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elcome and Congratulations. You have been chosen

to become one of the Nephilim. Soon, if you have not

done so already, you will drink from the Mortal Cup,
taking into yourself the blood of angels, and you will become
one of the “Shadowhunters,” named for the founder of our order.
Our eternal work is the battle against the forces of darkness that
encroach upon our world. We also keep the peace in the Shadow
World—the hidden societies of magic and magical creatures
wrought by the demons we fight—and keep it hidden from the
mundane world. And this now is also your charge. You are pro-
tector, defender, knight errant in the name of the angels. You will
be trained to fight demons, to protect mundanes, to negotiate the
complex landscape of the Downworlders—werewolves, vampires,
and the like—that you will encounter. Your life will be spent in the
pursuit of the angelic against the demonic. And when you die, you
will die with glory.

This may appear an intimidating description of the Shadow-
hunter’s life, but we must emphasize the sacredness and the
weight of our mission. Joining the Nephilim is not like becom-
ing a mundane policeman, or even a mundane soldier. “Shadow-
hunter” is not what you do; it is who you are. Every aspect of your
life will change to accommodate the holy assignment you have
been chosen for.

This Codex serves to assist you in acclimating to the new world

1



THE SHADOWHUNTER’S CODEX

into which you have been thrust. Most Shadowhunters are born
into this life, raised and immersed in it constantly from birth, and
thus many things about the world that are second nature to them
will be new to you. You have been recruited out of your mundane
life, and you will quickly encounter much that is confusing and
dangerous. This book is designed specifically to reduce your
confusion and, ideally, to keep you alive long enough to become a
full Shadowhunter in good standing in your local Institute.

It goes without saying that it is against the Law for the
Codex to be shared with any persons other than Shadowhunters
and mundanes in the process of Ascension (see “Intermarriage,”

page187).

WHAT IS A SHADOWHUNTER?

The Nephilim are the appointed warriors on Earth of the Angel
Raziel. We are appointed specifically to control and preside over
the demonic in our world, both demons and the supernatural
creatures born of their presence among us. A thousand years ago
Raziel bestowed on us the tools to accomplish this task. These
tools are:

—The Mortal Instruments, by which we may know truth,
speak with angels, and make more of our own kind

—The country of Idris, in which we may live safely away
from both demons and the mundane world

—The Book of Raziel (or “Gray Book”), with which we
may make use of the magic of angels to protect and
augment ourselves



INTRODUCTION

These were gifts given by Raziel to the first Nephilim, Jonathan
Shadowhunter and so after him we call ourselves Shadowhunters.

% Sure 15 comvemient THAT HE wWAS NAmep

gl&tﬁyw/w»e, j ,Zé&(—fl/b W#/ THAT AREAO. [T makes A Gooo name fOR THEM.,
THE SHADOWHUNTER OATH

There have been many versions of the oath that is spoken by new
Nephilim when they drink from the Mortal Cup and join our
ranks. The one currently in use was created a little more than a
hundred years ago, as part of the reforms that swept through the
Shadow World around that time. It replaced an older oath whose
language was very martial in tone and that focused mostly on the
fact that Shadowhunters are good at killing things. Typically at
that time the oath was spoken in one of several holy languages—
Latin, Sanskrit, Hebrew, et cetera—and thus was treated more as
a formality to execute rather than words to listen to and reflect
upon.

The oath follows. You should commit it to memory. At the time
you are made a Shadowhunter, you will need to recite it without
any prompting. Many new Shadowhunters have complained that
this is an unnecessary burden, to which we respond that half-
angelic soldiers against the dark forces of the world should not be
fazed by the need to memorize a hundred words.

I hereby swear:

Iwill be Raziel’s Sword, extending his arm to strike down evil.
I'will be Raziel’s Cup, offering my blood to our mission.

Iwill be Raziel’s Mirror; when my enemies behold me, let them

see his face in mine.

I hereby promise:
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Twill serve with the angels’ courage.
Twill serve the angels’ justice.

And Iwill serve with the angels’ mercy.

Until such time as I shall die, I will be Nephilim. I pledge myself

in Covenant as a Nephilim, and I pledge my life and my family
to the Clave of Idris.

(ol thonk A,
Tt's vot like that—there's a zillion laws ou've adveeind to yollow.  2eclsf £,
e o i s e g ;

SHADOWHUNTER NAMES

Most Ascending mundanes like yourself give up their family
name in favor of creating a traditional Shadowhunter name. By
tradition most Shadowhunter family names are compound, like
. “Shadowhunter” itself—in this case, “shadow” + “hunter.” Jona-
3 than Shadowhunter’s name was, obviously, not actually “Shadow-
hunter”—such a coincidence would beggar belief. D)vgl e
What Jonathan Shadowhunter was called, before he s
made the first Nephilim by Raziel, is lost to history; we do not
even know from what country he came. He was given the name
Shadowhunter by Raziel (often found written as separate or
hyphenated words, as in “Shadow-Hunter,” earlier in history) as
a symbol of his transformation. According to many tellings of the
story, Raziel told Jonathan, “I grant you the light and fire of angels,

to illuminate your way in dark, for you and your companions will

4 appears o ypu—
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family name; combining just any two things into a name is not

enough. Your name should try to reflect something about who

Thalt cocncidence —pegguss pelief

English words that can be combined to make names. Simply select
4

=
you are, or where you're from, or what you hope to be. In order to % .
stimulate ideas of your own, we here supply a list of appropriate %
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There is a kind of poetry in the selection of a Shadowhunter Ze



INTRODUCTION

two of them and put them next to each other. Usually they will
sound better in one order than in the other order.

NOTE: USE YOUR JUDGMENT. Your name must be approved
by those evaluating your petition for Ascension. Do not try to
name yourself Dragonrider or Firedance or Elfstar. Nephilim are
meant to be inconspicuous. Obviously things such as Hammerfist
or Bloodsteel should also be avoided.

ALDER GOLD SCAR
APPLE GRAY SHADE
ASH GREEN SHADOW
ASPEN HALLOW SILVER
BAY HAWK STAIR
BEAR HEAD STARK
BLACK HEART STORM
BLOOD HERON THRUSH
BLUE HOOD TOWER
BOW HUNTER TREE
BRANDY KEY WAIN
BROWN LAND WALKER
BULL LIGHT WATER
CAR MAPLE WAY
CART MARK WEATHER
CHERRY MERRY WELL
CHILD NIGHT WHEEL
COCK OWL WHITE
CROSS PEN WINE
DOVE PINE WOLF
EARTH RAVEN WOOD
FAIR RED WRIGHT
FISH ROSE YOUNG

FOX SCALE
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What is your Shadowhunter name?

