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In the world of In Nomine, angels and demons domi-
nate the struggle, casting their shadows upon the Earth –
or so they see it. Mundane humans, unaware of the bat-
tles around them, go on with their lives . . . and have
more influence on the Symphony as a whole. Indeed,
mortal dreams and imagination create shadowy beings
who owe their lives to the humanity that spawned them.
Of course, these dwellers within the ethereal realm of the
Marches do not necessarily acknowledge this debt. Some
are predators, some are parasites, some are enslaved by
sorcerers, some attempt to be symbionts, while others
roam the Far Marches and ignore humanity as much as
they can.

Though less powerful – especially now – than angels and
demons, these ethereal spirits are still plentiful. They have
their own societies, their own feuds, their own intrigues.
Despite the ravages of the Crusade of Purity, despite the
sporadic depredations of bored demons, ethereals are still
the most plentiful creatures in the Far Marches, and an

ethereal is far more likely to suffer at the hands of a fellow
ethereal than he is to encounter a celestial.

Still, those creatures of dream who seek to gain power on
Earth do run into celestials – for better or worse. They may
be pawns of sorcerers, they may be masterminds in their
own right. They may even be on the run from their fellows
in the Marches!

Whether as player characters amidst celestials, NPC
antagonists and sidekicks, or the stars of a Far Marches
campaign that never touches Earth, Heaven, or Hell . . .
ethereal spirits are here.

The Dream is alive.

Origin MythS
(based heavily on a Nigerian folktale)

I dreamed I met a frog named Mainu, as large as a bear,
and he opened his mouth wide. I thought he would swallow me,
and I panicked, and I said, “Mister Frog, you can’t eat me yet.”

His mouth closed. “Why not?”
“You haven’t introduced yourself properly.”
Mainu thought on this, and then he nodded. “My name is

Mainu,” he said.
“I know that,” I said, “but I don’t know what you are.”
Mainu’s throat sac inflated and deflated. “Then I’ll tell

you,” he said.

BEGINNINGS
At the beginning of time, the Marches held only mists

and chaos. The mist was raw potential, the substance of
dreams yet to come. Some patches of mist could fit in a
teardrop. Others could swallow a thousand worlds. Seas
of chaos raged beyond the borders of the mist. They had
no boundaries. They reached to infinity. Chaos has
retreated, but remains unchartable even to this day.

Then a number of spirits descended into the Marches
from somewhere else and began sweeping it into shape.
They pushed some of the mist patches together to make
a space for future spirits to grow. They surrounded that4
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So Imagination began making masks. He made the
mask of “the mad sheep who kills God,” and the mask of
“the cave painter with tentacles instead of legs,” and
many more. He gave each spirit a mask.

The Origin of Affinities and
Domains

In the early days, Dosha would sneak out of the Chaos
at the edges of the world to prey upon the primal spirits.
So would other creatures of his kind, built from the orig-
inal impurities in the world. The primal spirits could not
defend themselves from such terrible monsters. They
began to wail and cry to Woyengi about the horrors
devouring them.

Woyengi, being very busy, sent Hypothesis to answer
their plaints. “We have no power to defend ourselves!” the
spirits told him. “Nor do we have homes in which to
hide.”

“What kind of homes would you like?” asked
Hypothesis reasonably.

The spirits conferred. “Impregnable fortresses,” they
answered, “with every conceivable amenity.”

“I shall see what I can do,” Hypothesis said, and went
out into Chaos. He found the creature known as
Kshetrashuddhi and battled it to its death. Then he
dragged it into the Marches and scattered its scales.
Where a scale landed, it created a world. These worlds
resembled dreamscapes without dreamers. Their natures
varied. “These Domains are not impregnable,”
Hypothesis said, “nor do they have every conceivable
amenity. However, they are a rather fine creation. By
studying them, you may learn how to build your own.”

The spirits spoke among themselves, and chose not to
complain.

“Now,” Hypothesis said, “what kind of power would
you like?”

