
Soul

A game about mankinds willingness to sell his own soul for immediate satisfaction. 
And how to push them into doing just that.

”Hell is empty and the devils are here”.
− William Shakespeare, The Tempest.



About the game :

”Quisque suos patimur Manes” (”Each of us bears his own hell”).
- Virgil, The Aeneid

The game is intended for 3-6 people, where one person assumes the responsibility of being 
the game master, the rest are players. The players each shape their individual fictional 
character which they add to the game, while the game master provides surroundings, 
other members of the cast (non-player characters), as well as determining the outcome of 
various actions. Everyone involved explain what their characters are doing and speak with 
the voice of their alter ego. All you need are a few normal, six-sided dice, a pencil and a bit 
of paper to write your character down on. A game will normally require 4-5 hours, but this 
can vary a lot depending on the individual game.

The role you are to assume is a minor devil or demon from hell, sent up to the surface and 
the kingdom of man to catch a soul for the amusement of the inferno. While you do 
possess some supernatural powers to assist you in achieving this goal, then you most of all 
need to rely on your own cunning and guile to triumph in this hunt. Trust too much in 
your magics, and you will discover that there are far more powerful things out there than 
you.

The game's mood is primarily one of dark humour, now and then interrupted by moments 
where the humour fades and only the dark remains. A lot of the game involves searching 
out the weak points in another human being, and twisting these to your own advantage, 
something that is anything but a beautiful experience, yet also is something that most of us 
do to a greater or lesser degree several times during our lives. ”Imp” is therefore not so 
much about trying to act out some inhuman monster, than it is about looking for the worst 
bits involved in being human. 

The goal is not to lose all compassion for your fellow man. Even in the worst souls and the 
worst moments you can find a glimmer of love. Even in hell, albeit those down there will 
never admit it.



A. Game reality:

There is a place, far from the wrathful eye of God, where Man is reduced to an an 
instrument for pleasure, and where pleasure is synonymous with pain. Hell, the domain 
of Satan, filled to the rim with devils, demons and dead souls, is a reality wherein hope is 
the only thing that isn't allowed through the door. Everything else, and especially 
everyone else, is more than welcome.
But in this age of atheists, new age, neo-old age, eastern mysticism and western 
philosophy, then the number of new guests has become reduced to the dullest possible 
trickle. Even in Pandemonium, Lucifer's capitol, the symphonies that were once played on 
the strings of tortured sinners are now reduced to lullabies for the damned.
This is of course not a situation which the powerful appreciate. And as is common in 
heaven, hell, and all that exists in between, then it is the lowest of the low who have to pay 
the price. You're an imp, the lowest stage any infernal creature can exist on. And whatever 
task none of your masters themselves will handle, has a despairing tendency to land at 
your feet.1

You've just received the mission, along with some of your fellow piteous creatures, to 
travel up to one of the hells on earth, one of the places where mankind shares space with 
diabolic energies, and there trick your way into possession of some souls which the 
princes of Pandemonium can enjoy. Unfortunately, man is made with a free will and a 
tendency to not be easily duped into believing that a guaranteed future in eternal sorrow 
and pain is a good thing. That you simply can't threaten them into submission makes 
everything far worse. You actually have to take them seriously, before you can take them 
to hell.

And if that wasn't enough, then the white forces believe that the heirs of Adam, Eve and 
even Steve should be allowed to use their free will without direct involvement from below. 
High above the world of man there are angels with flaming swords and blazing minds, 
ready to chase away anyone who dares set foot outside the gates of hell.

As is reasonable enough, you feel unfairly stepped upon. Life isn't easy for an imp. But it's 
preferable to the alternative.

1  Or hooves. Or tentacles. Devils tend to strongly dislike anything that tastes of harmony, be it 
Mozart or having BOTH two arms and two legs..



B. Role : 

All the players must make their own character. Note down on a piece of paper the 
information you arrive at through the following process.

Step 1. Species :

Devils hail from the heavens, and once upon a time chose to reach for new opportunities 
when Lucifer decided to branch out on his own. Devils are now the leaders of the 
hierarchy of hell, and have no plans whatsoever to allow anyone else to join their ranks. 
An imp of this origin will by their own be viewed as a far too unambitious 
disappointment, but still far preferable to their counterparts, the.....
Demons are human souls who have given up all claim on their humanity, and taken up 
position on the other side of the thumbscrews, usually after a few centuries of suffering. 
Demons make up the great masses of the lower class of hell, and are in no way allowed to 
climb higher on the ladder, something they truly loathe the devils for. Demons will 
therefore often be able to cooperate if they have a devil as a common foe. Any imp will 
normally be of this species.

Step 2 : Personality traits.

Devils were once angels, demons used to be men. Who were you before you turned 
towards the dark side of reality? Choose three character traits which together made up the 
essential parts of your personality before the fall.
A person who drops into the pits of hell from the towers of heaven goes from one extreme 
to another. Similarly, your nature changes. If you are a devil, then then find the complete 
opposite of the three qualities you picked earlier. These are the personality traits you now 
possess. If you were an angel of love, then hate is now your mistress. If you were a 
cunning little rogue, then you are now direct and brutal. If you preferred a vision of black 
and white, then there is now nothing left but shades of grey.
For those who were once human, but now have joined the ranks of demons, then it's a bit 
different. The qualities that once brought your soul to ruin have now been elevated and 
refined. If greed damned your soul for all eternity, then you are now more eager to 
accumulate gold than ever. If anger led to your the gates of oblivion, then you are now 
able to become angry enough to boil water in the palms of your hands.

