fallen has 
Backgrounds that can be purchased during or after character 
creation, Merits that must usually be purchased before play 
begins, and Flaws that allow players to give a character 
vul-nerabilities in exchange for more points to spend on other 
traits during character creation. In Descent, Merits fulfill the 
roles of both Backgrounds and Merits and can usually be 
purchased with Experiences after play begins. Some 
charac-ters in Descent may also suffer from Conditions that award 
Beats whenever they disadvantage a character in a scene, and 
characters may begin with these Conditions or gain them 
during play.



F
allen
 to
 d
esCent


This section addresses differences in mundane traits 
be-tween  Descent and Fallen. Any page references are to the 


Demon: The Fallen core book except where noted as coming 


from the Demon Players Guide (DPG).



a
ttributesto a
ttributes

Substitute Presence whenever a roll would call for 
Ap-pearance or Charisma.


Whenever a character would be called upon to make 
Willpower roll, roll Resolve + Composure instead.


Whenever a character would be instructed to make a 
Per-ception + Alertness roll, roll Wits + Composure instead.


Willpower is not based on Virtues. Instead, it is equal to 
Resolve + Composure.



a
bilitiesto s
kills

For most Abilities, use the equivalent Skill. Most other 
Abilities can be converted using the following table:



b
aCkgroundsto m
erits

Most Backgrounds in Fallen have equivalents in Descent 
with the same name. The following do not but can easily be 
replaced by similar Merits:


Eminence (p. 154): Replace with Status: Demons.
Followers (p. 155): Replace with Cult.


Influence (p. 155): Replace with Status appropriate to 


the demon’s area of influence.


Others can be used as written or with a few mechanical 
changes:


Legacy (p. 156): This works fine as is, but instead of 


changing difficulty, add or subtract dice depending on the 
obscurity of the desired information.


Pacts (p. 156): This is fine as is.


Paragon (p. 157): Before making an evocation roll of his 
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Alertness *
Awareness *
Dodge Athletics
Intuition *
Leadership Persuasion
Demolitions Crafts
Etiquette Socialize
Melee Weaponry
Performance Expression
Security Larceny
Technology Crafts
Finance Academics
Law Academics
Linguistics Academics
Religion Academics
Research Academics


 * 2 dots of any of these Abilities can be exchanged 
for 1 dot of Wits or Composure, which represent the 
same qualities in Descent. Alternatively, dots in these 


Abilities can be exchanged for dots of Investigation 
or Occult on a 1-for-1 basis. Evocations that use these 
Abilities as part of their activation will have substitute 
dice pools listed.



ABILITIES  

TO SKILLS


quality on the roll. Alternately, the player may choose to 
re-roll all dice on a primary Lore evocation re-roll after the dice 
are rolled, but he must accept the second result. The demon 
can benefit from this a number of times each chapter equal 
to his Paragon dots.



m
eritsto m
erits

Merits were introduced to Demon: The Fallen in the 


Players Guide, so all page references below are to that 


source-book. Many can be represented by Skill Specialties:


Perfect Balance (Athletics, p. 77), Sea Legs (Athletics, p. 
77), Early Adopter (Computers, p. 78), Funny (Expression, p. 
78), Good Listener (p. 78), Good Taste (p. 78), Gossip 
(So-cialize or Subterfuge, p. 78), Natural Politician (Subterfuge, 
p. 79), Smooth (Socialize, Subterfuge, or Empathy, p. 79), 
Way with Words (Empathy, p. 79), Flirt (Persuasion, p. 79), 


Good Sense of Character (Empathy, p. 80), Great Liar 
(Sub-terfuge, p. 80), Laid-Back Friends (Persuasion, p. 80), People 
Person (Socialize, p. 80), Seasoned Traveler (Streetwise, p. 
80), Socially Aware (Socialize, p. 80), Upright Citizen 
(Per-suasion, p. 80), Good Map Reader (Academics or Streetwise, 
p. 81), Healthy Cynicism (Subterfuge, p. 81), Internet Savvy 
(Computers, p. 81), and Specialist Driver’s License (Drive, 
p. 83).


Some of these closely resemble existing Merits in Descent:
Others can be used as written or with a few mechanical 
changes:


Angelic Aura (p. 76): The demon achieves an exceptional 


success on three successes instead of five on Presence rolls 
against mortals. 1 dot.


Angelic Gaze (p. 76): The demon achieves an exceptional 


success on three successes instead of five on Empathy, 
Intim-idation, and Persuasion rolls. 1 dot.


Atavistic Form (p. 76): The demon achieves an 


excep-tional success on three successes instead of five on Presence 
rolls made when in her demonic form. 1 dot.