The spirits conferred. “We would like absolute power
over everything in the Marches.”

Hypothesis laughed. “Even Woyengi does not have
that! But I shall see what I can do.” He reached into
Kshetrashuddhi’s corpse and pulled out its heart.
Crushing it in his hand, he let its blood flow over the spir-
its. “This blood shall activate the power that naturally lies
within you. The spirits with stormy dispositions shall gain
power over Storms. The fickle and oceanic will acquire
power over the Sea. In like manner, every spirit shall
receive some measure of power.”

The spirits spoke among themselves, and chose not to
complain. Hypothesis returned to Woyengi. The mon-
sters of Chaos invaded the Marches less frequently, fear-
ing the defenses of the Domains and the spirits’ new pow-
ers. Still, they did not cease their wickedness for some
time to come.

Then Mainu told me, “And that’s what I am. I am a spir-
it. I am the elements of dream. I am the power of hunger. I am
the mask of a frog.”

He opened his mouth wide.
“Wait!” I said. “You cannot eat me yet.”
Mainu closed his mouth. “Honestly,” he said, disapproving-

ly, and then shrugged his great frog shoulders. “Why not?”
“A person should know why he’s going to die.”
The pads on Mainu’s great frog foot pressed against the

ground. “Then I’ll tell you,” he said.

6
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SERENA
One day, Woyengi blew a spirit out of Atavus’ stomach

who chose to be made out of the elements of Anger and
the Sun. Myth put a thread of each of those elements in
her soul, filling her up with rage and glory. Imagination
looked through all the human dreams to find a dream
with those elements in it. He found one in a human
dreaming about the “glorious Lady Serena, savior of
France.” So he made a mask of Lady Serena for the spir-
it, and she stepped into the world.

Lady Serena found a place as the hero of the Domain
named Shunyata. The anger in her soul pushed her to
perform great deeds, and soon she became famous for
miles around. However, as the years went by, she felt a
growing discontent. Even the greatest accomplishment
did not cause her inner rage to subside, and she was
quickly running out of great deeds to do.

“I will go back to Woyengi,” she said, “and get myself
new elements for my soul.” So she shouldered her pack
and set out for Woyengi’s Table, deep in the mist.

Serena Challenges a God
Serena trudged through the Marches until she came to

a large forest. In the forest lived Isembi, its god and king.
In the distance, she could hear the rage of chaos against
the Utgard stones. Unafraid, she picked her way through
the trees, until Isembi himself came out to confront her.

“You must be the famous Lady Serena of Shunyata. Is
that not so?” he asked.

Serena was startled that he knew her name, but she
answered with aplomb. “In all the Marches, there is only
one Lady Serena, and I am she.”

“Then your manners are lacking!” Isembi snapped. “My
whole Domain is abuzz with your exploits. Courtesy
demands that you pay me a visit and join me for a meal, if
you pass through my Domain.”

Serena could hardly refuse the invitation! So she joined
Isembi for dinner, and regaled him with stories from her
life. After enjoying his hospitality, however, she insisted
that she had to return to the road.

“Where are you going?” Isembi asked.
“I go to Woyengi,” Serena answered, “for I wish to

change my nature.”
“Out of the question!” roared Isembi. “Do you not

know that no one sees Woyengi after their birth? The
notion is madness; I insist that you turn back.”

Serena basked in his anger, as an Anger spirit ought. Yet
his attempt to tell her what to do awakened her own tem-
per. “You do not have the power to turn me from my jour-
ney; and if you think you do, I demand you test your pow-
ers against mine!”

“Has no one told you of my might?” Isembi cried. “I am
Isembi the invincible, king, god, and lord of the forest!
How dare you challenge me like this?”

“It does not matter how I dare,” Serena answered. “You
have been challenged, and cannot refuse.”

So Isembi and Serena went out into the forest and made
a circle for their duel. (The customs for challenging gods
were more primitive then than they are now.) Isembi gra-
ciously yielded the first attack to Serena, but she would
have none of it. “You are older and wiser, Isembi. It is only
fitting that you should go first.”

