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 The following describes various kinds of spirits and in-betweeners appropriate to 

a campaign using historically-based ritual magic.  It is assumed that such a campaign will 

take place in Europe in the Middle Ages or early Renaissance.  Modern campaigns can 

use these spirits but it is recommended that additional Saints be included and the role of 

Fairies be further diminished.  Campaigns set in Asia, Central or Southern Africa, or the 

New World will need a substantially revised bestiary, as the Christian/Judaic/Moslem 

conception of Demons and Angels are not appropriate in these milieus.   

 These lists are far from comprehensive, but they reflect a number of sources, 

including religious works, books on magic, and grimoires. 



 
 

Angels 

 Angels (literally, "heralds of God") are spirits which serve God.  Many are benign, 

but others are  evil by human standards, and all serve God's inscrutable will.  According 

to some traditions, they are independent spirits, the natural inhabitants of the spheres 

between the skies and heaven.  Other authorities state that the angels merely represent 

aspects of God.  Whatever the case, they may be invoked in prayers and spells, and 

produce magical effects.  Some theologians will grant that this kind of magic is less 

repugnant than consorting with demons, but most feel that to invoke the angels is 

seriously impious if not blasphemous.  Indeed, some Church leaders suspect that any 

angels who respond to the rituals of wizards must in fact be fallen angels. 



 The highest level of manifestation an angel may take depends on its rank in the 

hierarchy: 

 Minor manifestations: Angels, Archangels, and Pricipalities 

 Moderate manifestations: Powers, Virtues, and Dominions 

 Major manifestations: Thrones, Cherubim, and Seraphim 

 Angels assume any appearance they wish, but tend to take the shape of beautiful, 

androgynous winged humans when they are visible.  Biblical writers state that Seraphim 

appear with six wings. Cherubim are more bizarre: they have four wings, four faces (of a 

cherub, a man, a lion, and an eagle), and bear flming swords.  Ezekiel describes the 

Thrones as fiery wheels with a ring of eyes, the mounts of the Cherubim (Because of this 

description, UFO buffs claim that Ezekiel saw flying saucers).  The lower orders of 

angels appear more human-like. 

 

 Minor Manifestation: 

 ST: 15  IQ: 16  Will: 17 

 DX: 14 HT: 16 Alertness: 17  

 Move/Dodge: 7/8  Fatigue: 30 

 

 Moderate Manifestation: 

 ST: 25  IQ: 17  Will: 18 

 DX: 15 HT: 17 Alertness: 18  

 Move/Dodge: 8/9  Fatigue: 50 

 

 Major Manifestation: 

 ST: 40  IQ: 18  Will: 22 

 DX: 16 HT: 20 Alertness: 19  

 Move/Dodge: 9/10  Fatigue: 100 

 

 

Seraphim: Michael, Azreal, Asrafil, Raphael, Gabriel, Uriel 

Cherubim: Mettraton, Masleh, Sabbathi, Zadkiel, Geburah, Haniel, Jesodoth 

Thrones: Names unknown 

Dominions: Moukir, Nakir 

Virtues: Names unknown. 

Powers: Aiel, Ol, Sizajasel, Giel, Jael, Ausiul, Cael, Sosol, Pasiel, Tual, Voil, Casujoiah 

Principalities: Names unknown.  One is assigned to each nation (except Isreal, which is 

ruled by God). 

Archangels: Names unknown. 

Angels: All others 

 

 

 

 



 All angels have the basic spirit powers listed in GURPS Voodoo.  Some angels 

have particular spheres of influence, which are detailed in the angels' descriptions.  

Astrological influences are listed, but as yet have no game mechanics. 

Aiel: Ares 

Alimiel: imparts fertility in all things (Conception +5; Removes Strike Barren/Impotent at 

+5) 

Alphariza: power over goods & riches (Money Maker +5) 

Armon: power over goods & riches (Money Maker +5) 

Asrafil (Israfil): Moslem angel of ressurection (additonal -5 to summon Asrafil; +5 

Ressurection) 

Ausiul: Aquarius 

Azreal: Moslem angel of death (Evil Eye +5) 

Barchiel 

Borchiel: imparts fertility in all things (Conception +5; Removes Strike Barren/Impotent 

at +5) 

Cael: Cancer 

Captiel 

Casujoiah: Capricorn 

Deliel 

Eliphamasai 

Elomnia 

Gabriel: This angel is well-known for his exploits in the Bible as an active herald.  

Occultists know that Gabriel is also the ruler of jinn and protecting spirits, and governs 

the element Water. (+5 to Summon Jinn and Ghosts, +5 to all water-related rituals) 

Geburah (Gamaliel): imparts fortitude (+5 to all Path of Health rituals) 

Gediel 

Gedobonai 

Gelmiros 

Genon: power over goods & riches (Money Maker +5) 

Gereinon: power over goods & riches (Money Maker +5) 

Geron: power over goods & riches (Money Maker +5) 

Giel: Gemini 

Haniel: governs divine love (+5 to Love Charm, Love Magnet) 

Hellison: imparts fertility in all things (Conception +5; Removes Strike Barren/Impotent 

at +5) 

Jael: Libra 

Jesodoth: associated with the Earth, and imparts knowledge (+5 to all Earth-related 

rituals; can teach any skill) 

Lebes: imparts fertility in all things (Conception +5; Removes Strike Barren/Impotent at 

+5) 

Masleh: controls the generation of  the four elements and living things (+5 to Summon 

Elemental and Conception) 

Metratton: ruler of cherubim (+5 to Summon any Cherubim, including fallen 

angels/Demons) 



Michael:  Also known as St. Michael, this angel is counted the greatest of all God's 

servants.  He is a fighter of demons, the arch-foe of Satan, and imparts eloquence and 

wisdom.  He controls the element Fire. (+5 to Exorcism, Slay the Beast, and all Fire-

related rituals.  Can teach any Social or Combat skill.) 

Moukir: Moslem angel of judgment 

Ol: Leo 

Nakir: Moslem angel of judgment 

Pasiel: Pices 

Raphael: special ruler of the sun and responsible for healing, governs Air. (+5 to all Path 

of Health rituals and Air-related rituals) 

Raziel: servant of Masleh 

Sabbathi: responsible for imparting souls in humans (+5 to Animate Head, Animate 

Golem) 

Saranana 

Sizajasel: Saggitarus 

Sosol: Scorpio 

Tual: Taurus 

Uriel: governs Earth (+5 to all Earth-related rituals) 

Voil: Virgo 

Zadkiel: fashions the forms of bodies (+5 to Path of Health) 



 
 

Demons 

Three friars, says a legend, hid themselves near the Witch Sabbath orgies that 

they might count the devils; but the Chief of these, discovering the friars, said, 

"Reverend Brothers, our army is such that if all the Alps, their rocks and glaciers, 

were equally divided among us, none would have a pound's weight." 

 --Moncure Daniel Conway, Demonology and Devil-Lore 

 

 Demons are fallen angels, rebelious spirits who followed Lucifer against God and 

were cast into Hell.  Just as angels belong to certain strata of a hierarchy, so do demons 

retain their membership to the order they belonged to before the fall.  Note that demons 

tend to have many names and aliases.  This is partly due to translation problems, but 

remember that a demon would be highly motivated to go by an alias either to hide its true 

nature or to keep the summoner from learning its true name and thereby gaining control 

over it.  Theologians disagree as to whether they are aspects of the Devil or his actual 

servants.  The Christian Church recognizes all Pagan deities as demons. 



 Manifestations are assumed according to rank; see the angels above.  Most 

demons will only assume their highest level of manifestation, so that a fallen Seraphim, 

for example, can only be Summoned at -8.  Under certain conditions, demons may 

assume an in-betweener form, usually of horrible aspect.  All demons delight in taking 

possession of mortals whenever they can.  A demonically-possessed person will have +5 

ST and be capable of many bizarre feats, including levitation, unnatural contortions, 

speaking backwards or in languages unknown to the possessed, etc. (watch The Exorcist)  

The possessed person may have lucid moments but the demon will make itself known by 

its inhuman voice, uncanny knowledge, and violent behavior. 

