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1 ABOUT FUDGE

Fudge is arole-playing gamewritten by Ste®anO'Sullivan, with extensiwe input from
the Usenetcomnunity of rec.games.designThe basicrules of Fudge are available



on the internet at http://www.fudgerpg.com, and in book form or on disk from Grey
Ghost Games, P.O. Box 838, Randolph, MA 02368. They may be usedwith any
gaming genre. While an individual work derived from Fudge may specify certain
attributes and skills, many more are possiblewith Fudge. Every GameMaster using
Fudge is encouragedio add or ignore any character traits. Anyone who wishesto
distribute such material for free may do so - merely include this ABOUT FUDGE
notice and disclaimer (completewith Fudge copyright notice). If you wish to charge
a fee for such material, other than as an article in a magazineor other periodical,
you must rst obtain a royalty-free licensefrom the copyright holder of Fudge, Grey
Ghost Press,Inc., P.O. Box 838, Randolph, MA 02368.

2 DISCLAIMER

The following materials based on Fudge, entitled FudgeIn Nomine, are created
by, made available by, and Copyright (C)2004 by Robert A. Knop Jr., and are not
necessarilyendorsedn any way by Grey Ghost Pressor any publisherof other Fudge
materials. Neither Grey Ghost Pressor any publisher of other Fudge material is in
any way responsible for the cortent of these materials unlessspeci cally credited.
Original Fudge materials Copyright (C)1992-1995by Grey Ghost Press, Inc., All
Rights Resened.

The game In Nomine is copyright (c) Stewe Jadkson Games. This work
("Fudge In Nomine") is not in any way endorsedby Stewe Jadkson Games. No
challengeto the SJ Gamescopyright is expressecdr implied.

3 Intro duction

In Nomine is a roleplaying gameof Angels' and Demons'struggle for the hearts and
minds of humanity, published by Stewe Jadkson Games. In running an In Nomine
PBEM, I found that there were somethings about the task resolution systemof the
gamethat were not ertirely to my preference. I've beena fan of Fudge for some
time, sol gured this wasthe best opportunity to actually try playing Fudge.

This corversionis not intendedto be a replacemen or rewrite of In Nomine!
You will not be able to make much senseof this unlessyou have that rulebook (or
perhaps GURPS In Nomine, also from SJ Games). Rather, this documert should
just have the information necessaryto get a GM started on running an In Nomine
gameusing Fudge. (In keepingwith the spirit of Fudge, onceyou're started, you
can just fake the rest!) Given that, this corversion should not make much sensein



the absenceof the In Nomine rules book. Absolutely no badkground is given here,
and only the Fudge medanicsare explained.

As a Fudge purist, | amnot a Fudge purist. In other words, I'm trying to do
what seemsasiestand most natural but givesme a satisfying system. I'm not trying
to make the ertire game conform to somesort of "real" Fudge. The point of the
conversionis to replacethe character creation and task resolution systemwith more
Fudge-likerules. In a few caseqe.g. dissonanceand falling), In Nomine hasspeci ¢
medanicsthat are isolated from the rest of the game. In those cases rather than
try to put together an equivalert using Fudge descriptive words, | just import the
medanic unchangedfrom In Nomine. If those medanicsdon't really interact with
the task resolution systemlI'm trying to replace,it won't hurt the Fudgeln Nomine
GM to roll 3d6 instead of 4dF from time to time.

This documert really senestwo intermixed purposes. One is to presen a
conversion of In Nomine to Fudge. The secondis to list, for the bene t of my
players,the Fudge options and houserulesthat I'm using for my campaign. | mean
for this to be a playable systemasis. Fudge admittedly requiresthe GM to make
somechoicesabout optional rulesand sud in e®ectbeforeusingthe systemin actual
play. As sud, Fudgeln Nomine as presened hereisn't quite as °exible as Fudge
starts out. You are, of course,free to take this and mangleit however you wish for
your own purposes. You may also just take little bits and piecesof it for your own
purposes.

3.1 Acknowledgemen ts

Patrick Du®y hasalsocreatedan In Nomine corversionof Fudge, which | sav before
writing this. | had already begunto designand outline my own corversion,but | was
in°uenced by his, and sohe is owed a nod. Naturally, you may prefer his corversion
to mine. Fudge is like Perl; there is more than oneway to do it, and eat person's
way of doing it is the Right Way.

After I'd basicallycompletedthis (sinceSeptenber, 1999,it's mostly just been
tuneups), David Edelstien (a well known In Nomine author and guru) published his
versionof Fudgeln Nomine. His corversionis quite di®erer from mine, moredi®eren
than is Patrick's (which is also available on David's site). You may prefer that one
to mine aswell.



4 Characters

4.1 Scale: Celestial

One of the biggestproblems(IMHO) with the In Nomine medanicsis that humans
are pathetic. The Fudge conceptof Scaleis a nice way of having two racesor groups
of peoplewith di®eren averageabilities, without having to squeezenegroup on one
side or another of a bell curve.

