
 
 

 

 “The demon code prevents me-From declining a rock-off challenge-What are your terms? What's the catch?” 
Tenacious D- Beelzeboss 

 
From the Goblin markets of antiquity bartering with eye-color 
and memories, to the midnight crossroads where the winner 
gets ungodly talents but the loser denounces his immortal soul, 
the tenets that comprise the art of Cutting heads is a familiar 
one. Everyone knows the story of Famous Johnny and his fiddle 
contest, but not everyone understands the implications. The 
Following art is utilized by only the most depraved, soul-
hungry, and Unseelie of Fae (and some whisper other less 
savory creatures such as Demons and Were-Roosters).   

The victims of such a deal are known as Rubes, and their 
loss of their flair pool is manifested in ways that seem 
mundane.  Over an extended period, their abilities, attributes, 
and eventually more obtuse concepts like gifts, cantrips, even 
names and the like, are slowly dissipated into the Diabhal’s (or 
the unsavory other’s) care.  While it is easy to laugh at their 
down-fall, fate has a way of turning quickly. Caveat emptor for 
both parties.  

There are two ways to gather up Flair dots. One is a wager, and two 
is Rock-Off. These in themselves count as something akin to both Bunks 
and Unleashings… 
 A Wager is set up by a proper words and protocol, and a trade is to 

be had. This usually consists of a proper Charisma + Etiquette roll 
(Or Manipulation +Subterfuge). The points are pretty self-evident. 
The Rube can chicken-out at any time before the deal is finished, 
but once the final blow is struck (See Bunks below) he is at the 
mercy of the Diabhal. 

 A Rock-Off is set up by similar means to the Wager. But it can be 
resisted. The Diabhal rolls his Performance + level of Cutting Heads 
(though he can use up to twice his level of cutting heads in Flair-
Points to bolster his skill). If he Diabhal has a treasure that’s a 
musical instrument, he may add the level of the treasure to his 
dice-pool. The Rube combats using his Dexterity + Performance.  
The two battle by each trying to reach a given amount of successes 
in a finite number of turns.  At the end, whoever has the higher 
amount of successes can claim what is his. 
 

● FORTUNE’S FAVOR:   
Certain Backgrounds only. With the expenditure of a point of 
Glamour the Diabhal can take simple, unmagical resources from 
a Rube and add them to her flair-Pool. Supernatural 
Backgrounds such as Generation, Dream, Destiny, etc….are 
exempt. EX: Resources (the Rube loses his job, the 
Diabhal gets hired), Library (the Rube’s comic-
book collection gets attacked by silver-fish, the 
Diabhal finds a whole stack of comic books at 
a garage-sale), Mentor (the Rube does 
something stupid and his father-figure 
disowns him, makes friends with the 
Diabhal).  Each point of Background is equal 
to one point in the Flair-pool. 

 
●● JOHNNY’S PICKIN’: 
Abilities:  At this level, the Diabhal can take Abilities from a 
Rube and add them to her Flair-Pool. Again it costs a point of 
Glamour. EX: Streetwise (the Rube does something wrong in 
front of a gang-member and loses face), Performance (The 
Rube breaks her fingers and must relearn the accordion), 
Linguistics (the Rube forgets how to speak French after 
watching too many tele-novellas in Spanish). Each point of 
Ability is equal to 3 points in the Flair-Pool. 

●●● PECO’S SMILE  -  SOLOMON’S BLESSIN’: 
Special: At this level, such concepts like willpower, Glamour, 
Quintessence, Rage, Gnosis, and other odds and ends can be 
converted into Flair for the pool. The Rube (supernatural by 
this point) must give it freely or be tricked into doing so. But as 
the saying goes, a Sucker is born every minute. The Prodigals 
known as the Children of Lillith utilize blood, and to be tricked 
out of their life-source is often a source of pride for the Diabhal 

who can pull it off. It costs a point of Glamour to utilize this 
but taking a point of Glamour from another Fae also 

gives a point of banality to the Diabhal. Each point 
of whatever is equal to 7 in the Flair-Pool.   