 

Seraphim: Lucifer, Asmodeus, Beelzebub, Leviathan 

Cherubim: Balberith, Lucifuge Rofocale 

Thrones: Focalor, Phoenix, Purson, Murmor, Astaroth, Verrine, Gressil, Sonneillon, 

Raum, Adramelech 

Dominions: Oeillet, Rosier, Paimon, Marchosias, Balam 

Virtues: Agares, Barbatos, Belias, Belial 

Powers: Goap, Carreau, Carnivean, Beleth, Vual, Procel, Amy 

Principalities: Verrier 

Archangels: Olivier 

Angels: All others. 

 

Generic Statistics for Demons 

 Minor Manifestation: 

 ST: 15-18 IQ: 13-18 Will: 14-19 

 DX: 14-15 HT: 13-16 Alertness: 14-19  

 Move/Dodge: 7/8  Fatigue: 30 

 

 Moderate Manifestation: 

 ST: 25-35 IQ: 14-18 Will: 17-20 

 DX: 15-18 HT: 16-18 Alertness: 15-20  

 Move/Dodge: 8/9  Fatigue: 50 

 

 Major Manifestation: 

 ST: 35-50 IQ: 15-19 Will: 20-25 

 DX:   HT: 18-20 Alertness: 16-20  

 Move/Dodge: 9/10  Fatigue: 100 

 

 

 In-Betweener Manifestation / First Hierarchy: 

 ST: 1d+19 IQ: 1d+8 Will: IQ+1 

 DX: 1d+12 HT: 2d+12 Alertness: IQ  

 Move/Dodge: var.    

 PD/DR: 0/2   

Attacks: by weapon, or claws/horns (thr+2 cru) 

 



 In-Betweener Manifestation / Second Hierarchy: 

 ST: 2d+20 IQ: 1d+12 Will: IQ+1 

 DX: 1d+14 HT: 2d+12/+15hp Alertness: IQ  

 Move/Dodge: var.    

 PD/DR: 1/3    

Attacks: by weapon, or claws (thr/cut)  horns (thr+2/cru) 

 

 In-Betweener Manifestation / Third Hierarchy: 

 ST: 3d+25  IQ: 1d+14 Will: IQ+1 

 DX: 1d+14 HT:1d+16/+20 hp Alertness: IQ  

 Move/Dodge: var.    

 PD/DR: 2/4    

Attacks: by weapon, or claws (thr/cut) horns (thr+2/cru) 

 

 In-betweener manifestations of demons have Fast Regeneration (1 hp/min) and In-

betweener Invulnerability.  As spirits, all demons have the basic spirit powers described 

in GURPS Voodoo.  In addition, many demons have other powers, which are listed in 

each individual description.  When summoned and controlled, their powers will be at the 

disposal of the summoner.  Demons can also possess humans and animals.  A demon uses 

his own stats, except for HT, while in a body.  The possessed body's HT is used instead.  

In the Dreamworld, and as visible spirits, demons appear as goats, dogs, men, or satyrs.  

Some demons take shapes which are particular to them.  These shapes are described in 

the demon's description below. 

 

Individual Demon listings 

Abaddan (Apollyon) -- Q.  This demon is particularly associated with war. 

Adramelech -- This demon was revered as a sun god by the Samaratins, who burnt 

children in his honor.  In truth, however, he is the prince of the fallen thrones.  He appears 

as a peacock, as a mule, or as peacock-tailed man with a mule's head. 

Agares -- B,C,D,E.  Agares appears as a kindly old man riding a crocodile and carrying a 

goshawk. 

Agliarept -- G.  Buer, Guyson, and Botis are his servants. 

Aini (Aym, Harborym) -- G.  Appears with three heads (snake, cat, and man).  Rides a 

viper and carries a firebrand. 

Allozen (Alloien, Allocer) -- F,O,N.  Appears as a red soldier, with eyes of fire and the 

head of a lion.  Speaks with a loud and hoarse voice. 

Amaymon 

Amduscias -- W,N.  Appears as a unicorn or a man. 

Amon (Aamon) -- J,K.  Appears as a wolf with a serpent's head, vomiting fire. 

Amy -- O,F,N,L.  Appears as a flame, but can also appear as a man. 

Andras -- Q,T.  Appears as a raven-headed angel riding a wolf and bearing a sword. 

Andrealphus -- F,O,I(shape of a bird only).  Appears as a peacock or a man. 

Andomalius -- L,G.  Appears as a man holding a serpent. 



Asmodeus (Asmoday, Sydonay) -- A,F,O,L.  The patron demon of Lust and prince of 

revengers of evil.  Appears as a monster with three heads (bull, ogre, and ram), a serpent's 

tail, and goose feet.  Rides a dragon.  Adversary: St. John the Baptist. 

Astaroth (Ashtaroth) -- J,G,F.  Appears as an ugly angel riding a dragon with a viper in 

his hand.  His breath is said to be intolerably foul.  Astaroth is the patron demon of the 

deadly sin sloth, and has a special emnity for St. Bartholomew.  When summoned, 

Astaroth gossips freely about the Fall of the angels and insists that he was punished 

unjustly and will one day resume his place in Heaven.  He is the prince of accusers and 

inquisitors. 

Aylasis -- P 

Azazel -- F,O 

Baal -- A.  Baal appears with the head of a toad, cat, or man, or all three. 

Balam (Balan, Balaam, Balemm) -- A,J.  Sometimes he appears as a monster with the 

three heads (bull, man, and ram), a serpent tail, and eyes of fire.  Other times he appears a 

goat-headed man with long, clawed fingers and toes, riding a bear and carrying a 

goshawk. 

Balberith -- This fallen Cherub specializes in tempting men to murder.  Adversary: St. 

Barnabas. 

Barbatos -- F,L,J,M,K.  Appears as a regal man, accompanied by four kings and three 

troops of soldiers. 

Bathin (Bathym, Marthim) -- O,P.  Appears as a strong man with a serpent's tail on a 

horse. 

Bechard -- S 

Beelzebub -- Known as the 'Lord of the Flies,' this demon appears as a man or as a giant 

fly.  This demon is the patron of Gluttony and considered the prince of false gods.  St. 

Francis is his adversary. 

Beleth (Byleth) -- K.  Appears as a man on a pale horse, accompanied by musicians. 

Belial -- N,K.  Appears as a beautiful angel on a chariot of fire.  He represents 

wickedness and evil incarnate.  His name comes from the Hebrew 'beli ya'al,' or 

'worthless.'  He is said to be Hell's ambassador to Turkey.  He is called the prince of all 

vessels of iniquity. 

Belias -- Tempts men with arrogance and distracts women from Church services.  

Adversary is St. Francis de Paul. 

Belphegor -- Appears as an ugly angel with bat wings.  Belphegor once visited the Earth 

to inquire about human procreation; he was so revolted by what he saw that he went back 

to hell and counted his blessings.  Belphegor's name has come to mean 'misogynist.'  He 

is Hell's ambassador to France. 

Berith (Beal, Bofi, Bolfry) -- J,L.  Appears as a red soldier with a crown, riding a red 

horse.  The Necromancers, among whom this demon is quite popular, call him Bolfry.  

He is a notorious liar. 

Bifrons -- O,F,R.  Appears as a monstrous man with claws and fangs, or as a man. 

Botis -- J,K,F.  Appears as a viper, or a man with horns and a sword. 

Brulefer -- K 

Bucon -- K 

Buer -- N,H,F,O.   



Bune -- L,R.  Appears as a dragon with the heads of a dog, man, and griffin. 

Caim -- J,M.  Appears as a thrush or blackbird, or as a man with a sword. 

Carnivean --  Tempts men with obscenity.  Adversary: John the Evangelist. 

Carreau -- This demon tempts with hardness of heart.  Adversaries are St. Vincent and 

St. Vincent Ferrer. 

Cimeries -- F,G,L,I(shape of a soldier only).  Appears as a soldier on a black horse. 

Clauneck -- L 

Clistheret -- W.  This demon will make it appear to be night or day at will.  This is an 

illusion, of course. 

Dantalian -- F,G,K,W.  Appears as a man with many faces of both sexes.  He carries a 

book. 

Decarabia -- X(Birds),O.  Appears as a pentacle but can also assume the form of a man. 

Elelogap -- Y 

Eligor -- G,Q.  Appears as a knight with lance and scepter. 

Flauros -- J.  Appears as a leopard or a man with fiery eyes. 

Fleurety -- V,S.  Fleurety can perform any labor at night.  He is served by Eligor, 

Bathsin, and Pursan. 

Focalor -- S.  Appears as a man with griffin wings. 

