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People will bring to a game certain assumptions about
angels and demons. The mood you set will determine
whether your game is deep and suspenseful or action-
packed and campy. The three most important factors in
determining mood are brightness, contrast, and humor.
Each is discussed below. Remember that nothing
prevents you from varying them between adventures —
though a certain amount of consistency is a good idea in a
continuing campaign.

How Superiors are portrayed has a lot to do with mood —
see pp. 103-110 for alternate ways to present each
Archangel and Demon Prince.

CONTRAST
Heaven casts the War as Good vs. Evil; Hell por-

BRIGHTNESS

Brightness may be the single most important mood set-
ting, since it determines the overall feel of your campaign.
Brightness is a measure of how optimistic your campaign
world is. Does Good triumph over Evil in the end, or are
the good guys fighting a hopeless battle?

“Bright” doesn’t necessarily mean “angelic.” This
depends partly on contrast (above) but also on how you por-
tray Heaven and Hell in your campaign. If demons are free-
dom fighters and angels are automatons, then a “bright”
setting is one in which the diabolicals confound Heaven and
are liberating humanity from mindless obedience to a dicta-
torial God, and a “dark” setting is one in which free will is
crushed as angels purge all traces of independent thought
from the Symphony. (See In Nomine Backwards, p. 63.)
Brightness and darkness are measures of whether bumanity
is “winning” or “losing.”

trays it as Individuality vs. Tyranny. Usually, angels
represent the forces of Light, demons the forces of
Darkness. But neither side can necessarily be paint-
ed in monochrome hues; angels can be vicious bas-
tards, demons can be sympathetic. And both may at
times question whether they’re on the right side.
Contrast determines how much real (or apparent)
difference there is between Heaven and Hell.

At one extreme is a black-and-white world, where
the line between Good and Evil is clearly drawn, and
angels and demons never cross it, unless they are
switching sides. This doesn’t mean angels are neces-
sarily the mice ones . . . perhaps Heaven really is a
ruthlessly authoritarian regime, and Hell really does
represent independent thought and free will. But
angels always act angelic, and demons always act
demonic . . . whatever that means in your campaign.

At the other extreme is a world of solid gray, where
being an angel or a demon says nothing about one’s
disposition. Heaven and Hell simply represent two
different points of view . . . and while they purport to be dia-
metrically opposed, they may really differ only in their
scenery. Being an angel or a demon is more like being a
member of a political party than representing a moral align-
ment. Celestials on both sides span the entire range from
Good to Evil, Selfish to Selfless . . . and they’re much more
likely to sympathize with the other side.

"The sharper the contrast, the more difficult it becomes to
play a game with mixed angelic and diabolical PCs. The
blurrier the lines, the more angels and demons have in com-
mon — they may often get along with the other side better
than with rivals on the same side.

Whether contrast makes the setting grim and depressing
or bright and cheery depends on another mood
factor: Brightness.

In a very dark setting, the world is a miserable place;
either the “good” side is losing, and badly, or (in a low-con-
trast campaign) Archangels and Demon Princes are #// cruel
tyrants, and their Servitors have few options for doing the
right thing. A very dark campaign should feature the worst
aspects of life on Earth: poverty, drug abuse, rape, murder,
urban wastelands, and overwhelming despair. Campaigns
like this can be very depressing, but some players like angst
in large doses.

At the other extreme is a very bright setting, in which
humanity is benefiting from the War . . . if only by the fact
that it’s not affecting them much. If angels are the good
guys, then they’re kicking Hell’s ass; if angels are the bad
guys, they’re ineffectual buffoons. If the contrast is very low,
then celestials on both sides conspire to keep extremists
from taking over the Symphony.
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