For any dice roll where your personality traits can be beneficial, add one extra die. Only 
one such die can be added to any roll, even if multiple traits are applicable. 

Personality traits should be interpreted narrowly.



Step 3 : Skills.

Chose an ability which you are especially good at. This will often (but not necessarily) be 
connected to your position in hell. If you belong to the legion of an archduke, then you 
might be a good soldier. If you're a grey administrator stacking parchment on top of 
parchment, then you'll be good at legal matters. Or perhaps you belong to the chefs among 
the infernals, and know 1001 ways to cook man? The alternatives are numerous.

For any dice roll where your skill is relevant, add one extra die.

Step 4  Weakness. 

Remember that even if Satan and his closest are utterly one-dimensional, and are 
archetypes of an extreme nature, then you are the dregs of the inferno and show time and 
time again that there are limits to your hate, loathing and contempt. Friendship, concern 
for others, and the will to fight for the benefit of another has all been amply demonstrated 
in your minds and actions, albeit a rarer commodity than the opposite of these 
”weaknesses”. All imps have one quality which is closest to their hearts, which they often 
will betray their darker sides to protect. 

To resist a need to do good towards a person stimulating your weakness, you will have 
to roll 5 or 6 on a single die. A lower result means you will care more for the future of 
this individual than your own.

For instance, a hardly uncommon weakness for an imp will be regret (obviously common 
among those who rebelled against being the underdogs of heaven, only to end up as being 
the bottom fish of hell). If a situation arises where a repentant sinner arrives, and the 
player character wishes to resist wanting to do good for this non-player character, then he 
or she will have to roll 5 or 6 on the die just to resist giving up on everything involving 
contracts and souls, merely to help this poor somebody. 

Other possible weaknesses are : Love, parents, creativity, ambition, intellectuals, etc.

Step 5. Looks.

Down below you might always have the shape of a monster, but you are summoned to the 
surface with the appearance of a human, albeit always with a least one revealing 
characteristic. It can be a hoof, yellow animal eyes or even an extra nipple. Such 
distinguishing marks should be possible to hide, but can be a way for someone to reveal 
your origin upon closer inspection. Small and very easily camouflaged qualities (for 
instance already mentioned third nipple) should have a side effect, for instance severe 
irritation in the presence of particularly innocent people.
The remaining specifics of your characters appearance is up to you to decide, but should 
have some connection to your personality traits. Your physical body ”upstairs” is just as 



much an abstract representation of your being, as it is a real body. 

It's worth noting that ”imp” refers to your social status and power, not age and size. You 
can have lived for millennia and be older than Methuselah. 

Step 6. Power.

”Power” represents your magical resources, which you can use to perform miracles. 
Everyone starts with 3 such points. One additional point is available for one imp, given 
from your superiors as a means to accomplish this mission, usually in physical form like a 
cup of blood or a mirror you can stare a bit too deeply into. Whoever is picked by the 
powers that be to lead the group will receive this, and can choose either to take it as his 
own, or pick the very unlikely option of passing it on to someone else.

More about Power and how to use them in the next section.



C. Game mechanics : 

1. Dice rolls.

To determine the outcome of an action, the player or the game master throws a number of 
six-sided dice. Any die which offers up either a 5 or a 6 is considered a success. If the 
player does not possess any advantages in the form of personality traits or skills, then he 
or she will normally throw two dice. If the game master thinks the action is particularly 
easy, then a single die might be added. If any supernatural being or exceptional human 
should enter the stage, the game master might add several more dice though, according to 
preferences.
Should the roll end up with no successes at all, then you simply won't achieve the 
intended target. However, if all the dice end up showing 1s, then those snake eyes will 
result in a rather spectacularly poor result. For instance, if a player received this result 
upon shooting a gun, he might shoot himself in the foot.
You normally only need one success to achieve your goal, but multiple successes will 
normally lead to accomplishing it with more style and ease. For particularly difficult 
actions however, the game master might require multiple successes. 
If two characters, be it player characters or non-player characters, struggle against each 
other, then the one with the most successes will win. If the two get an equal amount of 
successes, then the conflict will either continue or end in a status quo, depending on 
situation.

2. Power

”Every moment of light and dark is a miracle.”
− Walt Whitman.

Any imp possesses magical skills, in the game converted into Power. These points 
represent the infernal energy you carry within you, which you can use to lure humans to 
eternal damnation.

You normally never run out of Power, as it is not a truly consumable resource. It does need 
to recharge itself however, and you can never perform a miracle more often than once 
every fifth minute, unless the previous miracle demanded only the meagrest of efforts. 
(Game master's call).

It is the game master who ultimately decide the price for an actual miracle. He or she does 
not tell the price to the players, but settles for merely describing the effect. If the character 
or characters behind the miracle does not possess enough power to accomplish their task, 



then the result will be a rather unpredictable mix of partially achieved and completely 
unachieved intentions. 

If two or more imps chose to share their Power and unite their magical skills, a 
requirement for any truly magnificent miracle, then first the group must decide on who 
leads the miracle. His or her points are counted as normal, and any point added from 
another source counts as half a point (the total is rounded downwards). This is very risky 
however, as any involved party can steal one permanent point of Power from each of their 
colleagues for themselves. Trust is not a common quality among the cohorts of Satan.

