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Welcome 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 protector, 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 Shadowhunter’s life, but we must emphasize the sacredness and the weight of our mission. Joining the Nephilim is not like becoming a mundane policeman, or even a mundane soldier. “Shadowhunter” 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 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,”).


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

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

Yeah yeah yeah. Get to where I learn kung fu!

Sure is convenient that he was named that already. It makes a good 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:

I will be Raziel’s Sword, extending his arm to strike down evil.

I will be Raziel’s Cup, offering my blood to our mission.

I will be Raziel’s Mirror; when my enemies behold me, let them see his face in mine.

I hereby promise:

I will serve with the angels’ courage.

I will serve the angels’ justice.

And I will 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.

Would think the oath would be longer?

    It’s not like that—there’s a zillion laws you’re agreeing to follow. It’s covered by the “in Covenant.”


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.” Jonathan Shadowhunter’s name was, obviously, not actually “Shadowhunter”—such a coincidence would beggar belief.
NM, my complaint has been anticipated. Codex 1, Me 0.

That coincidence—beggars belief. A 60 ft tall angel appears to you—apparently does not beggar belief.

What Jonathan Shadowhunter was called, before he was 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 “Shadowhunter,” 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 be Hunters of the Shadows.”
Like Masters of the Universetm

Not much like them no.

Wait till you meet Jonathan Universemaster.

There is a kind of poetry in the selection of a Shadowhunter family name; combining just any two things into a name is not enough. Your name should try to reflect something about who 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 English words that can be combined to make names. Simply select 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

APPLE

ASH

ASPEN

BAY

BEAR

BLACK

BLOOD

BLUE

BOW

BRANDY

BROWN

BULL

CAR

CART

CHERRY

CHILD

COCK

CROSS

DOVE

EARTH

FAIR

FISH

FOX

GOLD

GRAY

GREEN

HALLOW

HAWK

HEAD

HEART

HERON

HOOD

HUNTER

KEY

LAND

LIGHT

MAPLE

MARK

MERRY

NIGHT

OWL

PEN

PINE

RAVEN

RED

ROSE

SCALE

SCAR

SHADE

SHADOW

SILVER

STAIR

STARK

STORM

THRUSH

TOWER

TREE

WAIN

WALKER

WATER

WAY

WEATHER

WELL

WHEEL

WHITE

WINE

WOLF

WOOD

WRIGHT

YOUNG

What is your Shadowhunter name?

Fairchild.

Can’t believe you actually wrote that in.

Definitely either STORMWALKER

or NIGHTRAVEN—what do you think?

BLOODSUCKER fits.

Not cool bro


THE SHADOWHUNTER’S GLOSSARY

Shouldn’t that be “glossarie”?

The world you are entering is a secret one. It is kept hidden from the vast majority of the mundane world, who do not know even that our kind exist, much less the many varieties of monsterHANDSOME INDIVIDUAL 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.

Well, thank goodness.


Hey.

I don’t know you. I can’t guess who you might be. But I’m done with this Codex now, and I think it’s time I pass it on.

Okay, I’ve written all over it. And . . . drawn all over it. But I think it’s better than a fresh clean Codex, because I’ve corrected some stuff and added some things. I think it’s more true, has less of the political stuff the Clave puts in to make themselves look good.

So this is yours now. Whoever you are. If you need to find this, you’ll find it.

Anyway, welcome. This is the Codex. I always thought it was like this great tome of wisdom, but it’s more like an army field manual—how you teach someone to be a Shadowhunter when you’re already being chased by demons. So I’m not the usual reader. Luckily, Jace has added some notes too. He’s taking my training a little too seriously, by the way. I think it’s because everyone already thinks we’re just pretending to train and actually making out. So, he’s Jace, he has to prove them wrong. Hence real serious training. Which is why I am writing this with an icepack on my hip, by the way.

Simon has appeared to announce that the Codex reminds him of a Dungeons & Dragons manual. “Like, you know, it tells you the rules. Vampires are weak to . . . fire! They bite you for 2d10 damage with their vicious fangs!” Now he is making a bitey face at me. He kind of looks like a hamster. Seriously, I love Simon, but he is like the worst vampire ever.