For simplicity and consistency the default Fudge scaleis the usual default
Fudge scale,i.e. that of humans. Celestials (Angels and Demons) are built on
the "Celestial Scale." Celestial Scaleis a little di®eren from what Fudge calls just
"Scale", in that it appliesto all six attributes. So, not only is a celestialwith Fair
Strength strongerthan a human with Fair Strength, a celestialwith Fair Intelligence
is smarter than a human with Fair Intelligence.

The beauty of Fudge is that you can write down your scale,and then not
worry about it most of the time. If you have to make an ability roll, just roll usingthe
unadulterated trait, not consideringscale. The only time you have to take Celestial
Scaleinto accoun is when a human and a celestialare interacting. When you must
comparea celestial'sattribute to a human's, Celestial Scaleis consideredo be +2 for
all attributes. Note that if you areresolvinga cortest betweena celestial'sskill and a
human's attribute (Fast Talk vs. Will, for example),in that caseyou should run the
cortest on Celestial Scale,and considerthe human's scaleto be -2 for all attributes.

Celestial scaledoesnot normally apply to skills, songs,or anything else,only
the six attributes.

4.2 Creating Characters

Character creating is done using some sort of mishmash somewherebetween the
Subjective and Objective character creation systemsof Fudge.

4.2.1 Attributes

Charactersin Fudgeln Nomine have the six familiar attributes from standard In
Nomine. For all characters, all attributes start out as Fair on their native scale.
Celestialsand Human Soldiersget zero free attribute levels. Mundane Humans get
-2 attribute levels (yeah, life is hard). A character may gain a free attribute level to



spend anywhere by lowering one of his attributes. No attribute may start out higher
than Superb, and even Superb attributes ough to be rare in starting characters.

A note of advice: The useof Fudge adjectives,rather than In Nomine num-
ber scores,may actually provide a psydological barrier against creating characters
with low attributes. Who wants to have an angelwith mediccre, or, heavens, poor
intelligence? Players should not be shy about bumping their attributes down a level
in order to gain a level somewhereelse. Referin particular to the table on page 35
of In Nomine and Section4.3.1 of this documert. How willing are you to createan
In Nomine character with one of his attributes setto 4? You should feel no more
resistanceagainst creating a Fudgeln Nomine character with a Mediocre attribute.

4.2.2 Forces

Once you've assignedyour attributes, gure out your Forces. Forcesin Fudge In
Nomine are numbers, just asin standard In Nomine. They are more a qualitative
measureof how studly a celestialyou are than somethingwhich hasa constart me-
chanical meaning,but sometimesthe number of Forcesyou have in a particular realm
odesa®ectthings like the duration and e®ectivnessof Songs,etc.

In orderto determinehow many Forcesyou have in eat realm, take the aver-
ageof the two attributes in that realm and look result up on the Force Table (Table
1) below. Normally, you round up. Howewer, if it ts better with the character con-
cept, round down. Either direction of rounding is consister with the rest of the rules
(seeSection7,\Character Dewvelopmert”). For example,an angelhasGreat Strength
and Mediocre Agility, sothe average(rounding up) is Good, which correspndsto 4
Corporeal Forces. (If, on the other hand, this was an angelwhosecharacter concept
is not quite so Corporeally certered, you may want to round down, and decidethat
he has 3 Corporeal Forces.) As another example,a Human has Great Intelligence
and Fair Precision,sothe averageis Good, which corresppndsto 2 Ethereal Forces.

The perceptive reader will notice that under the character creation system
preseited, it is possibleto createa starting celestialwith 10 Forces. This isin con’ict
with standard In Nomine, whereall celestialsstart with 9 Forces,and soldiersstart
with 6. The answer: live with it. Somethings are boundto be slightly di®eren under
di®eren medanics. It shouldn't break everything if a few charactersstart with one
Force more or lessthan the others.



Average Forces Forces

Attribute (Celestials) (Humans)
Terrible 0 0
Poor 1 1
Mediocre 2 1
Fair 3 2
Good 4 2
Great 5 3
Superb 6 4
Legendary 6 5

Table 1: Force Table

4.2.3 Skills

Straight Fudge here. Useasbroad of skill groupsasyou are comfortablewith. In my
game,| prefer moderately broad skill groups. The skill list in the In Nomine book is
probably not a bad oneto use.

Celestialvs. Human Scaledoesnot apply to skills. If a Good archery result is
necessaryto hit a target, a Good human archer and a Good demonarcher will have
the samechanceof hitting that target. The only time you would considerscaleis
when there is a cortest betweena celestial'sskill and a human's attribute, or vice
versa. In that case,apply the scaledi®erencdo the attribute. This is not ertirely self-
consisten, but it's a decen way of simulating both "skills are skills" and "celestials
are studlier than humans" at the sametime.

As in standard Fudge, skills are not linked to any attribute; skill levels stand
on their own. The GM and players should make sure that a character makes sense,
howewer. For example,somelody with alot of high mental skills should probably also
have a Good or better Intelligenceand/or Precision. There are no hard and fast rules
for this; just qualitatively make sure a character conceptis roughly self-consisten
Moreover, becausehey physical and mertally more able, Celestialswill tend to have
more skills at higher levelsthan humans.

At character creation, skills are chosenusing somethinglike the Fudge Objec-
tive Character Creation system. Celestialsget 30 free skill levelsfor skills and songs,
Soldiersget 25, and mundane humans get 20. Normally, skill levels and attribute
levels may not be traded. Howewer, skill levels may be freely traded for gifts and
faults.