Forneus -- F,D,K.  Appears as a sea-monster.  this demon can be summoned only at sea 

or on a beach.  At sea, he will sink any ship. 

Foras (Forcas) -- F,O,A,L.  Appears as a strong man. 

Frimost -- K 

Frucissiere -- R.  This demon is invoked to raise the dead (personal skill 15 at Animate 

Corpse, or +5 to summoner's skill as assistant). 

Frutimere -- This demon is associated with all kinds of festivals.  A mage is at +3 to 

summon him during such an event. 

Furcas -- F,O.  Appears as a cruel, hairy old man on a horse and carrying a spear. 

Furfur -- K,S.  Appears as a hart with a fiery tail, or as an angel. 

Gaap (Tap, Goap) -- F,K,O,N,P,J.  Appears as a man accompanied by four kings. 

Gamygyn -- Appears as a horse or ass, but can also take human shape. 

Glassyalabolas (Caacrinoloas, Caassimola) -- F,A,Q,J.  Appears as a winged dog. 

Gomory -- J,K,L.  Appears as a beautiful, crowned woman. 

Gressil -- This demon tempts with uncleanliness and impurity.  He is subordinate to 

Verrine.  His adversary is St. Bernard. 

Guland -- H 

Gusion (Gusayn) -- J.  Appears as a dog-headed man. 

Hael -- G,D,M 

Hagenti -- L,W.  Appears as a winged bull, or as a man. 

Halpas -- U,T,P.  Appears as a stockdove. 

Haramael -- F 

Haristum -- V 

Hiepacth -- C 

Huictiigara -- K 

Humots -- F.  This demon will bring the summoner any book he desires.  The books turn 

into ashes when Humots is dismissed. 



Hutgin -- This demon is Hell's ambassador to Italy. 

Ipos (Ipes, Ayporos, Aypeos) -- J,K.  Appears as an angel with a lion's head, goose feet, 

and a hare's tail. 

Iuvart -- Prince of demons of the order of Angels. 

Khil -- E 

Lerajie -- Q,H.  Appears as an archer in green. 

Leviathan -- This demon is the patron of Envy and delights in tempting men to commit 

blasphemy.  Adversary: St. Peter the Apostle. 

Lucifuge Rofocal -- L.  Very popular among goetic mages who use him to aid Money 

Maker rituals.  Baal, Agares, and Marbas are all his servants. 

Malpas -- P,N,K.  Appears as a crow or a man. 

Mammon -- The patron demon of Avarice.  He is said to be the prince of ensnarers and 

tempters.  This demon is Hell's ambassador to England. 

Marbas (Balbas) -- G,H,I.  Appears as a lion, and can take human form as well. 

Marchosias -- T.  Appears as a winged wolf with a snake's tail, breathing fire. 

Martinet -- This demon is Hell's ambassador to Switzerland. 

Merihim -- R(spirits causing pestilence)  

Mersilde -- P 

Minoson -- L 

Morail -- A 

Morax (Forfax, Foraii) -- F,N,O.  Appears as a man-headed bull. 

Murmur -- F,R.  Appears as a crowned soldier riding a griffon and accompanied by two 

trumpeters. 

Musisin -- K 

Naberius (Cerberus) -- F.  Appears as a cock.  There is some question as to whether this 

demon is is the Cerberus of Greek myth, who was a three-headed dog that guarded the 

gates of Hades. 

Nebiros -- O.  Nebiros is particularly fond of teaching Necromancy, Divination, and the 

making of the Hand of Glory.  Ayperos, Naberius, and Glassyalabolas are all his servants. 

Olliet -- Tempts clergy to break vows of poverty.  Adversary: St. Martin. 

Ollivier -- Tempts men with mercilessness and cruelty toward the poor.  Adversary: St. 

Lawrence. 

Orias -- O,I.  Appears as a lion riding a horse, with a serpent's tail and holding two 

snakes. 

Orobas -- J,O,T.  Appears as a horse or a man. 

Ose -- G,F,I.  Appears as a leopard or a man. 

Paimon -- F,G,K,N.  Appears as a crowned man on a camel accompanied by musicians. 

Pentagnomy -- A 

Phoenix -- F.  Appears as a phoenix (fiery bird), singing with a child's voice. 

Procel (Pucel) -- F,G,W.  Appears as an angel. 

Proculo --  Proculo works the Enchanted Sleep ritual for the summoner (at 15 skill) and 

is particularly knowledgeable about the Dream-world.  He can teach the Path of Dreams. 

Purson (Curson) -- L,J,N.  Appears as lion headed king carrying a viper and riding a 

bear. 

Raum (Raym) -- L,T,R.  Appears as a crow or a man. 



Rimmon -- This demon is Hell's ambassador to Russia. 

Ronobe (Ronove, Roneve) -- F,O.  This demon is said to have a monstrous appearance, 

but never appears the same twice. 

Rosier -- Tempts men to fall in love.  Adversary: St. Basil. 

Sabnack (Saburac) -- N,H,V.  Appears as a soldier with a lion's head, riding a pale 

horse. 

Saleos (Zaleos) -- K.  Appears as a crowned soldier on a crocodile. 

Sargatanas -- A,G,P.  Zoray, Faraii, and Valefar all serve this demon lord.  Sarganatas is 

said to teach the art of sheperds; that is, ministry (Bard). 

Satanachia -- K.  Pruslas, Aamon, and Barbatos are his servants. 

Seere -- P.  Appears as a man on a pegasus.  Seere is alleged to make events happen in 

less time than they would normally take.  He does this through trickery and deception. 

Segal -- W 

Sergulath -- F 

Sergutthy -- K 

Shax (Chax, Scox) -- K,P,L,G.  Appears as a stork. 

Sidragoson -- K 

Sirchade -- W 

Solas (Stolas) -- O.  Appears as a raven or a man. 

Sonneillon -- This demon tempts with hatred against enemies.  His adversary is St. 

Stephen. 

Surgat -- Surgat is invoked to open locks.  He has Lockpicking at 15, and his normal 

abilities as a Spirit (poltergeist effect, ability to pass through solid objects, etc.) make any 

mechanical lock easy for him to open. 

Sustugriel -- O,N.  Besides familiars, Sustugriel is said to furnish Madrake root, an herb 

used in many Path of Passions rituals. 

Sytry -- K.  Appears with a leopard's head and griffin's wings. 

Thamus -- This demon is Hell's ambassador to Spain. 

Trimasel -- F,O 

Valac -- L,X(snakes).  Appears as a boy with angel wings riding a two-headed dragon. 

Valefor (Malaphar) -- Appears as a man-headed lion. 

Vapula -- F.  Appears as a lion with griffin wings. 

Vassago -- F,G.  Vassago's appearance is identical to Agares'. 

Vepar (Separ) -- H,S,W.  Appears as a mermaid. 

Verrier -- Tempts to disobedience.  Adversary: St. Bernard. 

Verrine -- The demon of impatience, Verrine is subordinate to Astaroth.  His adversary is 

St. Dominic. 

Vine -- G,S,V,J.  Appears as a lion seated on a black horse, holding a viper.  Vine is also 

said to have a more monstrous appearance(!) 

Vual -- J,K.  Appears as a huge camel, or a man speaking Egyptian. 

Zagan -- F,W,L.  Appears as a winged bull or a man. 

Zepar -- K,H.  Appears as a red soldier. 

 

 

 



Demonic Powers 

 In addition to the powers of spirits and in-betweeners granted under the generic 

statistics listed above, some demons have other powers and areas of expertise, indicated 

by letters in each demon's listing.  The powers and knowledge of a summoned demon are 

at the disposal of the summoner.  This can mean that the demon will teach skills and give 

bonuses to certain rituals as long as the demon is present.  These additional abilities are: 

A: The ability to impart invisibility in others. (Invisibility ritual +5)  

B: Paralyze others (Command +5) 

C: Call person (Summon Person ritual +5) 

D: Teach languages (human) 

E: Cause earthquakes (Earthquake ritual +5) 

F: Liberal arts & sciences (Teaches all Science, Art skills) 

G: Knowledge of secrets, and things hidden or lost 

H: Cause/Cure Disease (Dose/Malaise +5) 

I:  Transform men into various shapes 

J: Knowledge of the past, present, & future.  Some demons can ascend close to the 

heavenly plane of Angels, and listen in on their conversations.  They thus learn about 

future events and the present goings-on of earth.  Demons also spend time observing 

human events and so have knowledge of the past.  