●●●● DAVY CROCKETT’S CHEATIN’ 
Special: At this level, the Diabhal can trick a rube 
into giving up the supernatural secrets of a 
group. Werewolves lose their special gifts, 

Vampires their blood powers, even Mages lose 

FLAIR POOL: 
Each dot gained from Cutting heads is placed into a Flair-Pool.  The flair 
pool exists only for the Diabhal himself, and can be used as he sees fit. It 
is realized upon chrysalis, and from his first deal he gains freedots 
(given at character creation, based on Seeming). The dots can only be 
gathered with a proper deal (see the Diabhal’s frailty). 

Using Flair Dots. 
 Motivation:  These dots can be used as incentive or the terms of a 

deal. EX: I’ll trade you the skills of Michael Angelo Batio (10 points) 
for your hazel eyes [15 points). Most mortals don’t understand the 
implications of what they are bargaining.  

 Self-Aggrandizement: The Diabhal can utilize the dots for himself 
in a battle; it costs nothing to do so, but removes the dots from the 
flair pool. (See Rock-Off below). The effects last only a scene 
before fading away.  

 The Teind: When those beneath come calling, a Diabhal can use a 
certain amount of his flair pool to forestall their inevitable doom. 
This Tithing is an age-old tradition amongst the Diabhal, and one 
can only guess what desires the Dark-Folk have for Flair-Dots. 

 



 
 

 

their cheats (in the form of Rotes for M: tAS players).  The 
Creature in general loses it until they relearn it with experience 
points. It costs 3 points of Glamour to pull this off, but from 
then on the Diabhal has access to it, (though at a hefty cost).  
Each point of whatever is equal to 13 in the Flair-Pool.   
It also takes some work for a Diabhal to figure it out. No Diabhal, 
no matter how depraved, knows how Lillitu blood works. Nor 
Gnosis, and certainly not Sphere-Magic. What they can do, if 
they’re willing, is take the time to translate what they got into 
Hedge-Paths (Storyteller prerogative).  
 
●●●●● The Devil’s Names 
Special: At this level you have names, true names that is. … This 
is left up for the storyteller to interpret, but Mummies, Demons, 
and those High-Falutin Fae with the upper levels of the Naming 
Art might have some clues… 

The Diabhal Kith, and subsequent Art Cutting Heads/the Game, were 
written years ago. Since then, we players were Gifted with the “Kiths of 
Arcadia” Supplement, and the ever-playable Imps. You wouldn’t be 
amiss if you made some parallels between the two Tribes as they were 
presented. All are unintentional.  

TBH, Changeling the Wyld Hunt, or King Ironheart’s Madness 
(which-ever CCG Imps stem from) did come out prior to our own 
writing of the Diabhal. We never played it. Our Diabhal was instead 
inspired from an episode of Metalocalypse and was written prior to the 
release of Kiths of Arcadia. Chicken or the Egg? No. We’re not so self-
serving to believe that they were inspired by the 15 year old Home-
brew stored on a floppy-disk. 

Take from this what you will. If you like Imps more, do it. If you like 
Diabhal more do it. If you think that Diabhal and Imps are the same 
thing under different pretenses, do it.  

Keep on Rocking- 

 

BUNKS 

Bear in mind, that this Art was created for 1st Edition back in 
the day, so certain aspects carried over that may be unfamiliar 
to those newer 20th Anniversary cats. Here then, are some 
Bunks, as written for Changeling the Dreaming 1st Edition- go 
ahead and write them on your Bunk Cards…  

 

BUNKS FOR A WAGER: 
1 point: SEALED WITH A SPIT- Spit in your hand 
and shake on it. 
2 Points: BLOOD BROTHERS- Cut your hand and 
mix the blood. 
3 Points: FOR ODIN- Finish it up by downing a 
horn of home-made Honey-Mead: 
4 Points: SCRATCH’S SPECIAL- Pee in some hooch 
and make them drink it. 
5 Points: ROBERT JOHNSON’S PROMISE- Finish it 
up by going for hot Tamales. 
 

BUNKS FOR A ROCK-OFF: 
1 Point: EDDIE VAN HALEN- Look surprised 
whenever you play a new chord 
2 Points:  JAMES HETFIELD- Sceam “Chyeeyaheah” 
when you hit that one note. 
3 Points: STEVE VAI- Smirk like the smug talented 
Rock-God you know you are. 
4: BUCKETHEAD-  Do the robot, breakdance, or 
wield nun-chukka when you shred. 
5 Points: JIMI- Close your eyes, kiss the guitar, and 
then light in on fire as a sacrifice to the Rock-Gods

 

  


