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The five celestials arrived at the concert early to get a
good spot. They passed the time by lounging on beach
towels or in folding chairs, exchanging gossip and letting
the tension of the day slip away. It was a remarkably civil
evening.

“So what’s on the schedule tonight?” asked Lauren, the
demon of Strippers.

“Mozart, I think,” replied Tomas, the angel of Catchy
Tunes, fanning himself with a notepad. The
Texas spring had been especially brutal
– it was going to be a hot summer.

“Oh man,” she moped, tousling
her hair while surveying the
teeming crowd of humanity
assembled in the park to
enjoy the live orchestra.
“That’s not right. You
can’t dance to that.”

The small group of
people around her either
furrowed their eyebrows
and frowned or nodded
in agreement. One of the
latter, an older woman
with beautifully cornrowed
graying hair, piped up.

“Depends on how you’re
dancing,” she said, not looking
at anything in particular as the
words rolled slowly out her mouth.
“When dancing for fun, you can dance to
anything. If you’re whoring your dance for
twenty bucks a grind –”

“Oh look,” said Tomas brightly, quickly changing the
subject when he saw Lauren’s eyes flash. “There’s
Druiel.” He waved his notepad over his head, trying to
draw the attention of a cute, somewhat sheepish-looking
teenager stumbling around on the far side of the grassy
hill. “Yo,” he called out. “Drew!”

Druiel wore a black leather motorcycle jacket two sizes
too large, made even more ludicrous by the muggy
spring heat. A blonde girl in a white dress and black com-
bat boots stomped up behind him, full of the energy and
confidence of youth.

“Hey, everyone,” said Druiel, the angel of Teenage
Death. “This is Sara.” Sara made a sarcastic curtsy,
frowning and rolling her eyes at the strange assembly.

“So who are these people?” she asked
Druiel, jerking a thumb at the weirdoes.

“They’re some friends of mine,”
he replied smoothly, blushing

slightly.
“Oh,” she said. “Cool, I

guess.”
“This is, um, Tomas, in

the chair. Zara – nice hair,
by the way.” He gestured
to a large, hulking figure,
hiding in the shadow of a
tree. “This is, um . . .”

The figure walked into
the setting sunlight, a

broadly built old man with
a peaceful smile. Sara’s

hand disappeared in his
enormous grip. He shook it

gently.
“I’m the Old Guy,” he smiled,

twinkling his eyes. Druiel relaxed
considerably.

“And also, this is Lauren. And Hugo.”
“Nice to meetcha,” said Hugo, a demonic Servitor of

Drugs. “We’re all friends around here, and a friend of
Drew’s is a friend of mine.”

“Charmed,” Sara said.
“I’m sure,” said Lauren, narrowing her eyes.
“So what are you guys doing this weekend?” asked

Tomas from his half-reclined position in the cheap fold-4
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ing chair, steering the conversation back to what he
hoped would be safety.

“Oh man,” said Sara, her young eyes lighting up.
“We’re gonna go camping out at Enchanted Rock!
Doesn’t that just sound like so much fun or what?”

The assembled celestials grew quiet, their smiles fal-
tering. The Old Guy drifted back into the shadows of the
tree, and Zara busied herself folding a blade of grass.

“That’s great,” said Tomas after a pause. “I hope . . .”
He let out a slight chuckle and shrugged.

“Exactly,” said Sara, obliviously giving him a thumbs-
up. “You know it.”

“Sara,” said Drew, letting the jacket fall from his back,
catching it around one arm. “Hey, would you mind
putting my coat back in your car? I thought it was going
to be a cool night, but it’s still pretty hot.”

“Groovy cool. And I’ll check in with my friends,” she
said, kissing him on the cheek before trotting off.
Druiel’s friends stared in different directions, at different
things, but not at him.

“What?” he said.
“Just don’t bring them around here,” Tomas said qui-

etly, “okay? I think I’m speaking for everyone when I say
that I don’t want to see their faces, much less know their
names.”

“Sorry,” Druiel mumbled, shoving his hands in his
pockets and shuffling his feet across the grass.

“This death crap really creeps me out,” said Zara,
holding up one of her small fists.

“Amen, sister,” said Lauren, touching fists with the
angelic Servitor of Flowers.

“I do have some news,” Druiel said with a sigh.
“Lay it on us,” said Hugo, closing his eyes and stretch-

ing out on a tie-dyed beach towel.
“There’re some new . . . angels . . . coming to town.”