4.2.4 Songs

Songsare all consideredVery Hard skills. The usual rules about which sorts of songs
certain types of characters may learn, and under what conditions they may learn
them, apply. Songsare resohed like normal skills. Successfullyperforming a song
using both gestureand voice is a Fair challenge. Using only gesturesor voiceis a
Good challenge. Doing it silertly, just by thinking about it, is a Great challenge.
Doing it silertly and instantly is a Superb challenge.

Type of Song
Performance Difficulty
Voice & Gesture Fair
Voice or Gesture Good

Silent Great
Silent & Instant Superb

Table 2: Dixcult y of performing a song

Unlike in In Nomine, you don't add Forcesor anything elseto your Songskill
in order to determine your chance of success. Your Forcesin the relevant realm,
howewer, may a®ectthe magnitude of the result of the performance. SeeSection5.8
for how to corvert a Fudge Degreeof Succesgi.e. the di®erencebetweenthe Rolled
Degreeand the Dizxcult y) into an In Nomine ched digit.

425 Gifts

Gifts are a catch-all for a lot of In Nomine things. For simplicity, Fudgeln Nomine
doesn't make the usual Fudge distinction between mudane gives and Supernormal
Powers; they're all just Gifts. Starting celestialsget 6 Gifts. Starting Soldiersget
4 Gifts, and starting mundane humansget 2 Gifts. Note that your resonances not
considereda Gift; celestialsget that for free. If you preferto have ewverything listed
on the character sheet,then charge?2 gifts for the choir/band resonanceand increase
the number of starting gifts for celestialsto 7. Starting charactersmay trade gifts,
faults, and skills in the normal fashion(Fudge sectionsl.63and 1.64);they may not
trade gifts for freeattribute levelsor vice versa. Optionally, at character creation one
the GM may allow (and only one) gift to be traded in for one free attribute level;
otherwise,there should be no trading betweengifts and attribute levels.
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4.2.5.1 Normal There's nothing stopping you from using normal Fudge gifts.
This may be particularly important for human characters.

Toughness Oneprede nednormal gift is Toughness.Humansmay purchase
up to two levels of Toughnessand celestialsmay purchaseup to three levelsfor eat
vessel. Toughnesdncreasesyour defensie damagefactor by onefor eadt level.

Status A secondprede ned normal gift is Status. Status comesin three
levels: Status, High Status, and Very High Status. Normal Status includespeoplelike
doctors, university professorsetc. High Status covers most of the "rich, important,
and famous" types. Very High Status is resened for courtry leaders, prominent
leadersof very large corporations, and the extremely famous. The three levels of
Status grant +1, +2, and +3 to reaction rolls whenthe GM feelsit appropriate (and
modi ed when the GM thinks it appropriate). Celestialswill usually have Status
attached to a Role, and it will probably be rare for any Celestial or any human PC
to have more than the rst level of Status.

4.2.5.2 Attunemen ts Choir Attunements areworth 1 gift, Servitor Attunements
are worth 2 gifts.

4.25.3 Rites Celestialsget the Rites of their superior as listed in the main In
Nomine book for free. Eadch one or two additional rites costs1 Gift.

4.2.5.4 Distinctions  Ead distinction costs 2 gifts. A character who has the
secondlevel of a Superior's distinction must pay 4 gifts; two for the rst level, two for
the secondlevel. Starting charactersmay not normally start out with distinctions.

42,55 Vessels A normal human vesselcosts?2 gifts. A more limited vessel(e.g.
an animal with no seriousnatural attacks and no ability speak, sud asa normal cat
or a small dog) costs1 gift. Vesselsdo not comein "levels" asthey do in standard
In Nomine. Howewer, Celestialsmay add up to three levelsof ToughnesgseeSection
4.2.5.1)to a vessel. Each level of toughnesscostsone gift. You buy Toughnessfor
only one vessel;if you have multiple vesselsyou have to buy Toughnessseparately
for ead vessel.

4.25.6 Roles Sincedegreeof disturbanceis calculatednormally accordingto In
Nomine rules, Rolesare rated in levelsjust aswith In Nomine. The costin gifts of

11



a Roleis listed in Table 3.

(Note: this table wasslightly changel for version 0.7.0.)

Role Cost
Level (Gifts)
1-2 1
3-4 2
5-6 3

Table 3: Cost of Roles

4257 Servants Senants are rated on a scale of Mediocre through Superb.
Their rating is equivalert to the In Nomine senarnt level; it indicateshow challenging
is the test of will for the human to resistan unpalatable commandfrom their master.
The number of gifts a senant costsdependson the senant's rating:

Servant Cost
Rating (Gifts)
Mediocre 1
Fair 2
Good 3
Great 4
Superb 5

Table 4: Senant Rating

This is for anormal mundanehuman, or an equivalertly weakreliever/imp/etc.
Reducethe cost by one for particularly pathetic senants, and increasethe cost by
one or more for Soldiers,Undead, or strong celestial spirits.