Dreams of the Past (p. 76): Use as written. 2 dots.
Famous Liege (p. 76): Choose Social Merits equal to 


twice the Famous Liege dots, at least one of which must be 
Status. Your character can access these Merit dots so long as 
she’s willing to name drop her liege and live with the 
con-sequences. Drawback: Powerful demons have powerful 
ene-mies, and using this Merit may attract the attention of vassals 
of your liege’s rivals. 1 to 5 dots.


Acute Sense (p. 77): The demon receives a +2 bonus on 


Perception rolls with the chosen sense. 2 dots.


Light Sleeper (p. 77): Use as written. 1 dot.
Bundle of Energy (p. 77): Use as written. 1 dot.
Catnapper (p. 77): Use as written. 1 dot.


Forgettable (p. 77): Prerequisite: Cannot have Striking 


Looks. Rolls to positively identify the character suffer a 
pen-alty equal to her Forgettable dots. 1 to 3 dots.


Good Night Vision (p. 78): The demon receives a +2 


bo-nus to visual Perception rolls at night or in dim light. 2 dots.


Daredevil (p. 78): Prerequisite: Composure 3. Once per 


scene, when the character would be reduced to a chance die 
on a Physical action, you may spend a point of Willpower 
to instead roll dice equal to your Composure for the action 
regardless of the penalties levied against you. 3 dots.


Enchanting Voice (p. 79): Your character receives a +1 


bonus to Social rolls that would be influenced by the sound 
of her voice. For 2 dots, the benefit increases to +2. 
Depend-ing on the circumstances, this might affect Animal Ken, 
Ex-pression, Intimidation, Persuasion, Socialize, or Subterfuge 
rolls. 1 or 2 dots.
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Fallen Merit (DPG page) Descent Merit (Descent page)


Debt of Gratitude (p. 76) Allies (p. 292)


Good Right Hook (p. 77) Street Fighting (p. 306)
Hollow Leg (p. 77) Hardy (p. 291)
Natural Runner (p. 77) Fleet of Foot (p. 291)
Robust Health (p. 77) Hardy (p. 291)
Sexy (p. 78) Striking Looks (p. 298)
Huge Size (p. 78) Giant (p. 291)
Approachable (p. 78) Sympathetic (p. 298)
In Love (p. 78) True Friend (p. 298)


Media Junkie (p. 79) Encyclopedic Knowledge (p. 288)
Natural Leader (p. 79) Inspiring (p. 294)


Punctual (p. 79) Good Time Management (p. 288)
Best Friend (p. 79) True Friend (p. 298)


Fashion Sense (p. 79) Taste (p. 298)
Pillar of the Community (p. 80) Status (p. 297)


Trivia Champ (p. 80) Eidetic Memory (p. 288)
Corporate Savvy (p. 80) Status (p. 297)


Media Savvy (p. 80) Status (p. 297)


Common Sense (p. 81) Common Sense (p. 288)
Concentration (p. 81) Meditative Mind (p. 289)


Fast Reader (p. 82) Good Time Management (p. 288)
Determined (p. 82) Indomitable (p. 288)


Eidetic Memory (p. 82) Eidetic Memory (p. 288)
Natural Linguist (p. 82) Multilingual (p. 287)
Natural Aptitude (p. 82) Area of Expertise (p. 288)
Unflappable (p. 83) Meditative Mind (p. 289)
Direction Sense (p. 83) Direction Sense (p. 288)
Dual Nationality (p. 83) Alternate Identity (p. 293)
Firearms License (p. 83) Status (p. 297)


Alimony Recipient (p. 83) Resources (p. 295)
Independent Resources (p. 83) Resources (p. 295)
Good Credit Rating (p. 83) Resources (p. 295)
Wealthy Partner (p. 83) Resources (p. 295)
Flexible Job (p. 83) Resources (p. 295)
Paid Mortgage (p. 83) Resources (p. 295)



MERITS TO MERITS


Vibrant Neighborhood (p. 80): 


Prereq-uisite: Safe Place or Bolthole. Use largely 
as written. Police and other emergency 
ser-vices are especially slow in arriving at the 
scene of any disturbance. 1 dot.


Supportive Family (p. 81): Use as 


writ-ten. 1 dot.


Lucky (p. 81): Before making any roll, the 


demon’s player may choose to gain the rote 
quality on the roll. Alternately, the player may 
choose to reroll all dice on a roll after the dice 
are rolled, but he must accept the second 
re-sult. The character may benefit from this once 
per chapter at 2 dots of Lucky and twice per 
chapter with 4 dots. 2 or 4 dots.


Good Recognition (p. 82): As 


Ency-clopedic Knowledge (Descent p. 288), but 
instead of being tied to a Skill it allows the 
character to remember a relevant name or 
recognize a face on a successful Intelligence 
+ Wits roll. 2 dots.