So Isembi gathered his might and struck! The trees bent
down all around Serena, and each grabbed one of her
limbs. Yank! One pulled off her right arm! One pulled off
her left arm! One pulled off each leg, and one pulled off
her head! One even ripped her heart right out of her chest.
But Serena wasn’t finished yet. Her head opened its mouth
and began to sing, and straightaway, all her body parts
pulled back together, snapping off the branches that tried
to resist.

“Try again, great King! Only this time,” Serena said, “do
not hold back any of your power.”

“That was the extent of my powers,” Isembi answered
grumpily. “You may employ your own, if you have any
abilities worth the mentioning.”

So Serena sang again, and danced about Isembi, and in
an instant all of Isembi’s magic left his body and flew into
hers. Isembi straightaway fell dead, and Serena walked on.

Serena Drives Back Chaos
At the edge of the forest, Serena encountered the Utgard

stones, and beyond them, Chaos. This puzzled her, for she
knew that Woyengi lived in the Marches – but then she saw
a great bridge that arched over the Chaos sea. It was so long
that it went right past the end of infinity and back into the
Marches that Serena knew! “Woyengi must be on the other
side,” Serena said, and set off across the bridge.

When she had just gone halfway across the bridge,
Akosmia, who rules over Chaos, roared up from the sea to
confront her. “You must be the famous Lady Serena of
Shunyata,” he cried. “Is this not so?”

Serena did not let her trepidation show, but rather
answered bluffly. “In all the Marches, there is but one Lady
Serena, and I am she.”

“How dare you walk above my home and never pay me
a visit?” Akosmia asked. “All of Chaos is abuzz with talk
about you, except for those parts which are not. Courtesy
demands that you join me for dinner.”

Serena, as a spirit of the Sun, believed very much in
courtesy. So she joined Akosmia for dinner. It was not
long, however, before she felt the urge to return to the
road. 7
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“Where are you going?” Akosmia asked.
“I go to Woyengi,” Serena answered, “for I wish to

change my nature.”
“Out of the question!” roared Akosmia. “Do you not

know that no one sees Woyengi after their birth? The
notion is madness; I insist that you turn back.”

Serena basked in his anger, as an Anger spirit ought. Yet
his attempt to tell her what to do awakened her own tem-
per. “You do not have the power to turn me from my jour-
ney; and if you think you do, I demand you test your pow-
ers against mine!”

Akosmia, once challenged, could not refuse, and soon
the two of them stood in a dueling circle on the chaotic
sea. “You are older and wiser,” Serena said courteously, “so
it is only right that you go first.”

Akosmia spread his arms wide. The sea of chaos that he
ruled rose up and swallowed Serena. Time around her
stuttered and shifted. Geography twisted. The world,
strange as it was in the Farthest Marches (and Beyond),
became stranger. Now, Akosmia thought that before
Serena could so much as blink, she would lose her con-
nection to time and space forever. But instead, Serena
called up her clay mask and cried out to all Chaos, “I am
not just any spirit, but the Lady Serena from Aicelina’s
dream.” So great was her identification with her mask that
the sea could not shake Serena from her proper time or
place. Slowly, the chaos receded.

“Try again, great King! Only this time,” Serena said,
“do not hold back any of your power.”

“That was the extent of my powers,” Akosmia answered
glumly. “You may employ your own, if you have any abil-
ities worth the mentioning.”

So Serena took out her sword and systematically drew a
pattern around Akosmia; and each time she added a line,
the entropy around Akosmia decreased, until he dropped
dead from the sheer order of it all. All of Akosmia’s magic
left his body and flew into Serena’s, and Serena walked on.

Sahajaklesha and Dosha
Serena had almost reached the end of the bridge when

Dosha lifted his head from the chaos. “You must be the
famous Lady Serena of Shunyata,” he murmured, voice
low. “Is that not so?”

“In all the Marches,” Serena answered, “there is but
one Serena, and I am she.”