4.2.5.8 Artifacts/T ailsmans/Relics  All artifacts are rated on the usual Terri-
ble...Superb scale. This rating hasa di®erett meaningdepending on the type of the
artifact. Howewer, the rating sharesone meaningfor all sorts of artifacts: the easeof
locating that artifact. The ditcult y of locating an artifact dependson the owner's
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forcesin the appropriate realm; seeTable5. Roll 4dF asatest of the artifact's rating,
and compareit to the ditcult y of nding. For example,supposean Ofanite with 3
Corporealforceshasa motorcycleasa simple corporealartifact. This motorcyclehas
an artifact rating of Fair. If the Ofanite wanted to locate the artifact, he would roll
4dF, and add it to the motorcycle'srating of Fair; if he rolls Good or better, he's
able to locate the motorcycle. Referto the main In Nomine book for how well oneis
ableto locate an artifact, and Section5.8for corverting a Degreeof Succes$o Ched
Digit.

Owner's
Appropriate Location
Forces Difficulty
1-2 Great
3-4 Good
5-6 Fair

Table 5: Dixcult y of locating an artifact

Corp oreal Artifacts  Corporeal Artifacts cost 1 gift for a rating of Good
or less,2 gifts for a rating of Great, and 3 gifts for a rating of Superb.

Talismans Ethereal Talismansgive a boost to a skill; the amourt of the
boost dependson the rating of the artifact (Table 6). Add the amourt of boost to
the user'sskill beforerolling a test of that skill.

Talisman Skill Cost
Rating Boost (Gifts)
Mediocre- +1 1
Fair +2 2
Good +3 3
Great+ +4 4

Table 6: Talisman Rating and Skill Boost
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Relics Relicscortain a Song. The costof a normal Relic in gifts is the same
asthe costin skill points to learn the Songat the level of the rating of the Relic.

Reliquaries  Reliquariescost 1 gift for ead point of Essencehey store.

Features All artifacts andrelicsmay have variousfeatures. UnderIn Nomine,
this increasesor decreaseshe cost. The GM should use her good sensein deciding
how much to increaseor decreaséhe number of gifts a given artifact costsbasedon
any addedfeatures.

4.2.6 Faults

4.2.6.1 Normal Faults Normal Faults are just like standard Fudge.

4.2.6.2 Discord In Nomine alsohasspecial Faults known asDiscord; most of the
Faults that Celestialshave will actually be Discord. Rate Discord in levelsjust like
in In Nomine; ead level of a Discord is one Fault. Use standard Discord medanics
imported from In Nomine; there's no needto Fudge -ize most of them. Usecommon
sensefor caseswhere Discord interacts with Fudge medanics.

4.3 Converting Characters

If you are creatingnew Fudgeln Nomine characters,for the most part youwon't have
to refer to this section. This sectionis intended for those who want to convert pre-
existing characters,or who want to cornvert charactersfrom In Nomine supplemeirts.

4.3.1 Attributes

Referto Table 7 to corvert In Nomine attributes to Fudge attributes. Normally, you
can usethis table directly. Howewer, feel free to bump one or two Fudge attribute
up or down a singlelevel, if it will make the character comeout more consisten or
reasonablefor the character concept.

14



In Nomine
Attribute

10-11

Scale Celestial

Fudge Attribute
Abysmal
Terrible
Poor
Mediocre
Fair
Good
Great
Superb

Scale Human

Fudge Attribute
Terrible
Poor
Mediocre
Fair
Good
Great
Superb
Legendary

Table 7; Attribute corversions

4.3.2 Skills and Songs

Figure out the In Nomine target number using standard In Nomine rules, and then
convert to the Fudge Skill levelusingTable8. Scaledoesnot erter into consideration.

In Nomine
Target Number

10-11
12

Fudge
Skill

Poor
Mediocre
Fair
Good
Great
Superb

Table 8: Skill and songcorversions

Note that the linking of skills to attributes in In Nomine will tend to skew
whole setsof skills high or low. Probably it is bestto just acceptthis, but the GM
may want considersomedetailed twiddling basedon which skills are most key to the

character concept.

Also, becausehumans have sut pathetic attributes in standard In Nomine,
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the GM may considerboosting someor all of their mundane skills (but not their
Songs)by 1 level.

4.3.3 Vessels

SeeSection4.2.5.5for the number of gifts a Vesselcosts. Add Toughnesgo a vessel
basedon it's level, accordingto Table 9:

In Nomine Fudge
Vessel Level Toughness
1 (none)
2-3 1
4-5 2
6 3

Table 9: Vesselcorversions

4.3.4 Servants

Look at Table 4 (Section 4.2.5.7). Use that table to gure out a senant's rating,
using the senant's level in In Nomine asthe costin gifts. A senant with a level of
6 hasa rating of Superb.

4.35 Artifacts

UseTable 10to cornvert an Artifacts In Nomine level into a Fudgeln Nomine rating.

5 Miscellaneous Mec hanics

5.1 Contests

SeeFudge, Chapter 3, particularly Section3.5.
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In Nomine In Nomine Talisman

Level Rating Skill  Boost
1 Mediocre +1
2 Fair +2
3 Good +3
4 Good +3
5 Great +4
6 Superb +4

Table 10: Artifact corversions

5.1.1 Opp osed abilities

Opposedabilities between humans or between celestialsare resolved normally. Op-
ponsedabilities betweena human and a celestial, of course,should take into accour
the ScaleCelestial di®erence.(Give +2 to the Celestial.)

