The Ark – Trilogy

By Colm Lundberg
Introduction
This game is set across three different time zones, using three different RPG systems: AD&D (3rd edition) for the ancient world setting, at the time of Moses; Pendragon for the Middle Ages segment, set at the height of the Crusades; and In Nomine for the modern setting, set in the near future.

This document contains the full game, broken into the above three sections.  The characters and NPCs are listed in appendices at the back.

This section contains an overview of the full story in all three stages and the meaning of the Ark itself.

In the Beginning
This plot assumes a more Biblical interpretation of creation.  I also admit to borrowing the interpretation of the Ark and the notion of Eternal Law as taken from the Bible by Wendy Alec in her fictionalisation of the First Rebellion, entitled “The Fall of Lucifer”

When the world was created, Lucifer feared that the race of Humans, created in God’s own image, would usurp the place in God’s affection held by the legions of angels and rebelled.  He was cast down to Hell and made it his life works to prove himself right, and therefore prove God was in error, by leading Humans to deny God, rebel against Him and ultimately betray Him.  

Initially, Lucifer succeeded in turning the entire race against God, creating debauched barbarians who inter-bred with Demons.  The Great Flood came about and Noah, alone pure amongst the half-breeds and tainted men, ensured the continuance of the race.  However, Lucifer had proven his point, albeit through direct interference, and the Humanity now had to prove itself to once again be committed to God.  If not, his soul belonged to Lucifer: If he redeemed himself, he gained access to Heaven.  

This struggle is now taken on an individual level, and is something of a war between Heaven and Hell, where the spoils are the souls of Humanity and the victor decides the fate of Humans.

The Ark – physical dimensions
The Bible describes the Ark as made of acacia or shittah-tree wood. It was a cubit and a half broad and high and two cubits long (about 130 × 80 × 80 cm). The Ark was covered all over with the purest gold. Its upper surface or lid, the mercy seat, was surrounded with a rim of gold.

On each of the two sides were two gold rings, wherein were placed two wooden poles (with a decorative sheathing of gold), with which the ark could be carried (Num. 7:9; 10:21; 4:5,19, 20; 1 Kings 8:3, 6). Over the Ark, at the two extremities, were two cherubim, with their faces turned toward one another (Leviticus 16:2; Num. 7:89). Their outspread wings over the top of the ark formed the throne of God, while the ark itself was his footstool (Ex. 25:10-22; 37:1-9). The Ark was deposited in the "Holy of Holies," and was placed so that one end of the carrying poles touched the veil separating the two compartments of the tabernacle (1 Kings 8:8).

According to the Bible, the two tablets of stone constituting the "testimony" or evidence of God's covenant with the people (Deuteronomy 31:26) were kept within the Ark itself. A golden jar containing some of the manna from the Israelites' trek in the wilderness and the rod of Aaron that budded were added to the contents of the Ark (Ex. 16:32-34; Heb. 9:4), but apparently were later removed at some point prior to the building of Solomon's temple, as the Tanakh states in I Kings 8:9 that there "was nothing in the ark save the two tables of stone." A Rabbinic tradition states that Moses also put the fragments of the broken tablets of the Law into the Ark (Hertz 1936).

The Ark – game mechanics
The Ark contains the deeds to Earth, the Galaxy and the rules for Humanity insofar as they relate to possible betrayal.  They are written and bound by God and are His Eternal Law, irrefutable and bound into the very reality of creation.  In these laws, it states that if Humans are seen to ultimately transgress and betray God, Humans and the galaxy in which he lives revert to the ownership of Lucifer.  

However, within the Law is a sacrifice clause, which states that a pure sacrifice can be made to save Humanity – this sacrifice is Jesus, which takes place after the 1st section of the game.  However, it only allows that this sacrifice, which places ownership temporarily in the hands of Humanity pending their final judgement, be a temporary reprieve, leaving the individual souls of Humanity open for persuasion to either Lucifer’s of God’s way of thinking.

The documents are so complex that only celestial authority has a full understanding of them and, although Lucifer has seen them, the realm of Hell has not had time to fully peruse the document for any loopholes it might exploit.  This is Heaven’s one advantage, as Humanity is not helping them much, but it is a powerful advantage.  More importantly for Humanity, it contains details of the final judgement and also the fact that if either side is proven 100% correct, reality will change for Humanity forever – and as Humans has freewill, then the more favourable option may even be to maintain uncertainty and hence the status quo.

It also contains some secrets of sorcery, which Lucifer originally taught to Humanity, as well as the code for the DNA of God (“Man made in His own image”), which could lead to the future cloning of Christ as well as all sorts of genetic manipulation.  In short, it contains everything to do with the nature of the universe, how to change it, manipulate it and the various options through which it may be brought to an end or to final judgement.

The Ark – To the Hands of Man, the Exodus and the Promised Land

Section 1 of the Trilogy - AD&D (2nd Edition)

Timing

This game accepts a relatively new theory that Moses was a noble (possibly Cronw Prince Ramose) in the court of the Pharaoh Akhenaten (whose chief wife was Nefertiti). Akhenaten had many monotheistic belief and reforms that the theory staets that Moses may have fled Egypt after Akhenaten's death (ca. 1358 BC) when much of the pharaoh's monotheistic reforms were being violently reversed. This also suggests that the monotheistic religion of Akhenaten could be a possible predecessor to Moses' monotheism.

For our purposes, the game takes place in 1358 BC, during the Exodus, as Moses is fleeing Egypt but after he has secured the loyalty of the slave population with a promise of freedom and a new land. Akhenaten is dead and his family are vying for control of the crown and the country is being subject to constant attacks from Sumerian or Hittites.  

The Plot
The PCs are loyalist to Moses from the slave population, relatively senior in the slave tribes and trusted by Moses.  The PCs must steal the Ark from the burial place of Akhenaten in the Valley of the Kings near Thebes.  The Valley stands on the west bank of the Nile, across from Thebes under the peak of the pyramid-shaped mountain Al-Qurn. It is separated into the East and West Valleys, with most of the important tombs in the East Valley.  Maps are not provided as the extent of the tombs is not known, but it here allows for an element of “dungeon crawl”.

Once the PCs steal the Ark, they must them bring it to Moses, who uses the sorcery therein to part the Red Sea, delay the Pharaoh’s Guard by using a pillar of fire, and finally bring the sea crashing down upon them.  The Exodus then journeys to Mount Sinai, where Moses again consults the Ark to find a place to found a city, the slaves rebel against his leadership – putting the PCs in the middle – and a resolution must be sought.

Possible outcomes are a fracture of the main group into factions who go their own way (which could explain the “wandering in the desert”), a civil war of sorts, or the regaining of control and the establishing of a community possibly by returning to Canaan and attacking and controlling a town there (this is up to individual GMs as whether they wish to include a battle scene or not – it would certainly add an epic feel to the game).

The Scene
The Pharoah Akhenaten is dead.  The kingdom of Egypt is on edge as people prepare for civil war for the throne, between Nefertiti (in favour of his monotheism) and Ay (favouring a pantheon).  There is also the threat of increasing raids from neighbouring Sumerians and Hittites.  

In addition to this, the enslaved Israelites, conquered when the came to Egyptian shores from Canaan, are planning to leave en-mass.  They have chosen this option under the direction of the Egyptian noble Moses, rather than that of rebellion, as, should the might of the Egyptian guard unite against them, they would be slain.  Further, they would find neither friendship nor shelter in neighbouring kingdoms, with whom the Canaanites had previously fought.

Moses has foregone his possible challenge to the throne and is planning a night-time slaying of the guard, freeing of the prisoners and flight from Egypt, specifically from a construction site on the west bank of the Nile – there was a workers village relatively close to the Valley of the Kings, away from the court proper and most of the Egyptian guard.

But before Moses can arrange the flight, there are some artefacts that he needs from the tomb and vaults of the recently deceased Pharaoh – primarily the Ark, but also some jewelled coffers and gold statues for funds.

Moses First Mission

Moses asks the players to infiltrate the palace in Thebes and steal jewelled caskets and gold statues to provide initial capital for the foundation of the Promised Land and also in case they need to bribe armies along the way.  There are other groups seeking other supplies, but this is one mission that he feels he can only entrust to the PCs.  Feel free to have the PCs meet with Moses to discuss this initial mission, which should really only take up a portion of the first section (maybe ¼) and is designed to get the players working as a team.  

Thebes is a pretty confused place right now, bereft of a leader and with the threat of constant invasion.  Israelites are still seen as slaves, but security is tight, especially around the palace where paranoia is rife.  The PCs will be “escorted” at night through the gates by some guards loyal to Moses, but they have no access to papers to omit them to enter the palace.  That much will be up to the PCs.  Moses only knows that the vaults are beneath the palace, but not sure from where they are accessed – perhaps servants will be able to help.

The PCs
All the characters are level 4, and are assumed to be Israelite slaves between the ages of 15 and 18.  For details, see Appendix I, but the party briefly comprises:

1. Zipporah, rogue class, a 15-year-old woman skilled in subterfuge.  

2. Jetrho, wizard class, an 18-year-old man with some knowledge of mysticism

3. Aholiab, priest class, a 17-year-old-man of the monotheism of Akhenaten (supreme God Aten)

4. Sarah, warrior class, a 16-year-old female fighter and stone worker

5. Bezaleel, rogue class, a 17-year-old slave clerk and architect

6. Jonah, warrior class, a 15-year-old miner and fighter

They may seem young, but this is at a time where the average lifespan was quite short and people were deemed to be adults a lot earlier in life. They have all been slaves all their lives, but are deeply committed to finding a new life in the Promised Land and will do anything to achieve it.  They are all level 4 to allow for a few scrapes in fights but not to make them too powerful to make things seem easy.

Palace Vaults Raid
As mentioned, guards loyal to Moses will get the PCs into the city gates, but they have no papers or authority, so they will probably have to bribe the guard or have a side conversation – something that lets the PCs know that they are really on their own once inside the city.  It is night, so the city is quiet aside from tavern goers, beggars and guards. The latter are not small in number given the tensions and patrols are frequent, so the PCs will have to sneak or fight their way quietly to the palace, which is about 20 minutes walk inside the gates.  Have patrols of 4 guards every 10 minutes, so that makes 2 patrols, with a possible 3rd as they near the palace, but they will hear other patrols in nearby streets.