Power can be used to :

1. Walk outside the local hell on earth (1 point per five minutes, Power does NOT regenerate 
during such excursions)
- A devil brought to earth can freely move in one of the earthbound pieces of hell for a 
while. To poke their noses outside these limited territories carries a high price though.
2. Miracles: 
Perform small miracles (1 point) 
- Turn water into wine, pick a rose out of nothing, make music appear with no discernible 
source.
Perform considerable miracles (3 points)
- Heal an injury, make a doll move as a living being, hurt a human, turn an item into gold.
Perform major miracles (5 points)
- Kill a human, heal a blind, dumb or deaf, perform a major change in someone's life.

For miracles performed outside the hell on earth, add 1 point for distances within the 
nearest hundred kilometres, and an additional point for distances above that. If you 
attempt a truly malign miracle against a truly good person, then the required number of 
points constantly increase parallel to their kindness, reaching insurmountable challenges 
for saints and their ilk. If two magic users try to perform contradictory miracles, then the 
game master will roll for who wins, using one die per point of power involved.

Miracles can be very powerful tools, but they have their limitations. Or at least they do for 
imps. 

What miracles cannot do is : Bring a dead back to life, force someone to do something 
contradictory to their free will, change the nature and personality of a free man, unless 
specifically given permission. In addition, no imp can perform a miracle that is in direct 
opposition to one of their personality traits.. 

3. Time

The game is intended to last for 24 hours, as the player characters see it. These hours can 



game-wise preferably be roughly divided into a set number of scenes, where each scene 
offers one (or a small group) of potential soul sellers. If you prefer a short game, and have 
few players, it is perhaps advisable to only let a victim appear about every sixth hour. If 
you have plenty of time however, then this can easily be adjusted according to preference. 
If the game master does not wish to surprise his or her players, then it can be beneficial to 
discuss this ahead of the game. The fewer attempts, the harder the job gets. Using a clock 
as a prop can be beneficial for the mood of the game.
(The paragraph above is of course only intended to be interpreted as a rough outline on 
how to pace the game. Do not let it get in the way of dramatic storytelling, involving 
recurring characters and other tools of the trade.)

D. Game components.

Hells on earth :

”Lasciate ogni speranza, voi ch'entrate” (”All hope abandon, ye who enter in”)
- Dante Alighieri

The world of Man is by God made for humans alone, and it takes a lot of strength to walk 
in among them in direct violation of this. Luckily for the opposition, human beings have a 
tendency to mess up any plan made by the celestial throne. Places where truly bestial acts 
have taken place, where the most grotesque murders have been performed, or where 
bureaucrats have stamped their papers for centuries, all make up ”hells on earth”. Here 
one of the underworlders can take human form and live for a day among Darwin's well-
trained apes, before they again have to return to the truest depths. A train car, an office, a 
porch or a similarly limited area might be all you have to move on, but as long as it is a 
place visited by people, then it is a place to make a good deal.
It is up to the game master to determine the shape of the hell on earth the players will 
thread upon for the next 24 hours. Ideally it should be a location with a limited number of 
people, where there is a certain flow of individuals, and where there's room to have a 
discreet conversation. Still, a few obstacles in the path of the players can liven things up. 
Everyone can be a mysterious soulbuyer in a cemetery at night. If you can achieve the 
same effect at McDonald's in broad daylight, then you got a charisma above and beyond 
the call of duty.



Contracts :

”Any intelligent woman who reads the marriage contract, and then goes into it, deserves all 
the consequences”
− Isadora Duncan

Sealing a contract of this nature is a complex legal affair, and a great number of libraries 
have been built, where each and every book is dressed (as is proper) in human skin2, solely 
to describe and discuss the many and complex laws behind such a deal. Some of the cause 
of this is God, who added a few guidelines into the very essence of the universe itself, 
determining what is required for someone to sell their own soul. Jehovah is not the man 
who likes making it simple for his critics.

The essence of these laws are the following :

a. No deal is considered valid if the other party isn't convinced, or should have been 
convinced, that the buyer is from hell. 
− It's not enough to simply tell the potential prey who you are, you also have to work to 

make your counterpart believe you are what you in fact are, or at least demonstrate 
your diabolic side so obviously that no imp can be blamed for failing to change the 
opinion of the other fellow.             

b. No deal is considered valid if the other party is offered something he cannot receive. 
− It's not enough to lie about winning someone the love of a beautiful woman, if they in 

fact cannot provide this. Something he gains on his own, without infernal assistance, 
does not count. 

c. Hell shall pay immediately, the human only after his death..
− If the imp cannot provide for what the human wants then and there, the contract is 

invalid. 

d. It is not permitted to threaten either the human or someone he cares about to make 
him sign. 
− Even threatening random people will make the contract invalid if this leads to the 

human feeling pressured to sign.

e. Any contract can only have two parties.
− No contract can have more than one individual buyer and seller. It is not possible to 

sign a contract on behalf of a legal entity, unless this entity matches with an actual 
person. 

2 Sometimes where the human lives even after the book is finished, making them a bit of a bother to 
read.



f. All contracts must be in writing.
− Signing in blood is not required, but does set a good mood.

Angels :

”The guardian angels of life sometimes fly so high as to be beyond our sight, but they are 
always looking down upon us”.
− Jean Paul Richter

The victor does not only write history, but also makes certain that no one scribbles filthy 
comments around the edges. They keep an alert eye on the kingdom of earth, and happily 
use their flaming swords against anyone who does not belong there. Angels detest their 
opponents, and find great joy in reducing their numbers a bit, keeping their edge while 
waiting for the final battle. God wishes that mankind should develop reasonably freely 
however, so angels will only descend to earth where they can sense the presence of 
infernal energy. If they lack a reason to suspect Hell for having gone up the escalators, 
then the angels will remain in the ethereal spheres.