5.1.2 Relativ e Degree and Absolute O®set

Normally, in a cortest in Fudge, the Relative Degreeis the di®erencebetweenthe
winner of the cortest's roll and the loser'sroll. However, if a certain absolute roll
is required for the winner to succeedat his task, the Relative Degree should be
the winner's roll comparedto the higher of the required roll, or the loser's roll.
An examplewill hopefully make this clearer. Normally, to invoke his resonancea
Balseraphmust make a Will test of Fair ditcult y. In order to successfullycorvince
somelndy that he is lying, he must also usethis Will roll in a Contest against the
target. If the Balseraphrolls a Great Will roll, but the target rolls a Mediocre Will
roll, the Balseraph'sRelative Degree(or Degreeof Success)s +2, not +3. In this
case the target of the Resonanceolled lower than the absolutedixcult y of invoking
a resonance,so the Balseraph'scortest was against an e®ectie roll of Fair rather
than the target's roll.

In somecaseqsuc aswith a Balseraph'sresonance)atie betweenthe winner
and loserof the corntest represetts a win for the "attacker,” with a Relative Degreeof
0. (SeeSection5.8, "Degree of Successaand Ched Digit.") In other casesa tie does
not represem a win for the attacker. In theselatter caseswherethere is an absolute
dixcult y for the opposedaction, a win with a relative degreeof 0 is still possibleif
the attacker rolls the absoluteditcult y of the task, and the defenderrolls lower than

17



the absoluteditcult y of his resistance.

5.2 Resonance

Invoking a Celestial'sresonancas test of either Perceptionor Will, dependingon who
the Celestialis. The dixcult y of the test dependson the Celestial'scurrent level of
Dissonance(seeTable 11). SeeSection5.8 for information on corverting the Degree
of Successnto an e®ectie Ched Digit for usewith tablesin the In Nomine main
book.

Current Resonance
Dissonance Difficulty

0 Fair
1-2 Good
3-4 Great
5 Superb
6 Superb+1

Table 11: Resonancealixcult y

5.3 Dissonance

Import Dissonancedirectly from In Nomine unchanged. Keep the number of notes
of Dissonanceon a character's sheetas a number, just asin In Nomine. Use the
standard Dissonancerolls (In Nomine, page 57) to determine what fate befalls a
character when he acquiresmore Dissonance.

5.4 Essence and Fudge Points

Essenceules may beimported into Fudge more or lessintact. Using Essenceo fuel
things like Songsand other supernatural powers should work just asin In Nomine.
In addition, expenditure of a point of Essencecan yeild of bonus of +1 to a 4dF roll.

BecauseEssences itself a sort of conbination of Mana and Fudge points,
it is recommendedhat the GM of a Fudgeln Nomine gamesimply not use Fudge
Points per se.
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5.5 Summoning Superiors

Invoking Superiorsis another aspect of the gamewhereyou can usethe standard In
Nomine rules without impacting the rest of the task resolution system. As sud, my
recommendationis to just import the d666 systemfrom In Nomine for the purpose
of rolling for Invoking Superiors.

If you prefer a more creany and chocolate system,then an attempt to Invoke
a Superior may be handled as a Situational roll (seeFudge section3.1). To corvert
the changeto summon into the minimum result required on the Situational roll,
refer to Table 12. In general,a bonus of +2 to the d666 roll in In Nomine should
correspnd to a lowering of the necessarySituational roll by one level. Only under
extraordinary circumstancesshould a situational roll of lessthan Good ever summon
a Superior. (The Superior being predisposedto comewould court as extraordinary
circumstances.)

In Nomine FUDGKESItuational
Chanceof Invocation Roll Required
<2 Superb+3 (normally impossible)
2 Superb+2 (normally impossible)
3 Superb+1
4 Superb
5-6 Great
>=7 Good

Table 12: Situational roll neededto invoke a superior

5.6 Disturbance

The rules for Disturbance in In Nomine are generally consideredto be the most
Disturbing. They are complicated,and it is very dixcult to get a feelfor them. The
rules belov may not be much better, but I'm trying.

5.6.1 The Easy Math Version

Calculated the Degreeof Disturbance using exactly the rules of In Nomine. Fake
it whenyou are trying to gure out how many "hits" worth of physical objects get
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destroyed. For damageto humans, referto Table 13.

Attack makes Degree of
Human... Disturbance
Scratch 1
Hurt 2
Very Hurt 3
Incapacitated 4
Near Death 5
Dead 10

Table 13: Degreeof Disturbance from damaginghumans

The Degreeof Disturbance givesthe Base Range to which this Disturbance
may be detected,in yards (or meters,asyou prefer). Remenber that there are 1,760
yardsin amile (but if you call it 2,000,nobody's goingto notice). It takesa successful
Perceptionroll in order to detect the disturbance. Referto Table 14 to gure out
how good a feat of Perceptionis necessaryto detect the disturbance. Determine the
distance betweenthe Celestial and the Disturbance. Find the rst row on the table
that corresppndsto a range greater than this distance. So, for example,a Celestial
who is 15 yards away from a Disturbance of degreel0 would require at leasta Poor
perceptionroll to detect it.