The palace itself is massive, towering above the city on raised land.  The Map below indicates the front entrance at the arrow, pointing at the street from which the players emerge.  Following the steps and entrance hall is an oblong reception area where courtiers normally assemble.  Then there is the grand hall and garden, adorned with statues and ornate carvings, leading to the inner royal chambers and throne room marked by 4 pillars, off which is the opening to the royal sanctum and chambers at the semicircle.  The scattered small buildings at the top of the map are the kitchens, servant quarters and the like.  Most of these buildings are beneath the entrance level and concealed from obscuring the palace proper, but the entrances are pretty apparent.


The PCs will need to extract information quickly, depending on how they accessed (i.e. dead guards will be noticed).  They may also choose to go over the surrounding wall into the servants’ quarters directly.

The entrance to the vault is beneath the throne room at a secret entrance to the right hand side of the throne.  There are massive gold double doors behind the throne that are the main way in, but these can only be opened with a key located under the bed where the Pharaoh previously slept.  The latter information may be gathered from guards or servants, but there will be more guards that way.  

There are about a dozen guards at the palace entrance and another 6 patrolling the servants’ quarters in twos.  The reception area has 4 guards – 1 each in the alcoves and 2 at the main entrance.  The inner courtyard has 4 standing and 4 on the upper levels.  The throne room contains a further 3 guards and the inner chambers have patrols of 2 guards every 5 minutes – all of whom can raise the alarm by shouting of ringing a bell interspersed every 100m in the wall.

The treasure vault itself is guarded by three clay golems.  The guards and creatures are located in the NPC section of Appendix 1.

This mission shouldn’t take the bulk of the adventure, but should get the PCs working together and thinking together, and maybe a little scuffed or bloodied in the process.  Don’t make it too difficult for them as it is really introductory but, depending on the way the players respond, feel free to have them bloody their hands for Moses.

The treasure room contains innumerable gold statues and bejewelled caskets filled with precious stones, but they are heavy and the PCs will only be able to comfortably handle 1 piece at a time.  Otherwise, their chances of being discovered by dropping something, etc, will be increased.

Return to Base Camp
Moses response will be directly related to how much loot the PCs bring back – he will happy with 3 or 4 select pieces.  He will be disturbed if the PCs let him know about the golems, fearing that some of his enemies have wider sorcerous powers that he had anticipated.  This may increase the intensity of his plea for the PCs to enter the tomb of Akhenaten and retrieve the Ark of the Covenant – which is described only as a sacred box with dimensions aforementioned, but critical to their escape given the magical powers of their captors.  Moses points out that as the tomb is still undergoing finalisation, they can be assigned to the slave team carrying out that work and thus gain access during the day and there will be fewer guards inside the tomb – none within the tomb proper but only some priests preparing the tomb for the final burial rituals.  The idea here is to make the task sound easier that the vault raid, but it has to be done the following day as time is of the essence.

The Valley of the Kings
We will use the map of the tomb of Tutankhamen as a map for that of Akhenaten as it would likely have been similar.  The entrance to the tomb should, indeed, be easier than that into the palace – the PCs should be able to slip from their work unnoticed.  
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However, the Ark is protected by powerful magic – even though Akhenaten didn’t realise what it was, some n his kingdom – Moses included – learned some magic from it and saw the potential for learning more powerful magic in it pages.

The entrance is at the stairs.  The corridor is long but well lit.  However, as soon as the PCs enter the Antechamber, the door to the corridor behind them slams shut, a stone barrier dropping from the ceiling.  In the antechamber at an altar on the same wall as the Annex, is an old (32) priest who turns to the PCs and asks them what it is they seek.

This priest, Amanan, is actually possessed by a demon and will try to convince the PCs that they should take the Ark, which he tells them (correctly) is located in the room off the burial chamber, the key to which is in Akhenaten’s sarcophagus.  But he will talk to them, suggest that it contains tomes if magic and power and ask them why Moses should lead – he is, after all, an Egyptian.  Amanan’s job is to sew discontent and suspicion of Moses in the PCs and to encourage them to take matters on the Exodus into their own hands.  He will try to turn them against Moses and appear to be helpful, telling them that the power of the Ark will allow them to lift the stone.  

His weakness is that he does not seem troubled by being trapped himself and does not have a full understanding of the Ark.  He will also tell the PCs that he knows what they seek if they do not tell him, which should suggest that he is more than a priest.

If the players ignore him, he will seal off the other rooms until they address him.  If they attack, he will leave the body of the priest just before a blow is struck (hence no NPC sheet) and the players will be left with the guilt of slaying an innocent priest – have some suitably guilt-inducing last words.

However, if he does leave, the doors will rise again (except the on out) and the undead demonic guardians will attack (some other would have been killed and buried with the Pharaoh).  This should be a tough enough fight and allow the PCs to become diseased.  The undead and Zombies (of which there are 6) and Mummies (numbering 3), with the Pharaoh being reanimated as a powerful Mummy.  Have them attack in the order of Zombies, then Mummies and finally the reanimated Pharaoh. The key to the Ark chamber is, as Amanan said, in Akhenaten’s sarcophagus.  

The players may be tempted – by Amanan’s words or otherwise – to look into the Ark.  They will find 3 books in a language that they do not understand.  However, if they try to read them, the ground will start shaking and sand will start to fall down from the ceiling – the implication being that a cave in is imminent.  The Ark and the books are so powerful in themselves that there is an element of preparation required to focus the mind and the power (Amanan did not know this).  If it is opened without this preparation, it just results in a powerful release of primal power, the form of which is random – it could even be depending on the one who opened it’s thoughts.  But likely it is just a release of energy.  The energy will continue to flow until the Arks is shut.

The PCs can direct this power at the stone door and blow it apart, but there is also a release switch hidden in the wall.  Of course, if the ground starts shaking, or the door is blown apart, getting the Ark out of the tomb will be a lot more difficult as it is daylight and the shaking will mean all eyes are directed on them.  They will basically have to run, pursued by the guards – the slaves will probably intervene, but this will obviously cause a reaction by the entire Egyptian guard, result in possible slaughter of a number of Israelites and make Moses’ plans of Exodus a lot more difficult.

Moses and the Exodus

Depending on the amount of attention the PCs attracted when escaping the Valley of the Kings, Moses will either have to accelerate the Exodus, or will prepare for flight that evening as planned.

If the Exodus is rushed, some people will be left behind as the logistics will not be in place to bring the entire slave population to safety.  Hundred will be slaughtered as a planned departure turns into a rout – the PCs will probably be blamed for the blood.  They may even volunteer to personally free the trapped tribes (which would be interesting).

If it proceeds that night as planned, then more Israelites will escape and it will be in a more controlled manner, with the PCs at the head with Moses, perhaps even carrying the Ark.

Whichever happens, it will have ramifications on the PCs treatment during the Golden Calf situation below.

There is enough knowledge of the Exodus generally so that I do not have to repeat it here.  Moses has spent the entire night preparing to use the Ark.  The Pharaoh is dead, so no consent is given, but neither is there a ruler to make a decision, to initially the Egyptian Guards pursuit is fragmented and half-hearted.  The PCs might have a role in skirmishing to punch a way to the Red Sea.  Moses uses the power of the Ark to part the sea, call forth the pillar of flame and bring the sea crashing down on the pursing guards.

This is really Moses’ show, but the PCs involvement could be in scuffles as mentioned – to a greater degree if the Exodus is a more panicked affair.

After the Exodus, Moses is exhausted, but asks the PCs to accompany him to the peak of Mount Sinai the following week in order to secure the Ark – a journey of about a week.  There is now some down time while the Israelites establish camp and draw some tribal leaders into a council – these will include the PCs if they handles things well, otherwise they will be treated with some suspicion and bad will and merely form Moses’ guard which will probably reflect badly on Moses himself (leading to a greater resistance against the golden calf situation).

After a week, Moses and the PCs depart.

The Ten Commandments and the Golden Calf

 The journey there and back is relatively uneventful – include an odd encounter with Hittite patrols if you wish.  The encounter with God and Moses is a private affair, away from the PCs, but Moses returns with two stone tablets to be added to the Eternal Law and Covenant in the Ark, which ensures Humanity’s protection of freewill and provides guidance as to how to enter God’s graces.

However, upon return to the camp, they find that the Ark has been opened and the people under the control of various demons and their legions of beasts. This demon’s problem is his ego and he will actually give Moses a chance to defend his actions.  Depending on how the PCs got on earlier, this may work, or the people may turn against him and the PCs. Either way, the demon will initially cast the PCs and Moses out, break the stone tablets and force the PCs to confront him and his host.

This will be the final encounter in this section and should be a tough one.  Moses will go toe-to-toe with the main demon – Malfahi – and the PCs will have to deal with the lesser demons (of which there are 4).  They will be aided by some of the Israelites if they handled things well earlier, which will make it easier to survive.  But, if things went badly, they may even have to fight against them.

Following this, the PCs and Moses will have to close the Ark and regain control over the freed slaves.  The group will then go on to settle in nearby town, where the Ark will later be housed in the Temple of Solomon.  Allow the PCs glory and their names in records according to their conduct and have the broken stone tablets places in the Ark.

The End

The battle is really the final scene per say – the resting of the stone tablets in the Ark is really a fade out scene, like you would have in a movie.  If there is time, you can detail a battle with the Canaanites or some such, or have them live out their lives as tribal leaders, but that is really just wrapping up as to which you think the players might best respond.

The Ark – For God, King and Country

Section 2 of the Trilogy – Pendragon

Timing

Pendragon is not one of the more widely used system, but I think it is superb for knightly adventures and, as we are setting this section in the Middle of the Crusades, it is a good one to use.  The year is 1187 and the time is the beginning of that year.  In July, there will be a mighty between the Knights Templar and the forces of Saladin, the Arab king, at Hattin which will in turn lead to the fall of Jerusalem and one of the major setbacks to the Crusades and the Kingdom of Christendom.  