He let that sink in for a second. The celestials on the
grass grew acutely aware of the Old Guy’s presence
behind them, but no one made a move.

“Let’s toast our new comrades,” said Hugo, keeping his
eyes closed and raising his hand with what he hoped was
a nonchalant air of dismissal. “Would the Old Guy like
to grab the cooler? I had to leave it in the van; it was too
heavy for me.”

“I’m your man,” grinned the Old Guy with a simple
trusting smile. He grabbed Hugo’s keys off the grass and
lumbered off through the crowd toward the cars beyond.

“So I guess what we’re all wondering,” said Hugo, still
reclined, “is are these ‘your’ kind of angels who’re pass-
ing through town, or are these ‘my’ kind of angels.”

“Both, actually.” The celestials shared a brief shudder.
“I don’t even want to know who you’ve been talking

to,” said Zara, pulling in her legs and wrapping her arms
around them as if she’d suddenly grown cold.

“It’s your responsibility to handle the Old Guy,”
Lauren said, punctuating her remarks with a sharply
poking finger. “If he finds out that there’re demons in
town. . . . Hell, if he finds out there’re already demons in
town –”

“He took an oath!” interrupted Hugo, suddenly sitting
upright, wide-eyed and manic. “He took a goddamn oath
that he’d never suffer
an ‘evil’ to live.” He
crossed his arms and
grimaced, looking
around to see if anyone
heard his outburst
among the bustle of
humanity assembled
on the grassy slope.

“I’m not lying to
him,” said Druiel, sim-
ilarly crossing his
arms.

“Yeah,” snorted
Hugo. “You think
about that the next
time you want to use
my wares to knock off
a prom queen.”

“Hey, hey, hey,” said
Tomas. “These things
happen from time to
time, and we always get through it. Peace has been kept
in Austin for more than a decade – and before that,
almost three decades. I’ll help out with the Old Guy.
This can work. I know it can.”

“Maybe,” said Zara, raising her eyebrows, “it’d be
more convincing if we threw the Old Guy a demon every
once in a while. Not any of you, just some random
Diabolical passing through town.”

“No way,” said Lauren, almost snarling. “No way. I’ll
kick all of y’all’s asses before I see one of my own kind
thrown to a Malakite just to protect our little mutual-
admiration society.”

“You’d like to try,” said Druiel, narrowing his eyes. “I
don’t think you’ve got the stomach for killing. I think –”

“Hey, ho,” said the Old Guy, returning with the cool-
er. “Beer, here.”

A quick round of meaningful glances silenced every-
one. The Old Guy played host, passing out beers, joking
and smiling, patting the backs of the people he thought
were his friends.

Mentally sharpening their knives for later, the mixed
group of celestials took a few deep breaths, tried to relax,
and settled back in the damp grass to enjoy – however
briefly – the calming strains of a little night music. 5
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Saminga
Demon Prince of Death

“Death did not first strike Adam, the first sinful man, nor
Cain, the first hypocrite, but Abel, the innocent and righteous.”

— Joseph Hall

HISTORY
Saminga was one of the first angels, small and frail,

formed when the Symphony was still tuning up. He was
also one of the first demons, rebelling with Lucifer’s cadre
and spinning into the void in the very first Falling . . . and
for time beyond measure, he was in Hell, being kicked
and spat on and used. A small and almost powerless
demon, Saminga was little more than a servant to his
more promising companions, discarded by master after
master as they became bored with him. It took him a very
long time just to get to Earth – and then he spent more
millennia acting as the whipping-boy of diabolical agents
among the humans, instead.

His only pleasure, in all that time, was watching peo-
ple die.

He had a lot to watch. In the early days, before
mankind had begun to make much that was permanent
to warn future generations, some of the demons on Earth
were very bold. Some few even became rulers of empires,
and where there are emperors there is usually plenty of
blood and plenty of suffering. And there are also servants
and whipping-boys, and so there was Saminga, mopping
up the blood in rags and clearing away the bodies. Some
of them he kept, to play with.

And then, when the angels would come to fight the
demons, there was more death – humans serving both
sides, often in total ignorance of the real nature of the
fighting – bodies stacked like soft cordwood and rotting
in the moonlight and smoke when the fighting was done.
Saminga watched and smiled.