“Then I insist that you join me for dinner,” Dosha
answered. “For courtesy’s sake, if nothing else.”

Serena looked down at Dosha’s great green shape and
pointed out, “I have already eaten twice upon this jour-
ney, when spirits do not need to eat at all. Perhaps I could
dine with you on the way back.”

Dosha’s head rose higher. “Where are you going in such
a hurry, then?”

“I go to see Woyengi,” Serena answered, “for I wish to
change my nature.”

Dosha sighed. “I feared as much. In all honesty, I can-
not permit anyone to cross this bridge in search of
Woyengi, for they might see me from the bridge, as they
pass, and inform her of my location. Make your peace
with the universe and prepare to be eaten.”

“I did not see you from the bridge until you raised your
head!” Serena protested.

“The matter has since become academic.”
“You cannot eat me without facing me in challenge!”

Serena offered.
“You could walk for a year and not draw a dueling cir-

cle around me,” Dosha answered. “The notion is
impractical.”

Serena gave this a moment’s thought, and then ran as
fast as she could down the length of the bridge. Dosha
roared along after her, casting up great waves of Chaos
higher than the mortal stars. But before he could eat her,
the bridge ended – Serena had run so fast that they
reached Woyengi before Dosha could get his neck out of
the sea!

Woyengi raised a hand to pluck Dosha from the Chaos.
Dosha swam quickly back out into the sea. Her hand fol-
lowed him. Dosha roared into the Marches. Woyengi’s
hand followed him. Dosha looked for a hiding place, but
could only find one. Knowing that Woyengi would not
harm her children, he dove right into a spirit’s eyes!

Now, in Dosha’s hurry to escape Woyengi, he scraped
off many of his scales on the Utgard stones. Then in the
Marches he scraped off much of his flesh. So by the time
he reached his hiding place, there was nothing left of him
but Sahajaklesha – the essence of caution and fear. That
essence still haunts the spirits of the Marches. You can see
it in their eyes! So Woyengi wisely refused Serena a sec-
ond chance as a spirit. Instead, she stripped away Serena’s
mask and made her Raga – the essence of desire and ambi-
tion. She shouts in every spirit’s heart, demanding power
and greatness. But though the lady Raga tries her best, the
monster Sahajaklesha holds most spirits back from dan-
gerous excesses of glory. For that reason, few heroes since
have ever lived up to the boldness of Serena of Shunyata.

Then Mainu told me, “And that’s why I will eat you. The
Raga in me demands the power in your flesh, and the
Sahajaklesha in me fears to be weak.”

“But is the story true?” I said, mourning brave Serena.
“I’m sure I don’t know,” Mainu said. He took two bites and

I woke up screaming.8
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space with the Utgard stones, to keep the chaos at bay.
They swept the tiny impurities in the mists into neat lit-
tle piles. These were both the first life and the first ter-
rain of the Marches. The chiefs of these spirits were
Dream, Imagination, Myth, and Hypothesis. Each had a
dozen lieutenants. When they finished their task, all of
them left as suddenly as they came.

The Origins of Spirits
The mists drew back to reveal a large table and an

equally large chair. A knife as sharp as an arctic wind lay
on the table. Thunder boomed. Lightning cut through
the mist. Woyengi, the mother of dreams, appeared. She
sat in the chair and took the knife from the table. With
one hand, she fished Dosha out of the sea of Chaos.

Woyengi’s servant, Imagination, had created Dosha by
sweeping together the various impurities found in his
region of the Marches. Dosha was a serpentine creature,
with whiskers as long as his body, and he was bad to the
bone. He could fit a mountain in his mouth, but
Woyengi held him as you or I might hold a worm, and
she lifted the knife to his flesh.

“Please,” Dosha said, dangling from her hand, “that
knife looks very dangerous, and I want very much to
live.”

“I need your stomach for my work,” Woyengi
answered. “Do not think of your sacrifice as an ending.
Rather, consider it a great honor that comes only once in
a lifetime.”