Background

It is important to supply some background to the political situation around the Kingdom of Jerusalem at that time and the fractious nature of the Crusades.  In brief, by 1874, there remained only the Kingdom of Jerusalem and the duchies of Antioch and Tripoli. All these territories had problems of their own that prevented them from being united. The troubles of the Kingdom of Jerusalem came with the kings Baldwin IV (1174-84) also known as the "Leper King" and especially Baldwin V. Succeeding Amalric III, Baldwin IV was extremely weakened by disease that was eventually to cause his death. Nevertheless, he kept a strong hand on his Kingdom. It was at this time that the main opposition to Baldwin's reign appeared, in the guise of Guy de Lusignan, married to one of the daughters of Amalric III and Raymond of Tripoli, who represented the native barons. This struggle, which symbolised the very dichotomy within the nature of the Crusaders, was the main cause of weakness till the end of the Kingdom.

Guy of Lusignan became king of Jerusalem in 1186, in right of his wife Sibylla, after the death of Sibylla's son (and Guy's stepson) Baldwin V. The Kingdom of Jerusalem was at this time divided between the "court faction" of Guy, Sibylla, and relative newcomers to the kingdom such as Raynald of Chatillon, as well as Gerard of Ridefort and the Knights Templar; and the "nobles’ faction", led by Raymond III of Tripoli, who had been regent for the child-king Baldwin V and had opposed the succession of Guy. Raymond left Jerusalem for Tripoli. The situation was so tense that there was almost open warfare between Raymond and Guy, who wanted to besiege Tiberias, a fortress held by Raymond through his wife Eschiva, Princess of Galilee. War was avoided through the mediation of Raymond's supporter Balian of Ibelin.

Meanwhile, the Muslim states surrounding the kingdom had been united during the 1170s and 1180s by Saladin. Saladin had been appointed vizier of Egypt in 1169 and soon came to rule the country as sultan. In 1174 he imposed his rule over Damascus; his authority extended to Aleppo by 1176 and Mosul by 1186. For the first time, the Kingdom of Jerusalem was encircled by Muslim territory united under one ruler. The crusaders defeated Saladin at the Battle of Montgisard in 1177, and in the early 1180s there was an uneasy truce between the two sides, which was broken by the raids of Raynald on Muslim caravans passing through his fief of Oultrejordain. During one of these raids, Raynald captured Saladin's sister; Raynald also threatened to attack Mecca itself, and Saladin vowed revenge.

When Guy became king, Raymond made a separate truce with Saladin, and in 1187 allowed the sultan to send an army into the northern part of the kingdom. At the same time, an embassy was on its way from Jerusalem to Tripoli to negotiate a settlement between Raymond and Guy. This embassy was defeated at the Battle of Cresson on May 1, by a small force under the command of Saladin's son. Raymond, wracked with guilt, reconciled with Guy, who assembled the entire army of the kingdom (essentially a levée en masse) and marched north to meet Saladin.

At that stage, however, it was almost too late for the Crusaders.  They began their march from Sephoria on July 3, with Raymond leading the vanguard, Guy the main army, and Balian, Raynald, and the military orders the rearguard. They were almost immediately under harassment from the Muslim skirmishers on horseback. By noon on that day Saladin had joined his forces at Cafarsett and sent his army to engage the exhausted and depleted Crusaders. The rearguard was forced to a halt by continuous attacks, thus halting the whole army. The crusaders, after a day with no fresh water, were forced to make camp in the middle of the plain, surrounded by the Muslim army. Saladin's forces set fire to the grass around the camp during the night.

On the morning of July 4, the crusaders were blinded by smoke, through which the Muslim cavalry pelted them with arrows. Gerard and Raynald advised Guy to form battle lines and attack, which was done by Guy's brother Amalric. Raymond led the first division with Raymond, the son of Bohemund III of Antioch, while Balian and Joscelin III of Edessa formed the rearguard. While this was being arranged, five of Raymond's knights defected to Saladin and told them of the dire situation in the crusader camp.

Thirsty and demoralised, the crusaders broke camp and changed direction for the springs of Hattin, but their ragged approach was attacked by Saladin's army which blocked the route forward and any possible retreat. Count Raymond launched two charges in an attempt to break through to the water supply at the Sea of Galilee. The second of these saw him cut off from the main army and forced to retreat. Most of the crusader infantry had effectively deserted by moving on to the Horns of Hattin. Guy attempted to pitch the tents again to block the Muslim cavalry, but without infantry protection the knight's horses were cut down by Muslim archers and they were forced to fight on foot, and they, too, retreated on to the Horns. The crusaders were surrounded and, despite three desperate charges on Saladin's position, were eventually defeated by the Muslims.  The Muslims captured the royal tent of King Guy, as well as the True Cross.  The Templars and Hospitallers, considered by Muslims to be the most ardent partisan of Christian cause, who had been captured were also killed, although Guy was taken to Damascus as a prisoner and the others were eventually ransomed. 

The Plot
The above setting may seem a bit long-winded, but it is important for the plot as the PCs are made up of Knights from various factions, charged with a secret mission of guiding the Ark of the Covenant out of Jerusalem and back to Rome for safe-keeping, much as Guy was charged with the True Cross.  They each have 15 knights at their command, being a total force of 96 knights, which is not easily concealed, but easily defeated.  They will have to leave Jerusalem at the height of pending battle, surrounded by Moslem territory and with a rampaging army of Saladin close by.  Initially, they will travel with the Knights from Sephoria on July 3, but leave the main party before the disastrous takes place, but after much harassment from Saladin’s forces.  Added to this are more nefarious movers trying to bring the PCs over to Saladin’s side with promises of safety, combined with the PCs individual quests for personal glory and against the mistrust of factions within the exhausted army.

In contrast to Section 1, this section is more character driven that action driven – both form the point of view of the conflicting PC characters and to the cast of NPCs who attempt to draw the PCs away from their goal.  Because of this, the plot is more organic than before, to allow for a different style of play.  The sections below are thus divided into the initial order, the NPCs who can come at different times as needed and finally the flight and decision as to who will take the Ark to Rome or, indeed, elsewhere.  There will also be a greater degree of taking players aside from the table for personal information.

Their small force of knights can quite happily be picked off as the battle and flight advances, leaving the final fleeing party possibly comprising just the PCs.  But it might also be useful to have a few knights remaining to offer helpful input like suggesting a duel for the honour of returning the Ark.

Initial Orders

Play open in mid-June, when the PCs are gathered at Sephoria (in Central Galilee), mindful of the recent defeated at the Battle of Cresson.  They are brought into the office of Joscius, the Archbishop of Tyre, who informs them that they have been selected upon the order of Pope Urban III himself, for a mission of utmost sanctity and secrecy and one that will bring them all individual glory – both in this life and the next – upon it’s successful completion.

They are informed that the force is due to march at the beginning of July to face Saladin’s army, but the Pope is mindful of the increasing difficulties in the region and has ordered that certain relics and reliquaries be brought back to Rome for safekeeping.  Furthermore, due to recent decisions by the leader of some factions, it has been decreed that knights are to be brought from the camps of Raymond of Tripoli, Balian of Ibelin, Guy of the Kingdom of Jerusalem, the Knights Templar (led at this time by Gerard of Ridefort) as well as personal knights from the forces of the Archbishop of Tyre and from the Bishop of Acre, bearer of the True Cross.  It is intended that such a balanced group will be kept mindful of the greater authority to which they are all answerable.

Finally, the Archbishop informs them that instead of engaging with the enemy, they are to use the cover of the battle to make haste to Rome with the Ark. Their superiors have been informed of Rome’s orders so that the knight will not be seen as deserted and will be place in the rearguard, better to cover their escape.  However, needless to say that the other men might have some grumbles seeing the PCs placed in the relative safety of the rear guard.  There now follows a brief period of downtime, during which the PCs will have individual meetings with their respective faction leaders, encounter the NPCs and make plans, both as a group and individually.  There will also be some opportunity, should time allow, for the other knights within their factions to challenge their new companions or the fact that they have been placed in the rear guard.

The PCs

More information and character sheets are at Appendix II of this document.  But, in brief, they are:

1. Luis de Broque, Knight of Raymond of Tripoli, 

2. Ywaine of Ossrey , Knight to Balian of Ibelin, 

3. Robert de la Que, Knight to Guy of the Kingdom of Jerusalem, 

4. Luc St. Renard of the Knights Templar 

5. Gerard of Essex, Knight to the Archbishop of Tyre

6. Brother Alric, Warrior Monk of the Bishop of Acre, bearer of the True Cross.  

Discussions with the Knights General
After a while of discussing plans, each PC is summoned to meet with their respective leaders to discuss the mission.  This is a chance for the PCs to air their fears and opinions of the other, based on a little downtime afforded to them thus far.  They also have their own factional interests at heart, which are outlined below.

· Raymond of Tripoli is willing to sacrifice his own glory as he is still wracked with guilt at his preceding actions.  He will instruct Luis to carry out his orders and support Robert be la Que in his actions.  Raymond is also mistrustful of the Templars.

· Balian of Ibelin will instruct Ywaine to be mindful of Luis’ judgement as he fears it may re impaired by Raymond’s guilt.  He suspects that Guy might have entrusted a separate mission to Robert.  Balian is unhappy that the Archbishop has sent a knight

· Guy of Jerusalem will tell Ywaine that he mistrusts Luis and Ywaine as they have proven treacherous and to watch out if they offer any support, as this maybe a ruse.  He is happy that Gerard of Essex and Brother Alric are accompanying the troupe. 

· Gerard of Ridefort, Head of the Knights Templar, will tell Luc that the Ark is to be given to the Templar HQ, as neither knightly orders nor the officers of the Pope can be trusted due to their factions own goals.  He will then present it to the Pope himself.