The pyramids were new when Saminga’s travels first
brought him to Egypt. He had been busy up until then
watching the death wrought by Gilgamesh, and by the
scholarly, hypocritical “sage kings” of China. When he
arrived in Egypt, there was war with Palestine. It was a
trifling matter of trade-route disputes that had begun the
war, but there was plenty of death to be had. More bod-
ies, more fear and more pain, and – since he was such a
despised little servant – the demons he served rarely
wanted him around. So he wandered. One day, he wan-
dered away. Nobody cared. 19
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Demon-Hunters
A powerful party of Soldiers with some reliable

Celestial help can tackle the Diabolicals directly. It
sounds tough, but isn’t battling for the right against supe-
rior odds what heroes are supposed to do? The GM
probably should be generous about letting the fearless
demonslayers have some Artifacts, or other means of bal-
ancing the scales. A Remnant or even an Outcast angel
might fit well in such a group.

Few police forces have a Demon Unit, so PCs will
probably be members of the Purifiers, Seagulls or
Muradis, fighting the Diabolicals with religious backing.
Freelance Soldiers with no organization to help them are
not going to last long against demons.

THE LIFE OF A SOLDIER OF GOD
Before going to bed I got out my datebook and began listing

all the things I had to do the next day. It was quite a list.
“6 a.m. – get up
“8-noon – work (tell Mr. L. I have to leave at noon)
“1 p.m. – meet Rabbi Fine at airport and drive him to safe

house
“2 p.m. – grocery (eggs, sour cream, chili, paper towels)
“3-8 p.m. – surveillance outside suspected Habbalite’s apt.
“8:30 – dinner with Mom
“9-? – destroy demon”
So what’s it like being a Soldier of God? What do they

do all day, and why do they do it? Is the pay good? The
answers can be surprising.

What’s My Motivation?
Fighting demons is dangerous, hard work. The hours

are terrible. Other humans tend to think you’re a nutcase
if you talk about it. And the angels seldom even bother to
say “thanks.”

So why do it? Why get
involved? Why not leave
the whole mess to the
angels and get on with life?

Soldiers of God tend to
be highly motivated indi-
viduals (a polite way of say-
ing fanatics). They do what
they do because it’s obvi-
ously the right thing.
Consider: God created the
Universe. Therefore God
is the most important being in the Universe. Therefore
helping God is much more important than any Earthly
activity. Soldiers of God understand this.

There’s another side to it. Most people live pretty
unimportant lives. We live, we work, we do good and

evil, and we die. A few people notice. But Soldiers of God
are important. Maybe they don’t get on the cover of
Newsweek, but their actions matter in the grand scheme
of things. They hang out with immortal beings. They see
the Big Picture. They know secrets that ordinary people
don’t. It’s cool.

Nuts and Bolts
So how do Soldiers fight the good fight? After all,

they’re woefully limited when compared with the
Celestials. What can a poor human do in the War?

Quite a bit, actually. For all their power, Celestials are
curiously limited beings. They have to follow lots of
rules. So angels and demons frequently rely on mortals
to do things which would create Dissonance if performed
by a Celestial. A Mercurian can’t resort to violence, but
her human servant can pull out the guns and start blast-
ing away if things turn sour. Servitors of Janus have to
keep moving, but their mortal allies can stay in one place.

Humans also have the advantage that their actions
don’t leave any traces in the Symphony. A human
expending Essence and using Songs causes the same kind
of echoes as a Celestial would, of course. But a human
injuring or killing another human by mortal means does-
n’t even raise a whisper.

Besides avoiding Dissonance and disturbances in the
Symphony, Soldiers can help with the mundane world.
Angels are often remarkably clueless about how humans
do things. Being immortal, they don’t stay up to date on
human culture. Soldiers of God have no problem buying
things, finding out things and using the machinery of
modern society.

Soldiers are especially useful for gathering informa-
tion. Unless an angel is a Kyriotate, he can only be in one
place at a time. Soldiers of God can do the legwork for

their Angelic patrons – searching files, watching houses,
asking questions. Their human perspective also helps
Soldiers spot Diabolical activity, since they have a better
sense of what is “normal.” An angel might not notice
anything strange about a person painting symbols in 35
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Prince’s ability to do bad. Other Princes think this too, so
there’s generally some infighting as well. What this adds
up to is a world of hurt for people who don’t walk a fine
line running Tethers of Drugs – and Mackie just ain’t it.