Can't believe o &Mlg_mote that i,

Dgﬁmwlw EITHER STOQMWALKEQ
OR N}GH—[_QAVEN'—WKAT 00 MoV ’rm/vk.?
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THE SHADOWHUNTER'’S GLOSSARY
1 Aot be
The world you are entering is a secret one. It is kept hldin from
the vast majority of the mundane world, who do not know even
that our kind exist, much less the many varieties of % —
among whom we are responsible for keeping peace. Naturally, the
denizens of that world may make common reference to places and
things with which you are not yet familiar. We thus provide this
handy short guide to some of the more common terms, which will

be explored in more depth in later chapters as warranted.

W, Mgmm.
PEOPLE AND PLACES

We are called Nephilim or Shadowhunters. We are the children of
men and angels; the Angel Raziel gave us our power.

Our primary mission is to eliminate demons, who come in a large
6
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MAGNUS BANE

Why Do People Become Shadowhunters, by Magnus Bane

This Codex thing is very silly. Downworlders talk about the Codex
like it is some great secret full of esoteric knowledge, but really it’s a
Boy Scout manual.

One thing that it mysteriously doesn’t address is why people
become Shadowhunters. And you should know that people become
Shadowhunters for many stupid reasons.

So here is an addition to your copy.

Greetings, young aspiring Shadowhunter-to-be—or possibly
already technically a Shadowhunter. I can’t remember whether
you drink from the Cup first or get the book first. Regardless,
congratulations. You have just been recruited by the Monster Police.
You may be wondering, why? Why of all the mundanes out there was
I selected and invited to this exclusive club made up largely, at least

from a historical perspective, of murderous psychopaths?

Possible Reasons Why:

1. You possess a stout heart, strong will, and able body.

2. You possess a stout body, able will, and strong heart.

3. Local Shadowhunters are ironically punishing you by
making you join them.

4. You were recruited by a local Institute to join the
Nephilim as an ironic punishment for your mistreatment
of Downworlders.

5. Your home, village, or nation is under siege by demons.

6. Your home, village, or nation is under siege by rogue
Downworlders.

7. You were in the wrong place at the wrong time.



10.

11.

12.

13.

14.

15.

16.

17.

MAGNUS BANE

You know too much, and should be recruited because

the secrecy of the Shadow World has already been
compromised for you.

You know too little; it would be helpful to the
Shadowhunters if you knew more.

You know exactly the right amount, making you a

natural recruit.

You possess a natural resistance to glamour magic and
must be recruited to keep you quiet and provide you

with some basic protection.

You have a compound last name already and convinced
someone important that yours zs a Shadowhunter family
and the Shadowhunteriness has just been weakened by
generations of poor breeding.

You had a torrid affair with a member of the Nephilim
Council, and now he’s trying to cover his tracks.
Shadowhunters are concerned they are no longer haughty
and condescending enough—have sought you out to add a
much needed boost of haughty condescension.

You have been bitten by a radioactive Shadowhunter,
giving you the proportional strength and speed of a
Shadowhunter.

Large bearded man on flying motorcycle appeared to take
you away to Shadowhunter school. (Note: Presence of flying
motorcycle suggests bearded man may be a vampire.)
Your mom has been in hiding from your evil dad, and you

found out you’re a Shadowhunter only a few weeks ago.

That’s right. Seventeen reasons. Because that’s how many I

thought of. Now run off] little Shadowhunter, and learn to murder

things. And be nice to Downworlders.



INTRODUCTION

variety of species and forms. We also seek to keep the peace among
several populations of demihumans, known collectively as Down-
worlders. These groups are werewolves, vampires, faeries, and war-
locks. We preside over a treaty known as the Accords that ordains
how we and all of these groups may interact, as well as each group’s
rights, responsibilities, and restrictions. The Accords are revised
and signed every fifteen years by representatives of the Nephilim
and all Downworlder groups.

We have our own secret country, which is hidden in Central Europe
and is known as Idris. Its capital city—indeed, its only city—is
named Alicante, and that is where the Council resides, and where
Clave meetings are held (see below).

Most Shadowhunters spend their younger years as warriors. The
exceptions are the members of our two monastic orders, the Silent
Brothers and the Iron Sisters. The Brothers serve as our keepers of
lore and knowledge: They are our librarians, our researchers, our
medics. They reside in the Silent City, a place deep underground,
many of whose levels are kept secret even from normal Shadow-
hunters. The Sisters design and forge our weapons; they are the
keepers of adamas, the holy metal given by Raziel for our use. They
reside in the Adamant Citadel, which is even more hidden than the
Silent City; except for a single receiving chamber, it can be entered

only by Iron Sisters. ) 0 ith, Secrecy, 7 ANt

CLAVE, COUNCIL, CONSUL, COVENANT

The Clave is the collective name for the political body made up
of all active Nephilim. All Shadowhunters that recognize the
authority of Idris—and this should be all of them in the world

7



THE SHADOWHUNTER’S CODEX

who remain Shadowhunters—make up the Clave. When Shadow-
hunters reach adulthood at the age of eighteen, they declare their
allegiance to the Clave and become full Clave members, withrights
to contribute to any Clave issue under discussion. The Clave keeps

and interprets the Law, and makes decisions about the guidance

of the Nephilim through history as it unfolds. WM'Z %Wf C/Mf qﬂ%&‘m

Smaller, more regional groups of Shadowhunters, for in%%’%%%i:”?g ;{”"
the Shadowhunters of a specific country or sometimes o cov:i'e y !:refe
particularly large city, are collected in what are called Enclaves in
most of the world, and Conclaves in the Americas and Australia.
These regional groups coordinate their own local decision making
and organizational structures as they see fit, although the Clave
as a whole is responsible for placing Shadowhunters in charge
of specific Institutes. The Clave may intercede in cases where an
Enclave or Conclave is organized in some way that is against the
spirit of the Nephilim as a whole (for instance, in cases where some
individual Shadowhunter has tried to seize dictatorial power over
nearby Downworlders, as with the infamous cult of personality
and human sacrifice declared by Hezekiah Short in the Mayan
ruins of southeastern Mexico in the 1930s).

