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CHARACTER ARCHETYPES
Twelve Novice archetypes—six for fantasy 
games and six for modern games—are pro-
vided for you to use. All points have been spent, 
Edges and Hindrances selected and so on, all 
you need do is select a Race and add the appro-
priate modifications to the stats below. 

If you select Human as a Race, then simply 
add an additional Novice Edge of your choiceto 
the stats below. If you select a Race that has an 
Attribute that begins higher than a d4, simply 
adjust the Archetype’s stat to that starting 
die type. 

If that Archetype already advanced that 
Attribute at character creation, then add that 
many steps to your character’s attribute. (For 
instance, if your archetype has an Agility of d6 
and your Race starts with an Agility of d8, then 
you raise the starting Agility to d8 and add the 
additional step used in character creation to 
begin with a d10.) 

If your Race begins with an Attribute that 
costs two points to raise, and the Archetype 
is starting higher than a d4, simply remove the 
steps added to the Attribute and reallocate. 
(For example, if your Strength is penalized 
and your Archetype begins with a d8, you can 
either begin with d4, and apply those two steps 
to other attributes, or you can spend both on 
your Strength, raising it to d6.) 

FANTASY CHARACTERS

Hedge Wizard

While magic is not inherently evil, it is certainly 
intertwined with Hell in the thoughts and fears 
of commoners. Many wizards use the magic for 
healing as much as harming, despite the per-
ception that they are dabbling with demonic 
forces. These brave souls remain undeterred, 
using their powers to help mankind.
Attributes: Agility d6, Smarts d10, Spirit d6, 

Strength d4, Vigor d4
Skills: Fighting d4, Healing d6, Investigation 

d4, Knowledge (Arcana) d8, Notice d6, 
Spellcasting d10, Taunt d6

Cha: 0; Pace: 6; Parry: 4; Toughness: 4; 
Willpower: 5; Power Points: 10

Hindrances: Anemic, Bad Eyes (Minor), Curious
Edges: Arcane Background (Magic), Wizard
Powers: Armor, Bolt, Healing
Gear: Staff (Str+d4, Parry +1, Reach 1, 2 Hands), $450.

knigHT erranT

Some knights relish in tournaments and hold-
ing court, but others are consumed with a 
wanderlust that draws them into adventure 
after adventure. These knights try to shirk the 
responsibilities of their land and holdings in 
order to find new adventures and vile beasts 
to slay, often with mixed results as the respon-
sibilities of nobility rarely shake loose that easily.
Attributes: Agility d6, Smarts d6, Spirit d6, 

Strength d6, Vigor d6
Skills: Fighting d6, Healing d6, Intimidation d6, 

Notice d6, Persuasion d6, Riding d6, Survival d6
Cha: +2; Pace: 6; Parry: 5; Toughness: 9(3); 

Willpower: 5
Hindrances: Code of Honor, Doubting Thomas, 

Quirk (Wanderlust keeps him on the road)
Edges: Brawny, Noble
Gear: $250, Short Sword (Str+d6), Plate Corselet, 

Arms and Leggings (Torso, Arms and Legs), 
Steel Helmet.

HigHWayman

Some men make their living preying on the 
poor souls who are merely traveling the roads, 
being little more than criminals and predators. 
Most of them have no desire to hurt anyone…
so long as they get whatever they want from 
their marks. This greed can often have dire 
consequences if infernal beings catch wind of it.
Attributes: Agility d8, Smarts d4, Spirit d6, 

Strength d6, Vigor d6
Skills: Climbing d4, Fighting d8, Gambling d4, 

Intimidation d6, Lockpicking d4, Notice d6, 
Riding d4, Shooting d4, Stealth d6, 
Streetwise d4

Cha: −2; Pace: 6; Parry: 6; Toughness: 6(1); 
Willpower: 5

Hindrances: Greedy (Minor), Ugly, Wanted 
(Major)

Edges: Luck, Scavenger
Gear: Short sword (Str+d6), Bow (Range 

12/24/48, Damage 2d6, Rof 1), Leather armor.

sHadoWy manipUlaTor

Silver tongued devils, lurking at the ear of a 
king, a duke or a baron, manipulating policy 
with a word or a suggestion. Some men are 
content to stand behind the seat of power, 
rather than sit upon it. With a suggestion, they 
can command amazing resources without the 
responsibility, but that lust for power rarely 
goes unnoticed for long…
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Attributes: Agility d4, Smarts d6, Spirit d8, 
Strength d4, Vigor d6