K: Influence human emotions.  Effects range from reconciling foes to  charming and 

procuring love.  Also able to instill hate and discord.  (path of passion +5) 

L: Knowledge of treasure. 

M: Teach all languages (including those of animals and spirits) 

N: Grant familiars.   

O: Teach magical skills (Alchemy, Astrology, Occultism, Ritual Magic, Magical 

Diagrams, Divination) 

P: Teleport (Shadow Walk +5, Dream Walk +5) 

Q: Incite violence (Curse of hatred +5) 

R: Control over spirits (Mastery +5) 

S: Weather control (Bind the Wind, Bolt from Heaven, Drought, Rainmaker, Storm +5) 

T: Not an ability as such.  This code indicates that the demon in question is especially 

likely to engage in physical combat.  Such a demon will be most effective when 

Possessing a body or manifesting as an in-betweener, as a spirit quickly exhausts his 

fatigue using the Poltergeist effect. 

U: Control Fire (Summon Fire Elemental, Kindle +5) 

V: Builder.  The demon can be enlisted to speed the construction of buildings.  GM will 

determine effects; traditionally, such a demon might put up a bridge in a single night.  

W: Illusion (Glamoury +5) 

X: Summon/control animals  

Y: Water (Summon Water Elemental, Rainmaker, Drought +5) 

Z: Transformation of objects, including transmutation of metals into gold. 

 



 
 

Minor Demonic Entities 

 Apart from the named demons, there are other anonymous entities.  These are the 

imps and incubi.   

Imps are diminutive in-betweeners who sometimes serve witches as their familiars.  Imps 

may look like normal animals (typically cats, bats, frogs, toads, weasels, flies, dogs etc.), 

but can also have ugly, unnatural shapes (for example, a fat daschund with no legs, a 

greyhound with the head of an ox, etc).  Imps that serve as familiars will suck the blood 

of their masters from a 'devil's mark' or third teat. 

Incubi are spirits who visit women at night and have sex with them.  When they visit 

men, they are called Succubi.  It is uncertain why they visit humans, but at least two 

theories have been developed by occultists.  One is that the demons have no power 

outside of the dream-world and can only visit humans in their dreams, and attempt to 

cause nightmares.  Somehow the demons feed off the energy released in nightmares.  The 

other theory is that a demon will first visit a man as a Succubus to get semen, and then 

implant it in a woman as an Incubus.  The child thus produced is sure to be demonic, and 

this theory recalls the legend that Merlin's father was a demon. 

 Succubus / Incubus: 

 ST: 15  IQ: 10  Will: 11 

 DX: 12 HT: 12 Alertness: 15  

 Move/Dodge: 5  Fatigue: ST 

 

 Imp: 

 ST: 2d6  IQ: 14  Will: 15 

 DX: 12  HT: 12/5 Alertness: 15  

 Move/Dodge: 5/7    

 DR: 0  PD: 0  Attacks: By animal type 



 
 

The Devil 

 "The Devil," in this Bestiary, refers to the evil entity variously called "Satan," 

"Lucifer," etc.  In Islam, he is called "Iblis."  The Devil is the greatest spirit of evil, and 

has immense power.  The Demons and Jinn are his supernatural agents, while human 

Satanists are his agents on earth.  The Devil rules Hell, as a prisoner-king.  He sends 

demons in shifts to torment fallen souls and tempt the living.  The Devil is invoked only 

at Black Masses and by those wishing to make a Pact with him.  Most frequently, he will 

send lesser spirits, for he is always busily drawing up plans for the final conflict.  The 

Devil is a Demon of Seraphim rank. 



 
Elementals 

 Elementals are ancient in-betweeners which, like the Olympic Spirits, have no 

particular place in the major world religions.  In fact only occultists are even aware of 

their existence.  The elementals are mortal, although their life spans are not less than 

thousands of years.  The elementals live alongside the human world, but usually remain 

invisible or hidden. 

 Elemental lords are spirits, with all normal powers described in Voodoo.  In 

addition, each lord has virtually unlimited control over his element. 

 Elementals and elemental lords may appear in minor, moderate, or major 

manifestations. 

 Elementals 

 Minor Manifestation: 

 ST: 11  IQ: 11  Will: 12 

 DX: 11 HT: 11 Alertness: 12  

 Move/Dodge: 5/5 

 

 Moderate Manifestation: 

 ST: 15  IQ: 14  Will: 16 

 DX: 13 HT: 14/20 Alertness: 13  

 Move/Dodge: 6/7    

 

 Major Manifestation: 

 ST: 20  IQ: 15  Will: 20 

 DX: 15 HT: 15/25 Alertness: 14  

 Move/Dodge: 8/9    



 

 Elemental Lords 

 Minor Manifestation: 

 ST: 15  IQ: 14  Will: 16 

 DX: 13 HT: 14 Alertness: 15  

 Move/Dodge: 6/6  Fatigue: 20 

 

 Moderate Manifestation: 

 ST: 20  IQ: 15  Will: 18 

 DX: 13 HT: 15 Alertness: 15  

 Move/Dodge: 6/6  Fatigue: 40 

 

 Major Manifestation: 

 ST: 30  IQ: 16  Will: 22 

 DX: 14 HT: 17 Alertness: 15  

 Move/Dodge: 9/10  Fatigue: 80 

 

 

Air: 

Sylphs: Sylphs appear as fierce-looking humans, with wild, flowing hair and clothes.  

Despite their appearance, however, they are quite docile.  The sylphs are interested in the 

sciences, although they have no interest in practical applications of scientific theory.  

When they deal with humans, they respect only learning and wisdom, and will not suffer 

fools. +1 IQ.  Sylphs can use all weather-influencing rituals at a base Path skill 15. 

Paralda, Lord of the Air:  Paralda appears as a huge sylph, with flowing beard and lordly 

cape.  He wears a crown and carries a scepter.  He will gladly assist any mage who 

summons him, so long as the objective in some way hinders the Gnomes.  He also 

intervenes against minor demons and fairies, since both classes of spirits tend to compete 

with him for dominion of the air.  Paralda can grant up to +5 to any ritual concerned with 

the Air. 

 

Earth: 

Gnomes (fem. Gnomides): Gnomes are very small in stature, and live underground.  

They guard subterranean treasures, from buried hoards to mineral veins, but will be 

friendly to humans who do not covet their treasures.  They are quite ingenious in all 

practical engineering matters, and will assist humans out of sheer desire to work.  -1 Will.  

Gnomes have a 15 on all craft skills, and can use any ritual affecting  Earth at a base Path 

skill of 14. 

Gob, Lord of the Earth: Gob appears as an enormous Gnome, wearing a miner's cap and 

bearing a pickax.  He is usually covered with soot and dust, and if summoned will 

complain constantly that he is busy and must attend to other urgent matters.  He can 

reveal treasures to mortals but rarely does so.  Gob can cause Earthquakes with a ritual 

skill of 15.  With the cooperation of Djin, Gob can cause volcanoes to erupt. 

 

 



Fire: 

Salamanders: Salamanders appear to live in fires and hot regions of the earth, such as 

volcanoes.  They are not interested in human affairs, although they have a fondness for 

philosophers.  Their women are rarely seen but are reputed to be more beautiful than even 

the Nymphs.  Salamanders can use the Kindling ritual at skill 15. 

Djin, Lord of Fire: Djin appears as a giant, red-skinned man wearing a turban and bearing 

a flaming sword.  Anything flammable object within three yards of him will burst in to 

flames, and he can cause 3d fire damage to any living thing in his line of sight every turn.  

He can also cause fires to ignite anywhere on earth, by manipulating probabilities, but 

there must be favorable conditions for a fire (oil-soaked rags, faulty wiring, etc.)  Djin is 

said to be the greatest of the jinn, a race of demons described by Moslem sources.  

However, jinn are distinct from elementals, and do not live in fire, and so Djin's origins 

remain open to speculation.  Djin has a good disposition but is uninterested in human 

affairs.   

 

Water: 

Nymphs (Undines): The Nymphs live in all bodies of water, natural or man-made.  Their 

race is predominantly female.  Nymphs appear as very beautiful women or handsome 

men, but rarely venture out of the water.  Nymphs can use any water-based ritual at a base 

Path skill of 15. 