The term “Clave” comes from the Latin clavis, meaning “key,”
and its use in such terms as “Enclave” and “Conclave” refers
abstractly to the idea of an assembly “under lock and key”—that
is, meeting in secret. The Clave is, so to speak, the great secret of
the Nephilim; with the key of the Mortal Cup, one earns entrance

to its chambers.

The Council is the governing body of the Clave. Once, there were
few enough Shadowhunters in the world that in matters of impor-
tance the entire Clave could be canvassed for their opinion, but
it has been many hundreds of years since this was the case. The
Council does, however, in representing the larger Clave, retain
8



INTRODUCTION

the power to recall any Shadowhunter to Idris at any time. Today
local Enclaves choose representatives to sit on the Council, which
deals with matters of immediate import that are not large enough
for the entire Clave to become involved in. Enclaves may decide
for themselves how to appoint their Council representatives.
Most times this is accomplished with a simple vote or by the
Conclave head appointing a chosen delegate; sometimes the Con-
clave head sits on the Council herself. Some regions have more
colorful means of appointing their representative. For instance, in
eighteenth-century France under the Sun King, the Council dele-
gate was appointed by means of a dance competition. The Saint
Petersburg Enclave to this day holds a massive annual chess tour-
nament; the competitor who loses the most matches is named the
Council delegate.

The Consul is the highest appointed official in the Clave. He is
something like a prime minister rather than like a king or presi-
dent; he wields little executive power but rather serves to preside
over the Council, to officially tally its votes, and to help interpret
the Law for the Clave. He also serves as an adviser to the Inquisi-
tor, and is intended to be a consulting mentor for the heads of
Institutes. His only real source of direct power is his authority
to call the Council to session and to adjudicate disputes between
Shadowhunters. The Nephilim do not have such uncivilized mun-
dane notions as political parties; the Consul is voted into office
by the Council and, like most prime ministers, can be put out of
office by a vote of no confidence.

Tying all of these entities together is the Covenant, another name
for Nephilim Law. It provides the rules of conduct for Shadow-
hunters and Downworlders; it is by the right of Covenant that the
Nephilim enforce their Law in Downworld. (There have been times

9
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and places where that rule of Law has been held in place by force
rather than by Covenant, but we happily live in more enlightened
times today.) The Covenant protects the rights of Shadowhunters
to enforce civilized relations among the Clave, Downworld, and
the mundane world, and also protects the rights of Downworlders
so that they may not be maltreated by Shadowhunters.

It is the Covenant also that guarantees that the Shadow
World remains shadowed from the mundane world. Nephilim
are sworn by Covenant never to reveal the truth of the world to a
mundane, unless such a revelation cannot in any way be avoided.
All Downworlders who have signed the Accords agree to the same.
Demons are the great unpredictable force in keeping the Shadow
World secret, but so far demons have decided that secrecy is best
for them as well.

This description makes the Covenant sound simple, but
its fine print is more or less the entire legal system of the
Shadowhunters, specifying not only the criminal code that the
Nephilim and various Downworlder communities have agreed to
abide by, but also how that criminal code may be prosecuted, how
trials may be run, and so on. This means both Shadowhunters and
Downworlders may refer to the Covenant to claim some specific
right. For instance, Shadowhunters may swear upon the Covenant
to keep information confidential that has been shared with them
in an investigation.

The Covenant long precedes the Accords; the Accords can be
seen as a kind of Bill of Rights, amendments to the Covenant that
are agreed to be taken as the law of the land by all of the Shadow
World.

10



INTRODUCTION

DISCUSSION QUESTIONS AND THINGS TO TRY

1. What do you notice about the kinds of words that
are used to make up Shadowhunter names? What do
they have in common? What might this say about the
Shadowhunters’ identity and what family names are
supposed to represent?

SIMON NIGHTRAVEN NEEDS NO DISCUSSION QUESTIONS.

ﬂ" yﬂ,azf %W ‘émn,é, W \/ou oo;v‘T NEED DISCUSSION QUESTIONS EITHER,
CLARY HORSEPHONE.

2. Do you know who your local Council member is?
Do you know who runs your local Institutes? Find out!

%&s. V%% 0&7 WHO
b’y at what it Sags!
EEWE
3. Try: Introducing yourself to a Silent Brother! Their
appearance may be intimidating, but you will find
them to be friendly and patient. (Note: Do not try to
introduce yourself to an Iron Sister at this time.)

11
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TREASURY
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ARMS

CHOOSING A WEAPON

Shadowhunters do not use firearms, and typically we fight in
close quarters. We also usually fight in short, improvised confron-
tations rather than in planned battles. As such, the basic arma-
ments of the Shadowhunters are those hand-to-hand weapons
that humans have used for thousands of years. Each of these come
in endless variations, and you will need to tune your training to
the specifics of your locale. Here we endeavor to lay out the cate-
gories of weapons and briefly discuss their pros and cons.

You should plan to quickly achieve a basic competence in each
of these categories. Remember that demons are infinite in type
and variety; a Shadowhunter never knows when she might face a
foe against whom her preferred weapons are totally useless. You
should, however, also give thought to what kind of weapon you
might choose to specialize in. Some feel called to the longsword,
while others will have a natural gift with a bow and arrow. Finding
the intersection of your interest and your talent is a major goal of
your early training.

Any decently stocked Institute should have on hand a
selection of all of the weapons mentioned here, in addition
to other basic useful combat tools such as: binding wire

of silver, gold, and|or electrum; wooden stakes in oak and

15
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ash; amulets of protection; assorted holy symbols for major
world religions; and basic magic implements (chalk, iron
filings, small vial of animal blood, etc.). A truly well-
stocked large Institute might add to that list such specialty
items as lead swords, holy trumpets, bone staves, etc.,

depending on location.

Did you know?

Shadowhunter weapons are Marked with runes. While

only seraph blades can cause permanent harm to demons,
angelic Marks on other weapons will at least slow a demon’s
recovery from a wound. Without these Marks, demons
easily shrug off the effects of our physical weapons.