Rangeto Perception
Disturbance Roll Needed
Base Range Terrible
2x Base Range Poor
5x Base Range Mediocre
10x Base Range Fair
20x Base Range Good
50x Base Range Great
100x Base Range Superb
200x Base Range Legendary (Superb+1)
>200x Base Range (Impossible)

Table 14: Perception necessaryto detect Disturbance (Easy Math Version)

The e®ectof this table is to make small Disturbancesdetectableto greater
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ranges (sometimesquite a bit greater), and large Disturbances detectable to not
quite sogreatranges. Very large disturbancesare not detectableto nearly asgreat a
range asthey are under canonin Nomine. This may pleaseyou, or it may bug you.

5.6.2 The "I Can Square Num bers" Version

Calculate the degreeof disturbance aswas given in the "Easy Math" version. Then
squareit. This givesthe baserange. UseTable 15to gure out the feat of perception
necessaryto detect the disturbance, just as Table 14 is usedin the "Easy Math"
version. Howewer, in this case,ignore all distancessmaller than 1 yard; in other
words, for Disturbancessmaller than 10, ignore the lines of the table shaving the
dizcult y of detecting a disturbance at a fraction of the BaseRange. It is always at
least a Fair test of Perceptionto detect a Disturbance of Degreel, even if you are
right next to it.

Rangeto Perception
Disturbance Roll Needed
0.1x Base Range Terrible
0.2x Base Range Poor
0.5x Base Range Mediocre
Base Range Fair
2x Base Range Good
5x Base Range Great
10x Base Range Superb
>10x Base Range (Impossible)

Table 15: Perception necessaryto detect Disturbance (Base Range= Disturbance
squared)

This takes more math, but it handleslarger valuesof Disturbance (in com-

parisonto canonin Nomine) better than doesthe "Easy Math" version. Howewer, it
makessmall disturbances(lessthan 3 or 4) quite a bit harder to detect.

5.6.3 Discussion

If you plot how easyit isto detecta givendisturbanceasa function of distance,neither
of the methods above reproducecanonin Nomine very well, becausehe shape of the
curve is very di®eren. This is just a di®erert way of looking at disturbance. Under
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canonIn Nomine, disturbance is like a plum; a solid core is surroundedby a soft
exterior. It is very easyto detect out to somerangesetby the sizeof the disturbance
and the listener's Celestial forces. Then there is a fuzzy border zone,whereit gets
harder to detect; for larger disturbances,that border zoneis a small fraction of the
original range (your plum pit is almost as big as your whole plum). TheseFudgeln
Nomine systemsfall o® qualitatively more like the brightnessof a light falls o® as
you get further from it. Even though it's di®eren, there's no reasonwhy this can't
form a playable model for disturbancein an In Nomine universe!

Thesesystemsalsolevel the di®erenceébetweendi®eren Celestials. Of course,
having a greater Perception makes detecting a disturbance much easier. Howeer,
under canonIn Nomine, having additional Celestial Forcescan greatly increasethe
rangeto which a Celestial can detect a disturbance, which is not the casehere.

| have createda In Nomine Java Disturbance Calculator. If you have a web
browserthat supports Java 1.1,thenyoumay nd that this tool will helpyou visualize
to what radius a given Disturbanceis audible, and how my methods above compareto
the standardIn Nominemethod. This tool will alsocalculatethe dixcult y of detecting
Disturbance under any of the the three systems(standard In Nomine, \Easy Math",
and\l Can Square").

5.7 Interv ention

For medianics imported directly from In Nomine (e.g. Dissonance),this is a no-
brainer. If you're using the 3d6 dice method for Fudge, it is alsoa no-brainer.

If you're using 4dF, on any roll of +4, roll an additional dF. If the additional
dF is +, then a Divine Intervertion has occurred, otherwiseit's "just® a +4 roll.
On any roll of -4, roll an additional dF. If the additional dF is -, then an Infernal
intervertion has occurred, otherwiseit's "just” a -4 roll. The probability of a given
sort of intervertion under this systemis 1/243, which is closeenoughto 1/216, the
probability of that intervertion occurring under the In Nomine medanics.

5.8 Conversion: Degree of Success and Check Digit

When a character succeedsor fails at somethingin In Nomine, the "chedk digit"

usually indicates how extreme the successor failure was. In Fudge, the Degreeof
Succesdor, asthe casemay be, Relative Degree)senesthe samepurpose. So that

you may look up results on the sundry Ched Digit tables of In Nomine, convert
Degreeof Succesgo Ched Digit using Table 16... or just fake it, usingthe Degree
of Successs a generalguide.
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Degree of Check Fudge Result for

Success Digit Task of “Fair" Difficulty
0 1 Fair

+1 2 Good

+2 3 Great

+3 4 Superb

+4 5 Superb+1

+5 6 Superb+2

Table 16: Converting Degreeof SuccesgRolled Degree- Ditcult y) to Ched Digit

Use the sametable for failures, corverting + to - in the rst column. (This
meansthat a failure with an equivalert ched digit of 1 won't happen. If this bothers
you, then you can sgy that a -1 Relative Degreecorrespndsto a failed ched digit in
the range 1-3.)