Necksa, Lord of the Water:  Necksa appears much as Neptune/Poseidon is depicted; i.e. a 

huge merman who wears a crown of shells and carries a trident.  He is always attended by 

at least a dozen Nymphs who he calls his daughters.  Necksa can easily sink ships or 

cause sunken vessels to surface.  He will not voluntarily leave the oceans, however, and 

can only be summoned at sea or on a beach.  Necksa can impart a +5 bonus to any water-

related ritual, and can cause storms, hurricanes, tidal waves, and other severe water 

phenomena. 



 

 

 
 

Fairies 

 The fairies are given different names in every culture, but they are known among 

the Celts and Navajo, from Africa to Asia.  They are often malignant or mischievous, and 

so are called the "Good Neighbors," "Little People," or "Good Folk" to avoid raising their 

wrath -- one never knows if they are listening.  Some theologians maintain that they are 

merely fallen angels who, when Lucifer was cast into Hell, did not follow him and instead 

were left in the air, water, and earth, mid-way between Heaven and Hell.  It has even been 

alleged that Satan takes 10% of their number every year, as a kind of tithe. 

 However, for our purposes let us assume that the Fairies are an ancient race of 

Pre-Christian in-betweeners.  They may be called upon by wizards, but they tend to be 

fickle and much less powerful than the other spirits detailed in this Bestiary.  For the most 

part, only Folk Magicians deal with the Fairies, and they can't be summoned by rituals.  

Fairies sometimes befriend mortals, and when they do they may provide him with a 

phrase or object that will call the Fairy, but the Fairy is not compelled to come when 

called. 

 All fairies can turn invisible and work ritual magic as fourth level or higher 

initiates. 

 

Oberon, King of the Fairies:  Short, dwarfish figure about three feet tall.  Power over 

weather and progenitor of many Fairy races. 

 ST:  IQ:  Will: 

 DX:  HT:  Alertness:  

 Move/Dodge:   Fatigue: 

   

 



Mab, Queen of the Fairies: Also called Queen Elphame, Diana.  Can appear as either a 

broom-riding hag or a winged sylph.  Frequently kidnaps humans or drowns them as an 

offering to Satan.  

 ST:  IQ:  Will: 

 DX:  HT:  Alertness:  

 Move/Dodge:   Fatigue: 

 

   

Typical Fairies: 

Brownie:  

 ST: 2d6+8 IQ: d6+8 Will: IQ+1 

 DX: d6+8 HT: d6+9 Alertness: 15  

 Move/Dodge: 5-8   

 PD:1  DR:1  Attacks: By weapon or fist 

Small, brown, fur-covered fairies.  The typical brownie is 20 inches tall, and some have 

tails, but they usually remain invisible.  They often attach themselves to households and 

do work at night, although they are temperamental and can become a nuisance.  They love 

sweets, but can be banished with the offer of a new set of clothes. 

 

Goblin/Spriggan: 

 ST: 2d6+10 IQ: 2d6+4 Will: IQ 

 DX: d6+9 HT: d6+10 Alertness: 15  

 Move/Dodge: 5-8/6-9   

 PD:0  DR:0  Attacks: By weapon or fist 

Small, twisted creatures; no two look alike.  They can transform themselves into animals.  

They are malignant, and try to kill children, carry off livestock, and murder people.  

Spriggans are less likely to kill but enjoy stealing more.  Goblins and Spriggans know 

Path of Nature and Glamoury at 15+.  

 

Knocker/Kobold/Dwarf: 

 ST: 2d6+12 IQ: d6+11 Will: IQ 

 DX: d6+8 HT: d6+11 Alertness: 13 

 Move/Dodge: 4-7    

 PD: 0  DR: 0  Attacks:By weapon or fist 

Small, misshapen old men who live in caves, mines, and other subterranean places.  

Dwarfs are noted as great smiths with the feet of geese, pigs, or other animals.  Knockers 

and Kobolds do not actually mine as Dwarfs do, but ape human miners and generally 

annoy them.  They will, however, alert miners of impending collapses and cave-ins. 

 

Troll/Trow: 

 ST: 20-80 IQ: 2d6+3 Will: IQ+5 

 DX: d6+6 HT: 15/20+ Alertness: 12  

 Move/Dodge: 5-7    

 PD: 2  DR: 4  Attacks: Claw (Thr/Cut) or by weapon 



Huge, bestial creatures, possibly with multiple heads.  They are utterly evil and became 

confused with demons by Christians.  They enjoy killing, kidnapping women, stealing 

cattle, throwing rocks at passer-bys, and replacing infants with changelings.  They know 

Path of Passions, Path of Spirits, and Path of Nature.  They are skilled craftsmen 

(especially sculpture). 

:  

Pixie/Sprite 

 ST: d6  IQ: d6+10 Will: IQ+1 

 DX: 2d6+8 HT: 12/7 Alertness: IQ+1  

 Move/Dodge: 7/10  

 PD: 0  DR: 0  Attacks: By weapon 

Small, winged fairies; green in color.  Pixies can be shy or friendly to humans, and always 

tend to be mischievous.  They can transform into small animals and know the Paths of 

Nature and Passions. 

 

Sidhe (/Shee/) 

These are the courtly elves of Celtic legend.  They are about the size of men, but much 

more fair.   

 

Animal Fairies: 

There are a variety of such creatures which transform into animals, such as the Selkies 

and Roane (transform into seals), Phookas (into horses), etc. 

 

Jinn 

 Several thousand years before the creation of Adam, a class of beings 

called Jinn inhabited the earth.  They were made of fire, which circulated in their 

veins instead of blood.  When a Jinn was mortally wounded, fire burst forth from 

his body and consumed him until he was but a heap of ashes.  In the Koran this 

fire is called 'smokeless fire', and it is associated with the scorching heat of the 

desert wind Simoon, as opposed to the life substance of the heavenly angels whose 

blood is linked with the pure light substance emanating from Allah.  The Jinn 

were a powerful race, governed over by a succession of seventy-two kings or 

Suleyman.  The last Suleyman, Jan-Ibn-Jan, is said to have built the pyramids. 

 --Victoria Hyatt & Joseph P. Charles, The Book of Demons 

 

 The Jinn are the Moslem equivalent of Christian Demons.  However, they are 

mortal and can die.  Thus they are considered In-Betweeners.  They live on Earth, 

although they can assume any shape.  Since the fall of their kingdoms, they have plagued 

Man with evil.  They also mate with humans on occasion, producing cunning, dangerous 

offspring. 

 Allah sent Angels in the guise of prophets to admonish them.  But they refused to 

be servants of God, and a series of battles were fought between the Angels and Jinn.  The 

Angels won, and took many prisoners.  These prisoners, led by Iblis, the evil one, rebelled 

and were cast out of Heaven.  Iblis corresponds to the Devil in Christian theology. 

 Jinn fall into five categories: Jann, Jinn, Afrits, Marids, and Sheitans.   



Jann are the lowest class, and are minor nuisances to humans.  They play tricks and steal 

livestock much like the Fairies do.   

Jinn is the second and most populous class.  

Afrits are phenomenally intelligent and clever. (+6 IQ) 

Marids and Sheitans are the highest classes of Jinn.  They are the most evil Jinn, and are 

favorite troops of Iblis.  They are extraordinarily strong and learned, as far as Jinn go. 

 Jann use Minor Jinn stats; Jinn and Afrits use Moderate Jinn stats, and Marids and 

Sheitans use  Major Jinn stats. 

 Minor Jinn: (Jann) 

 ST: 2d+13 IQ: 2d+6 Will: IQ 

 DX: 1d+14 HT: 1d+12 Alertness: IQ+1  

 Move/Dodge: var.    

 PD: 0  DR: 0  Attacks: By weapon 

 

 Moderate Jinn: (Jinn, Afrit) 

 ST: 2d+15 IQ: 2d+8 Will: IQ 

 DX: 1d+14 HT: 2d+12 Alertness: IQ+1  

 Move/Dodge: var.    

 PD: 1  DR: 2   Attacks: By weapon 

 

 Major Jinn: (Marid, Sheitan) 

 ST: 2d+20 IQ: 2d+10 Will: IQ 

 DX: 1d+14 HT: 2d+15 Alertness: IQ+1  

 Move/Dodge: var.    

 PD: 1  DR: 2   Attacks: By weapon 

 

 All Jinn have Fast Regeneration.  Many know ritual magic. 