Mackie is deathly afraid of Hugo, even though he out-
ranks him. Hugo’s a favored Servitor, and as such has
their mutual Prince’s ear, and so Mackie thinks Hugo’s
being groomed to take command of the Tether. Rather
than worrying his corpulent self about bothering to actu-
ally verify this suspicion, he’s made the bad move of pur-
posely spiking the Ecstacy he gave to Hugo (knowing it
was for Druiel) with a particularly obscure nerve toxin
that’s difficult to test for and takes a very long time killing
its victims. It stimulates the pain center of the brain for
several minutes before death, to the same extent that the
pleasure centers of the brain are stimulated during an
orgasm. He’s hoping that Druiel will snap and kill Hugo,
starting a serious conflict among the angels and demons
in Austin. That way, he thinks, he can get some demon-
ic reinforcements to protect the Tether, he’d end up

gaining more power and Fleurity would have to protect
him since Mackie’d be the Prince’s last Servitor in town.

What Mackie fails to consider is that, his being one of
the weaker Tethers, if the angels wanted to cause a big
enough scene they’d just burn the place to the ground,
regardless of how many demons stood between them and
their goal. But Mackie’s not a smart demon, he’s an obese
fast-talker. If he weren’t a drug dealer, he’d be a used-car
salesman. Everyone agrees he’s as bad as a Balseraph.

For the most part, Hugo is his only exposure to the
Austin clique. He doesn’t like any of the angels or
demons in town, and he’ll go to fairly extreme lengths to
cause any trouble he can among them. For their part, the
other Celestials agree that if Austin’s peace is ever bro-
ken, something bad should happen to Mackie.

TREATY OAK
The Old Guy clapped Druiel on the shoulder as they stared

up at the great gnarled tree before them, the Treaty Oak.
“Yep,” he said, “there’s one thing that’ll still be around

longer than most of the people who drive past every day, chok-
ing it with their exhaust.”

Druiel nodded.
“So many things are long gone,” the old angel continued, his

eyebrows curving into pained arches of sorrow, his forehead
wrinkling and knotting like the gray skin of the oak. Druiel
took in a deep breath, feeling a story coming on.

“There’re some things you just can’t get from no storybook or
painting. Nobody digging in the dirt’s gonna tell you the things
I’ve seen with my own eyes.”

Druiel nodded, waiting for the Old Guy to continue.
“Like, dinosaurs.”
“They’ve found dinosaurs,” the younger angel interjected.
“No, no, no,” he said, waving his hands. “I mean, light-

ning.”
“Lightning,” said Druiel.
“Dinosaurs and lightning,” the Old Guy said, chuckling

softly and slapping himself on the chest. “You know them
dinosaurs, they were the biggest things around. Long, tall necks
towering over most of the trees, connected to giant sacks of
water, sloshing about on the land.” He threw back his head and
laughed until his eyes watered. “One good storm comes
through, and crack! crack! crack! – next thing you know, path
of least resistance and all, the whole countryside’s covered in
tons of roast dinosaur meat. That’s why them dinosaurs are
extinct. Too damn tall.”

The Old Guy grew quiet for a moment, rolling his tongue
around in his mouth, mulling over the phrasing of a question.

“I haven’t heard anything,” said Druiel, anticipating the old
angel’s question.

“Nothing?”
“If some demon jumped me,” the angel of Teenage Death

said gently, “you know I’d tell you first thing. You should be
lucky we’re not on the front of the War.”

“You mean unlucky,” he whispered, his shoulders sagging.
It was Druiel’s turn to clap the Old Guy on the back before

turning to leave. The ancient celestial was a Malakite – the
only one in town, as far as anyone knew. Malakim are gener-
ally fine angels to have on your side because they’ll never suffer
a demon to live. In Austin, where angels and demons at least
pretended to tolerate each other’s presence, that was a problem.
If the old man found out his city was practically swarming with
demons, he’d have to saddle up. Luckily, the old angel rarely
left his tree, having turned psychotically protective ever since
some nut poured weed killer into its root system in the late ’80s.