SWORDS

Swords are long hilted blades used to wound both by piercing and
by slashing. Variants range from light and flexible blades wielded
inone hand, such as therapier, to heavy blades such as the Scottish
claymore that require two hands to wield and whose blades
may well be taller than a person. And more or less all possible
stages in between are represented. Generally Shadowhunters
have a preference for speed and agility in fighting, and so most
who prefer swords specialize in one of the smaller one-handed
versions. There are, of course, exceptions. Note that if you have
never wielded a sword before, you may be surprised by how
quickly your arm will grow tired, even when using a light blade.
If you have never used a sword before, you can get an early start
on training by practicing simply holding a sword out in front of
your body, parallel to the ground, for a length of time. You will be
ready to start actual combat training when you can keep the sword
steady for thirty minutes.




TREASURY

KNIVES AND DAGGERS
These smaller blades are less tiring to hold, and frequently two
are wielded at the same time. The trade-off is, of course, that they
have a shorter reach than a sword, requiring you to be closer to
your foe. They are also far easier to conceal than a sword. Seraph
blades are typically wielded using techniques associated with
dagger fighting, so you will want to grow proficient with these
weapons no matter what. M%@%/ Adif fovsss ot o forihrons
You may also learn to throw knives and daggers, but it’s a very
difficult skill to pick up, and daggers are usually more difficult
and expensive to create than arrows, considering that you may
lose them after a single use. Still, many Shadowhunters favor the
AHA JﬁCE THROWS KNIVES BECAUSE OF

throwing skill for its showy nature.
HIS SHOWM NATURE .,

We were all 14 once. Jou'd Have learved it too f% you could e,

MACES, AXES, HAMMERS, ETC. ToucHe, WHATEVER YOUR IAST WAmE IS,
Those who do not seek subtlety in their combat may wish to
consider specializing in a weapon in these categories, whereby
the enemy is simply bludgeoned with a heavy block of metal,
possibly sharpened. You will come across few creatures that
cannot be successfully defeated by the application of sufficient
blunt trauma. The main advantage of these weapons is that, while
one can learn finesse in wielding them, they tend to be effective
even when that finesse is lacking. All the wielder requires is brute
Strength and room to SWing‘ VN‘:I Zifs‘i'_r:w:s;:;iﬁi Hﬁ/::::‘é! SO ANIME!

The main disadvantages of these weapons are that, for one,
they can be difficult to conceal, and for another, they depend
on the enemy’s skin being less strong than the material of the <§
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weapon, which is usually true of Downworlders but may often be g
untrue of demons.
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Flails and morning-stars, in which the aforementioned heavy
chunk of metal is attached to the handle by a chain and thus can
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be swung around to build up more momentum, add more force to
your blows in exchange for a higher risk of accidentally walloping
yourself or the person standing next to you.

POLEARMS, PIKES, SPEARS, LANCES

There are almost as many variations on these as there have been
human armiesin history, but they all have the same basic structure:
a sharp blade at the end of a long sturdy stick. Traditionally these
have been used in mundane warfare to give a fighter a longer
reach than normal—which can be useful when fighting a foe on
horseback (or giant lizard-back, in the case of some demons), a
demon covered in tentacles, a demon with obscenely long arms,
and so on. Today, however, fighting from horseback s obsolescent,
and the annoyance of carrying a sharp six-foot-long pole around is
rarely worth the trouble. You are most likely to see these carried by
Shadowhunter guards as ceremonial weapons; you are also likely
to find that these guards have other weapons on their person that
they would wield instead in case of action.

BOWS AND CROSSBOWS
These are the definitive Shadowhunter weapons for long-range
fighting. They are lightweight and easy to carry, and you can
bring a large number of arrows with you with little trouble. Often
Shadowhunters will carry arrows with several different arrowhead
materials, useful for fighting different kinds of creatures. (We
recommended color-coding the feathers for ease inidentification.)
Like sword fighting, archery is a complex and difficult skill,
and you will need to train diligently to be able to use it in a real-
life scenario. Shadowhunters almost never fire arrows from an
entrenched stable position, like someone defending a castle from
a siege. Expect to have to arm, aim, and fire your bow while in the
middle of total chaos. Do not expect your archery instructor to let
18
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you take a bow with you into combat until you have demonstrated
some serious skill.

IMPROVISED WEAPONS

The Nephilim are trained in the use of weapons, and our weapons
are a vital part of our combat methods. It is important to always
remember, however, that a Shadowhunter without fighting
weapons is not helpless. The fight against demons is a desperate
one, and weapons can be improvised from the environment—
atree branch, an andiron, a handful of pebbles thrown in the face
of a foe. Then too the Shadowhunter should always remember
that her own body is a weapon. She has been trained to be faster
and stronger than mundanes, and in the panic of battle should
remember her strength and make use of it. A weapon does not win
a battle; the Nephilim wielding the weapon does.

EXOTIC WEAPONS
There are, of course, as many nonstandard and exotic
weapons as there are human cultures, and you may find
that your local Nephilim have some combat specialties
outside the common weapon types. These may include
whips, sword canes, obscure weapons of martial arts
traditions, household objects modified to double as
blades, and so on. These rarer “specialty” weapons
are not forbidden or discouraged from use. Indeed, a
Shadowhunter is likely to be more effective with a weapon
toward which they feel an affinity than with one forced into
their hand by the dictates of training protocols.

Two specific exotic weapons are worthy of note here,
one angelic, one demonic.

The aegis is a dagger that has been seethed and

tempered in angel blood. They are incredibly rare, as one
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would imagine, since angel blood is not easily come by.
There are only a small number of these in the hands of
the Shadowhunters, and they are kept by the Iron Sisters
and are not permitted to reside in an Institute. They are
available for requisition in the armory, but the requestor
should be prepared with a very good reason for the request.
The Iron Sisters are not usually pleased to give them out.
The athame is a ceremonial, double-edged dagger,
usually with a black handle and carved with demonic runes.
It is used in demon-summoning rituals to draw blood or
carve lines of magical force and is only for ritual use. The
weapon loses its power if used in combat. It is one of the four
elemental tools of the neo-pagan mundane religion Wicca; as
such there are many false athame floating around. Warlocks
can of course tell the difference on sight, but mundanes
cannot. This can sometimes lead a mundane to accidentally

possess a genuine athame, which is a great danger.