Skills: Intimidation d6, Investigation d6, 
Notice d6, Persuasion d8, Streetwise d6, 
Taunt d8

Cha: +2; Pace: 4; Parry: 2; Toughness: 5; 
Willpower: 6

Hindrances: Callous, Devil’s Mark, Lame
Edges: Charismatic, Shadow Touched
Gear: $500.

deCadenT noble

Power corrupts, and boredom can lead the 
wealthy and powerful down dark paths. These 
nobles revel in the excesses of life, constantly 
seeking new challenges and adventures. Once 
they exhaust the mundane, it is not long 
until their sights turn towards the mystical, 
and that can prove a dark and dangerous 
path to tread.
Attributes: Agility d4, Smarts d6, Spirit d6, 

Strength d6, Vigor d8
Skills: Fighting d6, Gambling d6, Intimidation 

d6, Knowledge (Politics) d6, Notice d6, 
Persuasion d6, Riding d4, Taunt d6

Cha: +2; Pace: 5; Parry: 5; Toughness: 7; 
Willpower: 5

Hindrances: Big Mouth, Habit (Major—
narcotics), Obese

Edges: Noble, Strong Willed
Gear: Short sword (Str+d6), $1300.

neTHergUard aColyTe

The Netherguard Acolytes are brave souls who 
intentionally breach the dimensional walls 
separating their world from the Netherworld, 
learning as much about that other realm as pos-
sible. Anyone needing to cross over would do 
well to have an Acolyte on their side, to avoid 
making a one way journey.
Attributes: Agility d6, Smarts d8, Spirit d8, 

Strength d4, Vigor d4
Skills: Healing d6, Investigation d4, Knowledge 

(Netherworld) d8, Notice d6, Spellcasting d8, 
Survival d6, Tracking d6

Cha: 0; Pace: 6; Parry: 2; Toughness: 5(1); 
Willpower: 6; Power Points: 5 

Hindrances: Cautious, Heroic, Pacifist (Minor)
Edges: Netherguard Acolyte
Powers: Burst, Open Portal
Gear: Leather Armor, $450.

MODERN CHARACTERS

CorrUpT Cop

Cops are meant to serve and protect, to uphold 
the law and defend the innocent. Some cops, 
however, become tempted by the power of 
the badge, or the opportunities presented to 
them by the very criminals they are supposed to 
put away. Once this corruption takes root, the 
grip of Hell is like an iron vice, nearly impossible 
to escape.
Attributes: Agility d6, Smarts d6, Spirit d4, 

Strength d6, Vigor d8
Skills: Driving d6, Fighting d6, Intimidation d6, 

Knowledge (Law) d4, Notice d6, Shooting d6, 
Streetwise d6, Taunt d4

Cha: 0; Pace: 6; Parry: 5; Toughness: 6; 
Willpower: 4

Hindrances:  Greedy (Minor),  Loyal, 
Overconfident

Edges: Alertness, Connections (Criminal)
Gear: 9mm Pistol (Range 12/24/48, Damage 2d6, 

ROF 1, AP 1), police baton, $250.

priVaTe deTeCTiVe

Private Detectives tend to be classic losers: Well 
meaning fools who are suckers for sob stories 
and pretty faces. It doesn’t take much to hook a 
down on his luck PI, and he’s out on the streets, 
unraveling mysteries with the best of intentions. 
But the Road to Hell is paved, as they say, with 
good intensions…
Attributes: Agility d6, Smarts d6, Spirit d6, 

Strength d6, Vigor d8
Skills: Driving d4, Investigation d8, Notice d6, 

Persuasion d6, Shooting d6, Streetwise d8
Cha: 0; Pace: 6; Parry: 5; Toughness: 5; 

Willpower: 5
Hindrances: Curious, Poverty, Habit (Minor—

Functional alcoholic)
Edges: Liquid Courage
Gear: 9mm Pistol (Range 12/24/48, Damage 2d6, 

RoF 1, AP 1).