The game master will keep a secret record of how many points of Power have been used, 
and every time enough total points have been spent, there's a risk that the threat of divine 
intervention increases. This is determined by rolling a Angel die. 
An Angel die is an initially single die, which increases the risk of angels joining in the 
action each time a success (5 or 6) is rolled. All such rolls are made by the game master in 
secret. The players should never be completely certain how many points they've spent, or 
how close to their bitter end they are.

Whether or not the game master should roll an Angel die is decided upon by the 
following methods :

- Each time a number of points equal to the number of players have been spent, an Angel 
die is rolled.
- Each time someone performs a miracle worth 4 points of Power or more, an Angel die is 
rolled. If someone manages a miracle worth 8 points or more, two dice are rolled.
- Each time a number of points equal to 3 times the number of players have been spent, 
then the number of dice in each Angel die roll is increased by one. 
- The Threat level, regardless how many dice are used, shall never increase with more than 
one step per roll. 
 



Threat levels for divine intervention:

Level 1 : The angels single out this area as a potential hotspot for enemy activity, but do 
not interfere just yet.

Level 2 : An investigator is shipped out to this location. This angel will not know for 
certain that there in fact are devils or demons present, but will suspect it, and will 
relatively discreetly try to reveal who it is. Such an investigator will try to hide his own 
angelic nature, both to humans and enemies. 

(Level 2.5 : If there are four or more players, add an extra level here, to balance the 
increased use of Power.)

Level 3.: A group of angels arrive in the guise of men, for the purpose of trying to chase 
away the enemy without any actual humans noticing that there is a battle between heaven 
and hell occurring in their midst. They will consider the imps the main suspects, but will 
not be entirely certain that these are in fact the devils they are looking for, unless the 
investigator from level 2 has already revealed them for what they are.

Level 4 : Discretion loses importance as a new pack of angels are dispatched to this 
location, this time without subtlety but instead with feathery wings. The angels will 
possess greater powers than the imps and can only be vanquished if the imps use all their 
cunning. They will know automatically who their enemies are. 

Level 5 : An archangel takes care of business. Upon its arrival, the imps will be reduced to 
dust in the span of short, but incredibly painful seconds.

E. The mission :

It was with a great degree of gloating and malicious laughter that you were told what your 
task was up above with the homo sapiens. Each of you should bring at least one soul each, 
which your superiors should pass on to their superiors again, and so forth, until someone 
at the very top would be temporarily pleased. (To the extent that is possible.)

You received the following instructions :
− This is a collective mission, which will only be considered a success if everyone brings 

at least one soul each. This parameter developed after the taskmasters of hell got a bit 
too sick of their various minions spending more time backstabbing each other than 
actually harvesting souls.

− One of you was picked to be the leader of the group. There's structure amongst rebels 
too, and as always when the followers of Satan are involved, then a devil was picked to 
lead a group of demons. Only if there are no devils at all in the group will a demon be 
picked to lead, and then only whoever has revealed himself to be the biggest devil-



boot-licker of the lot.
− You will remain on the surface for exactly 24 hours. The trip up and the trip down will 

be organized by hell's own mystics, and all you need to do is keep your hands inside 
the pentagram at all times. When the time is up, your bodies will dissolve, and your 
diabolic essence will again be devoured by the dark.

− Should anyone be so unfortunate as to be killed while above, they will return to the 
inferno, to be ridiculed by all. An annoyed hell mystic will send them up again only a 
short time after they perished up there, to complete their mission. (The imp in question 
will return with one point of Power permanently lost.)

− Should someone die at the tip of an angel's flaming sword, then they for ever after will 
disappear into nothing, and never return to anywhere at all.

− Even if the mission demands that everyone is to bring a soul, then hell will look with 
especially kind eyes towards whoever catches the most innocent soul. To make a 
homicidal maniac write a contract is no great achievement, since that kind most likely 
will wind up in the metaphysical basement anyhow. To make a truly good person be 
reduced to a piece of meat under the pitchforks however, is something that can lead to 
fame, wealth and even a promotion.

F. Contracts and negotiation. 

Your task is to convince a human being to sell his or her soul. The soul is immortal, while 
earthly life only in rare cases last more than a hundred years, and no reward here and now 
will truly be worth an eternity of suffering. The rational soul owner will therefore view his 
property as the most profitable if he or she takes the long-term perspective. 

It's the players task to convince the non-player characters that immediate reward is better 
than waiting for the one in heaven. There are several methods which can be used in the art 
of persuasion, some mutually exclusive, some that work well together :

− Focus on profit in the moment, both practically and philosophically. Why waste time 
on worries about the future and the day after tomorrow? We live in the now, after all. 

− Explain the high requirements made for any soul seeking to enter heaven. If you are de  
facto already doomed to the abyss, why not sell your soul along the way and thereby 
get a bit of luxury while you wait for the inevitable?

− Encourage sympathy with hell. Try to justify Satan and explain his point of view. It is 
after all better to rule in hell than to be a slave in heaven. (The situation for slaves in 
hell might not be worth mentioning).

− Do not give the human time to think and reflect upon his options, and what he might 
be giving up. Time is the enemy of bad deals.

− Humiliate your opposite, call him a coward and play on his arrogance and pride.  
− Be the seller's friend, and convince your victim that you only want what is best for him. 