· Joscius, Archbishop of Tyre, deeply mistrusts both the Templars and the Bishop of Acre, and tells Gerard the knights of Guy, Raymond and Balian are dispensable and inferior in direction to him.

· Brother Alric is informed that it is more than likely that the other have their own goals and positions, but that the Ark is to be protected at all costs, regardless of their own positions.  He is the only one who tells him never to open the Ark.  

The players are then free to discuss their private meetings or not, but it should be brought to their attention that at time, their respective heads word was almost greater than that of the Pope in real terms, though no knight would ever admit that.

NPCs
There are four major NPC, one of which is working for nefarious forces and is a demon in his own regard, one of which is a Jesuit priest from Rome, and the last is an Egyptian guide from whom the PCs will want some information.  More importantly to the latter is his daughter, who is a powerful witch and interested in obtaining the Ark for her own ends, hence encouraging her frightened father to give false information and, if he is hired as a guide, lead them astray (albeit more from fear than intention) unless the PCs see through them.

The NPCs are to be introduced organically and allow for suspicions, interactions and differences of opinions within the group.  Some will seek them, they may seek others.  Tell them, for instance, that there is old chapel where retired (read experienced) knights are; that there are some people from Saladin’s kingdom around; and throw in some red herrings like blacksmiths and young squires who can give conflicting information.  While Aonea and Malfahi are the key NPCs, they should not necessarily seem more important that the others – that is, play their respective roles as you play the inconsequential ones.  They simply appear to know more (though others pretend to) or affect the players to a greater degree.

Malfahi, demon and servant to Lucifer

Our old friend Malfahi is back, defeated by Moses, but not destroyed by him.  This time, his technique will be subtler as he has taken the guise of a veteran knight (Sir Roy of Gisbourne) respected amongst his fellow warriors and experienced in his role.  He is in his 50s, approaching a time where he will most likely retire in monastic meditation, but he is still fighting in occasional battles.

He will approach the PCs and state that he is aware of the fact that they are on a mission, but appreciates that it might be secret and will not press for details.  It is important to Malfahi that he earn the PCs trust, thereby encouraging them to act on his information and thus, perhaps, bring about their own doom in not their own damnation under the Eternal Law contained within the Ark (i.e. by acting against God).  

He is full of battle tales, but one his stories is of interest to the PCs – that of the invoking of the Ark.  He will tell the story in confidence.  Embellish at will, but the central points of the story which need to be put across are:

· Some time ago, he was with a dozen knights escorting the Bishop of Tyre carrying the Ark within the lands of Christendom to the safety of Jerusalem and was attacked by a group of 30 Moslem warriors.  They were severely outnumbered, but the bishop invoked the power of the Ark.  They were all knocked unconscious but when they came to, the Moslem knights had been reduced to ash and they were unharmed.

· He has heard of two other occasions where the Ark was used in similar circumstances with similar results.  He is of the opinion that the Ark is a weapon and thinks it will be used to further God’s glory at the final battle.  He hopes it will be used as a banner for the Knights to follow when they face Saladin.

· He has read in scriptures that the Ark requires a blood sacrifice to seal the covenant before its use – a sacrifice pure and honourable, but that could just be hearsay.  He is frightened of it.

· Finally, he will tell them that he has heard that the Pope is recalling some relics to Rome and he fears that this is a mistake – that the Knights need their protection.  He also courts danger by suggesting that the Pope may be erring in his judgement (he is deemed to be Infallible) and the knights might be shocked. 

The purpose of Malfahi interjection is primarily to cause the PCs to question their papal order and perhaps focus on their own rivalries and personal glory.  Unwittingly, some of what her says regarding the Ark’s power will be supported by the Jesuit priest, but from a different viewpoint.  Malfahi will suggest that the power can be used to protect, whereas the Jesuit will say that it should never be used.  Malfahi suspects that Saladin will win the battle and wishes notice the Ark when it is opened and have it act as a beacon so that he may arrive and snatch it from the PCs for his own ends.  

His primary goal is to see the PCs use the Ark – he will be following them.  If they avoid serious confrontation with the Moslem forces, Malfahi has at his disposal 12 Demon knights (see Faerie knights on pg 341 of Pendragon 4th ed) which he will send against the party.  He won’t engage them in battle himself.

Fr. Dominic Phillipe

Fr. Dominic is a hard-core Jesuit.  What that meant at the time is he is a parallel to the Gestapo of the Christian Church.  He is knowledgeable about the Ark – he knows what it really contains and the power that is unleashed when it is open without focus.  He knows that there are others in this town that want the Ark for their own reasons – enemies above and beyond those in the realm of Saladin.  He suggests that traitors to God may even be amongst the players.

He will not give any details as to where he got the information.  He will warn them never to use the Ark when it is in their possession, even if it means their life is forfeit.  Fr. Dominic’s job as a plot device is to sew paranoia.  He will also suggest that Rome is far from the safest place for the Ark and suggest that the PCs find an alternative resting place.  He does suggest one alternative that the Ark is handed over to the Jesuits in Rome, rather than the office of the Pope.  He will state that it will be safer there, protected beyond the Vatican’s ability to defend it.

The PCs should be made feel suspicious of Fr. Dominic, even though his information is accurate.  His delivery should be terse, almost aggressive.  He will answer very few of the PCs questions and not explain any of the sources for his information.  

Arafis the Guide and Aonea the Witch

Arafis is one the self-proclaimed refugees from Saladin’s kingdom, who was successfully guided knights safely through holes in Saladin’s patrols over the last months, seemingly proving his worth and intentions, though he is not given much information regarding any plans – the Knights don’t trust him that much.  However, rumour has got around that the Knights are planning an excursion and he can supply some useful local information and geography, best routes to take, how to avoid patrols (this information would be too arduous to include here, but you can satisfy the players that the PCs would be better informed in they listen to him).

He seems shifty, however, reluctant to really commit himself to joining them if the ask him and might keep looking over his shoulder.  The reason for this is simply that he is terrified of his daughter.  Have her come in to serve wine and water during their discussion.  She is stunningly beautiful and the lustier amongst the party will have to make rolls not to be totally taken with her.  Those who do not fall to her physical charms may notice that Arafis seems to visibly recoil from her, though he tries to hide it well or cover it up with clumsiness.  It is the daughter – Aonea – who would suggest that the father would be a better guide if he goes with the party, though she does so demurely and without stepping over her perceived social standing.

If any of the PCs do fall for her, she will come to them later, trying to seduce them into her web, saying she will be theirs in only they could prove their valour to her.  Later, if she goes with the party, she will suggest that they alone take the Ark to Rome, along with her, where she can share in that glory as their wife.  She is good at the art of seduction, but her magic will also help her – feel free to use it.  To anyone who resists her, should they not choose to hire Arafis, she will pursue first their rational side by telling horror stories about what they do to women in Saladin’s world – she may even appeal to their honour and ask that they bear her to more hospitable climes.  If they outright refuse any help, she could even appear the desperate damsel and flee, only to be found apparently close to dying in the desert but really ready to ambush the knights and attempt to take the Ark.

Aonea should factor in the game as an encounter, demurely at first, but increasingly more insistent.  She is a superb judge of character and will appeal to each Knight’s biggest weakness – quest for personal honour, lust, desire to help those in distress – as she sees fit.  When she attacks, she should have the resources to summon some mythical faerie creatures to aid her – if you don’t know the Pendragon system, feel free to have this become a cinematic combat, but make sure a good portion of the “extra” knights die in this battle and have the players feel that they are against an insurmountable enemy.  If her seduction and other tricks don’t work, feel free to have her use whatever spells come to mind to trick the players into suspecting each other more – along the divide and conquer mode.  If possible, she will attack the knights in isolation as the game progresses after they leave with the Ark (assuming they do not travel together, for example).

Aonea will be a challenge as an NPC – but she is also the most powerful tool for sewing diversion and discontent (especially if more than 1 knight want her hand – they may even have to duel!).  She wont be able to summon as big a force as Malfahi, but she will be probably be able to effect them more psychologically and interfere greater with the group dynamic.  If Malfahi is a physical threat, she is the esoteric one.  A point to note is that the players may even use the Ark against her when she attacks, therefore allowing themselves to also be tracked by Malfahi.

Flight from Hattin
On the 3rd July, the army sets off to be harried constantly in the vanguard and rearguard by Saladin’s forces.  Though you can feel free to indulge your or the players battle-lust, it is not necessary to do so.  What should be included is that fact that the PCs see their friends and comrades engaging in battle, being slain and this should have huge consequences for their egos and psychology, to be exploited by Malfahi (who should be in the rearguard with other old knights – perhaps he might chide the youngsters for not engaging) or Aonea (who might later call their honour into question against another in the group).

As the players are given the signal to leave, the battle lines prepare to meet.  However, as the players depart, the fields will be set alight by Saladin and they will look back to see their comrades burning and choking in black smoke, while Saladin’s army picks them off effortlessly.  Make sure the hopelessness of the situation is conveyed well – have some of their brothers-in-arms killed, some of their lesser superiors.  The idea is to force them to make a choice to engage or flee, but to have either decision have consequences.

If the engage, they will be captured and lose the Ark to Saladin, who will want to know why they were leaving their friends to die for such a box and will want to open it.  Obviously, some PCs wont want this, but allow it to happen with resultant power unleashed.  This might prove a chance for the PCs to break for it, but if not, allow Malfahi and even Arafis to aid their escape – on the proviso, of course, they the PCs take them with them!  This allows for the possibility of Malfahi and Aonea to come into direct conflict.  They will certainly suspect each other, but try to isolate them into separate encounters – for example, Malfahi might help them escape, but Aonea will escape after and pursue them.

At various stages in the pursuit, as they navigate on the outskirts of the desert in the height of summer heat, have their knights die off in battles, from sunstroke or due to exhaustion.  At the end of the encounters with Malfahi and Aonea, and any wandering enemy patrols, the PCs will arrive at the Red Sea, where they will need to book passage to Rome by Sea – point out that they no longer have a sufficient escort, nor water, to survive a ride there.  But they do, of course, have money.  The ship journey should give them a chance to debate the future resting place of the Ark and also to lick their wounds.