biker

Not all bikers are violent criminals, but there 
is a certain element that takes the freedom of 
the road to a new extreme and find themselves 
embroiled neck deep in the worst excesses. 
That liberty perverted, they ignore the laws 
and the expectations of polite society and find 
themselves on a highway to Hell.
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Attributes: Agility d8, Smarts d4, Spirit d6, 
Strength d6, Vigor d6

Skills: Driving d8, Fighting d6, Gambling 
d4, Intimidation d6, Notice d4, Repair d6, 
Shooting d6, Streetwise d6

Cha: −2; Pace: 6; Parry: 5; Toughness: 5; 
Willpower: 5

Hindrances: Loyal, Mean, Wanted (Major)
Edges: Ace
Gear: Motorcycle (Stolen), Switchblade (Str+d4, 

−2 to Notice if Hidden), Desert Eagle (Range 
15/30/60, Damage 2d8, RoF 1, AP 2), $190.

HiTman

Contract killers, by their very nature, are not 
nice people. Even a neophyte murderer has 
blood on their hands, and killing for money does 
not insulate a soul from the infernal grasp of 
Hell. In fact, the emotional state many killers 
need to reach in order to do their job efficiently 
often opens them up to greater corruption.
Attributes: Agility d8, Smarts d6, Spirit d6, 

Strength d4, Vigor d4
Skills: Notice d6, Shooting d8, Stealth d8, 

Streetwise d6, Throwing d8, Tracking d6
Cha: 0; Pace: 6; Parry: 2; Toughness: 4; 

Willpower: 5
Hindrances: Code of Honor, Callous, Cautious
Edges: Extraction, Steady Hands
Gear: Sniper Rifle (Range 30/60/120, Damage 

2d10, ROF 1, AP 2, Snapfire), $100.

lUCHador

Luchadors of Mexico are not just world-class 
athletes and professional wrestlers, but prac-
tically superheroes, at least in appearance and 
reputation. Many films were made chronicling 
the exploits of luchadors battling vampires, 
mummies and more, and more than one 
luchador has been “demonically” influenced. 
Some would say there is a certain element of 
truth to those tall tales…
Attributes: Agility d8, Smarts d6, Spirit d6, 

Strength d6, Vigor d4
Skills: Fighting d8, Investigation d8, Notice d6, 

Shooting d6, Streetwise d8, Taunt d6
Cha: 0; Pace: 6; Parry: 6; Toughness: 4; 

Willpower: 5
Hindrances: Heroic, Outsider, Pacifist (Minor)
Edges: Acrobat, Martial Artist
Gear: Luchador Mask, $500.

sHadoWToUCHed exeCUTiVe

It is said that money is the root of all evil, and 
Hell is not afraid to use money and power as 
a hook to draw in the unsuspecting. Those 
who would use money as a pathway to power 
find themselves with infernal avenues at their 
disposal to aid them in their pursuits, never 
questioning the ultimate price they must pay, 
assuming themselves to be untouchable.
Attributes: Agility d4, Smarts d8, Spirit d6, 

Strength d6, Vigor d4
Skills: Gambling d6, Intimidation d6, Knowledge 

(Business) d8, Notice d8, Persuasion d6, 
Shooting d4, Taunt d6

Cha: 0; Pace: 6; Parry: 2; Toughness: 4; 
Willpower: 5

Hindrances: Arrogant, Quirk (Elitist), Stubborn
Edges: Rich, Shadowtouched
Gear: $1500.

NEW SKILLS
The following skill is available for use in 
your game.

knoWledge (demonology) (smarTs)
Knowledge (Demonology) is the study of 
demons. Characters with this skill may uncover 
a variety of aspects about a demon, such as it’s 
true name, any weaknesses, known followers, 
sightings, and general status (if any) among 
the legions of Hell. Success on a Knowledge 
(Demonology) roll grants a single piece of infor-
mation about the demon in question, with each 
subsequent raise granting yet another piece of 
info, up to a max of four pieces of information.

EDGES AND HINDRANCES
The Following Edges and Hindrances play on 
various hellish themes. They are designed to 
augment rules such as corruption, demon pos-
session, and pacts with demons.