Indeed, perhaps you are only doing this so you two can be together in love forever?



Which method is best is dependent upon the person in question. Some will be cowed by a 
dominant personality, while others need flattering and a wet tongue up somewhere below 
their backs.

The player characters will need to determine who should sign the contract from their side, 
something that can easily start a whole new round of negotiations, as everyone will be 
looking for the best possible victim. 

PS : Rules come from above, twisting your way around them from below. The latter is the 
most important for the player characters, but the players need to embrace both sides. In 
the end it is the game master who decides what choices a non-player character makes, and 
those choices are to be respected.

G. Ending : 

The game is over when  :

− 24 hours have passed for the characters, and the imps must return to hell.
− If they have gathered enough souls, for then to be killed, thus leaving them with no 

reason to return.
− If angels cut them down with flaming weapons.

Epilogue :

When the game is over, the game master will explain how the results of the mission leads 
to consequences for the characters. 

Based on how well or how poorly they performed their tasks, they will either be rewarded 
or punished. Any devil doing anything positive will be rewarded twice as highly as any 
demon, but even demons will receive something for remarkable achievements. Should 
they not complete the task set before them, then the group will have to take the place in 
life intended for the souls, and spend the next five centuries being tortured according to all 
the shifting preferences of the princes of hell.   

Demons tend to receive lower punishments than their more prestigious counterparts, since 
hell rarely expects much of them to begin with. The greatest reward for a demon however, 
might be seeing a devil wind up in a rather painful jam...

And of course. Should the imps end their lives speared by angels filled with righteous 
wrath? Then the epilogue consists of nothing more than a lasting silence. 

You now know enough to play ”Imp”. Good luck!



Appendix 1. To the game master :

What's so far been written is enough to be able to function as a player in ”Imp”. As a game 
master however, you have a somewhat different task, and therefore could do with a few 
extra bits and pieces of advice. The most important guideline however is : Be ready to 
improvise, change your plans and support the many (and sometimes crazy) ideas of your 
players. Never be afraid to move outside your own plans. 

Regarding non-player characters :

A lot of different non-player characters can potentially appear in this game, but a 
particular interest must of course be given to the potential victims, the human beings who 
might wind up selling their souls. There will likely, somewhat depending on setting, be 
plenty of people around in the places where the imps spend their time, but the number of 
people willing to accept eternal suffering is a minority of that larger group. Such 
individuals will always have a strong Weakness. 

All characters you introduce as potential goals of corruption should have a Weakness. In 
this context, Weakness means a quality or personality trait connected to strong emotions, 
which can be used to manipulate the individual in question that a quick deal is worth the 
loss of a soul. Weaknesses can be both negative and positive qualities, for instance : 

Greed, madness for power, physical disability, love-starved, inferiority complex, hatred, blindness,  
writer's block, rebellious nature, idealist, responsibility.

With a greedy person imps can offer money, a blind can be given the chance to see again, 
and an idealist the opportunity to save or improve the lives of others. 

The game master should drop hints in these characters behaviour and / or appearance that 
can give the players a few hints. A blind man, in addition to physical qualities, might trip 
over a piece of luggage in front of his feet. A greedy person might try to cheat the waiter 
out of change. An idealistic young person might have a few buttons revealing his or her 
favourite cause. Similarly, Weaknesses can be revealed through dialogue and acting, for 
instance the writer explaining how he'll never finish the book he's started on, or the fellow 
passenger with low self-esteem never looking anyone in the eye.

Angels is another important type of non-player character. They are powerful entities with 
strong magics that can make things quite perilous for the player characters. If you need to 
roll dice for them, then it should be similar to what the imps do, i.e. getting an extra die for 
their skill and another for personality traits. But to underline that these are a notch more 
potent than imps, then they should initially roll three dice in addition to said bonuses, and 
even more if you wish to include a particularly powerful angel. (Archangels do not really 



need to roll dice, but if you really want to, then it involves a bucket).
More importantly: how to play them. Angels are pure creatures, they detest the infernal 
and are very interested in demonstrating their loyalty to the establishment. Few things 
offer similar prestige in heaven than having killed a devil, or at least ruined their plans. 
Demons are considered less important, and an angel will always prioritize devils as their 
goal, if they can tell the two apart. 
All lower degree angels are quite similar to imps, they also have their Weakness. Each 
angel coming into play should have one, which the imps can twist to their advantage. (In 
particular the angels appearing at Threat levels 2 and 3). Angels never have any physical 
defects, but can often possess more spiritual qualities that better belong in hell, or at least 
work to hell's interests.

For instance : Arrogance, lust, rage, greed, power madness, contempt for humans, 
pacifism, love of a former angel (now devil), etc.

A lustful angel can be mislead through some long eyelashes, a human-hater will be 
convinced that humans selling their souls deserve what they get, and so on.

An angel who is tricked or convinced to set aside their divine calling will be considered 
”fallen”, as they lose some of God's love. A fallen angel does not become a devil, but will 
lose a lot of their spark and interest. They will for now only rarely display any interest in 
further pursuing the imps, but will care more about questioning anything they held as 
sacred. Such angels will often quickly leave the game, and not cause more problems for 
the player characters. 

Regarding location : 

The game master should chose what ”hell on earth” to visit with great care. The game will 
be played out in a limited geographic area, with a limited time frame, which will of course 
lead to limitations as to how many and what sort of people that will visit the spot. 
Most preferable, if you have no other plans, will be places where people can arrive at day 
and night, and where you can receive a great deal of variation regarding what sort of 
people will walk in, for instance some sort of public transportation.