The Decision of the Ark
At this point, hopefully, the PCs will be at loggerheads as to who will present the Ark and regarding where it is to be presented.  If not, have the PCs be land at a small town in Sicily, where the local clergy want to hear the tales of the Crusades, raise eyebrows at their departure and, of course, want their own shoe in regarding the Ark.  If the PCs don’t create a problem, or to add further confusion to the mix, have them approached by Capuchins, Jesuits, Franciscans and Knights Templar – all claiming rights of the Ark and demanding that the Ark be handed over to them.

End
Legally and morally, as well as physically the Ark is the responsibility of the PCs – so where it ends up should be a matter for lively debate and perhaps the settling of that debate by a truly knightly way – a duel of champions!  Note that there are only 4 groups, so that could leave one player with a decision not to fight, or give some elbow room to PCs who want to bring it to Rome themselves, irregardless of the demanding Sicilian emissaries. 

The Ark – Eternal Law

Section 3 of the Trilogy – In Nomine

Timing

This section is set slightly in the future, in the year 2010.  The world has been assailed by numerous earthquakes in America, Philippines, China, Malaysia and Indonesia.  Volcanoes have erupted in Iceland, off the coast of Italy and South America.  India has been hit by landslides and Europe by a sudden increase in Tornadoes.  These have all been ongoing through time, but 15 such events have taken place in the last year.  With Israel threatening nuclear war against Iran and Pakistan beginning to mount forces against India, people are beginning to feel the world is coming to an end.  They may not be far off!

The Plot
This is basically a treasure hunt scenario as the PCs desperately try to find the location of the Ark, which has become lost even beyond celestial vision – now chances are some Archangels would be able to find it, but they have bigger things on their mind and to them, the Ark is not important enough to do themselves, though finding it would help.  The PCs are not only racing against a tight clock, but also against a band of demons also looking for the Ark.  It is open-ended as to where the PCs search first, but there are also fake Arks out there which have been planted by Demons to either play tricks on Humanity or perhaps even to throw Angels off the scent, but the Demos don’t know where it is themselves.

So, where is the Ark
The next section contains information which the PCs can find out relatively easily, but the clues they find at the various sites will lead them to the real Ark.  Where it is depends on what has happened in the previous scenarios.  

After Section 1, we left it in the Temple of Solomon and, indeed, this is where some clues lie as well as the original resonance of the Ark.  

In Section 2, the PCs had a choice as to which faction as to gain control of it, but since then, it was lost to the mist and myth of time.

Details of each specific location are contained below, but it’s location depends on to whom the PCs gave it in Section 2.

· If given to the Capuchins, it will be in Ethiopia 

· If given to the Jesuits, it will be buried under the Sphinx

· If given to the Knights Templar, it will be in the Cathedral of Chartres in France.

· If given to the Franciscans, it will be in the Cave of the Column at Qumran.

· If the Ark was returned to Rome, it would have been brought back to the Crusades, lost and is now lying under the Temple Mount in Jerusalem.

Summons from Laurence and Michael
The PCs are summoned by Laurence and Michael and told to that they are to find the Ark of the Covenant, lost to time.  They are told what the Ark is and what it contains (see page 2 of this document).  They are also told that they have to find in 36hrs as the Day of Reckoning is approaching – what that means is that Humanity is trying to bring about the second coming by two ways – the cloning of Christ and the tracing of his family line.  According to Eternal Law, this is when the final judgement is made as to whether Humanity has transgressed against God and hence whether ownership of the Earth and the Galaxy reverts to Lucifer or not. 

Yves thinks that there is a way to delay this without interfering with the creation of a Christ, which he sees as one of the few ways to turn Humanity to God once again.  He thinks there is a clause in the Law in addition to the initial sacrifice clause which says something along the lines that if Humanity themselves bring about a Christ, it shows their love and devotion and the tables are wiped clean.  What this means is that this Second Coming will not lead to the Day of Reckoning and will buy Heaven more time, which is desperately needs as it is losing the War for Humanity.

However, there are also demons looking for the Ark and they have had something of a good head start.  Michael and Laurence will also point out some sources of initial information to the PCs

1. The characters they have previously played – although not a wonderfully useful source, this will give you a chance to play the PCs previous characters.  They wont gain too much useful information, but will get a better chance (say +1 to target and +1 to check digit) to recognising the original Ark as opposed to the fakes.  The PCs from the first section can also tell the angels of the original location of the Temple of Solomon.

2. The first of the Dead Sea Scrolls was discovered in 1947, and the famed Copper Scroll - made of pure copper - was found at Qumran in 1952. The Copper Scroll is an inventory - written in Hebrew - of treasures, thought by some to be from Solomon's First Temple, hidden before the destruction of that temple by the Babylonians and treasures which have not been seen since.  While the Ark is no longer there, they will find an indication that there were a number of fake Arks created and hidden to throw off thieves.  Some of these were booby-trapped.

While none of the above information is critical, it is useful and gives them a possible starting point.

There is also some snippet of text and information from more recent times, of which the PCs are made aware;

1. In 1989, the late Ron Wyatt claimed to have broken into a chamber while digging underground beneath Mount Moriah, also known as The Temple Mount. He claimed to have seen the ark and taken photographs. All photos came out blurry (leading to scepticism of the claim). According to Wyatt the excavations were closed off (because of private property concerns) and, to the extent of knowledge, no one has seen the ark since. Ron Wyatt was widely seen in the Biblical archaeology community as an attention seeker, often announcing he had found Biblically important objects with little or no hard evidence to back up his claims.

2. Vendyl Jones claimed to have found the entrance to the chamber in the Cave of the Column - Qumran. Here, he stated, is where the Ark was hidden prior to the destruction of the First Temple. Arutz Sheva quoted Jones stating he would reveal the ark on Tisha B'Av (August 14, 2005), the anniversary of the destruction of both the First and Second Temples. [3] However, this did not occur. On Jones' website he states that he was misquoted and actually said it would be appropriate if he discovered the ark on Tisha B'Av. Jones is waiting for funding to explore the cave.

3. The Ethiopian Orthodox Church in Axum, Ethiopia claims to still possess the Ark of the Covenant

4. Early in the 20th century, a Finnish scholar and poet named Valter H. Juvelius (1865-1922) claimed to know where the Ark of the Covenant was hidden. Juvelius believed that certain ciphers in biblical passages – when read in their original Hebrew format –could reveal the secret hiding place of the greatest biblical treasure on record. He thus obtained a Hebrew Old Testament and tried to solve the problem, before going to the Holy Land and start digging underneath the Temple Mount. The excavations continued throughout the summer and autumn of 1909, before they were stopped due to incessant rain storms. The excavations were resumed in August 1910, and the cleaning of the water systems continued. Certain artefacts were discovered and photographed. The expedition left the country on April 18, 1911, due to heavy rains which did not allow any further excavations.

5. Legend has it that the Templars housed in the Cathedral at Chartres, built in 1145, but a fire in 1194 destroyed all but the west front of the cathedral (and much of the town), so that part is in the "early Gothic" style. The body of the cathedral was rebuilt between 1194 and 1220, a remarkably short span for medieval cathedrals. It has a ground area of 117058 square feet. There are inscription relating to the Ark in the stained glass windows

6. World-renowned psychic Sylvia Brown says that her spirit guide told her that the Ark is beneath the Sphinx.

Delaying the Find
As you can see, 2 of the above references point to the Ark being underneath the Temple Mount, another to the Church in Ethiopia, another to the Cave of the Column, one to the Sphinx and another to the Church at Chartres.  Really, they should leave no stone uncovered, but what if the PCs choose the right one first time?

Well, it’s a bit of a Deus-Ex-Machina, but if the PCs do choose correctly first, have the Demons have found it before, but being uncertain how to use it, or perhaps awaiting further orders, have taken it to one of the other locations alongside a fake.  However, if this happens the “correct” location will resonate with energy suggesting that it was indeed there (also, you could have some ancient writings stating that it is the resting place of the Ark).  With a 5 or 6 on a Perception check digit, the PCs will also sense that Demons have been present here.

The PCs will meet the Demons in a final showdown at the last location they approach, which is where the Ark will be if the Demons have it, or might be the actual resting place of the Ark to which they both arrive at the same time.  However, it is important to have the Demons in the picture – either having arrived ahead of them and left booby-trapped fake Arks, done some damage a location and perhaps leave the local priests hanging upside down or something unpleasantly demonic, or have them leave beyond the ability of the PCs to pursue (for example, Descending to Hell) just as the PCs arrive.  There presence should be a reminder of the time pressures – keep the clock on the PCs at all times.  If you want, you can even have a timer on the table set to 3 hours!

Booby-trapped Arks
The fake Arks – one ach at the other locations – can be spotted as fakes with a Perception roll with a check digit of 6 (a CD of 5 makes the PCs uncertain, but remember the +1 if the PCs talked to their former characters).  To mix it up a little and to have a chance to have the PCs seriously damaged, the traps have an area effect and a total damage of 6d6 damage.  The damage can be Corporeal (1-2), Ethereal (3-4) or Celestial (5-6).  However, it should not kill any of the PCs, though they may have to go to Heaven to heal, which runs down the clock and may lead to a visit from an unhappy Michael or Laurence.  

Note on NPCs
The NPCs have names for the sake of convenience more than anything.  It is not intended that the PCs have to talk to them as this is a clue-orientated scenario, but if you think it is appropriate for conversations to occur, especially with Malfahi, then go heard.  The latter should at least introduce himself at the end!

Clues
Before going into the details of the locations, there are clues to be found at the locations where there are fake Arks.  These clues are in the various languages that the PCs have and all suggest the true resting place of the Ark (remember that the Demons may already have it).  

Not all locations have clues at them, but I will provide 3 for each location, the last one being a relatively obvious pointer in case the players are having great difficulty.  A good rule of thumb would be 1 clue per location.  