5.9 Conversions: General Advice

| will add to this as inspiration strikes.

In no particular order:

e +1 to a Fudge roll correspndsto +2 to the target numberin In Nomine (and
vice versa).

e +1 to the In Nomine Ched Digit correspndsto a +1 in the Degreeof success
in Fudge.

e When under In Nomine you would againstan attribute or skill which is "mod-
i ed by x forces", useyour number of forcesin the relevant realmto nd the
dixcult y of the action on Table 17. Then just roll that action againstthe un-
modi ed attribute or skill. An exampleof this is going Celestial, wherein In
Nomine you are supposedto roll againstyour Will, modi ed by your Celestial
forces. Use Table 17 to nd out how dixcult the task is given your Celestial
forces,and then just make a normal Fudge Will roll.

e Concerrate on converting character and artifact conceptsand qualitativ e fea-
tures more sothan on quartitativ e features.

¢ When in doubt, fudgeit.
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Relevant

Forces Difficulty
1 Good
2-3 Fair
4-5 Mediocre
6 Poor

Table 17: Dixcult for "modi ed by x forcesrolls"

6 Combat

6.1 Combat Options Used
6.1.1 Rounds and Story Elements

Sometimesa conmbat just works better if you divide it into Story Elemerts (Fudge
section4.21) rather than rigid rounds. With Fudge, you have the full freedomto do
this; refer to the main text of Fudge for information about this.

Howe\er, insisting on always using Story Elemerts is just ascon ning asinsist-
ing on always using a round of a xed size. If two folks are standing there sluggingit
out, or if timing is crucial (will the angelcompleteis dizcult songbeforehis Senant
has beenevisceratedby the demon), then divide the conbat into In Nomine-sized
5-secondconbat rounds... or into whatewver sizeseemso work best for you.

6.1.2 Resolving Attac ks

Attacks are normally OpposedActions. If you're using broad brush strokesand Story
Elemert pacing, then the OpposedAction should be betweenwhatever are the most
relevant conbat skills (plus any modi ers). If you're usinground pacing,then resohe
ead attack usingthe "Alternate Combat Turns" method (Fudge, section4.23). Use
Agility to determineinitiativ e, asone'sskill for unarmedattacks, and asone'sability
to Dodge. One may buy speci ¢ martial arts or brawling skills to increaseone'sskill
with unarmedattacks, but normally onemay not purchasea specialDodgeskill. (Yes,
all of this is di®erern from normal In Nomine.) Normal scalerules apply (seeSection
4.1). Useone'sweapon skill as one'sability to parry with that weapon (applying a
penalty of -1 or -2 if that would make more sense).Attacks normally have an absolute
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dizcult y of Poor, meaningthat the attacker must scoreat least a Poor blow, and
must alsowin the Opposedcontest. Referto Fudge Chapter 4 and Fudgeln Nomine
section5.1.2.

6.1.3 Penalties for Wounds

As a houserule, | only assess -1 penalty for characterssu®eringa Very Hurt wound,
and no penalty for characterssu®eringa Hurt wound.

6.1.4 Relativ e Degree

SeeSection5.1.2. My personal preferenceis to make the relative degreeof a roll
in combat the di®erencebetweenthe succefulroll and the higher of the opponert's
roll or the absoluteditcult y of accomplishingthe task. For example: supposeunder
certain conditions it requiresa Mediocre result to hit an opponert. If the attacker
gets a Good result, and the defendergets a Poor result, the relative degreeis +2
(Good-Mediaocre), not +3 (Good-Poor).

6.2 Corp oreal, Ethereal, and Celestial Com bat

Treat Ethereal and Celestialcombat asa special caseof Corporealconmbat. Substitute
in Intelligence or Will (as relevant) for Strength, and Precision or Perception (as
relevant) for Agility. A wound of "Incapacitated” results in the Sewere Bad Thing
(SBT) for the relevant sort of combat. (E.g. being booted out of the Marches, or
losing a force.)

Use a separatewound record (Section 6.3.1) for ead realm, but eat one
should have the samelayout.

6.3 Wounds
6.3.1 Recording Wounds: Celestials

Becauseln Nomine is a cinematic gamewere a couple of Celestialsough to be able
to stand toe-to-toe and slug it out for seweral rounds without passingout, Celestials
use a fairly generouswound record sheet. The exact wound track depends on the
number of corporeal forcesthe Celestial has.
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1 Corp oreal Force

1-3 4-6 7-9 10 11+
Scratch Hurt Very Hurt Incapacitated Near Death
000 00 0 0 0

2{3 Corp oreal Forces

1-3 4-6 7-9 10 11+
Scratch Hurt Very Hurt Incapacitated Near Death
0000 000 00 0 0

4-5 Corp oreal Forces

1-3 4-6 7-9 10 11+
Scratch Hurt Very Hurt Incapacitated Near Death
00000 0000 000 0 0

6 Corp oreal Forces

1-3 4-6 7-9 10 11+
Scratch Hurt Very Hurt Incapacitated Near Death
00000 00000 000 0 0

6.3.2 Recording Wounds: Humans

The gameis still cinematic for humans, but lessso. Usethe following wound record
sheetfor humanswith 0-3 Corporeal Forces:

1-3 4,5 6,7 8 9+
Scratch Hurt Very Hurt Incapacitated Near Death
0000 00 0 0 0

Huamnswith 4-5 Corporeal Forcesuseinstead this wound record sheet:

1-3 4,5 6,7 8 o+
Scratch Hurt Very Hurt Incapacitated Near Death
0000 000 00 0 0
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6.3.3 Scale in Combat

...performs normally. If a Celestialis attacking a Celestial, don't worry about it. If
a human is attacking a human, don't worry about it. If a Celestial is attacking a
human, the Celestialgets+2 ead to his o®ensie and defensie wound factors.