NEW HINDRANCES
CalloUs (minor)
Some heroes struggle mightily against their 
inner demons, always striving to make the right 
moral choices. But there are also those who 
simply don't care, or who even enjoy inflicting 
pain on others. This flawed character suffers a 

−2 penalty to Corruption checks, and can never 
seek redemption.
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CombaT sHoCk (minor/ major)
Some people freeze up when things get dan-
gerous, and your hero is one of them. It could 
be due to fear, flashbacks, or something else; 
whatever the reason, in the first round of any 
combat, you must make a Fear check. If you 
have the Major version, this roll is at −2.

deVil's mark (major)
This fallen hero has been permanently scarred or 
branded by a demon, as a sign of his service to 
the foul creature's cause. The character is con-
sidered "supernaturally evil" for the purposes 
of the Champion and Holy Warrior Edges, and 
suffers −4 Charisma when dealing with anyone 
who knows that he is marked. Furthermore 
he always has at least one mark of corruption, 
which can never be removed.

If the character recieves this Hindrance as the 
result of a demonic pact (see the Book of Law 
for more information on demonic pacts), the 
demon always knows where she is.

BACKGROUND EDGES

neTHergUard aColyTe 
(arCane baCkgroUnd)
Arcane Skill: Spellcasting (Smarts)
Starting Power Points: 10
Starting Powers: 1+ Open Portal

Very few mortals know how to access 
Aegeron’s Stone Gates. The Netherguard 
Acolyte is one such person; a wizard trained in 
the art of opening and closing portals to the 
Netherworld. Like all wizards in Aegeron, the 
Netherguard Acolyte draws her power from the 
world around her. Because she is so attuned to 
Aegeron’s gates, she can sense the location of a 
Stone Gate by making a Notice roll. If successful, 
the Acolyte knows the general direction of the 
nearest Stone Gate. On a Raise, she knows the 
precise location and distance. On a failure, she 
has no idea where the nearest gate is.

Attunement: A Netherguard Acolyte can 
make a Spellcasting roll to attune herself to 
any Stone Gate she has found. Success on the 
roll means the character always knows where 
the attuned gate is, and she enjoys a +1 bonus 
to Spellcasting rolls to open the gate. If she 
fails on the roll, she must wait 24 hours before 
attempting to attune herself to the gate. If she 
rolls a 1 on the Spellcasting roll, the character 
may never attune herself to the gate.

Backlash: When a Netherguard rolls a 1 on her 
Spellcasting Die, she is automatically Shaken. 
This can cause a wound. Additionally, if the 
Netherguard Acolyte rolls a 1 on her Notice Roll 
to find a Stone Gate, or her attunement roll, she 
gains a level of Fatigue and must wait 24 hours 
before attempting to find another Stone Gate

PROFESSIONAL EDGES
The following Professional Edge is provided for 
use in Codex Infernus: The Fall of Aegeron, but it 
can be modified for use in any genre you wish. For 
example, this Professional Edge would work very 
well in a Star Gate SG1 type of game where charac-
ters are tasked with exploring other dimensions.

neTHergUard senTinel

Requirements: Novice, Notice d6+, Survival d8+, 
Tracking d8+

Netherguard Sentinels are brave individuals 
who have travelled the mist-shrouded paths of 
the Netherworld, and lived to tell the tale. They 
know the secrets of travelling and surviving 
in the Netherworld, and have made good use 
of their knowledge to guide refugees to safe 
havens all across the broken world of Aegeron. 
Netherguard Sentinels enjoy a +2 to Tracking 
Survival, and Notice rolls made in the Netherworld.

SHADOW TOUCHED EDGES
Sometimes known as “Dark Gifts,” Shadow 
Touched Edges are the result of exposure to 
infernal powers, and grant the character super-
natural demonic abilities.

sHadoW ToUCHed

Requirements: Novice, Special*
At some point in his past, the character—will-

ing or unwilling—came in contact with a demonic 
entity. The experience left him tainted in some 
fashion, either mentally or physically. The hero 
must choose an additional Hindrance (this 
does not count towards his limit, nor provide 
additional points at Character Creation) that 
reflects this taint; such as Ugly (scaly skin, pun-
gent smell, etc.) or Quirk (constantly talking to 
himself). The hero is also considered "supernat-
urally evil" for purposes of the Champion and 
Holy Warrior Edges.