“I humbly decline the honor,” said Dosha, and bit
Woyengi on the finger. This startled her so much that
she dropped him, and like a worm he wriggled away.

Woyengi resigned herself to this turn of events. She
cut the wound off her finger with her knife. She looked
in the sea of Chaos for another victim. Finding a creature
named Atavus, she plucked him forth and neatly cut away
his stomach. She sealed Atavus’ stomach at one end,
inflated it with her own divine breath, and then squeezed
it gently. Spirits flew out of the open end of Atavus’
stomach. At first, since all of them came from the same
breath, all of them were exactly alike.

The Origin of Elemental 
Strands and Dreamscapes

Woyengi did not want all of the spirits to be exactly
alike. She called her four chiefs to her side. “Dream,” she
said, “the first animals walk the Earth. When they sleep,
I want you to create small worlds for them in the
Marches, based upon the patterns of their minds.”

Dream went and did this thing. He created the first
dreamscapes.

“Myth,” Woyengi said, “The worlds of Dream are col-
orful, while my spirits are bland. Distill out the color of
the dreams so that I can flavor the spirits with them.”

Myth went to work. He took all the dreams of water
and he fished out a long string of waterness from each –
just like pulling out one of a tapestry’s threads! Then he
braided all these threads together, so that he had a long
rope of Water-dream. He did the same thing with Anger,
and Thunder, and the Mountains, and the Moon. Soon
he had linked all the animal dreams together with strands
of dream, and he brought the free end of each rope to
Woyengi.

One by one, Woyengi asked each spirit, “Choose for
yourself what kind of spirit you want to be.” Each spirit
chose one of the strands of dream. Myth untangled a
thread from that strand and ran it right through the spir-
it’s heart! If the spirit chose Water, its whole body filled
up with waterness. If it chose the Mountains, it became
full of mountainness. Even the littlest spirit could be
frightening if Myth spliced it with a bit of Fear. That’s
how primal spirits came to be. 

The Origin of Masks
Much, much later, humans started to dream.

Now,animal dreams are simple, but human dreams are
complex. Woyengi’s chief, Myth, came to her early on
and said, “If I have to make a rope out of every differ-
ent image in a human dream, I’ll get gray hairs on my
head before I’m even a billion years old. That’s how
complicated it would be.”

Woyengi finished her work for the day and then
answered him. “Look at this dream over here,” she
said. “It’s about a mad sheep who kills the greatest god.
It thereby dooms the world. How many dreams feature
sheep who kill gods?”

“Just the one,” Myth admitted.
Woyengi said, “Then do not make a rope for ‘god-

killing sheep.’ Pull out the thread of Beasts in the
sheep, and the thread of Anger, and the thread of
Greatness. And if a spirit wants to be made of the God-
Killing Sheep idea, put bits of all three ropes inside its
soul.”

“If we make spirits out of more than one strand,”
Myth asked, “won’t they be terribly confused?”

Woyengi thought on that, and then turned to her
chief, Imagination. “Whenever a spirit chooses to be
made from human dreams or stories, I want you to cre-
ate a clay mask for him. The clay mask will show his
role in the dream – like the sheep. Then, if the spirit
becomes confused about what he is, because he has so
many elemental strands in his soul, he can put on the
mask and pretend that that’s what he really is.” 5
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Acidic domain feature, 108.
Aesir, 114, 116.
Affinities, 10, 23, 50, 95; and

elements, 63; divine, 82; new, 52.
Air affinity, 52.
Alliances, 113.
Anchors, 17.
Andrealphus, 119.
Angels in the Marches, 120.
Animals affinity, 52.
Area Knowledge (Marches) skill, 64.
Armor, 104.
Artifacts, 12, 104.
Artifice affinity, 53.
Asmodeus, 119.
Aspected Domain domain feature, 106.
Assertion, 132.
Assumption, 17, 81, 133.
Astronomical Concept elements, 24.
Attunements, 11, 63, 82.
August Prosperity Collective, 114, 116.
Aurem, 73.
Aztecs, 114, 116.
Baal, 119.
Beasts element, 31.
Beasts of Passion, 28.
Beleth, 12, 102, 119.
Belial, 119.
Believers, 123.
Bilocational domain feature, 109.
Blandine, 101, 117.
Bonded Mastery domain feature, 109.
Books affinity, 53.
Border Marches, 102.
Campaigns, 136-141.
Celestials, 117-121, 139.
Ceridwen, 83.
Challenging a god, 134.
Characters, creation, 10; creation

checklist, 12; player, 10; point cost
table, 13.