 

Ghosts 

 This is the kind of spirit most familiar to the uninitiated.  Ghosts are the spirits of 

the dead that are either trapped on Earth or called back by magicians.  The ancient Greeks 

believed that ghosts lacked their memories and the power to speak unless in the presence 

of fresh blood; perhaps this accounts for the use of sacrifices in Goetic rituals.  In 

GURPS, a blood sacrifice is not necessary (although it doesn't hurt) but anyone who 

summons Ghosts will be considered a Necromancer by the authorities.  Ghosts are not 

especially powerful, and are mostly summoned for information. 

 Minor manifestation: Most ghosts will be able to assume only this level of 

manifestation. 

 Moderate manifestation: Important or famous people, and the very recently dead, 

may assume a moderate manifestation. 

 Major manifestation: Very powerful initiates, saints, and major historical figures 

(such as Alexander the Great, Charlemagne, etc.) may assume this level of manifestation. 

 

 Minor Manifestation: 

 ST: 11  IQ: 10  Will: 10 



 DX: 10  HT: 10   Alertness: IQ  

 Move/Dodge: 5/5  Fatigue: ST 

 

 Moderate Manifestation: 

 ST: 13  IQ: 13  Will: IQ+1 

 DX: 13  HT: 12  Alertness: IQ+1  

 Move/Dodge: 6/6  Fatigue: ST+5 

 

 Major Manifestation: 

 ST: 15  IQ: 15  Will: IQ+3 

 DX: 14  HT: 14  Alertness: IQ+2  

 Move/Dodge: 7/7  Fatigue: ST+20 

 

 See the Ghost advantage in GURPS Voodoo for more information on Ghosts. 

 

God 

 The term "God," capitalized, is used in this Bestiary to denote the Supreme Being 

venerated by Christians, Jews, and Moslems.  GURPS characteristics would be 

meaningless for an entity of this scale.  God cannot be invoked, and does not work magic 

through mages.  "He" is the source of power behind the Cleric's sacraments, and Hermetic 

mages invoke His name (Yaweh, JHVH, Tetragrammaton, etc.) to control angels and 

demons, but in general God is passive in this magic system.  For a campaign set in a 

different region or world, Yaweh/Allah/God could be classed as an "Other God" (see 

below).  But for a European-dominated campaign, God is in a class by Himself. 

 



 
Golem 

 Great men were once able to perform great miracles 

 When the ghetto of Prague was under attack and marauders wanted to 

rape the women, roast the children, and murder everyone, when it seems that all 

hope was lost, the Maharal Rabbi Judah Loew put aside his Gemara, went out 

into the street, and, from the first suitable mound of clay that he found in front of 

the school-teacher's doorstep, moulded the shape of a body.  He blew into the 

golem's nostrils - and it began to stir.  Then he whispered a name into its ear, and 

our golem strode out of the ghetto.  The Maharal returned to his books in the 

house of study and the golem attacked our enemies who had surrounded the 

ghetto, thrashing them as with flails.  They fell like flies. 

 Prague filled with corpses.  They say that it went on like this right through 

Wednesday and Thursday.  On Friday, with the clock striking noon, the golem 

was still intent on it labours.  "Rabbi," pleaded the congregation, "the golem is 

slaughtering all of  Prague.  Soon there won't be any Gentiles left to heat the 

Sabbath ovens or to take down the Sabbath lamps." 



 Once more the Maharal interrupted his study.  He went to the pulpit and 

began to recite the psalm in honour of the Sabbath.  The golem stopped its work.  

It returned to the ghetto, entered the house  

of study, and approached the Maharal.  Again the rabbi whispered something into 

its ear.  The eyes of the golem closed, the soul departed from its body and it 

returned to a mere image of clay. 

 To this day the golem lies in the uppermost part of the synagogue of 

Prague, covered with cobwebs that have spun from wall to wall to encase the 

whole arcade so that it should be hidden from all human eyes, especially pregnant 

wives in the women's section.  No one is permitted to touch the cobwebs, for 

anyone who does so dies.  Even the oldest congregants no longer remember the 

golem.  However, Zvi the Sage, the grandson of the Maharal, still deliberates 

whether it is proper to include the golem in a minyan or in a company for the 

saying of grace.  The golem, you see, has not been forgotten.  It is here.  But the 

name that could bring the golem to life in times of need, that name has vanished 

into thin air, and no one is allowed to touch the cobwebs that thicken. 

 -- The Golem, I. L. Peretz, 1893, trans. by Ruth R. Wisse. 

 A Golem is a body made of clay and animated by a Cabalist.  Golems are usually 

the size of a human, but have physical powers far greater than a man.  Golems are 

unaffected by heat and cold, and are tireless.  They are not imbued with a fully human 

soul, however, and therefore cannot speak.  They can understand simple instructions, and 

make excellent guards.  Golems can see spirits and all phenomena normally invisible to 

the uninitiated.   

 ST: 20  IQ: 10  Will: 8 

 DX: 14  HT: 15/30 Alertness: 14  

 Move/Dodge: 7/8   Fatigue: 40 

 PD/DR: 1/2   Attacks: Brawling or weapon (skill=15) 



 
The Olympic Spirits 

 These spirits appear under many names, but always correspond to the major 

heavenly bodies.  They have their own agendas, which can be at times hostile or friendly 

to humans.  For the most part, however, they are not concerned with humans at all.  

Humans can attract their attention with offerings (incense, food, money, or sacrifices) and 

worship.  The Olympic Spirits may be regarded as angels or demons, depending on their 

actions, but are really of a different order than either.  Unlike angels, they do not serve 

God, but unlike demons they are not subservient to the Devil.  The names given here for 

each spirit are derived from the grimoires; some examples from Greek, Norse, Egyptian, 

and Voodun mythology are given in brackets. 

 The Olympic have additional powers, beyond those typical of spirits.  Each is 

coded with letters corresponding to the Demonic Powers detailed above. 

 

Aratron (Saturn) [Chronos, Ptah, Janus, Orunla] 

 Minor Manifestation: 

 ST: 10  IQ: 15  Will: 17 

 DX: 10 HT: 12 Alertness: 17  

 Move/Dodge: 5/6  Fatigue: 35 

 

 Moderate Manifestation: 

 ST: 13  IQ: 18  Will: 20 

 DX: 12 HT: 14 Alertness: 20  

 Move/Dodge: 7/7  Fatigue: 75 

 

 



 Major Manifestation: 

 ST: 16  IQ: 20  Will: 23 

 DX: 14 HT: 18 Alertness: 24  

 Move/Dodge: 8/8  Fatigue: 110 

 

 A,L,N,O,R,Z 

 This deity is associated with time, and cosmology. 

 

Bethor (Jupiter) [Zeus, Odin, Osiris, Legba] 

 Minor Manifestation: 

 ST: 30  IQ: 12  Will: 13 

 DX: 12 HT: 14 Alertness: 14  

 Move/Dodge: 7/7  Fatigue: 40 

 

 Moderate Manifestation: 

 ST: 40  IQ: 14  Will: 16 

 DX: 14 HT: 14 Alertness: 15  

 Move/Dodge: 8/8  Fatigue: 80 

 

 Major Manifestation: 

 ST: 90  IQ: 20  Will: 22 

 DX: 15 HT: 20 Alertness: 21  

 Move/Dodge: 9/9  Fatigue: 120 

 

 N,R 

 This deity is usually the chief of the Gods and relates most closely to humans. 

 

Phaleg (Mars) [Ares, Tyr, Horus/Anhur, Oggun] 

 Minor Manifestation: 

 ST: 20  IQ: 12  Will: 16 

 DX: 16 HT: 16 Alertness: 14  

 Move/Dodge: 8/9  Fatigue: 25 

 

 Moderate Manifestation: 

 ST: 40  IQ: 13  Will: 18 

 DX: 18 HT: 18 Alertness: 15   

 Move/Dodge: 9/9  Fatigue: 50 

 

 Major Manifestation: 

 ST: 60  IQ: 14  Will: 19 

 DX: 19 HT: 24 Alertness: 16  

 Move/Dodge: 9/10  Fatigue: 90 

 

 This deity is associated with war and fire. 

 



Och (Sun) [Apollo, Frey, Ra] 

 Minor Manifestation: 

 ST: 16  IQ: 14  Will: 16 

 DX: 14 HT: 14 Alertness: 15  

 Move/Dodge: 7/7  Fatigue: 30 

 

 Moderate Manifestation: 

 ST: 25  IQ: 16  Will: 18 

 DX: 16 HT: 16 Alertness: 17   

 Move/Dodge: 8/8  Fatigue: 50 

 

 Major Manifestation: 

 ST: 40  IQ: 18  Will: 20 

 DX: 17 HT: 20 Alertness: 20  

 Move/Dodge: 9/9  Fatigue: 85 

 

 F,H,L,N 

 The Sun-god is associated with life and nurture, as well as male fertility and 

beauty. 