The upside of the encounter is that the char-
acter is accustomed to the darker side of human 
nature and the things that man should not know. 
He gains a +2 to Fear checks. The taint has also 
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blessed (some might say cursed) the character 
in some fashion, allowing him to tap into dark 
energies not normally accessible by mortals. The 
hero may take Dark Gift Edges by spending addi-
tional Advances. Any time a Shadow Touched 
uses a Dark Gift that requires an activation roll, 
they use Spirit to activate it unless otherwise 
specified. After completing the activation roll, 
the Shadow Touched is required to make a Vigor 
roll at −2 or gain a level of Fatigue that is removed 
after an hour of rest. Any Shadow Touched who 
fails this roll can opt to take a Corruption Point 
to prevent the Fatigue cost instead. Dark Gifts 
without activation rolls do not gain Fatigue. 

*The player must come up with a backstory 
involving a situation where the character had 
contact with a demon.

ammon's breaTH

Requirements: Novice, Shadow Touched
The weapons of a Shadow Touched are many 

and they are varied. This Shadow Touched is 
able to breathe a gout of hellfire at enemies in 
her immediate surroundings, potentially setting 
her foes and everything around them ablaze. 
This ability functions as the burst power with a 
Hellfire trapping, causing any flammable mate-
rials in the Cone Template to potentially catch 
fire. Roll for any flammable objects to catch fire, 
per the Savage Worlds rules.

defile groUnd

Requirements: Novice, Spirit d6+, Vigor d8+, 
Shadow Touched

The corrupting influence of a Shadow Touched 
cannot be understated, especially as it perme-
ates their surroundings. Using this Dark Gift, the 
Shadow Touched makes a Spirit roll to project a 
foul aura of defiling energy the size of a Small 
Burst Template. This tainted aura lasts a number 
of rounds equal to half the Shadow Touched’s 
Vigor die, and remains centered on him at all times.

While this gift is active, the Shadow Touched 
automatically inflicts 2d6 damage to all crea-
tures within the aura at the end of his turn each 
round, and anyone moving into the aura also 
suffers 2d6 damage.

infernal grasp 
Requirements: Defile Ground, Seasoned

When the Shadow Touched defiles the sur-
rounding area, unearthly, clawing hands reach 
from the ground to grasp at everyone in their 

vicinity. Whenever Defile Ground calls for a 
damage roll against someone, that creature 
must first make an Agility roll (at −2 if Defile 
Ground was activated with a raise) or become 
pinned, as if affected by the entangle power.

deVil's ToUCH

Requirements: Seasoned, Shadow Touched
This Shadow Touched is able to imbue his 

hands with demonic energy. When using this 
Dark Gift, the Shadow Touched’s hands turn 
dark and elongated as a sinister purpose per-
vades them. Devil's Touch functions as the 
smite power with a Necrotic trapping, and lasts 
a number of rounds equal to half the Shadow 
Touched's Vigor die, but may only be applied to 
his own "natural" weapons (claws or fists, or any 
other natural weapons at the GM’s discretion).

HellbeasT

Requirements: Veteran, Shadow Touched
While some Shadow Touched work alone, 

others prefer to pervert nature to their bidding. 
These Shadow Touched imbue dogs or wolves 
with hellish ferocity, transforming them into 
infernal hellbeasts. The animals grow and warp 
into twisted monstrosities with ferocious tem-
peraments, although they serve their Shadow 
Touched master with devoted loyalty. Should 
the Shadow Touched be killed, the power 
sustaining the hellbeasts is broken, and they 
immediately revert back to their original form.

The Shadow Touched can create either five lesser 
hellbeasts or a single greater hellbeast, chosen 
when this Edge is taken. If the hellbeasts are all 
killed, this Edge may be taken again to replace them.

lesser HellbeasT

Attributes: Agility d8, Smarts d6 (A), Spirit d6, 
Strength d6, Vigor d6

Skills: Fighting d6, Intimidation d6, Notice d10
Pace: 8; Parry: 5; Toughness: 7 (2)
Special Abilities:

 � Armor +2: Thick fur and toughened flesh.
 � Bite: Str+d6.
 � Fearless: Hellbeasts are immune to fear and 

Intimidation.
 � Fleet-Footed: Hellbeasts roll d10s instead 

of d6s when running.
 � Go for the Throat: Hellbeasts instinctively 

go for an opponent’s soft spots. With a 
raise on its attack roll, it hits the target’s 
most weakly armored location.
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greaTer HellbeasT