Ethiopian Orthodox Church in Axum, Ethiopia

1. <broken script> the lands of the Queen of Sheba< broken script> (Aramaic – this could equally refer to modern day Israel and the surrounds)

2. …ruling descendants of Solomon (could be a few locations, but a reference to the Solomonid dynasty who rules in 1270 (likely to be in Latin in Chartres)

3. … bound at the grave of the son of Ham (in Greek – Cush, son of Ham, was mythic founder of Axum – a good research or a very good History Roll).

The Sphinx

1. .. beneath the strangler… (in Greek – the Sphinx gets its name from the Greek Σφιγξ, meaning"strangler".  6 on a Greek roll).

2. …under Khafra’s eyes… (in Hebrew, the Sphinx is believed to have the head of the Pharaoh Khafra)

3. …daughter of the Chimera and Orthrus, O demon of destruction… (In Greek, a reference to the mythical beast called a Sphinx).

Cathedral of Chartres in France

1. Notes from John of Salisbury on logic in Greek (a very good History roll will recall that the Cathedral was a school which taught logic).

2. …in the womb of the Sancta Camisia… (In Latin – it’s a relic tunic of the Blessed Virgin believed to be housed at the Cathedral)

3. …Lutetia’s blessing… (in Latin – the Roman name for Paris, 50 miles from Chartres)

Cave of the Column at Qumran

1. … Essenes… (In Aramaic – Qumran was believed to be the original home of the Jewish sect known as the Essenes (only a CD of 6 and a good History roll).
2. …from Jerusalem via the Kidron Valley… (in Arabic – this could be off-putting, but refers to a secret route form Jerusalem to Qumran).

3. …Dead Sea… (in Aramaic – Qumran as a port on the Dead Sea).

Temple Mount in Old Jerusalem

1. Golgotha… of Adam…(in Aramaic – a reference to a belief that the mount was where Adam was formed.  Good history, intelligence and perception rolls)

2. Abraham … sacrifice … Ishmael (in Hebrew – one myth is that the Mount is where this biblical episode happened – good history and intelligence rolls)

3. Dream of Jacob on the Dome of Rock… (in Arabic – commonly held to be at the Temple Mount).

Note on Locations
The next sections are brief historical and geographical descriptions of the locations with maps where possible.  It is up to you whether to have this turn into an Indiana Jones-type hunt or a clue trek within the locations and this will have to be played according to the PCs tastes, ideally.  However, the important elements are not to make it appear to easy, have the players perhaps make some rolls or have to use some songs – and don’t forget the ever-present demons and time-frame.

Ethiopian Orthodox Church in Axum, Ethiopia

The Ethiopian Orthodox Tewahedo Church is an Oriental Orthodox church in Ethiopia that was part of the Coptic Church until 1959, when it was granted its own Patriarch by Coptic Pope Cyril VI. The only pre-colonial Christian church of Sub-Saharan Africa.

Following the fall of the Derg regime in 1991, and the coming to power of the EPRDF government, Patriarch Abune Merkorios abdicated under public and governmental pressure. The church then elected a new Patriarch, Abune Paulos. The former Patriarch Abune Merkorios then fled abroad.
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The square type may be due to basilican influence, the circular is an adaptation of the native hut. In both forms, the sanctuary is square and stands clear in the center and the arrangements are based on Jewish tradition. Walls and ceilings are adorned with frescoes. A courtyard, circular or rectangular, surrounds the body of the church. Modern Ethiopian churches may incorporate the basilican or native styles, and utilize contemporary construction techniques and materials. 

The Clue/ Ark is located beneath the altar – obviously it is still in use, so the PCs wont be able just to dig at will!

The Sphinx

Most people will be familiar with this landmark.  Near Cairo, the Great Sphinx is a statue with the face of a man and the body of a lion. Carved out of the surrounding limestone bedrock, it is 57 metres (260 feet) long, 6 m (20 ft) wide, and has a height of 20 m (65 ft), making it one of the largest single-stone statues in the world. Blocks of stone weighing upwards of 200 tons were quarried in the construction phase to build the adjoining Sphinx Temple. It is located on the west bank of the Nile River within the confines of the Giza pyramid field. The Great Sphinx faces due east, with a small temple between its paws.
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The Clue/ Ark is located beneath this temple.  It is quite a busy tourist spot and well guarded at night.

Cathedral of Chartres in France

The spacious nave stands 121 feet (36m) high, and there is an unbroken view from the western end right along to the magnificent dome of the apse in the east. Clustered columns rise dramatically from plain bases to the high pointed arches of the ceiling, directing the eye to the massive clerestory windows in the apse.

 Walking the famous labyrinth within the Chartres Cathedral. Everywhere vivid colour splashes on to the floor from the superb stained glass windows. Dating from the early 13th century, the glass largely escaped harm during the religious wars of the 16th century; it is said to constitute one of the most complete collections of medieval stained glass in the world, despite “modernization” in 1753 when some of it was removed by the clearly well intentioned but misguided clergy. From the original 186 stained-glass windows, 152 have survived. The stained glass windows are particularly renowned for their vivid blue colour, especially a representation of the Madonna and Child. 

Several of the windows were donated by royalty, such as the rose window at the north transept, which was donated by the French queen Blanche of Castile. Windows were also donated from all types of people, from kings, lords to locals and trades people. The royal influence is shown in some of the long rectangular lancet windows, which display the royal symbols of the yellow fleurs-de-lis on a blue background and also yellow castles on a red background.

On the doors and porches medieval carvings of statues holding swords, crosses, books and trade tools parade around the portals, their expressions as clear today as when first carved 700 years ago. The sculptures on the west façade depict Christ's ascension into heaven, episode from his life, saints, apostles, Christ in the lap of Mary and other religious scenes. Below the religious figures are statues of kings and queens, which is the reason why this entrance is known as the 'royal' portal. While these figures are based on figures from the Old Testament, they were also regarded as images of current kings and queens when they were constructed. The symbolism of showing royalty displayed slightly lower than the religious sculptures, but still very close, implies the relationship between the kings and God. It is a way of displaying the authority of royalty, showing them so close to figures of Christ; it gives the impression they have been ordained and put in place by God. Sculptures of the Seven Liberal Arts appeared in the archivolt of the right bay of the Royal Portal, which represented the school at Chartres.






Chartres floorplan

The Clue/ Ark is located beneath in the centre of the cross – the crucifix in the stained glass window marks the spot with an X an noon.

Cave of the Column at Qumran

Qumran (Khirbet Qumran) is located on a dry plateau about a mile inland from the north-western shore of the Dead Sea in the disputed territory of the West Bank. The site was constructed sometime between 150 and 130 BC and saw various phases of occupation until, in the summer of 68, Titus and his X Fretensis destroyed it. It is best known as the settlement nearest to the hiding place of the Dead Sea Scrolls in the caves of the sheer desert cliffs.

There are numerous caves in these cliffs, one of which archaeologists have named the Cave of the Column.  There is a cemetery very close, but under Jewish law excavating cemeteries is forbidden and security is tight.

The Clue/ Ark is located within the back wall of the cave, locked in stone.

Temple Mount in Old Jerusalem 

The Temple Mount is a well-known location in Old Jerusalem and has been, and is still being, extensively excavated.

In autumn 2002, a bulge of about 700 mm was reported in the southern retaining wall part of the Temple Mount. It was feared that that part of the wall might seriously deteriorate or even collapse. The Waqf would not permit detailed Israeli inspection but came to an agreement with Israel that led to a team of Jordanian engineers inspecting the wall in October. They recommended repair work that involved replacing or resetting most of the stones in the affected area which covers 2,000 square feet (200 m²) and is located 25 feet (8 m) from the top of the wall. Repairs were completed before January 2004.

On February 11, 2004, the eastern wall of the Temple Mount was damaged by an earthquake. The damage threatens to topple sections of the wall into the area known as Solomon's Stables. 

On February 16, 2004, a portion of a stone retaining wall supporting the ramp that leads from the Western Wall plaza to the Gate of the Moors (Arabic Bab al-Maghariba, Hebrew Sha'ar HaMughrabim) and on the Temple Mount collapsed. 



Deep beneath the collapsed Western Wall is a vault, containing the Clue/ Ark.

Final Battle

At the final location the PCs visit, they will confront the Demons.  Have a number of Soldiers (average stat 4 with 3 in combat skills, giving an average 7) there is you think the fight is too unfair on the Demons. This should be a very very close fight indeed and the PCs may even lose.  If they are losing, remind the players that they can summon their Superiors!

End
Ideally, the PCs should return the Ark to Heaven.  However, they could fair if they die without reporting in and letting someone know they have found it, or found Demons, or given some form of progress report.  

Keep an eye on time and have hours pass if they delay too much.  Remember that they will have to travel to various locations too, which takes time, but don’t be too fussy on that unless if serves to heighten tension.  There are ways around it, but certainly France to Africa is a few hours flying time!  And feel free to throw in security guard, passport problems and the like to cause frustrating delays.

Thanks for GMing!

Appendix I
The Ark – To the Hands of Man, the Exodus and the Promised Land

Section 1 of the Trilogy - AD&D

Characters

The characters for the 1st section are contained on separate pages hereafter.  Given the fact that this is something of an epic game, I would invite the character to choose their own type of playing and characterisation, rather than provide one for them.  This may seem a little risky and lazy, but it is certainly not the latter.  As part one of three, it is important for the GM to know the preferred style of play so that the further characters may be better doled out.

Ask them to take a few notes, a few words describing their character’s personality, and take it from there.  Or they can do a paragraph or so, but have them read it to the group as well, so everyone knows the kind of PC (and perhaps player) with which they are playing.