SERAPH BLADES
There is a legend told of the first seraph blade, which may or may
not be true. The legend dates to the earliest days of the Iron Sis-
ters, when they were few in number and the Adamant Citadel was
merely a single adamas forge and a set of protective wards. In those
days the paths from the mundane world to the volcanic plains of
the Citadel were not as hidden and guarded as they are now, and it
is said that a demon, a Dragon—for in those days Dragon demons
were not almost extinct—found its way to the location of the Cita-
del. There was only a single Sister there working at the forge, and
she was caught unawares and unarmed, having placed her faith in
the impossibility of the Sisters’ forge being found by the enemy.
Laughing and threatening, the Dragon stepped through lava
beds as though skipping across shallow streams. In terror, the
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Sister cast about her for a weapon, but all she had to hand were
irregular jags of adamas, recently extracted from ore and wait-
ing to be worked. She seized one and held it between her and the
approaching Dragon like a pikeman preparing to receive a charge.
Her hand trembled; she was afraid not for her own life but for the
continued existence of the Iron Sisters: If the demons could travel
here, surely they would overrun the Citadel soon enough.

Panic-stricken, she called out prayers to the forces of good.
As the Dragon was upon her, she loudly abjured it in the name of
Michael, the slayer of Sammael, general of the armies of Heaven.
Promptly the adamas jag lit up, blue and brilliant with heavenly
fire. The Sister’s hand burned where she clutched it, but with
all her strength she thrust her makeshift lance and pierced the
Dragon in the soft flesh under his jaw. She expected it to wound
the Dragon and nothing more—but perhaps it would buy her
enough time to flee.

Instead the adamas spear bored through the neck of the
Dragon as if through paper, and around the spear burst flames of
seraphic fire. The Dragon screamed and burned, and as the Sister
watched, the demon staggered away from her, damaged in a way
she had never seen a demon damaged before. Across the lava moat
surrounding the Adamant Forge, the Dragon was overcome, fell to
the ground, and burned for an hour.

The Sister fell to her knees in exhaustion and watched the
Dragon’s carcass slowly fade from the world. She could then have
rested—no one would have blamed her—but she was an Iron Sister,
and by the time her fellow Sisters found her a few hours later, she
had deduced the nature of the power she had uncovered and had
drawn up on vellum the first blueprints for the seraph blade.

jnm. ;xfow: gur/zrusm?%_ éw&o&g
Today seraph blades, or angel blades, are the fundamental
weapon in Shadowhunter combat. They are as clear as glass,
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usually double-edged, and normally about two feet in length.
Being adamas, they are incredibly finely honed and are capable
of holding their edge indefinitely. They are thus potent weapons
against any foe. Their true power, however, is revealed when they
are named—when a Shadowhunter holds them and invokes the
name of an angel. The spirit of that angel is said to then inhabit the
blade for a time, and the weapon will glow brightly with heavenly
fire, like the flaming sword of the angel who guards the Garden of
Eden.

This heavenly fireis very potent against demons. Most demons
can heal themselves from mundane injuries in our world fairly
quickly, just as werewolves and vampires can. We Mark our mun-
dane weapons (see sections below) to make them more potent, but
even so, the best we can do with them is damage demons enough
that they must retreat to lick their wounds, as it were. Only the
seraph blade can permanently damage a demon, so that it must
withdraw for more significant and lengthy healing or must return
to the Void to repair itself.

After a time the power of an activated seraph blade will be
exhausted, and it will need to be refreshed by the Iron Sisters in N
order to be used again. Depleted seraph blades can be brought to % §
the weapons room of your local Institute for regular recycling.

Note that the seraph blade is a viable but drastically Eféi
overpowered weapon in a fight against a mundane. Downworlders N
are harmed by them in much the same manner as demons, but 1§§
mundane flesh pierced by a seraph blade will burst into flame and *~
may consume the mundane entirely. The Cove pas officis oce meo, s

Shadowhunters will not be so burned by seraph blades, given
our angelic blood, but even so, activated blades can severely burn
the wielder’s hands, and you should not touch a seraph blade until
you have been Marked with the rune of Angelic Power. (Typically

22



TREASURY

this is placed either at the base of the throat or on the inside of
each wrist.) A Shadowhunter who has been stabbed by a seraph
blade will not burst into flames, but it should be remembered that
seraph blades are still blades and can kill a Shadowhunter by more
terrestrial means, like any other sword or dagger.

fie Wy, wost Shadowhunters ik we ave to vawe seraplt blades
J’Ej bedaus{jowa’(han SHadowhunter Mogm it was iwportant to wake
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You'll find weapons made of all kinds of materials in your local
Institute, chosen for their magical properties.

ADAMAS

Adamas is the heavenly metal granted to the Shadowhunters for
our use by the Angel Raziel. The metal is silver-white and trans-
lucent, and glows slightly (although this glow may not be visible
in broad daylight). It generally feels smooth to the touch, like glass
but notably warmer and heavier. It is the hardest substance the
Nephilim know of, and cannot be worked by mundane means.
The Iron Sisters use seraphic Marks unknown to non-Sisters to
shape the metal; to craft weapons and steles from it, the Sisters
use forges that take their fire from the heart of a volcano.

IRON

This element is toxic to faeries. You will often encounter the term
“coldiron” in reference to the fey; this is just regular iron. The term
“coldiron” refers to the fact that it is cold to the touch, which was at
one time believed to be associated with its magical properties. Iron
takes enchantment and blessing very well. It’s generally believed
that it is the large quantity of iron in human blood that causes its
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affinity for enchantment. It is especially worth mentioning that
meteoric iron, the nickel-iron alloy that makes up many meteors,
is a particularly good conductor of magical energy.

STEEL

This type of iron alloy is usually not toxic to faeries. It is the purity
of iron that grants its power over the fey. Steel does, however, hold
a sharpened edge very well, and thus the Shadowhunter will nor-
mally spend a large amount of time training with steel weaponry
tolearn how to put one of those sharpened edges through a demon.

SILVER

Silver is a metal with which all Nephilim are intimately familiar.
Using a weapon made of silver is one of the only ways to perma-
nently injure a werewolf, who will heal from a wound made by
any other material. The element is toxic to vampires and causes
them to experience pain, headaches, nausea, and so on, though
it will not kill them. Silver is a potent conductor of magical ener-
gies, behind only gold and adamas, and as a result the fey also use
alarge amount of it in both their arms and armor, and also in their
decorative arts. Shadowhunters have the unenviable task of learn-
ing to wield both steel and silver weapons, which differ noticeably
in weight, and the Shadowhunter must in fact learn to switch
between them quickly.