Simon, you don’t have to make pretend fangs with your fingers. You have actual fangs.

[image: images]




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.

8. You know too much, and should be recruited because the secrecy of the Shadow World has already been compromised for you.

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

10. You know exactly the right amount, making you a natural recruit.

11. You possess a natural resistance to glamour magic and must be recruited to keep you quiet and provide you with some basic protection.

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

13. You had a torrid affair with a member of the Nephilim Council, and now he’s trying to cover his tracks.

14. Shadowhunters are concerned they are no longer haughty and condescending enough—have sought you out to add a much needed boost of haughty condescension.

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

16. 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.)

17. 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.



    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 variety of species and forms. We also seek to keep the peace among several populations of demihumans, known collectively as Downworlders. These groups are werewolves, vampires, faeries, and warlocks. 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 Shadowhunters. 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.
Obsessed with secrecy? A little?

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 who remain Shadowhunters—make up the Clave. When Shadowhunters reach adulthood at the age of eighteen, they declare their allegiance to the Clave and become full Clave members, with rights 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.

What if you don't declare allegiance?

That’s called “leaving the Shadowhunters.” It’ll be covered later.

Smaller, more regional groups of Shadowhunters, for instance the Shadowhunters of a specific country or sometimes of a 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 importance 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 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 Conclave 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 delegate was appointed by means of a dance competition. The Saint Petersburg Enclave to this day holds a massive annual chess tournament; 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 president; 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 Inquisitor, 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 mundane 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 Shadowhunters and Downworlders; it is by the right of Covenant that the Nephilim enforce their Law in Downworld. (There have been times 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.


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.

It’s not your book, Simon.

You don'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!

Yes. Yes. Okay. WHO

That’s not what it says!

SEE ME

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.)
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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 confrontations rather than in planned battles. As such, the basic armaments 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 categories 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 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.

[image: images]



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 in one hand, such as the rapier, 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.



    [image: images]

    
        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.
Thank you, Codex, because I didn’t know what a knife was.

 

    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 throwing skill for its showy nature.

Haha Jace Throws Knives because of his showy nature.

       We were all 14 once. You’d have learned it too if you could have.

           Touche’, whatever your last name is.

    
        MACES, AXES, HAMMERS, ETC.

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.
oh please please please Clary.

   

    Tiny girl with a gigantic hammer! so anime!

In real life tiny girl with gigantic hammer has gigantic forearms.

    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 weapon, which is usually true of Downworlders but may often be untrue of demons.

Flails and morning-stars, in which the aforementioned heavy chunk of metal is attached to the handle by a chain and thus can 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 armies in 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 is 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 in identification.)



    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 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—a tree 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 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 Sisters, 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 Citadel. 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 Sister cast about her for a weapon, but all she had to hand were irregular jags of adamas, recently extracted from ore and waiting 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.

Iron Sisters: surprisingly badass.

Today seraph blades, or angel blades, are the fundamental weapon in Shadowhunter combat. They are as clear as glass, 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 fire is 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 mundane 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 order to be used again. Depleted seraph blades can be brought to the weapons room of your local Institute for regular recycling.

Iron Sisters also badass at recycling!

Note that the seraph blade is a viable but drastically overpowered weapon in a fight against a mundane. Downworlders are harmed by them in much the same manner as demons, but mundane flesh pierced by a seraph blade will burst into flame and may consume the mundane entirely.
The Clave has officially deemed this “awesome.”

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 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.

By the way, most Shadowhunters think we have to name seraph blades just because Jonathan Shadowhunter thought it was important to make everyone memorize a lot of angel names. That guy was hard-core.

It does mean you rule at Angel Trivial Pursuit.

Also Angel Scrabble.

        MATERIALS

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 translucent, 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 “cold iron” in reference to the fey; this is just regular iron. The term “cold iron” 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 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 normally spend a large amount of time training with steel weaponry to learn 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 permanently 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 energies, behind only gold and adamas, and as a result the fey also use a large amount of it in both their arms and armor, and also in their decorative arts. Shadowhunters have the unenviable task of learning 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 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.
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