Time Sense (p. 82): Use as written.
Code of Honor (p. 82): Prerequisites: 


Resolve 3 or Composure 3. Any time a 
character uses Social actions or 
supernat-ural powers to influence your character to 
do something contrary to her Virtue, you 
gain one automatic success on any relevant 
contested rolls. If the roll is resisted, instead 
subtract one success from the character’s 
roll. 2 dots.


Fast Learner (p. 82): Prerequisite: 


Intel-ligence 3. You do not suffer the untrained 
penalty to Mental Skill rolls. In addition, you 
receive a free Specialty in each Mental Skill 
for which you have at least 3 dots. If you raise 
a new Mental Skill to 3, you immediately 
re-ceive a free Specialty in that Skill. 3 dots.


Optimistic (p. 83): Use as written. 2 


dots.


Eye for a Bargain (p. 83): As Fixer 
(De-scent p. 294), but it applies to the 


Avail-ability of goods relevant to your Contacts 
instead. 2 dots.



e
xPerienCe  


and
 e
xPerienCes

Characters in Descent earn Beats that 
can be exchanged for Experiences on a 
5-to-1 basis. The cost of each dot of a trait is the 
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EXPERIENCE COSTS 

FALLEN TO DESCENT


Trait Cost


Attribute 4
Ability 2


Lore 1 (2 for first dot of a Lore not 
from the character’s House)
Background 1


Faith 5


Torment 3*


* This decreases the character’s permanent Torment 
by 1 point.


same whether the character is learning the basics or achieving 
mastery. Use the following table for these Experiences costs.



d
esCent
 to
 F
allen


Attributes and Skills from Descent can be converted to 
Attributes and Abilities in Fallen using the table above (see 
p. 24). Characters with an Attribute or Ability rated 4 or 
more choose a free specialty as normal (see Fallen, p. 136). If 
the number of specialties the demon has exceeds the number 
of Attributes and Abilities rated at 4 or more, the demon’s 
player can apply the excess specialties to Abilities (but not 
Attributes) rated at less than 4. A character can only have one 
Specialty for each Attribute or Ability.



m
eritsto m
erits  


and
 b
aCkgrounds

Many Merits from Descent can be translated into 
Back-grounds in Fallen by simply reversing the conversion above. 
Ignore any prerequisites other than those that refer to other 
Merits. The remainder can be converted as follows:


Bolthole (p. 120): Background (1-5+ dots). Use as written.
Consummate Professional (p. 121): Merit (2 dots). Use 


as written.


Multiple Agendas (p. 121): Merit (2 dots). Use as written.
Suborned Infrastructure (p. 121): Background (1-3 dots). 


Use as written.


Terrible Form (p. 122): Merit (3 or 5 dots). The demon has 


4 additional form points. At 5 dots this is 8 form points instead.


Versatile Transformation (p. 122): Merit (2 dots). Use 
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Virtuous (p. 286): Merit (2 dots). Use as written.
Vice-Ridden (p. 286): Merit (2 dots). Use as written.
Danger Sense (p. 288): Merit (2 dots). Reduce the 


difficul-ty of the character’s Perception rolls to spot an ambush by 2.


Eye for the Strange (p. 288): Background (2 dots). Roll 


Perception + Awareness instead.


Fast Reflexes (p. 288): Merit (2-4 dots). Each dot after the 


first adds 1 to the character’s initiative.


Holistic Awareness (p. 288): Merit (2 dots). The roll is 


instead Perception + Survival.


Interdisciplinary Specialty (p. 289): Merit (1 dot). The 


designated Specialty applies its -2 difficulty bonus to a roll 
with any appropriate Ability in which the character has at 
least 1 dot.


Language (p. 289): Use the Linguistics Ability instead.
Library (p. 289): Background (1-3 dots). Choose a 


Knowl-edge instead.


Patient (p. 290): Merit (2 dots). The first time you botch 


on an extended action, treat it as a failure instead.


Professional Training (p. 290): Background (1-5 dots). 


Use mostly as written but with the following changes. Choose 
two Asset Abilities. At 2 dots, add two dice when rolling your 
Asset Abilities. At 5 dots, on a failure (but not a botch) with 
your Asset Ability you may reroll all the dice and take the 
second result instead. This does not affect rolls to activate 
supernatural powers.


Tolerance for Biology (p. 290): Merit (2 dots). Use as 


written.


Trained Observer (p. 290): Merit (2 or 4 dots). 


Whenev-er the charactWhenev-er succeeds on a PWhenev-erception roll she scores one 
additional success. At 4 dots this is two additional successes.


Ambidextrous (p. 291): Merit (4 dots). When taking 


mul-tiple actions to attack once with each hand, reduce the 
multi-ple actions penalty by one for each of these attacks.


Crack Driver (p. 291): Merit (2-3 dots). Use Wits instead 


of Composure.


Demolisher (p. 291): Merit (1-3 dots). Each dot adds a die 


when performing feats of strength to break an object.
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