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Servitors, Minions and 
Foot Soldiers of the Throne

The favored Seers of the four Archigenitors do not face the 
Pentacle Orders alone; each of the Panopticon, Paternoster, 
Hegemony and Praetorian Ministries employ creatures that 
are not quite human as personal servants, bodyguards, as-
sassins, spies and agents. The Eye has granted Panopticon 
potent Artifacts, superior forms of the Profane Vestments, 
which transform Sleepwalkers into the Twilight beings 
known as Grigori. The Father, in His wisdom, directed 
Seers of Paternoster to enslave a being of the Lower Depths. 
Those Sleeper captives, often taken as children, have their 
souls eaten out by the monster become the Hollow Ones, 
slaves whose minds can be rewritten. The General grants 
Praetorian the command of the Myrmidons — a secret 
pre-Fall race of warriors and agents provocateur that were 
once the slaves of the Daidochi. Last, the Unity commands 
its Ministry of Hegemony to use their revered Hive-Souled 
Men in more and more front-line roles.

This IS a Monster
Grigori, Hollow Ones, Myrmidons and 

Hive-Souled Men are all designed to give 
recognizable, thematic antagonists on the 

level of a player character. They represent the 
horror aspect of the Seers of the Throne — the 
blend of power and inhumanity that can re-
make a human being into a lesser but stron-
ger Thrall. Other such servant creatures may 

exist for lesser Ministries. They don’t have 
a common origin, emphasizing the variety 

among the Ministries, but they are all recog-
nizably human. Killing them has the same 
weight as killing a Sleeper or Sleepwalker. 

Are they beyond help? Can a Grigori some-
how be saved if the physical body is cap-

tured? Can a Hollow One be healed, or will 
one develop a true personality again over 

time? Can a Myrmidon rebel against the oath 
of her ancestors? These are questions the 

Pentacle, and your players’ characters, have 
to answer.

Grigori
Watchers, Cyphermen, Shroud Pilots
The first Grigori was created in London, 1889, by a pylon 

who uncovered the first known Shroud of Observation in 

a room with no doors deep under the city, breached by ac-
cident during the expansion of the London Underground. 
A large linen cloth, covered in runes of the High Speech 
and votive symbols of the Eye, it resembles a full-body 
Profane Vestment used to wrap around a body as a shroud. 
Recognizing the similarity to their own Vestment, excited 
by the symbols of the Eye covering it, the Seers sought 
omens on how to use it. Following their dreams, they took 
their own Sleepwalker servant — the brother of one of the 
Seers — and wrapped him in the Shroud before activating 
the Artifact. 

When a Sleepwalker is wrapped in the Shroud, it pulls 
his mind and soul out of their body and fashions a Grigori 
out of him in an excruciating process that renders him un-
able to ever return to his physical form. The body remains 
safe, kept alive by Life magic woven into the cloth, but 
it serves only as an anchor for the Grigori, a way to find 
its way back to its masters after a mission. Over the years 
since that first Shroud’s discovery, others have been found, 
in enough numbers that the Ministry believes the Eye to 
be seeding them into the world for them to find. As such, 
while Grigori are rare creatures it is not unheard of for a 
major stronghold of Panopticon to have more than one “on 
staff.” The Sanctums of tetrarchs and the Minister are said 
to have entire squads of the creatures as lookouts.

Grigori watch. They observe. They descend upon a victim 
in their Twilight form, tasting her Sympathetic connec-
tions and relationships before using those connections as a 
wiretapper uses a telephone wire. To a Sleeper, a Grigori is 
an odd feeling on the back of one’s neck, a strange glint in a 
lover’s eyes or a strange reaction from a family pet. To a mage, 
the Unseen Sense exacerbates these signs; those closest to 
the mage feel wrong somehow, displaying occasional flashes 
of an unfamiliar resonance. To those capable of perceiving 
Twilight beings, though, the Grigori is revealed — a shape 
like a mummified person straining against its wrappings, 
covered from toe to head with shifting, blinking eyes and 
borne aloft by six shining wings made of smoke. 

The mind of the Shroud Pilot is shattered by the transfor
mation, splintered and reshaped into a consciousness that 
can observe several relationships at a time. Their bodies, 
locked away safely in a Seer-held Hallow, babble their find-
ings in a stream of near-nonsensical words that the Seer 
handling the Grigori must interpret; for this reason, they 
are sometimes known as cyphermen. Still, they are obedi-
ent — Grigori obey the commands of whoever activates 
the Shroud. As well as their duties as spies, Panopticon 
sometimes send Grigori into the Temenos, where their 
ability to track the sympathy of a target allows them to find 
routes between realms that the Seers would otherwise be 
unable to perceive. Others set the creatures as watchdogs 
and lookouts, giving them an inanimate object or a place 
as a target instead of a person.
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Shroud of Observation (Artifact 
•••••••••)

Durability 3, Size 5, Structure 8
Mana Capacity: Maximum 13
The Shroud of Observation is a variant Profane Vest-

ment that transforms the wearer into a Grigori by means 
of a modified version of “Astral Projection” combined with 
“Duplicate Sympathy” and “Sympathetic Tap” (see page 
195). The wearer explicitly is not the person activating the 
Artifact — something the Seers are grateful for — and it 
requires a delicate balance in the subjects’ relationship to 
the Abyss. Awakened are immune to the process, while 
the Artifact refuses to alter Sleepers — and if forced to 
by “Activate Enchanted Item”, the Shroud is torn apart 
by Paradox.

The Artifact remains active and uses Life magic to keep 
its wearer alive as long as it can spend a point of Mana a 
day, which it is capable of absorbing from a Hallow; for 
this reason, the wrapped bodies of Grigori are normally 
stored in Hallows, sometimes for years. However, this 
comes at a price — if the wrappings are ever opened, 
the connection maintaining the Grigori is lost and 
the creature dies, leaving the body bereft of soul 
and mind forever. If there is a safe way to remove 
the Shroud, the Seers have not yet found it.

Game Systems
Grigori resemble ghosts in terms of game 

mechanics but are living beings. Spells tar-
geting anything in Twilight will affect them 
though Death magic specifically targeting the 
dead will not.
Rank: 3
Attributes: Power 4, Finesse 6, Resis-
tance 5
Willpower: 6
Mana: Grigori use the supply of Mana 
within the Shroud in place of Essence.
Initiative: 11
Defense: 6
Speed: 16
Size: 5
Corpus: 10

Influences: In place of Influences, Grigori can cast 
“Interconnections”, “New Threads”, “Duplicate Sympathy” 
“Sympathetic Tap”, “Scry”, “Multi-Tasking” and “Telepathy” 
each with the expenditure of one Mana and the rolling 
of Power + Finesse. If the physical body is in a suitable 
place of power, the Grigori can spend one Mana to enter 
the Astral Realms, substituting Power + Finesse for the 
Meditation rolls.

Anchor: The Grigori’s own physical body serves as one 
anchor, with its current target as another. The connection 
to the target is given to the Grigori by allowing it to use 
Copy Sympathy to duplicate a Seer’s own sympathy to the 
target, in a manner reminiscent of a bloodhound picking 
up a track. Once it has a sympathetic connection to the 
target, the Grigori can spend a Mana to assign them as its 
roving anchor.

Ban: The Grigori cannot use its powers to affect its own 
body or directly affect (as opposed to watching by hijack-
ing Sympathetic connections) its victim. Any Paradox the 
Grigori might incur affects the body. If the body dies or is 
removed from the Shroud, the Grigori is destroyed.