NPCs

We can assume that the Egyptian Guards are 3rd level fighters, all with 18HP and THAC0 of 17.  They are armed with short swords and spears, wearing studded leather armour.  Their stats are as follows:

STR 17 
DEX 14
CON 16

INT 12

WIS 9

CHA 15

The clay golems in the treasure room:

AC: 7 

Attacks: 1 

Damage: 3d10

HP: 50

THAC0: 9

The Zombies in the tomb: 
AC: 15 

Attacks: 1 

Damage: 1-8

HP: 14

THAC0: 19

The Mummies:

AC: 3 

Attacks: 1 

Damage: 1-12, fear, disease

HP: 40

THAC0: 13

The reanimated Pharaoh:

AC: 2 

Attacks: 1 

Damage: 3d6 fear, disease

HP: 50

THAC0: 11

Malfahi’s lesser demons:

AC: 1 

Attacks: 3 

Damage: 1d6; 1d12; 1d12

HP: 64

THAC0: 13

Appendix II

The Ark – For God, King and Country

Section 2 of the Trilogy – Pendragon

The character sheets for Pendragon are contained overleaf, as well as a brief character description, a note on their superiors, personal goals and a note on knights at the time.

Luis de Broque, Knight of Raymond of Tripoli

You

As the youngest of the party, being all but 19 years old, the other may look down on you, but you are proud, blooded and have several battles under your belt during which you distinguished yourself.  But you are prone to being impetuous and have a tendency to be dazzled by beautiful women – and they respond well to your good looks, which probably doesn’t make you the chastest of knights.  But you are young and enjoy and life and try to see things as positive as possible, which means the rigours of battle are still difficult for you to take.

Your Lord

Raymond of Tripoli is a man tormented.  When Guy was made King of Jerusalem, Raymond made a separate truce with Saladin.  Once of the consequences was that when Guy send an emissary to Raymond to reconcile the two, the group was intercepted and slain by Saladin – only Raymond’s troops fell under the truce.  While Raymond later reconciled with Guy, there is still a strong distrust between the two knightly factions.  Raymond is also deeply suspicious of the Knights Templar, fearing them to be too close to magical to be trusted with Knightly issues.

Raymond seems happy to take second fiddle to the main events, reducing his glory out of guilt, but this seems to fly against both your youth and desire to rise in the ranks.

Personal Goals
Luis main focus, as a young knight, is to gain personal glory and honour for his family.  He is not of royal stock and thus has no basis for honour outside what he achieves.  His own glory and fame is of tantamount importance to him.

Knights of the Time
Being a knight then was more than just a profession – it was a philosophy and a way of life.  In theory, the chain of loyalty was God-Pope-Lord.  In practice, while God dominated most actions, the Lord came first for practical considerations – he brought you to battle, housed and paid you and was the one who could give you promotion.  Also, honour, which was the almost bigger than battle prowess (though closely linked) was tied in with the respect given to your Lord.

Also, these were romantic knights – the whole treating women respectfully, other with honour and acting honourably at all times.  They also frequently defended their honour and romantic claims with duels, not necessarily to the death.

Ywaine of Ossrey , Knight to Balian of Ibelin

You

As a middle aged Knight – in your late 20s – you have seen a good deal of battle in these parts and are experienced, battle hardened and not likely to back down from a fight.  However, your ego is quite low and you have lost several duels of honour and even once fled from the battlefield in fear of your life.  To this day, you blame yourself for each comrade who fell on that day.  Not all people know of this and happily so.  But it has given you something of a complex to always do the right thing, the honourable thing, even if that means doing something against the grain.  You need to regain respect for yourself.

Your Lord

Balian of Ibelin has been given the title of mediator as he prevented an outbreak of open war between Guy and Raymond when tensions were at the highest, gaining him the respect of both men.  He is distrustful of senior clergy, paradoxically (I may seem) because of his devotion to God.  He sees them as playing politics of cloak and shadow while hiding away from battles.  He sees them as sneaky and even some as corrupt.

Balian is a man of honour and you look up to him and are fiercely loyal to him.  Above all, he has taught you to stand by your convictions and that if you are true to your heart, he will support your actions.

Personal Goals
Ywaine has two main personal goals – not to be ever seen as cowardly and to behave with the utmost of honour to what he perceives to be the greater good, even if this goes beyond orders or brings him into conflict with his superiors.

Knights of the Time
Being a knight then was more than just a profession – it was a philosophy and a way of life.  In theory, the chain of loyalty was God-Pope-Lord.  In practice, while God dominated most actions, the Lord came first for practical considerations – he brought you to battle, housed and paid you and was the one who could give you promotion.  Also, honour, which was the almost bigger than battle prowess (though closely linked) was tied in with the respect given to your Lord.

Also, these were romantic knights – the whole treating women respectfully, other with honour and acting honourably at all times.  They also frequently defended their honour and romantic claims with duels, not necessarily to the death.

Robert de la Que, Knight to Guy of the Kingdom of Jerusalem

You

The oldest of the group at 35, you are a grizzled veteran, calm, courageous and loyal to the your Master Guy, King of Jerusalem.  You have little respect for the young or for those who have note proven themselves in battle in your own sight.  You are practical, often to the point of stubbornness, but that is probably what has kept you alive.  You are also highly respected – something of a lieutenant to the king in real terms if not superior in rank, but the latter matters less to you than Guy’s favour.  You are a military man, following orders, and you expect others to do the same in the name of God.

Your Lord

Guy of Lusignan became king of Jerusalem in 1186, a year before the events in this game take place.  Following this, he almost came to war with Raymond and his emissary was killed en route to presenting terms of reconciliation to Raymond – possibly as a result of the truce Raymond had made with Saladin without Guy’s approval. Though the two are reconciled, a king always keeps a watchful eye on those who have betrayed him before.

You are deeply loyal to Guy and would follow him to certain death.  He is loyal to the Church, but prefers the practicality of monks over bishops as he feels their loyalty is unsullied by politics and that they put God before all men.

Personal Goals
Robert has many fighting years left in him and he is not even close to being ready to retire.  His personal goal is inextricably linked to his mission as given by the Church and by Guy.  Guy is his King and he knows that his loyalty will be eventually rewarded with a place in Guy’s royal guard.  Though Robert is courageous and a warrior before a politician, he does like the idea of a safer position after his years of battle. 

Knights of the Time
Being a knight then was more than just a profession – it was a philosophy and a way of life.  In theory, the chain of loyalty was God-Pope-Lord.  In practice, while God dominated most actions, the Lord came first for practical considerations – he brought you to battle, housed and paid you and was the one who could give you promotion.  Also, honour, which was the almost bigger than battle prowess (though closely linked) was tied in with the respect given to your Lord.

Also, these were romantic knights – the whole treating women respectfully, other with honour and acting honourably at all times.  They also frequently defended their honour and romantic claims with duels, not necessarily to the death.

Luc St. Renard of the Knights Templar

You

At 30, you have been a knight in North Italy for 7 years before your induction into the Knights Templar at the age of 22.  You have a superior edge and are very secretive – as befits a knight of an order where you house more secrets than most.  You give off a vibe which makes most people feel uncomfortable, but when assigned a mission you are loyal to your comrades-in-arms, even to the death.  However, you always have an eye on the larger picture – the furthering of the Knights Templar in power and knowledge – as the House of the Templars is the only place such potentially powerful weapons is safe

Your Lord

Gerard of Ridefort is Head of the Knights Templar, your Lord and Master to a greater degree that most knightly orders.  You are bound in God, by his power and his will.  He has taught you all the great mysteries – the power of the blood of Christ, the ability to communicate directly with God through ritual and the power of Godly magic, feared by most, and the sole dominion of the Knights Templar.

Your bond with Gerard – indeed all Knights Templar – is the most important thing to you.  Their direction and orders are more sacred than those of even the Pope.  Above all else, the Templars has taught you not to fear magic and things people do not understand, but to learn from it and use it wisely, in God.

Personal Goals
You were initiated into the Templars as they recognised your desire to learn even things which you feared.  You also had a mind not governed by prejudice of strict religion, though deeply devout in your devotion to Christ and Christendom – sometimes even at an angle to the Pope who is, after all, a man.  Your personal goal is knowledge and understanding of what you encounter that you may report all to the House and embed your name among the honoured for your addition to the group’s understanding of all things.

Knights of the Time
Being a knight then was more than just a profession – it was a philosophy and a way of life.  In theory, the chain of loyalty was God-Pope-Lord.  In practice, while God dominated most actions, the Lord came first for practical considerations – he brought you to battle, housed and paid you and was the one who could give you promotion.  Also, honour, which was the almost bigger than battle prowess (though closely linked) was tied in with the respect given to your Lord.

Also, these were romantic knights – the whole treating women respectfully, other with honour and acting honourably at all times.  They also frequently defended their honour and romantic claims with duels, not necessarily to the death.

Gerard of Essex, Knight to the Archbishop of Tyre

You

Though experienced in battle and skilled in combat at the age of 28, you are as much a politician as a fighter.  Which is why you found yourself amongst the knights of the Archbishop.  Kings come and go, but the authority of Rome is absolute and divine.  You may seem snide, almost oily, but to you have a razor sharp mind, an eye to personal glory through improving the stance of the Church and Archbishop Joscius.  You would not even be above assassination, if those opposing you proved to be acting outside the interest of the Church and Pope, the latter being God’s direct representative on Earth.

Your Lord

Joscius, Archbishop of Tyre, may seem like a devious man to most, but he is clearly vying for the next Papacy and has a very good reputation and position, which may even see his dreams realised.  He is also deeply loyal to the current Pope, Urban III, at least as long as it suits his own goals – but would never openly go against the Pope’s authority.  The Church is politics and Joscius is a good politician.

Your loyalty to Joscius is less fervent, perhaps, than most knights to their non-clerical Masters.  He pays you and you follow his orders, but he does not lead you into battle nor does he fight alongside you.  This means that while you obey him, you would quite happily take his power – you own personal recognition in Rome is of greater importance that obeying Joscius and you clearly favour the former over the latter.

Personal Goals
Quite simply, you want to be seen as the one who carries out this mission solely, or that its success can be linked to your actions to a greater extent than the actions of others.  You are quite happy to leave a battle scene and be present in Rome, where all the decisions are made.  The one you want to impress is the Pope directly and have your name echoed in Papal halls.

Knights of the Time
Being a knight then was more than just a profession – it was a philosophy and a way of life.  In theory, the chain of loyalty was God-Pope-Lord.  In practice, while God dominated most actions, the Lord came first for practical considerations – he brought you to battle, housed and paid you and was the one who could give you promotion.  Also, honour, which was the almost bigger than battle prowess (though closely linked) was tied in with the respect given to your Lord.