GOLD

This metal is poisonous to demons. It is also an excellent
conductor of magical energies, although it is rarely used to make
weapons or tools, since in its pure form it is one of the most soft
and pliant metals. Interestingly, it has both strongly positive and
strongly negative associations in religious ritual. On the one hand
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its rarity, resistance to corrosion, and beauty has caused it to be
used to symbolize high esteem, power, and the light of Heaven.
On the other hand its expense and rarity has made it a symbol of
greed and of the profanity of material wealth, as opposed to the
sacredness of spiritual wealth. Thus, one will find gold used in
sacred and powerful religious decorations and also in some of the
darkest of demonic rituals.

ELECTRUM

Electrum is an alloy of gold and silver that can be found naturally
in the earth. It has been known and used since the time of the
pharaohs of ancient Egypt. Its lack of purity means that it is rarely
used in specific rituals, but it is considered a good conductor of
magic. It combines the mystical abilities of both silver and gold,
in lesser strength than either pure metal but at significantly less
expense than pure gold and without some of the disadvantages.

COPPER

This element is used mostly as an intensifier for other materials.
It is thought to help bring the abilities of other metals into better
alignment with the wielder, and thus is often used decoratively, or
to form hilts or handles of silver weapons, for instance.

DEMON-METAL

Demon-metal is a noble metal (that is, one resistant to corrosion)
that is believed to originate in the Void, and cannot be found nat-
urally in our universe. It is black in appearance but is believed
to be transparent and glowing with black demonic power. It is
something like the demonic equivalent of adamas in that it cre-
ates wounds that cannot be easily healed by seraphic Marks and
require much more involved medical attention. You will find it
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sometimes used to forge weapons or armor wielded or worn by
demons themselves. It is incredibly rare to find it in the hands of
Downworlders or humans.

ROWAN

The European rowan tree has long been known to have magically
protective properties. It has been used in Europe to ward off
malevolent spirits and enchantments for thousands of years.
These properties, along with the tree’s density and strength, have
made ita common choice for the staves of druids and other priests,
and it is commonly used in the construction of Institutes and for
arrows wielded by Nephilim.

ASH

The wood of Yggdrasil, the world-tree of Norse mythology, is
believed to be the source of the so-called Mead of Poetry, the
mythological beverage that would magically transform the
drinker into a scholar. It has properties similar to that of rowan
but is notably easier to work. It is also often used in a similar way
to iron—it is believed to have a similar affinity with humans.
(Norse mythology also cites it as the wood from which the first
human was created.)

OAK

The oak tree is often considered the “most mundane” of woods,
and from this very fact it draws its power. It has great strength
and hardness and is therefore frequently the material of choice
for wooden weapons. Stakes for vampire slaying, for instance,
are traditionally crafted out of oak, which is believed to help
guide the wielder’s hand to the source of demonic magic, in order
to eliminate it. gm s considered) Ahe st awessmevniliriad

Zs e a0 Shadwohartor sl of.
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HOLY WATER [Sarman!
You probably already know of holy water. In fact the use of
water as a weapon against evil is well-explored in myths and
legends. Water is the substance that, more than any other,
defines and sustains life in our world. It can be made, with
the application of ritual, to take into itself something of
the angelic, to become not merely the water of life but
holy water. Holy water has proved to be a useful weapon
against demonic powers: It is severely toxic to demons and
also to vampires. It can be used to flush out the beginnings
of vampire infection, to save someone who has ingested
vampire blood. (See the Bestiaire Part II, Chapter 4, for more
details.) Faeries, on the other hand, can stand its presence
and its touch but will be made severely weakened and ill if
they can be fooled into drinking it. (Interestingly, werewolves
are not affected by holy water at all, just as they are not at all
negatively affected by other mundane religious objects.)
That WZZEL Many mundane religions include this notion of
s intoresting ! y g
773 oc%éb seraphically aligned water, and it is from the mundanes holy

ahbeut- men and women that the Nephilim acquire the majority of
our holy water. As part of our relationships with mundane
religions, we maintain connections with monastic orders
across the globe. One of these orders’ responsibilities is to
bless water and other objects for the Nephilim. The orders
connected to the Nephilim tend to be among the more
secretive monastic orders, often those sworn to silence, and
the relationships are often kept up by Silent Brothers and
Iron Sisters.

How we collect, store, and distribute all this holy water to the

Institutes and to Idris is a fascinating hydrodynamic engineering
problem that will not be gone into in this text. Those who are
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interested in more depth are encouraged to visit the Silent City,
where the research Brothers there will be more than happy to
supply you with the multivolume handwritten tomes they have
created specifying the processes, for perusal at your leisure.

T vk that's sincere, adtualU
W ew.

—— ARMOR AND OTHER TOOLS —

Black for hunting through the night And to wash away our sins.

For death and mourning the color’s white Gray for knowledge best untold,

Gold for a bride in her wedding gown Bone for those who don’t grow old.
And red to call enchantment down. Saffron lights the victory march,
White silk when our bodies burn, Green will mend our broken hearts.
Blue banners when the lost return. Silver for the demon towers,

Flame for the birth of a Nephilim, And bronze to summon wicked powers.

—Old Nephilim children’s rhyme
SHADOWHUNTER GEAR

One’s first set of Shadowhunter gear is, for most Shadowhunters,
an important moment in their training—the time when they
begin to first look like other Shadowhunters. When you wear gear,
you become part of a tradition joining Shadowhunters across
hundreds of years; our gear has remained basically unchanged
since modern textile methods came into being.

Battle gear is crafted of a well-processed black leather, cre-
ated by the Iron Sisters in their Citadel, stronger than any mun-
dane leather and capable of protecting the skin from most demon
venoms while still allowing for swift and free movement. Nephilim
on regular patrols or similar excursions may choose to wear only
the basic gear, but those preparing for battle will often add bracers
and greaves, traditionally of electrum (see “Materials” page 23).
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Both the gear and accessories such as bracers are typically Marked,
both with runes of protection and strength and with more decora-
tive symbols. These might include family crests, Marks commem-
orating battles, names of angels invoked as protectors, and so on.