 

Hagith (Venus) [Aphrodite, Freya, Isis] 

 Minor Manifestation: 

 ST: 10  IQ: 12  Will: 14 

 DX: 11 HT: 10 Alertness: 14  

 Move/Dodge: 5/6  Fatigue:  25 

 

 Moderate Manifestation: 

 ST: 18  IQ: 14  Will: 16 

 DX: 13 HT: 14 Alertness: 14  

 Move/Dodge: 7/7  Fatigue: 50 

 

 Major Manifestation: 

 ST: 25  IQ: 17  Will: 18 

 DX: 15 HT: 18 Alertness: 17  

 Move/Dodge: 9/9   Fatigue: 70 

 

 L,N,R 

 This is usually identified as feminine and associated with love, fertility, and the 

passions. 

 

Ophiel (Mercury) [Hermes, Thoth, Braggi] 

 Minor Manifestation: 

 ST: 10  IQ: 12  Will: 14 

 DX: 11 HT: 10 Alertness: 14  

 Move/Dodge: 5/6  Fatigue: 25 



 

 Moderate Manifestation: 

 ST: 18  IQ: 14  Will: 16 

 DX: 13 HT: 14 Alertness: 14  

 Move/Dodge: 7/7  Fatigue: 50 

 

 Major Manifestation: 

 ST: 25  IQ: 17  Will: 18 

 DX: 15 HT: 18 Alertness: 17  

 Move/Dodge: 9/9  Fatigue: 70 

 

 F,N,O 

 This deity is associated with knowledge and is often the messenger of the gods. 

 

Phul (Moon) [Hecate/Diana, Frigga,  ]  

 Minor Manifestation: 

 ST: 16  IQ: 14  Will: 16 

 DX: 14 HT: 14 Alertness: 15  

 Move/Dodge: 7/7  Fatigue: 30 

 

 Moderate Manifestation: 

 ST: 25  IQ: 16  Will: 18 

 DX: 16 HT: 16 Alertness: 17   

 Move/Dodge: 8/8  Fatigue: 50 

 

 Major Manifestation: 

 ST: 40  IQ: 18  Will: 20 

 DX: 17 HT: 20 Alertness: 20  

 Move/Dodge: 9/9  Fatigue: 85 

 

 H,L,N,R 

 This deity is usually feminine and is associated with female fertility, magic, and 

witches. 

 

(Pluto) [Hel, Hades, Anubis] 

 Minor Manifestation: 

 ST: 16  IQ: 14  Will: 16 

 DX: 14 HT: 14 Alertness: 15  

 Move/Dodge: 7/7  Fatigue: 30 

 

 Moderate Manifestation: 

 ST: 25  IQ: 16  Will: 18 

 DX: 16 HT: 16 Alertness: 17   

 Move/Dodge: 8/8  Fatigue: 50 

 



 Major Manifestation: 

 ST: 40  IQ: 18  Will: 20 

 DX: 17 HT: 20 Alertness: 20  

 Move/Dodge: 9/9  Fatigue: 85 

 

 C, L, R. 

 This deity is associated with death and the underworld. 

 

(Neptune) [Poseidon, Aegir] 

 Minor Manifestation: 

 ST: 16  IQ: 14  Will: 16 

 DX: 14 HT: 14 Alertness: 15  

 Move/Dodge: 7/7  Fatigue: 30 

 

 Moderate Manifestation: 

 ST: 25  IQ: 16  Will: 18 

 DX: 16 HT: 16 Alertness: 17   

 Move/Dodge: 8/8  Fatigue: 50 

 

 Major Manifestation: 

 ST: 40  IQ: 18  Will: 20 

 DX: 17 HT: 20 Alertness: 20  

 Move/Dodge: 9/9  Fatigue: 85 

  

 Q, Y 

 This deity is associated with the ocean, storms, and primordial chaos. 

 

Other Gods 

 Apart from the Olympic Spirits, which are recognized by many Pagan religions 

under different names, there are a host of deities which are particular to regional 

mythologies.  These spirits are strongest near their places of worship, and their individual 

powers vary.  A god with a thriving cult will be much more powerful than a god with but 

one crudely carved idol in a forgotten cave.  The strongest of these Other Gods may rival 

Seraphim; the weakest is outclassed by fairies and elementals. 

 The GM is free to detail his own spirits in this class.  Any reference book on 

mythology or religions should provide a great number of them.  Many of the Loas 

described in GURPS Voodoo would fall into this group. 

 Typical god/goddess 

 Minor Manifestation: 

 ST: 16  IQ: 14  Will: 16 

 DX: 14 HT: 14 Alertness: 15  

 Move/Dodge: 7/7  Fatigue: 30 

 

 

 



 Moderate Manifestation: 

 ST: 25  IQ: 16  Will: 18 

 DX: 16 HT: 16 Alertness: 17   

 Move/Dodge: 8/8  Fatigue: 50 

 

 Major Manifestation: 

 ST: 40  IQ: 18  Will: 20 

 DX: 17 HT: 20 Alertness: 20  

 Move/Dodge: 9/9  Fatigue: 85 

 
 

The Saints 

 There are a large number of Saints recognized by the Roman Catholic and Eastern 

Orthodox churches.  Saints are the spirits of humans who showed exceptional devotion, 

piety, and spiritual power on Earth.  As spirits they are invoked in prayers and Masses for 

spiritual guidance and assistance in worldly affairs.  In modern campaigns, the saints 

correspond to "other Gods" since Santeria Orishas are syncretized with the saints (a 

surprising number of European Pagan gods were syncretized as saints as well).  Most 

saints have special areas of influence, and are invoked according to immediate needs.  It 

should be noted, however, that saints have power and intercede only insofar as they are 

permitted to by God's plan.  The Saints do not operate independently.  Thus while they 

might manifest for some purpose, they cannot be summoned.  A comprehensive listing of 

saints and their spheres of influence would fill a book on its own, so only a selection of 

major saints who lived before 1300 AD will be listed here.  Use the statistics of Major 



Manifestations of Ghosts if they manifest.  Not all of these saints were canonized by the 

end of the Middle Ages, though, so a fanatically historical GM will need to do some more 

research. 

 

Adalbert -- Areas of patronage/favor:  Prussia and Poland.  Areas of disfavor: Pagans. 

Adelaide -- Areas of patronage/favor:  True love, charity.  Areas of disfavor:  Hatred and 

war. 

Adomnan -- Areas of patronage/favor: Noncombatants, Church orthodoxy.  Areas of 

disfavor: War. 

Adrian of Canterbury -- Areas of patronage/favor:  Learning, humility.  Areas of 

disfavor:  Pride. 

Afra -- Areas of patronage/favor:  Prostitutes, penitent women.  Areas of disfavor:  

Idolatry. 

Agatha -- Areas of patronage/favor: Air, disease.  Areas of disfavor: Fire, volcanoes, 

earthquakes. 

Agnes -- Areas of patronage/favor: Weather, chastity.  Areas of disfavor: Sex. 

Aidan -- Areas of patronage/favor:  Teaching, learning, literacy.  Areas of disfavor: Evil 

deeds. 

Ailred (Aelred, AEthelred, Ethelred) -- Areas of patronage/favor:  Friendship, 

preaching.  Areas of disfavor:  Disease. 

Alban -- Areas of patronage/favor:  Rivers, the eyes.  Areas of disfavor:  Idolaters. 

Albertus Magnus -- Areas of patronage/favor:  Students, science, and magic.  Areas of 

disfavor:  Bigotry, ignorance. 

Aldhelm -- Areas of patronage/favor:  Literacy, languages.  Areas of disfavor:  Unpoetic 

writing. 

Andrew -- Areas of patronage/favor: Fishing, food, Scotland, Russia.  Areas of disfavor: 

Writing. 

Anselm -- Areas of patronage/favor:  Faith, learning.  Areas of disfavor:  Skepticism, 

unbelievers. 

Antony the Great -- Areas of patronage/favor: Study, meditation, occult.  Areas of 

disfavor: Worldly affairs. 

