





The Cloak of Shadows


Can render the bearer invisible to even an archangel. The possessor can evade, surprise, eavesdrop, or steal from an archangel. These acts are at Soul 11, except theft, which is a contest of Souls or Minds between the angels. The victim will not notice ties.


�



The Rod of Fire and Might


This object is a weapon, and a resource. As a weapon it grants +5 forces (Corporeal only), not commulative with other weapons. As a resource, the rod contains Essence 10 that may be used for any purpose, regained at the end of each day.


�
�



The First Flower of Spring





This is a living flower. If used by a lone archangel, it grants +10 essence. Most useful in creating things.


�



The Sword of God





A powerful weapon. The sword does +6 damage (Corporeal), not commulative with other weapons.


�
�



Necklace of Stars





This item allows the wearer to make illusions that will fool archangels. Each use takes 1 point of essence, and acts at Soul 11. It can be used to make the bearer invisible, or cloak the true nature of things.


�



The Holy Grail





Allows the bearer to undo any compulsion or barrier for free, up to will/force 10. Also grants immortality to any mortal that possesses it, and allows an Archangel to restore their essence to full once per day for free. Will not cure the Black Scythe.


�
�



The Black Scythe





This does +5 damage, Corporeal, Ethereal or Celestial, and the wounds do not normally heal. Archangels wounded by the Black Scythe do not recover Essence from the wound with the new day. 


�



The Crown of Command





Allows the wearer to compel others at +3 Soul for no extra cost. Allows the wearer to command the lesser angels or spirits with Total Forces under 10, at a cost of 1 essence / spirit controlled.


�
�



Armor of God





This is a very powerful defensive device, granting 5 protection against any force (Corporeal, Ethereal or Celestial). It is commulative.�



Orb of Knowledge





This allows penetration of all disguises and illusions to will 12, and allows the real nature of things to be seen if they are held. The orb contains 10 essence.


�
�



The Scales of Justice





This device allows the bearer to tell the truth of any argument put to them (scales must be held) at Soul 10, and also to learn the nature of any thing placed upon them. They grant automatic resistance to compulsions at Soul 10


�



God’s Own Shield





A powerful defensive device, granting 3 protection against any force (Corporeal, Ethereal or Celestial), and +3 soul to resist compulsions. Not commulative with the Song of Sheilds, but is with other defences.


�
�
�






Key to Hell





This is the Key to the Gates of Hell. Whoever has them can control the admittance to or barring of anyone from Hell. Found in Hell.


�



Music of the Spheres





This music allows one to sing more eloquently. All  songs require one point less essence as long as the Music is owned. Found on the Planets.


�
�



Heart of Stone





This matter is found in the centre of the Earth after the creation of Land. It enables one to more easily create or manipulate all things on the earth, and  grants protection (2) from all Forces.


�



Mundane Egg





This can be found after Birds are created. It is an ordinary egg. Except that it hatches into a dimension all of its own, e.g., heaven, hell, purgatory; the angel that possesses it the next dawn decides the results.


�
�



Heart of the Sun





This can be found after the creation of the Sun and Moon. The possessor can use this to rejuvenate themselves to full essence once per day. Will not cure the effects of the Black Scythe.


�



Heaven’s Gate





This is the gates of Heaven. Whoever has them can throw any /one/ they want out the front door. Groups can only be affected if you have a larger or equal group on your side.


�
�



Evenstar





The first star of the evening, it can be found after the Stars are created. It allows an angel to use Ethereal attacks or songs in realms that are not Ethereal in nature. Also provides 10 essence that returns daily.


�



Eden





Eden can be found only after Humans, Animals, Birds, Fish and Plants are created. It provides the possessor with the Songs of Shields and Harmony, at will for free, and Charm costing 1 point per use.  


�
�



Portal to Purgatory





This is the doorway to Purgatory. Whoever possesses it can rule over the admittance or barring of anyone from that plane. Discovered after the creation of Purgatory.


�



Leviathan





Leviathan is discovered after the creation of Fish. It is the most terrible sea monster conceivable. It obeys the will of the one that defeats it.


(Body 9 / Mind 2 / Soul 4 / Essence 15)


�
�



Material From Beyond





This stuff is matter not from the mind of God. It has no uses by itself. Found Beyond.


�



Material From Beyond





This stuff is matter not from the mind of God. It has no uses by itself. Found Beyond.


�
�
�






Song Of Charm (3)





This is the ability to more easily convince someone of something. It means that only 3 essence are spent on any attempt to persuade instead of 5. 


�



Song Of Shields (2)





This is the ability to generate protective garb. It lasts until the next dawn. The armor offers 2 points of protection against any force.�
�



Song Of Swords (2)





This is the ability to create a weapon of divine fire and steel, lasting until the next Dawn. It causes 2 points extra force (Corporeal or Ethereal).


�



Omniscience (10)





Allows the true nature of a thing or entity to be known, at a cost of 10 essence. Provides all pertinent information about a thing that the GM knows, including location.


�
�



Divine Inspiration (10)





Once per day, at a cost of 10 essence, you may ask any question of a GM. The answer will always be the truth, but can be clouded if the information is not in the mind of God or if it is opposed.


�



Inquisition (2)





Forces another entity to truthfully answer one question to the best of their knowledge with no evasions if your soul or mind (you choose which) exceeds or equals theirs.


�
�



Song Of Attraction (5)





Allows an angel to engage in a contest of Ethereal or Celestial Forces (your choice) to obtain an object. This can be done in secret, but the angel challenged will know what is going on, just not who is doing it.


�



Song Of Thunder (3)





Allows an angel to use Forces (Corporeal or Ethereal) at a distance. This will allow an attack without defense for one round, but the attacker is made obvious to the defender and any nearby.


�
�



Divine Retribution (3)





Allows an archangel to defend themselves by duplicating an action and reflecting back upon the person who does it. For example, if someone surprises an archangel with this ability, the defender can use this power and defend themselves normally.


�



Summon Servitor (10)





Allows the archangel to summon lesser angels to act for the Archangel. These lesser spirits can do anything they are instructed to; carry objects, even join Avatars or attack things. All have 9 Forces, distributed evenly. They last until dawn. �
�



Song of Entropy (3)





Allows an angel to unleash the forces of chaos and time upon a target. Can surprise. Causes Celestial forces damage to the target.





�



Song of Harmony (5)





Allows the angel to calm all conflict in an area. Any with soul less than the angel’s will be unable to fight near the angel for five minutes real time.�
�
�
		





Fruit of Eternal Life





Restores essence to full when eaten, and grants eternal life. Will heal five points of damage from the Black Scythe.


�



Apples of Knowledge





Removes all compulsions at soul 15, Allows the eater to ask one question of the GM and gain a truthful and complete answer.


�
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�
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