On species :

Forcing someone to play something they don't want to is rarely a good thing. However, it 
is useful, for the intended balance of play, that the majority choose to play as demons, and 
only one or two play as devils. (Deviating from this can however also be intriguing, but 
will create somewhat different types of games.)



Appendix 2. Example setting : ”The blue countess”.

About :

”The blue countess” is a train which in the olden days travelled the famous distance from 
Paris to Istanbul, and thereby was part of the keyword for beauty, power and intrigue 
which the Orient Express was. This train was just before the turn of the century a handful 
of coaches filled to the breaking point with all the decadence Europe could offer. But in 
this modern era there are few who are interested in spending numerous days  travelling 
by this method, and the countess has long since seen itself been abandoned in favour of 
both faster trains and other means of transportation. 
After those glory days, the train has served multiple purposes, albeit rarely as in fact a real 
passenger train. Rust and new moments to shine have arrived intermittently, with the 
result that the countess has escaped the scrap heap, but has instead wound up as a fancy 
hotel for guests seeking to experience a bit of the old charm of the Orient Express. 
It now has a private line of about 4 kilometres in scenic surroundings outside of Paris, 
where it lumbers away at a slow pace, while trying to trick guests into believing that they 
are really on board a reality anno Satanis 1895.

History: 

After the train left service in 1912 it was stored in a dusty hall in Paris, where it for two 
years time got plenty of opportunities to acquaint itself with the dust. The arrival of war in 
1914 gave the countess a brief reincarnation as a troop transport, carrying frightened 
soldiers to the front, and their corpses back home. Some blood stains from those days can 
still be found under the soft, new carpets. 
When the war was over and the trenches empty, the countess left mostly everyone's 
memories, as few were interested in protecting this now rather painful reminder of the 
past. A new world had arrived, one where war had no place, and the tools of war therefore 
belonged behind lock and key. A slow decade arrived for the countess where she was left 
to isolated neglect, and held few other occupants than some starving spiders. 
The great depression of -29, and the following years the arachnids received company of 
homeless and drifters, who thought it only sensible that the still usable beds in the 
sleeping cars no longer should remain empty. While most of their kind were merely 
unfortunate fates, then any fellowship of the sort which sometimes develop among the 
derelict souls of the world, did not develop here. Robbery, rape and on two occasions 
murder occurred here in the following years, and the citizenry wrote angry letters in the 
local papers condemning the existence of such a troubled spot in their lovely city. The 
police did at times visit the hall, making a symbolic gesture, but was of the opinion that it 
was preferable for the scum to stay there, and not bother their betters in the richer parts of 



the city. 
World War 2 saw the train once again find some dignity, if not much honour. This time in 
German possession, as an SS-officer with a delight for the absurd tried his best to push this 
train back into use for transporting jews and other unwanted elements to concentration 
camps. The plan of course never saw reality, but his interest provoked other members of 
the occupying forces to consider bringing the train set home to Berlin as spoils of war, 
there to become a symbol of Germany now being the centre of Europe. Some restoration 
effort was provided, and the train again became halfway presentable, but after D-Day the 
interested parties got a lot more urgent issues on their mind, and with the German retreat, 
the countess once more was forgotten.

Rediscovery did not happen until quite recently. In 2007 a wealthy hotel tycoon, having 
made his fortune on low-cost rooms for the bargain hunters, now wanted to build a ”flag 
ship” for his empire. This time the target demographic was a clientèle with bigger wallets, 
as the businessman wanted to rid himself of a well-earned reputation as a provider of dull, 
little sleeping cells. After toying with some far more hare-brained ideas, he finally settled 
upon the notion of recreating some of the luxury from the Orient Express of 100 years past. 
His first notion was to build a copy, but a lucky find led to him becoming acquainted with 
the Blue Countess, and upon discovering that he could cut a few cost corners by reusing 
the old stuff, decided upon this being preferable to plastic. A few changes were made for 
the sake of comfort and security, but as much as could be left of the old train remained, 
giving the added bonus of authenticity.

Hell on earth :

The entire train is far too big to be entirely swallowed by hell. The train itself consists of 12 
coaches, 8 being sleeping cars, where normally fairly intelligent people pay double the 
price to sleep in rooms only half as large as a normal hotel room. Of the remaining coaches 
three make up the hotel's highly lauded restaurant, which is visited by a lot more than 
only those staying the night. The last coach does the job of being a reception area and 
storage for the crew. The train stops at a single station every hour until midnight, where it 
picks up and drops off guests.

The limited space the imps can easily move in is at the middle of the train set, namely two 
dining cars and a sleeping car, at the centre of which in the early 30's a 14 year girl was 
kept captive by a group of homeless men, who wanted revenge on the foul bourgeoisie.  
They accomplished this by repeatedly and brutally raping one of the daughters of the 
establishment for two years, until she finally managed to kill herself. It is on top of this 
cosy and secret background that the citizens of today partake of their filet mignon.

The first coach is a sleeping car consisting of eight compartments, providing a total of 16 
beds. Being the coach closest to the restaurant means that the smell of food is always close, 
as is passer-bys heading to and fro their own more luxurious compartments. Due to this, 



these beds are the lowest priced in the entire train set. 
The second car holds a large and well-stocked bar immediately accessible as you enter it, 
along with a waiting area wherein hungry guests can enjoy a drink as they wait for a table 
to become available. Said tables make out the rest of this coach, as they do the car next to 
this one as well. The kitchen lies beyond that, inaccessible to both imps and passengers. 
The dining cars are quite elegant and welcoming, covered with flowers, photographs of 
the old Orient Express, and a warm and generous mood. (At least until someone is 
revealed as a poor tipper).