“You come back anytime, you hear?” the old angel shouted,
waving his cowboy hat over his head as Druiel gunned his
motorcycle engine. The younger angel waved back.98

I N N O M I N E A U S T I N



360 (section of Austin), 78.
Addicted, discord, 65.
Al-Badawi, Fadil, 39.
Alcohol, 67.
All-Soldiers campaign, 34.
Andrealphus, 23, 107, 118.
Angelic ID, 102.
Artifacts, 97; of Soldiers, 32.
Asmodeus, 23, 107, 118.
Attunements, of Soldiers, 31.
Austin, 70; and weapons, 73; bands,

110; climate, 72; culture, 73; dis-
turbing the Symphony, 83; history,
71; police, 105; regions, 75-78;
servitors, 79; tethers, 79; travel, 74.

Austin map, 73, 74.
Austin, Moses, 100.
Avery, 25.
Baal, 23, 108, 118.
Balseraphs, 24, 88, 111; attunement,

27.
Band attunements, of Fleurity, 27; of

Furfur, 126.
Bands, and their Soldiers, 52.
Barker, Mal, 61.
Bartholemel, 102.
Basic rites, of Christopher, 18; of

Fleurity, 28; of Furfur, 127.
Beleth, 23, 108, 118; Midnight

Screamers, 55.
Belial, 23, 108, 118.
Big lie, 49.
Blandine, 11, 100, 117.
Bodhisattva, 14, 44.
Body points, 31.
Brooks, Taylor, 55.
Buford, Billy Bob, 108.
Buknarzik, Ladislas, 40.
Calabim, 90, 97, 125; attunement,

27.
Caffeine, 68.
Campaign ideas, 58.
Chapel of St. Joseph, 12.
Character, saintly, 45.
Characteristics, of Soldiers, 31.
Cerubim, 84, 105; attunement, 17.
Choir attunements, of Christopher,

17.
Christopher, Archangel of Children,

16, 101, 117.
Church of Rome, and Laurence, 10.
Church, Will, 41.
Climate, Austin, 72.
Cocaine, 68.
Constantine Society, 55.
Darius, 104.
Darkest Army, 52.
Darning, Moss, 56.
David, 11, 101, 117.
Dearling, Amanda, 56.
Demon hunters, 35.

Demon Prince of Rock and Roll,
113.

Demonic ID, 108.
Discord, 65; and Soldiers, 33.
Disease, 67.
Dissonance, and Christopher, 17;

and Fleurity, 27; and Furfur, 126;
and Soldiers, 33.

Distinctions, of Christopher, 18; of
Fleurity, 28; of Furfur, 126.

Divine Silence, attunement, 13.
Djinn, 93, 108, 112; attunement, 27.
Doc Jo, 106.
Dominic, 11, 102, 117.
Double agents, 56.
Downtown Austin, 76.
Drag, 75.
Drugs, 67.
Druiel, 4, 80, 122.
D’Enfer, Marlena, 111.
East Austin, 77.
Eli, 11, 102, 117.
Elohim, 104; attunement, 17.
Enchanted Rock, 91.
Eternal City, 10.
Eyebiter, 62.
Fleurity, Demon Prince of Drugs, 26,

118.
Forces, of Soldiers, 31.
Franklin, Jo-Beth, 106.
Frexindetious, 93.
Furfur, Demon Prince of Hardcore,

125.
Gabriel, 11, 103, 117.
Genocide, and Saminga, 22.
Grind Grind, 107.
Guadalupe, 75.
Guilt, discord, 65.
Haagenti, 23, 108, 118.
Habbalah, 25; attunement, 27.
Halls of Worship, 10.
Hatred, discord, 65.
Hejazi, Aisha, 42.
Hellfire Productions, 54.
Hellforce, 53.
Heroin, 68.
Hidden agendas, 33.
Hill country catacombs, 93.
Hippie Hollow, 95.
Holy Fortitude, attunement, 13.
Hookah of Pain, 97.
House That Pain Built, 96.
Huasco, Miguel,40.
Hugo, 4, 88.
Hyde Park, 76.
ID, angelic, 102; demonic, 108.
Impudites, 86, 111; attunement, 28.
It’s a Grind Grind, 107.
Jaded, discord, 65.
Janus, 11, 103, 117.
Jean, 12, 103, 117.
Jester, 109.
Jones, Running Water, 106.
Jordi, 12, 104, 117.
Joshua, 15.
Kahn, Miriam, 42.
Karadael, 102.
Kobal, 23, 109, 118.
Kronos, 23, 109, 118.

Kyriotates, 91; attunement, 17.
Lauren, 4, 86.
Laurence, 7, 104, 117; and politics,

11; sample servitor, 14, 15; servitor
attunements, 12.