6.3.4 O®ensive and Defensiv e Factors

SeeFudge section4.54. Although it is called a "sample" wound factors list, most
of them look pretty good to me. Ignore the sectionon Damage Capacity; instead,
add +1 for ead Gift of Toughnesshe defenderhas. Add the Relative Degreeto the
o®ensie wound factors. Seethe previoussectionfor Scale.

Except where this is ridiculous, a Graze (Fudge section 4.56) can normally
do no more than Scratch the defender. Of course,if all the defender'sScratd boxes
are chedked o®, the wound gets promoted normally.

6.3.5 Damage Reduction for High Strength

Optionally, to make combat taste just a little bit more like In Nomine comnbat, you
can allow characerswith higher strength to sudk up more damage. Make a Strength
roll (without considerationof Scale). A Great result decreaseshe wound factor (the
number, not the level of thew ound) by 1, a Superb+1 or better result reducesit by
2. A Terrible or worseresult increasest by 1.

7 Character Development

7.1 Subjectiv e

One very good way to do character dewvelopmen in Fudgeln Nomine is to usethe
subjective character developmert method (Fudge section5.1). In this case,the GM
and the player can agreewhen the player has earned an increasein a skill or an
attribute himself. In addition, a character may petition a Superior for gifts or boons,
and the GM will decideif the Superior grants it. Finally, the character's Superior
may spontaneouslygrant the character a gift or other improvemen. This method of
character developmen works well with the in-game medanics of how celestialsget
more powerful. Humans,and the \natural” dewelopmert of celestials,shouldwork as
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well in Fudgeln Nomine asthe subjective character developmert systemdoesin any
gameof Fudge.

7.2 Objectiv e

If you prefer to use an Objective character dewelopmern system, refer to Fudge
section5.2. The GM should give out no more than 2 or at most 3 experiencepoints
(EP) to a character at the end of a game sessionor at the end of a scenario. The
character's Superior will then chip in an additional 2 or at most 3 experiencepoints,
or may instead grant the character a speci ¢ boon such asan attunemert, arite, etc.
Referto the In Nomine Game Master's Guide for more information about Superiors
granting improvemeris to their Servitors.

In general, becauseof the granularity, one EP in Fudge has more leverage
than one EP in In Nomine. You should grart just over half as many EP in Fudge
asyou would have using the guidelineson p. 202 of In Nomine.

7.3 Attributes and Forces

Attributes are raised as usual accordingthe Fudge systemin use. When the pair
of attributes in a given realm have beenraised suzciently, the character will gain
another Force in that realm. After an attribute increases, gure out the averageof
the two attributes in the relevant realm, rounding down (This is slightly di®erern
from Forcesare handled during character creationin Section4.2.1.) Usethis average
attribute value to look up the Forceson the Force Table (Table 1). If the resulting
value is higher than the character's current Forcesin the relevant realm, then the
character gainsan appropriate Force.

Example: an angelwith 3 Corpreal Forceshas Good Strength and Medicore
Agility. He spends enough experience points to increasehis agility to Fair. The
average,rounding down, of his Strength and Agility is Fair{ sohe still has3 Corpreal
Forces.If, after alater adventure, heincreaseshis Strengh to Great, then the average
of Strength and Agility will be Good, and the angel'sCorporeal Forceswill increase
to 4.
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8 Changes

8.1 Version 0.8.2

Many tuneups. Make ScaleCelestial +2 rather than +1 relative to Scale Human
(motivated by the fact that Celestials have averageattributes of 14 in GURPS In
Nomine, in comparisonto humans' 10). Add di®eren wound tracks basedon the
number of Corporeal Forcesan individual has, to facilitate the creation of conmbat
monsters....

8.2 Version 0.8.1

Just xed the link to David Edelstein'sconversion.

8.3 Version 0.8.0

| expandedTable 16 for corverting a Fudge Degreeof Successo an In Nomine Chedk
Digit. Originally, +3 in the Fudge Degreeof Successorresopndedo a CD of 6. | was
‘nding that this was producing high-Ched Digit results a little too often. In some
tables in In Nomine (most notably resonanceresults), there is a huge, exponertial

range of quality of result betweenCD 1 and CD 6. | thought it appropriate to make
those CD 6 results a little rarer and dependert on very good rolls. Note that asit

stands right now, an angel with average (i.e. Fair) perception cannot adcieve the
equivalent of a CD of 6! | may changethis table againas| gain experiencewith my
new version.
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