One troublesome quality for the players with this hell on earth is that it won't have a 
constant flow of people for the duration of the 24 hours they are present there. For a 
considerable period of time they won't even be allowed into the restaurant, which does 
have closing hours, and they will have to find themselves a room or some other place to 
stay when the waiters start glancing meaningfully at their watches. 

The imps will arrive on the train clad in the emperor's finest new clothes, and will have to 
begin their adventure by either using Power to garb themselves, or steal something from 
another guest. 

Victims : 

(Important! The sentences written under ”suggested method” should not in any way be 
interpreted to mean that other methods will necessarily fail. Let the players be creative.)

Staff :

Lazare Monge is a waiter who values his profession. He completed his education with the 
highest grades, and envisions a future where he will be able to serve the finest meals at 
restaurants that are graced with more stars in the Michelin-guide than there are stars in 
the heavens. Hopeful, young and ambitious, he is still a man with the ability to put his 
career temporarily on hold when it is necessary for the people important in his life, and 
has mostly managed to combine a successful social life with a rising career. Should any 
imp try to offer him a successful future in his profession as a temptation, he or she will be 
out of luck, as Lazare is convinced he'll manage this fine without any sort of supernatural 
assistance.
What bothers the young Lazare however is the fact that he's recently been caught in the 
(for him) unpleasant situation of having a pregnant girlfriend. His significant other, an 
American student named Nicole, never did incite the strongest emotions in him, and he 
always imagined that they would go their separate ways after Nicole finished her masters 
degree in 18th century French literature. Now, with a baby on it's way, much has changed. 
Nicole talks of a house with a large garden for the child, their future and even marriage, 
something that terrifies Lazare.



He feels compelled to keep his emotions hidden behind a fake smile due for the sake of the 
child, and has as a result developed a growing disgust for this still unborn little fellow, a 
feeling he fears he will carry with him for a very long time. Nicole is well into the second 
trimester, and any legal abortion is out of the question. The option was never actually 
discussed, mainly because Lazare never dared approach the subject. He is now caught up 
in guilt over having these emotions, nor finding any release for them, and not seeing any 
option for leaving a relationship he truly wants out of.

Suggested method : The imps will have the highest chance of success if they offer Lazare 
to take care of it all, without going into detail. Lazare will highly unlikely himself ask them 
to remove the child (or Nicole), but will accept a deal where the method isn't specified.
Lazare's Weakness is Guilt. This can be revealed to the players if Nicole drops by the 
restaurant, claiming that this is the only place where she can actually talk to her boyfriend, 
since he tends to avoid her during his spare time. She wants to have a conversation with 
Lazare about their future, but he rejects her again, saying that this is not the time for any 
such talk. From her reaction, it is obvious it is nearly never the right time.

Jean Favier is the chef de cuisine at the restaurant ”The Blue Countess”, and has been 
working here ever since the train saw use as a hotel. Before taking employment here he's 
been working at quite a few luxurious restaurants, and has developed a considerable 
network in his profession. A recommendation from Jean has been a guarantee for success 
for a young chef wanting to climb the ladder
Jean has for a long time been exploiting exactly this, by making sure that those wanting his 
assistance have had to pay in return, by providing him sexual favours. Jean has never 
threatened anyone to get into bed with him, and has neither given negative references to 
those who have refused, and he therefore feels quite justified in having young men work 
”overtime”. It's never been a requirement to work in the restaurant to ask for this sort of 
bonus, but the restaurant does tend to attract the sort of staff that are willing to go that 
extra mile, even if it is on their knees.

Now, the situation has dramatically changed. An employee named Michel placed several 
hidden microphones in the kitchen, and now possesses several recordings of what Jean 
has been doing with his latest sous-chef, including the promises given regarding Jean's 
network of contacts and friends. Michel has every ambition to squeeze every drop of profit 
available out of this, claiming both Jean's pay check and other advantages. And despite 
Jean paying whatever Michel demands, then Jean fears that this is only the first step before 
the evidence is revealed to the world regardless, and his entire reputation and career is left 
in ruins. 

Suggested method : Jean's duties include repeatedly visiting the restaurant tables to ask 
the guests their opinion about the food, the manager wanting to provide a touch of 
personal service. Several of the local patrons seem to have some idea what is brewing 



however, having picked up on Michel's not too veiled hints, and amuse themselves by 
making jokes on Jean's behalf. The chef himself does not seem amused however, and he 
will turn constantly  deeper shades of angry red.
Jean's Weakness is Anger. He is furious with Michel, and doesn't in any way feel he's done 
something he deserves being punished over. His primary concern is having the evidence 
against him destroyed, but he'll more easily be convinced if he could ruin his culinary 
enemy Michel at the same time.

Guests:

Theodore Ribot is an elderly gentleman who has been a true pillar of the community. His 
life is a triumphant march for the good in man, from his acts of nobility and bravery in 
World war two, through a long life as an honest and sincere politician, and even more so 
during forty years as a faithful and loving husband. Like everyone else, he's had his flaws. 
He's gotten drunk, cursed, smoked more than what is healthy, and had all the twisted 
thoughts that belong to this life. But whenever it's actually mattered, then the best in him 
has won through, and Theodore is one of a the few people who has truly made this world 
a better place.
These days his wife has passed away, his lungs have developed cancer, and he's reached 
that point where the end of life no longer feels like a dreadful fate. There's still something 
holding him back though. His granddaughter, Marie Ribot, is in his eyes in grave danger 
of destroying herself due her lifestyle. Theodore has always been a man willing to sacrifice 
himself on behalf of others, but he can't quite see what sort of sacrifice is needed to make 
Marie give up sex with strangers, taking ecstasy and acts of crime to cover her economic 
needs.