The standard Shadowhunter gear involves, for both men and
women, simple flat-soled shoes and sturdy, closely fit trousers.
For most of Nephilim history gear differed between men and
women—men would wear with the above a closely fit waist-length
shirt and sometimes a jacket, whereas women would wear a long
belted knee-length tunic. This tunic was always a less practical
choice, and was worn historically to maintain the standards of
modesty and decorum that were required of women as they moved
through mundane society. In the past fifty years or so, the use of
this tunic has faded in favor of more unified, unisex gear worn by
male and female Shadowhunters alike.

THE PROBLEMS OF TRADITIONAL ARMOR

Many new Shadowhunters through the years have arrived at their
first day of training proudly clad in their family’s ancestral plate
armor, as if they were going off to fight the Hundred Years’ War.
(Obviously this problem was at its worst during the actual
Hundred Years’ War.) In truth this kind of heavy armor is not
very useful to Nephilim; standard fighting gear is preferred, and
the specifics of the gear are less important than one’s weaponry.
The mundane world went through a complicated “arms race”
through the Middle Ages regarding armor. Both weapons and
armor gradually improved in effectiveness, with new weapons
designed to pierce armor, and then new armor designed to with-
stand those weapons. Armor reached its apex with a somewhat
ridiculous full suit of steel intended to stop a blade or an arrow,
and became rapidly irrelevant with the advent of artillery and
firearms in mundane warfare.
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Shadowhunters never participated in this silly exercise.
First, Shadowhunters have always, by necessity, prioritized such
attributes as freedom of movement, detailed assessment of the
environment, and swiftness over raw strength of material, and
as a result were rarely tempted by heavier, bulkier armor. Second,
the fact is that mundane armor is designed to protect the wearer
from the attacks of other mundanes. We, on the other hand,
frequently face foes who wield magic, and who might on any given
dayattackuswith fire, with excoriating acid, with bolts of demonic
lightning, with venoms and poisons of all kinds. We know of no
material—including adamas—that can keep a Shadowhunter
safe from all of the devices at the disposal of our demon foes. We
therefore have always had to learn to avoid harm by our wits and
reflexes, since no amount of steel covering our bodies would truly
keep us safe.

THE EVERYDAY CARRY

Shadowhunters do not typically travel heavily loaded with
equipment. What they take with them on patrols or investigations
must not slow them down very much, or compromise their agility.
Thus they typically prefer small tools, lightweight and easily kept
in a pocket. Most Shadowhunters will find a set of tools that they
will take with them everywhere; it is worth some time considering
what tools you find useful to keep on hand. Some common tools
are here suggested, and described in detail where necessary.

TYPICAL SHADOWHUNTER EQUIPMENT
—Gear
—Primary weapon
—Two seraph blades
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—Ranged weapon (e.g., crossbow, slingg‘ (Optional)
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THE SENSOR’~ 4 basi¢ first aid kit, a spare §
The Sensor is a common Shadowhunter device for detecting
demonic activity. Sensors have varied in design over the years,
but today the Sensor is usually a small handheld oblong made of a
black metal. It bears some resemblance to a modern cellular phone
or other handheld mundane communication device, but where
that mundane device would have control buttons and switches
labeled in a mundane language, the Sensor is labeled in Marks
whose meaning must be learned. The original Sensor was invented
in the late 1880s by Henry Branwell and for a time revolutionized
the pursuit and capture of demons. Jr a Aricorder What? What 8q
Unfortunately, the Sensor is somewhat limited in what it is
able to sense. It functions as a frequency detector, tuning in to the
vibrations that demons create as they pass through the magical
ether. These vibrations vary by demon species and change in
intensity based on the intensity of demon activity (number of
demons, demonic magic in use, etc.). In theory it is possible to
create a “frequency table” matching specific demon species to
specific frequencies, and in fact much ink and time was spilled
in the years following the invention of the Sensor, creating
endless tables for “translating” specific demon signals. In the field
Shadowhunters almost never have time to consult a table, and it
is usually faster and easier for them to learn from experience to
recognize demon types by sight. These tables are now considered
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These days Sensors are d%signed not to %ggﬁaﬂy tuned
(though most can be so tuned if the user demands it) but to scan
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up and down continuously for all demon activity and offer some
educated guesses about the causes of any frequencies that appear.
Modern Sensors may have mapping systems, proximity alarms,
and other colorful features.
The Sensor often baffles new Shadowhunters, mostly because
of its control buttons, which are labeled in angelic runes. This is
done to allow the device to be used universally around the world,
as the Shadowhunters do not share a single common language
other than the language of Raziel and the Gray Book.
‘UJAT TITlE mAKeES me sleePq
SENSORS THROUGH THE YEARS st (ookive AT 1T, .
) ) _ T lave vever in
The first Sensor used as its warning mechanism a standard " I(fe beew
mechanical metronome, which in the proximity of demons bored enoudh
would begin to clack rhythmically, its speed increasing as cfualliyvead
the demon and Sensor grew closer together. This metronome tiis sidebar.
sat atop a large wooden box clasped in copper, the copper
having been elaborately inscribed with Marks, and a variety
of Marked and un-Marked mechanical works inside did the
sensing and ran the metronome. The whole contraption sat
atop a heavy cart with four wheels that had to be pushed
around, since the metronome had to be kept level with
the ground at all times and could easily be disrupted by
unexpected movements. Various experiments took place
through the early twentieth century to try to make the Sensor
self-propelled and able to follow a Shadowhunter, patrol
an area independently, and so on. These experiments never
resulted in any usable innovation, and more often resulted in
a dangerously mobile demon-powered cart that might at any
moment charge the nearest Shadowhunter with unknown
intent, clacking madly because of its extreme proximity
to its own sensing apparatus. This failed branch of Sensor

evolution fell away from the tree entirely in the 1960s when
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modern rune miniaturization magic made it possible to

create Sensors that could be carried in a trouser pocket.
The Shadowhunter interested in its history can find

older models displayed in libraries and museum collections

of older Institutes.

Did you know? e/ CW&}C Aaé.f ~ %mt ‘/M"'

Interestingly, the standard runic labels on the Sensor were
originally intended as a temporary measure. In his classic
memoir of 1910, A Whoops and a Bang: The Shadowhunter of the
Modern Age, Henry Branwell hypothesizes a single Mark that
could be used to cause the buttons of a Sensor (or anything
else) to appear in the native language of the person holding
it. Such a Mark is not known to exist, but Branwell was at that
time enthusiastically arguing for the use of warlock magic
in collaboration with Nephilim Marks to create new and
more complex effects, an unpopular position both then and
now (although see the Grimoire, Chapter 6, for a discussion
of the history of the Portal). This course of Branwell’s
experimentation, however, was disrupted when in 1914 he
began a long collaboration with the Iron Sisters, the results
of which remain secret to this day. The Mark of Translation
remains uncreated, and the Sensor remains covered in runes

whose meanings must be committed to memory.