Cherubim, 141.
Classical Element elements, 25.
Cold affinity, 54.
Combat, 97-99, celestial, 17; see also

Death.
Common Tongue domain feature, 106.
Computers element, 40.
Corporeal realm, 20, 123.

David, 117.
Death elements, 46.
Death, 18.
Deceitful domain feature, 107.
Deception affinity, 54.
Defiance, 134.
Demons in the Marches, 121.
Destiny, 113.
Destruction affinity, 55.
Discord, 13; vessel, 69.
Disturbances, 20, 96.
Divination affinity, 55.
Djinn, 118.
Domain Artifact domain feature, 107.
Domains, 93, 103-111, creating, 82,

106; features, 106-111.
Dominance, 134.
Dominic, 46, 117.
Doomed domain feature, 108.
Dragons, 78.
Draining, Song of, 66.
Dreads, 13, 48; see also individual

Affinity listings.
Dream Magnet domain feature, 107.
Dream spirits, 74.
Dream-Caul domain feature, 108.
Dream-Shades, 122.
Dream-Shaping, 91, 93-95.
Dream-eating, 17.
Dreaming, 91; skill, 65.
Dreamscapes, 88, 105.
Dreamtime spirits, 114, 116.
Dreamwalking, 91.
Drowning/suffocation affinity, 55.
Elementals, 72.
Elements, 10, 22, 23; and affinities, 63.
Eli, 117.
Elvis, 15, 16, 17, 80.
Emotion elements, 28.
Emotions affinity, 55.
Entering and leaving the Marches, 88.
Entrancement affinity, 56.
Essence, 13, 14; cache, 17.
Ethereal Connection attunement, 63.
Ethereal form, 92.
Exchange, Song of, 66.
Fading, 19.
Faerie, 114, 116.
Family element, 34.

Far Marches, 102.
Fear element, 28.
Fertility affinity, 56.
Fierce Figments domain feature, 107.
Figments, 10, 103.
Filth affinity, 56.
Final Exam, The, 73.
Final Sanctuary, 36.
Fire affinity, 57.
Fire element, 25.
Forces, 10; losing, 18.
Forest Beyond Hope’s End, 32.

Gabriel, 102, 118.
Gangs, 113.
Genii locorum, 75.
Ghost element, 46.
Glamour affinity, 57.
Gods, 11, 19, 81; creating, 74.
Greek gods, see Olympians.
Greys, 16.
Haagenti, 119.
Halfbreeds, 122.
Healall domain feature, 107.
Heliopolitans, 114, 116.
Hidden domain feature, 111.
Hindu gods, 114, 116.
Hitchhikers, 88.
Homes element, 36.
Hostile domain feature, 109.
Humans in the Marches, 122.
Humor, 138.
Hunger affinity, 57.
Hunt element, 37.
Ill Words attunement, 85.
Images, 23; changing, 129; consump-

tion, 131; enhancement, 130, 135;
fulfillment, 128; inanimate, 80, 125-
129, 130.