Suggested method : Theodore and Marie are both at the restaurant this evening, as it is 
Marie's birthday, and she's hoping to score a bit of cash. Instead, Thedore has painted a 
lovely portrait of the entire family they both belong to as a present, which is a major 
disappointment to Marie. Repeatedly during their meal Marie will ask if she can't have 
money instead of this gift, eventually provoking Theodore into raising his voice. The 
granddaughter tops that by shouting and screaming, snarling something about how little 
Theodore loves her, before waiters physically guide her out of the restaurant. Theodore's 
Weakness is Sense of Responsibility. He does not feel ready to leave this reality before he's 
sure his descendant is on the right track.

As a bonus : Marie is also a potential victim, and will easily be convinced to trade in her 
immortal soul for wealth here and now. Her weakness is Addiction. Her soul is worth little 
as currency in hell compared to her grandfather however. 

Adrienne Dupont is eating alone, as she has upon many an occasion. She earns well as an 
accountant and has no problems paying her bills. It's just a bit sad that even the best food 



in France tastes rather poorly when you have no one to share it with. Adrienne suffers 
from a potent social phobia, and has great difficulties meeting other people, and the now 
middle-aged woman dreads that she'll live out the rest of her life in loneliness. That she 
even dares to visit a public place like a restaurant is a result of a potent will trying to 
combat her illness, and she's still trying to accustom herself to being out amongst people. 
She dearly wants the happiness it is to have friends and a boyfriend, but the fear of other 
people eats away every word she has to express this, except to her psychologist.

Suggested method : Adrienne's Weakness is Insecurity. In an otherwise quite charming 
restaurant, this woman is the only silent one, barely daring to give her order to the waiter. 
She keeps her eyes fixed at almost all times on her plate, only rarely risking a few stolen 
glances over towards people she'd like to talk with. Understanding, intimacy and the 
ability to ignore her lack of reactions will be the best means by which this woman's soul 
can be captured. If she herself allows it, the imps can change her nature, curing her 
shyness. Convincing her that she finally has a real friend will mean a large bonus for 
whatever imp manages to trick her into believing this. 

Eve Lefevre loathes the stupidity, depravity and selfishness that at all times surround her. 
As a ballet dancer she's worked harder than everyone else, invested more hours into 
training than all her colleagues, and has far more natural talent in her art form. But as she 
refuses to sell out her own integrity, then she's repeatedly been left in the shadow of less 
skilled women who have happily spread their legs for the choreographer, the director or 
even the bus boy, if they believed it would give them an edge. (Or so Eve believes. In 
reality, it's just as often been the case that the ensemble believes her too hard to work with, 
preferring a slightly less talented dancer for the sake of the group).
Others speak of her as arrogant, mocking and venomous. When it comes to dance she has 
every reason to be this, as she is truly a great, if still undiscovered talent. Having to settle 
for minor roles feels horribly unfair, especially given the short time span a ballet dancer's 
career tends to last. 
The last insult she's received arrived earlier today, where she was informed that a rival 
named Madeline won the position in the Ballet de l'Opera National de Paris, which Eve 
herself desperately wanted, and felt certain she'd win. Indeed, the dinner she's now 
furiously consuming was originally intended to be her personal reward for winning that 
role. She is now contemplating why Madeline got the part, and Madeline's speciality 
move, the side split, is occupying a very important part of that theory.

Suggested method : Eve's Weakness is Arrogance. She desires the admiration and 
subservience of the masses, which is among the most difficult thing for an Imp to provide, 
given their inability to change the minds of free souls. Changing her to some degree is one 
option, though one she'll not be easily convinced about. Vengeance over her enemies is 
also a bonus, but not by itself a deal-maker. This will be a rather hard sell for the imps, 
forcing them to get creative. 



Angel : 

Alemiel will arrive at the restaurant when the Threat level for divine intervention reaches 
level 2. 

Alemiel will take the form of an exceptionally beautiful young man, who will quickly 
catch the attention of most the women present, plus some of the gentlemen. He has a 
panther-like build, movements of lion, and seem to have all sorts of cats liking for being 
the centre of attention. During dialogue he's both flirtatious and dismissive at the same 
time, offering up himself and then retracting the offer in the very next sentence. It is 
therefore easy to assume that Alemiel is nothing more than a narcissistic individual well 
worth loathing, albeit not easily loathed due to baser instinct getting in the way.
This is however quite far from the truth. Alemiel uses exactly mankind's great respect for 
beauty as part of his arsenal, but does not have much respect for it himself. Alemiel has 
been watching over this earth for quite some time, and he's seen how men and women 
tend to judge others by their exterior alone, with none or little concern for the eternal soul 
within. By making himself an ideal beauty, to the point of absurdity or perfection (or 
both), he usually receives whatever he wants, without having to lift a finger.
Alemiel's weakness is Contempt for Humans, and it is through this that the imps best can 
vanquish him, should he get in their way. They do something that Alemiel has longed to 
do for quite some time, punishing these ignoble apes. 