LBJ Library, 75.
Levy, Morris, 42.
Life of a Soldier of God, 35.
Lilim, attunement, 27.
Lilith, 23, 108.
Long, Powers, 111.
LSD, 69.
Lucifer, 114, 116, 123.
Luck, attunement, 18.
Mackie, 97.
Malakim, 99; attunement, 17.
Maloy, James, 103.
Malphas, 23, 110, 118.
Marc, 12, 105, 117.
Marijuana, 69.
Marius, 104.
MediLabs, 112.
Meeting and greeting, 79.
Memories of Youth, attunement, 17.
Mercurians, 15, 82, 95, 101, 106;

attunement, 17.
Michael, 12, 105, 118.
Midnight Screamers, 55.
Minion hunters, 34.
Mitrah, 91.
Moore, Donna, 124.
Moreau, Jessica, 57.
Mortals, 29; body points, 31.
Mother Wilkinson, 14.
Mulgrew, Dwight, 63.
Mummy, 60.
Muradi Sufis, 38.
Myers, David, 43.
Natural Causes, attunement, 24.
Newcastle, Maxine, 91.
North Austin, 78.
Northeast Austin, 78.
Northwest Austin, 78.
Novalis, 12, 106, 118.
Nurse Run, 106.
Nybbas, 23, 111, 118.
Obsessed, discord, 66.
OD, attunement, 28.
Ofanim, 104, 106; attunement, 17.
Old Guy, 4, 99.
Organizations, 38, 53.
Overdrive, attunement, 126.
Paine, Suite, 54.
PCs, undead, 59.
Petition, saintly, 44.
Poison, 66.
Politics, and Laurence, 11; and

Saminga, 23.
Purifiers, 39.
Purity of Purpose, attunement, 13.
Reaux, 101.
Redemption, 57.
Reed, John, 95.
Relics, of the Vatican, 39.
Remnant, 103.
Renegades, 56.
Resources, 64; of Soldiers, 31.
Rock and Roll, demon prince of, 113.
Rotting Curse, attunement, 24.

Rusty, 43.
Saints, 44; and Superiors, 46; sample,

14, 100.
Saminga, 19, 111, 118; and politics,

23; sample servitor,, 24, 25.
Sanctuary of the Dead, attunement,

23.
Santos, George, 102.
Scabbard, attunement, 12.
Score, attunement, 28.
Seagull Society, 40.
Seneschals, 91, 93, 95, 97, 99.
Sereno, Angela, 43.
Seraphim, 80, 102; attunement, 17.
Servitor attunements, of Chris-

topher, 17; of Fleurity, 28; of
Furfur, 126; of Laurence, 12; of
Saminga, 23.

Shedim, attunement, 27.
Sidekicks, 34.
Simonson Group, 56.
Soldiers, 30, 48; and Bands, 52; and

Celestials, 36; and Choirs, 38; and
Tethers, 37; as adversaries, 33; as
NPCs, 33; as PCs, 34; as servants,
33; in the world, 37; lone, 56; sam-
ples,39-43, 54-57, 102; of God, 30;
of Hell, 48.

Songs, of Soldiers, 32.
South Austin, 77.
Southeast Austin, 77.
Southwest Austin, 77.
Speed, 69.
Stink, discord, 65.
Stool, 115.
Storytime Land, 20.
Stroud, J. Whitney, 55.
Sturm und Drag, 102.
Superiors, 6; and Saints, 46, opinions

of Furfur, 117.
Supporting cast, 124.
Tangle-Bearded Man, 103.
Tania, 24.
Tether, 12, 20, 91; and Soldiers, 37.
Texas, 71.
Texas State Capitol, 75.
Tobacco, 69.
Tomas, 119.
Tomas, 4, 82.
Torsos, undead headless and legless

lacquered, 111.
Treaty Oak, 98.
Trent, 105.
Turncoats, 56.
Undead, 59, 111; and Saminga, 22;

samples, 61-63.
University of Texas, 75.
Valefor, 23, 112, 118.
Vampire, 63.
Vapula, 23, 112, 118.
Vatican, relics of, 39.
Vilson, 112.
Warden, John, 41.
Weapons, 73.
West Austin, 78.
Wrenchial, 90.
Yves, 12, 106, 118.
Zara, 4, 84.
Zombi, 61.128

I N D E X

INDEX