Anthony of Padua -- Areas of patronage/favor:  Portugal, lost articles, the poor, lower 

animals, harvests.  Areas of disfavor:  Heretics. 

Augustine -- Areas of patronage/favor: Justice, the law, judgment.  Areas of disfavor: 

War. 

Barbara -- Areas of patronage/favor: Lightning, gunners, and miners.  Areas of disfavor: 

Peace and love. 

Barnabas -- Areas of patronage/favor:  Fair weather, peacemakers.  Areas of disfavor:  

Storms. 

Bartholemew -- Areas of patronage/favor: Animals, butchers, tanners.  Areas of disfavor: 

Undead control. 

Benedict -- Areas of patronage/favor:  Europe, coppersmiths, children.  Areas of 

disfavor:  Poison. 

Brendon (Brendan the Navigator) -- Areas of patronage/favor: Discovery, direction, 

Irish.  Areas of disfavor: Lies. 



Catherine -- Areas of patronage/favor: Death, health, and nursing.  Areas of disfavor: 

Prophecy. 

Cecilia -- Areas of patronage/favor:  Poets, singers, and musicians.  Areas of disfavor:  

Executioners. 

Christopher -- Areas of patronage/favor: Journeys by land.  Areas of disfavor: Journeys 

by sea. 

Columba -- Areas of patronage/favor: Journey by sea, sea monsters.  Areas of disfavor: 

Journeys by land. 

Cuthbert -- Areas of patronage/favor: Prophecy, fortune-telling.  Areas of disfavor: 

Worldly knowledge. 

David -- Areas of patronage/favor: Welsh, temperance.  Areas of disfavor: Alcoholism. 

Dennys (Denis, Dionysius) -- Areas of patronage/favor: Frenchmen.  Areas of disfavor: 

Englishmen. 

Dominic -- Areas of patronage/favor:  Astronomy.  Areas of disfavor:  Astrology. 

Dunstan -- Areas of patronage/favor: Metal working and demon-slaying.  Areas of 

disfavor: Gambling, luck. 

Dympna -- Areas of patronage/favor: Madness and fits.  Areas of disfavor: Divination. 

Elmo -- Areas of patronage/favor: Supernatural fire, protection.  Areas of disfavor: 

Water. 

Elizabeth of Portugal -- Areas of patronage/favor:  War.  Areas of disfavor:  Peace. 

Eloi (Eligius) -- Areas of patronage/favor: Gold working and sacred objects.  Areas of 

disfavor: Sorcery. 

Erasmus -- Areas of patronage/favor:  Sailors.  Areas of disfavor:  Pain and danger. 

Faith -- Areas of patronage/favor: Prisoners, pilgrims.  Areas of disfavor: Confinement. 

Fiacre (Fiachrach) -- Areas of patronage/favor:  Gardeners, florists.  Areas of disfavor:  

Disease. 

Francis of Assisi -- Areas of patronage/favor: Animals, poverty, friars.  Areas of 

disfavor: Wealth and treasure. 

George -- Areas of patronage/favor: War, Englishmen.  Areas of disfavor: Frenchmen. 

Giles -- Areas of patronage/favor: Cripples, lepers, healing.  Areas of disfavor: 

Destruction. 

Gregory the Great -- Areas of patronage/favor: Slaves, missionaries, and expeditions.  

Areas of disfavor: Heathens. 

Gregory Thamauturgus -- Areas of patronage/favor:  Desperate situations, miracles.  

Areas of disfavor:  Flkoods, earthquakes. 

Hilary of Poitiers -- Areas of patronage/favor:  Children.  Areas of disfavor:  Snakes. 

Hilda -- Areas of patronage/favor: politics, government.  Areas of disfavor: Magic and 

mysticism. 

Hubert -- Areas of patronage/favor: Hunting and woods.  Areas of disfavor: Animal-

borne diseases. 

Isidore --  Areas of patronage/favor: Math, philosophy, theology.  Areas of disfavor: 

War. 

James the Great -- Areas of patronage/favor: Crusades, pilgrims, Spaniards.  Areas of 

disfavor: Illusions. 



James the Less -- Areas of patronage/favor: Brotherhood, unity, family.  Areas of 

disfavor: Division. 

Jerome -- Areas of patronage/favor: Thought, argument, persuasion, librarians.  Areas of 

disfavor: Sex, love. 

John -- Areas of patronage/favor: Apocalypse, the Last Battle.  Areas of disfavor: Love, 

peace. 

John the Baptist -- Areas of patronage/favor: Conversion, monks & nuns.  Areas of 

disfavor: Magic. 

John the Evangelist -- Areas of patronage/favor:  Books, preaching.  Areas of disfavor:  

Poison. 

John Chrysostom --  Areas of patronage/favor: Oration and persuasion.  Areas of 

disfavor: Sex. 

Jude -- Areas of patronage/favor: Desperate, hopeless emergencies.  Areas of disfavor: 

Death. 

Julian -- Areas of patronage/favor:  River crossing and travelers. Areas of disfavor: 

Darkness. 

Joseph -- Areas of patronage/favor: Parenthood, children, carpenters.  Areas of disfavor: 

Sorcery. 

Joseph of Arimathea -- Areas of patronage/favor: Guardianship and the young.  Areas of 

disfavor: Death. 

Lawrence -- Areas of patronage/favor: Alms, beggars, poor.  Areas of disfavor: War. 

Leonard -- Areas of patronage/favor: Childbirth and sleep.  Areas of disfavor: Trade, 

industry. 

Luke -- Areas of patronage/favor: Healing, physicians, and doctors.  Areas of disfavor: 

Combat. 

Margaret -- Areas of patronage/favor: Dragon and devil combat.  Areas of disfavor: 

Love. 

Mark -- Areas of patronage/favor: Fire, light.  Areas of disfavor: Water. 

Martha -- Areas of patronage/favor: Service, slaves.  Areas of disfavor: The rich 

Martin of Tours -- Areas of patronage/favor: Ressurection, destruction of evil shrines.  

Areas of disfavor: Warriors. 

Mary Magdalene -- Areas of patronage/favor: Fallen women, forgiveness.  Areas of 

disfavor: Hypocrisy. 

Matthew -- Areas of patronage/favor: Money, taxes, civil officials.  Areas of disfavor: 

Disorder. 

Matthias --  Areas of patronage/favor: Africa, deserts, southerners.  Areas of disfavor: 

Water. 

Menas -- Areas of patronage/favor:  Deserts and camel-drivers.  Areas of disfavor: Sea 

journeys. 

Meno -- Areas of patronage/favor: Finding the true way.  Areas of disfavor: Theology. 

Moses -- Areas of patronage/favor: Thieves, robbery, and raiding.  Areas of disfavor: 

Possessions. 

Nicholas -- Areas of patronage/favor: Sailors, merchants, thieves.  Areas of disfavor: 

Divination. 

Odile -- Areas of patronage/favor: Sight and blindness.  Areas of disfavor: Light. 



Patrick -- Areas of patronage/favor: Snakes, magic, and the Irish.  Areas of disfavor: 

Earth. 

Paul -- Areas of patronage/favor: Journeys, water, robbery, fatigue.  Areas of disfavor: 

Women, snakes. 

Peter -- Areas of patronage/favor: Judgment, entrances.  Areas of disfavor: Backsliders. 

Philip -- Areas of patronage/favor: Feeding, bread, cookery.  Areas of disfavor: Wasting 

death. 

Procopius -- Areas of patronage/favor: Exorcism, recovery from wounds.  Areas of 

disfavor: Poison. 

Rernigius -- Areas of patronage/favor: Astral vision, poets.  Areas of disfavor: Business. 

Rutert -- Areas of patronage/favor: Mines, underground, Germany.  Areas of disfavor: 

Love. 

Stephen -- Areas of patronage/favor: Earth.  Areas of disfavor: Fire. 

Sebastine -- Areas of patronage/favor: Archers, soldiers, homosexuals.  Areas of 

disfavor: Persecution. 

Swithin -- Areas of patronage/favor: Weather, storms.  Areas of disfavor: Construction. 

Thomas -- Areas of patronage/favor: Construction, building, waverers.  Areas of 

disfavor: Destruction. 

Valentine -- Areas of patronage/favor: Love, lovers.  Areas of disfavor: War and hate. 

Vitus -- Areas of patronage/favor: Frenzy, health.  Areas of disfavor: Witchcraft. 

 

 

 

 

 