Attributes: Agility d8, Smarts d6 (A), 
Spirit d6, Strength d8, Vigor d8

Skills: Fighting d8, Intimidation d8, Notice d10
Pace: 10; Parry: 6; Toughness: 9 (2)
Special Abilities

 � Armor +2: Thick fur and toughened flesh.
 � Bite: Str+d8.
 � Fearless: Hellbeasts are immune to fear and 

Intimidation.
 � Fleet-Footed: Hellbeasts roll d10s instead 

of d6s when running.
 � Go for the Throat: Hellbeasts instinctively 

go for an opponent’s soft spots. With a 
raise on its attack roll, it hits the target’s 
most weakly armored location.

 � Size +1: Greater Hellbeasts are far bigger 
than any natural dog.

HellspaWn aspeCT

Requirements: Seasoned, Vigor d10+
The Shadow Touched channels her inner 

demon, temporarily transforming into a mon-
strosity. When in demon form, the character’s 
Strength and Agility each increase by +1 die type, 
Size increases by +1, and the character receives 
a +1 bonus to Intimidation rolls. The transfor-
mation lasts a number of rounds equal to half 
her Vigor die. If the Shadow Touched takes 
a Corruption mark, the bonuses to Strength, 
Agility, Size and Intimidation are doubled. 
Alternately, they may take a Corruption mark 
to double the Aspect’s duration.

infernal ally

Requirements: Novice, Shadow Touched
Not all Shadow Touched choose to fight 

alone, instead seeking infernal aid. The Shadow 
Touched can summon a creature from Hell to 
temporarily aid her in times of need. This Dark 
Gift works as the summon ally power, but 
doesn’t use power points. Instead, the Shadow 
Touched must make a Spirit roll with the Casting 
Modifier below. In return, the Shadow Touched 
compels one or more demons to serve her for 
a single day, the precise number depending 
on their relative rank (see summon ally). These 
infernal minions can be sent back to Hell at any 
time as a free action, but if the Shadow Touched 
ever becomes Incapacitated, the demons can 
break free of the Shadow Touched’s control 
with a Spirit roll. The Shadow Touched can sacri-
fice their blood to call for demonic aid, inflicting 

wounds upon themselves to lower the Casting 
Modifier. For each wound inflicted (up to a max-
imum of 3), the casting penalty is reduced by 2. 
These wounds cannot be Soaked.

infernal Healing

Requirements:  Seasoned, Spirit d8+, 
Shadow Touched.

Some Shadow Touched can sustain them-
selves off of the pain and suffering of their 
foes. A Shadow Touched with the Infernal 
Healing gift can heal one wound every time they 
Incapacitate a Wild Card opponent, or a level of 
Fatigue for every Extra they defeat in combat.

infernal sCenT

Requirements: Seasoned, Shadow Touched
The Shadow Touched reek of brimstone and 

death.” The Shadow Touched is able to create 
a putrid odor that causes most mortals to gag 
and choke. The Shadow Touched rolls Spirit 
opposed by the Vigor of all adjacent targets. 
With a success the victim suffers a level of 
Fatigue, or two levels with a raise. The Fatigue 
fades after 1d6 rounds of breathing fresh air. 
The effect can’t kill, but it can Incapacitate due 
to extreme nausea. 

liVing armor

Requirements: Heroic, Shadow Touched
The character’s flesh permanently transforms 

into hellish armor she can mold and shape at will. 
The armor normally covers the entire body, and 
is sealed for the purposes of area-effect attacks, 
but the character can cause it to flow back from 
the head and/or limbs when not needed. Living 
Armor provides +2 armor and a +1 bonus to Soak 
rolls, but doesn’t stack with worn armor or the 
armor power. 

masqUe de morT

Requirements: Veteran, Persuasion d6+, 
Shadow Touched.

One of the most unsettling Dark Gifts a 
Shadow Touched can acquire, is the ability 
to wear the face of a deceased person as an 
illusory mask. The Shadow Touched’s essence 
reaches into the ether and draws forth the 
visage of a dead person, cloaking themselves 
in the form of the fallen. 

The Shadow Touched must already know 
that the person is deceased, and anyone who 
has reason to suspect the deception makes 
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