Impostors, 15.
Incomplete Mastery domain feature,

109.
Infinite domain feature, 108.
Information elements, 29. 143
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Initiation, 46-48.
Intelligence, 11.
Interventions, 20.
Intrusive Domain domain feature, 108.
Intrusive Domain: Discord domain

feature, 109.
Inverse Data Store, 31.
Janus, 118.
Jean, 118.
Jewels element, 42.
Jordi, 118.
Kami, see August Prosperity

Collective.
Khalid, 118.
Knowledge skills, 65.
Kobal, 119.
Kraken, 79.
Kronos, 119.
Lab 26, 111.
Language skills, 65.
Laurence, 118.
Life elements, 31.
Light affinity, 58.
Light element, 33.
Lightning affinity, 58.
Lilith, 120.
Limbo, 17.
Living Domain domain feature, 109.
Loas, 114, 116.
Lucid dreamers, 122.
Luck affinity, 58.

Malakim, 141.
Malleable domain feature, 108.
Malphas, 120.
Manifestations, corporeal, 20.
Manny, 76.
Marc, 118.
Marygold, 76.
Mask, see Images.

McCormick the Gunslinger, 72.
Michael, 118.
Micro-domains, 12, 71, 101, 105.
Minerals affinity, 59.
Mnemonic cretins, 35.
Mobile domain feature, 108.
Motherhood affinity, 59.
Mountain element, 40.
Move Silently skill, 65.
Multiple Mastery domain feature, 110.
Myths, 79.
Native American spirits, 114, 116.
Navigation, 90.
News element, 29.
Novalis, 118.
Nybbas, 120.
Oasis domain feature, 109.
Obscurement affinity, 59.
Odin, 84.
Olympians, 114, 116, 133.
One-Eye attunement, 85.
Ordeal, 134.
Origin myths, 3.
Outcasts, 12.
Pagans, 123.
Pantheons, 85, 115, 137.
Places, 95; see also Domains.
Plants affinity, 60.
Plants element, 32.
Player characters, 10.
Pop icons, 80.
Power, 130.
Predation, 115.
Primal Force domain feature, 110.
Primal spirits, 73.
Puissance affinity, 60.
Quirky domain feature, 111.
REM sleep, 91.
Ravens, 87.
Reenactment, 134.
Regenerates domain feature, 111.
Remnants, 19.
Renegades, 12.
Resources, 11, 104.
Ripples attunement, 141.
Rites, 14, 82.
Rivalry, 115.
Roles, 11.
Roman gods, 133.
Saints, 122.
Salamanders, 25.
Saminga, 120.
Santa Claus, 15, 71, 77.
Sense elements, 33.
Seraphim, 140.
Serendipitous domain feature, 111.
Servants, 12.

Skills, 11, 64; bonuses for affinities, 62.
Snow element, 44.
Society elements, 34.
Society, 113.
Songs, 11, 51, 66-67, 95; lost, 24.
Sorcerers, 122, 123.
Soul Link attunement, 64.
Speed affinity, 60.
Spidersilk Forge, 40.
Spirit Speech, Song of, 67.
Stamatis Stavros, 43.
Sticky domain feature, 111.
Straight Roads, 42.
Strands, 22; see also Elements.
Strange rains, 44.
Structure elements, 36.
Struggle elements, 37.
Sun element, 24.
Sundered Castle, 34.
Superiors, 11, 117-120.
Survival (Marches) skill, 65.
Taxonomy, 77.
Tech elements, 39.
Terrain affinity, 61.
Terrain elements, 40.
Tethers, 16, 82, 89, 101-102.
Time Effects domain feature, 111.
Tracking skill, 65.
Transcendental domain feature, 111.
Transfiguration, 81, 134.
Trauma, 17.
Travel, 89.
Trial, 134.
Tribes, 16, 115.
Tsayadim, 140, 142.
Unbound domain feature, 109.
Undead, 122.
Vale of Dreams, 89, 101.
Valefor, 120.
Vapula, 120.
Vehicles element, 39.
Vessels, 14, 68; discord, 69; from

Superiors, 69.
Visible Anchors domain feature, 108.
War, the, 121.
Water affinity, 61.
Water element, 25.
Wealth affinity, 61.
Wealth elements, 42.
Weather affinity, 61.
Weather elements, 44.
Words, 71.
Worship, 14-15.
Wyrd, 84.
Young domain feature, 111.
Yves, 71, 119.144
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