SENSOR TECHNICAL SUPPORT
FREQUENTLY ASKED QUESTIONS

The Sensor is a complex tool, and many Shadowhunters struggle
with the nuances of its use. Here we attempt to answer those
questions that arise most frequently.

\/zs, THAT IS WHAT ”FREQUENTH Askgo Qu:s‘norvs' mEANS, THANK Mou. 33
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Can the Sensor be modified to detect werewolves,
vampires, and other Downworlders?

It cannot. The Sensor is attuned to the presence of demon
energy; while Downworlders all have some demonic
magic in them, they are not demons and do have normal
human souls. Therefore they will not register on a Sensor.

Can the Sensor be modified to detect only certain
kinds of demons?

Yes! This is a lesser-known but useful function of the
Sensor that requires no modification. The buttons can
be manipulated, using the Marks, to isolate only demons
who match a certain set of qualities.

Can the Sensor be modified to detect a specific
Greater Demon?
No.

Can the Sensor be modified to detect where I left
some object?
No.

When will my Sensor support the Flash rune?

The Flash rune referred to here causes a burst of bright
holy light, and rumors have existed for years that the
Sensor was going to be modified to be able to successfully
hold the Flash rune. Unfortunately, the Flash rune
currently causes the Sensor’s normal function to slow
down and often stop working entirely. As yet, the only
Sensors available do not support Flash, and only the Iron
Sisters know whether they ever will.
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Help, my Sensor’s buttons are all labeled in runes.
Those are Marks.

T haven’tlearned these runes yet!

We might recommend a trick long known to Shadow-
hunters, involving drawing your own labels on the
Sensor buttons with a felt-tip marker.

My Sensor is vibrating!
That is within the normal bounds of Sensor operation.
When a Sensor is overloaded with the proximity of
demon energies, it will begin to vibrate with intensity.
This was long considered a deficit in the design of
Sensors, but the advent of modern technology has
caused many Shadowhunters, especially those more
familiar with the mundane world, to regard the
vibration as a useful feature.

Unlike the mundane tools that vibrate, the Sensor
can become so overloaded with demon energies
that it can ignite and explode. Therefore, caution
is advised.

My Sensor has vibrated so much that it has ignited
and exploded.

You will, unfortunately, need to requisition a new Sensor
from your Institute. Also, there is a tremendous quantity
of demonic energy in your immediate vicinity. You must
make sure to evaluate your immediate circumstances
before trying to examine your Sensor; it is possible that
you are about to be devoured by either a Greater Demon

or a Portal to Hell.
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THE STELE

Thesstele (pronounced in English 'steh-lay) islisted here among the
tools of the Shadowhunter but could just as easily be mentioned
among weaponry; it is the fundamental tool of the Nephilim, the
device by which Marks, our only magic, may be inscribed. An
elaborate decorated stele is often the first tool given to a young
Shadowhunter at the beginning of her studies.

The stele is a wandlike instrument, made of pure adamas.
It is inert when not in use but when taken up glows and warms
with the magic of the Marks. It is longer than modern writing
instruments, usually a foot long or more, and as a result contem-
porary Shadowhunters will require practice to be able to draw
runes with facility when using one.

All steles are functionally identical, but of course there is
wide variation in their design. Many have handles inscribed
with family crests and the like, some are studded with gems—
the only requirement for a working stele is that it include an
unbroken rod of adamas of at least a certain length. On the
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other end of the spectrum are the narrow practice steles given
to child Nephilim to learn runic manuscription on sheets of
parchment.

The first steleis believed to have been a rough oblong of adamas
used by Jonathan Shadowhunter to inscribe the first Marks on his
own skin. The stele designs have become refined over the years.
Some scholars see a link between the stele and the Jewish yad, the
ritual pointer used to avoid physically handling the parchment of
the Torah when reading from it, but no direct connection can be
made, although it is probable that the earliest Iron Sisters were
inspired by such designs. 7€M

Demons are not harmed by exposure to a stele, but they will
typically recoil from one, as they will recoil from all adamas.

WITCHLIGHT STONES
One of the great secrets kept by the Iron Sisters is the precise
manner by which adamas is extracted and purified from its ore.
What we do know, however, is that the presence of adamas affects
the rock from which it is extracted, and though it is simple rock, it
gives off a pure white glow; as though reflecting the light inherent
in the adamas. These “sister stones” of adamas are broken up and
polished by Iron Sisters, and Marked to make their glow a prop-
erty that can be turned on and off at the will of the Shadowhunter
holding them. Most rune-stones are basic and interchangeable,
and rarely do Shadowhunters get attached to a particular stone
over any other. All Shadowhunters carry a witchlight stone, to
remind them that light can be found even among the darkest
shadows, and also to supply them with actual light when they are
themselves literally among dark shadows.

The great advantage of witchlight stones is that their glow
never fades or dissipates, for no fuel is being consumed in creating
their light. Such a stone can, however, be destroyed by pulverizing
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it into dust, whereupon the angelic light absorbed into it will
dissipate; thus one never finds “witchlight sand” or the like.

The largest single witchlight crystal in the world can be
found in the Silent City in the form of the Angelic Colossus,
a representation of the Triptych, the familiar motif of Raziel
ascending from the water wielding the Mortal Instruments. The
crystal stands roughly thirty feet tall, and it guards (and lights)
the entrance to the Silent Brothers’living quarters. The Colossus is
rarely seen by anyone other than the Silent Brothers, however, and
thoseinterested in large installations of witchlight are encouraged
to visit the Institute of Cluj, where the renowned Vampire Arch
forms the threshold to the Institute. For many years it was
thought that humans infected with vampirism were sensitive to
natural and holy light and would recoil from it; the Arch was built
under the belief that it would protect the Institute from infected
humans. We now know this not to be true, but the Arch remains as
a symbol of the Cluj Institute’s dedication to the Angel.
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DISCUSSION QUESTIONS AND THINGS TO TRY

1. What’s your everyday carry? What might you add to it
to cover your new Shadowhunter responsibilities?
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