Also, these were romantic knights – the whole treating women respectfully, other with honour and acting honourably at all times.  They also frequently defended their honour and romantic claims with duels, not necessarily to the death.

Brother Alric, Warrior Monk of the Bishop of Acre, bearer of the True Cross.

You

Though not a knight in the true sense, at 33 you have seen, been in and even caused your fair deal of fights.  Also, you fight dirty as you are not bound by the tenets of knightly honour.  What you lack in finesse and knightly manners, however, you make up for in devotion to God.  Other play politics, even in the Church, but the monastic orders can cast aside such petty rivalries and fight for the glory of God and none other.  The vow of poverty makes personal gain second to the gain that your own order can get and the furtherance of God’s word and His Glory.

Your Lord

Antonius, Bishop of Acre, is a good man.  He is learned, patient, wise, a great drinker of beer and a superb fighter.  When he sends you on a mission where your life might be in danger, you know it’s for a bloody good reason.  He is also a keen observer of the politics of the Church and of Knightly orders – his attitude, which you share, is let them fight amongst themselves as long as they answer God’s call to arms when the time is right.

While you may not always understand Antonius’ orders, you always obey them – obedience being one of your vows.  You share his apprehension of the secret agendas of others, but don’t really want to be in the middle of it all.  You would rather just get on with the job at hand.

Personal Goals
Alric vacillates between wanting to keep his head below the parapet of faction disputes and rising above them with a booming voice and fist, if required, when such petty frictions go beyond what is right, what is for the Glory of God and what is proper.  His main personal focus is to smooth ruffles where they occur and always make sure that people are doing things for the right reasons – or else.

Knights of the Time
Being a knight then was more than just a profession – it was a philosophy and a way of life.  In theory, the chain of loyalty was God-Pope-Lord.  In practice, while God dominated most actions, the Lord came first for practical considerations – he brought you to battle, housed and paid you and was the one who could give you promotion.  Also, honour, which was the almost bigger than battle prowess (though closely linked) was tied in with the respect given to your Lord.

Also, these were romantic knights – the whole treating women respectfully, other with honour and acting honourably at all times.  They also frequently defended their honour and romantic claims with duels, not necessarily to the death.

Appendix III

The Ark – Eternal Law

Section 3 of the Trilogy – In Nomine

The character sheet and brief notes are here combined in the following handouts.  As you can see, the PCs form a relatively tough party and all have distinctions from the Archangels.  Their power reflects both the seriousness of the mission and also the relative power of the opposition! 

NPCs are listed thereafter.  As you can see, the 4 NPC demons are quite a bit more powerful that the NPCs, even though they only differ by a few forces.  They also have more distinctions.

Obidian
Essence: 12

Vessel: Human Male, Level 3. 

56
Corporeal Forces 4

Strength: 8

Agility: 8

36
Ethereal Forces 4

Intelligence: 9

Precision: 7

36
Celestial Forces 4

Will: 9


Perception: 7

Choir: 

Cherubim, the Guardians

Superior: 
Dominic, Archangel of Judgement

Resonance: 
You can attune yourself to objects, people, etc. equal to your forces.  

Depending on a Perception roll, you can tell where the object, etc. is, 

its state, etc.

Attunements: 
Cherubim of Dominic – when attuned to a subject of inquiry, you 

gain no dissonance if the subject is hurt

Divine Mediation – You may settle a dispute between two individuals 

by asking the Symphony which one is wrong.  This is done by a Will 

roll minus the total of the two arguers Ethereal forces.

Heavenly Judgement – by spending 7 Essence, you may call upon the 

powers of Heaven to judge one suspected of no less a crime than 

murder, etc.  If the accused is truly guilty, the sword attacks the 

accused until the angel feels justice is done.

Distinctions:
Vassal of Conscience – Those you gaze at with weak wills (1 or 2) 

immediately confess to their crimes

Skills: 

Interrogation /4, Detect Lies /3, Knowledge (Law)/5, Hebrew/5, 

Aramaic/4, Torture/2, Dodge/4, Small weapon (short sword)/3, 

Medicine/3, Savoir-faire/3, History/2, 

Songs:

Corporeal Entropy/3 (caused things to age or grow young), Ethereal 

Entropy/4 (sends nightmare images), Celestial Light /4 (stuns & dazzles target), Ethereal Tongues/ 3 (telepathy)

You are devoted to Justice and keeping an eye on angels to make sure they toe the line, obey their orders and do not drift into temptation.

Obidian is haughty and arrogant, curt and to the point, sometimes cruelly, but deeply protective of those he is with and, in this case, deeply concerned about preserving the Ark intacts.

Saul
Essence: 12

Vessel: Human Male, Level 2

42
Corporeal Forces 4

Strength: 7

Agility: 9

40
Ethereal Forces 4

Intelligence: 10
Precision: 6

28
Celestial Forces 4

Will: 7


Perception: 9

Choir: 

Ofanim, the Wheels

Superior: 
Yves, Archangel of Destiny

Resonance: 
You can move fast, dodge better, instinctively know the fastest way to get from A to B, and can do 0-60 in d6 seconds

Attunements: 
Ofanim of Yves – you can add your celestial forces to any intelligence 

or knowledge based roll

Divine Logic – With a successful Precision roll, you can convince 

someone of the logic of your point of view, and that any other option 

would be ridiculous.  They can resist, however.

The Akashic Record – by spending 5 Essence, you may ask the 

Heavenly Omniscience one question about the past or present.  The 

question must be simple and answerable in three words.  Proper names 

count as one word.  This requires one minute quiet communication 

with Heaven.  

Distinctions:
Vassal of Destiny – You immediately comprehend any printed material you see, even if you see it only for a second.

Skills: 

Investigation /3, Canon Law  /3, Latin/5, Sanskrit/5, Dodge/4, Savoir-

faire/4, Emote/3, Oration/4, Meditation/3, Lying/2, Survival/4

Songs:

Corporeal Charm/3 (causes people to become sluggish or slow to 

react), All three Healing/3, Celestial Motion/4 (teleportation of 40lbs)

Saul is an odd combination of jittery nerves and calm learning.  He likes learning things FAST and gets very frustrated when people don’t see his point of view, or have to take their time in research.

Saul is a friendly chap, but easily irritated and very impatient.

Cragan
Essence: 12

Vessel: Human Male, Level 4

80
Corporeal Forces 4

Strength: 10

Agility: 6

28
Ethereal Forces 4

Intelligence: 7

Precision: 9

32
Celestial Forces 4

Will: 8


Perception: 8

Choir: 

Elohim, the Powers

Superior: 
Michael, Archangel of War

Resonance: 
You can observe emotional states without the blurring of having to 

choose sides or be influenced in any way by circumstance, etc.  You 

have total emotional objectivity

Attunements: 
Elohim of Michael – you can tell how serious someone is about 

something, and how much they are willing to lose – including their lives.

Proficiency (axe) – You are beyond skilled in the use of the axe.  

Before using it, you may make a Precision roll.  The check digit is 

added to the power of the attack.

Sure-Footed – You always land with cat like grace.  Even falling from 

a height, you land in such a way as to minimise damage and maximise 

recovery.

Distinctions:
Vassal of War – you can sing celestially in corporeal form.  The 

communication is immediate.  Other angels will understand.  Demons 

will hear the sound, but not understand the message.  Mortals will 

merely hear snatches of a martial song.

Skills: 

Large Weapon (Axe) /5, Fighting /4, Horse Riding/3, Latin/3, 

Greek/4, Tactics/3, Dodge/4, History/3, Acrobatics/3, Move Silently/4

Songs:

Corporeal Form/4 (turns skin to armour), Celestial Entropy/3 (very 

powerful attack on the psyche), Ethereal Light /3 (creates illusions), 

Ethereal Shields/ 3 (protects the mind)

You are aware of emotions, understand them, but you are not controlled by them.  You are a cold warrior, grim, determined and relentless.

But you are not without emotion – you care deeply about things, but you accept that emotions have their place and that duty comes first.  There is, after all, a War going on.

Calarian

Essence: 12

Vessel: Human Male, Level 2

48
Corporeal Forces 4

Strength: 8

Agility: 8

36
Ethereal Forces 4

Intelligence: 9

Precision: 7

24
Celestial Forces 4

Will: 6


Perception: 10

Choir: 

Malakim, the Virtues

Superior: 
Marc, Archangel of Trade

Resonance: 
You are attuned to honour, discipline and integrity.  You can tell how 

honourable a person is, spot the weasel in a crowd, weed out the 

dishonourable and remove them from society.  Usually with extreme 

prejudice.

Attunements: 
Malakim of Marc – you can tell how much something means to any 

one person within line of sight for 4 minutes.

Divine Contract – You may write a contract.  Anyone who has signed this of his/ her own free will who voluntary goes back on his/ her word takes Essence spent times 6 points of corporeal damage

Head of a PIN – you may “acquire” an amount equal to present day 

£100 from normal money sources.  

Distinctions:
Vassal of Trade – With a perception roll, you can discuss a deal and 

tell exactly what the other person want out of it.  You can also tell the 

location of any person who has broken a Divine contract with you.

Skills: 

Fast-Talk /4, Detect Lies /3, Knowledge (Diplomacy)/5, Latin/4, 

Move Silently/4, Hebrew/3, Dodge/4, Small weapon (dagger)/4, 

Emote/4, Savoir-faire/3, Evaluate/3 

Songs:

Corporeal Charm/3 (you may attune and link two objects to each 

other), Ethereal Charm/4 (makes target fall in love with you), 

Corporeal Light /4 (creates physical light), Ethereal Form/ 4 

(invisibility)

As a Malakim, you cherish honour and divine righteousness above everything else and rate people of how honourable there actions are.  There are no grey areas for you, merely acting with honour and acting without honour.  You treat the latter with disdain.

As a Servitor of Trade you have a deep sense of what is fair and that people should always act in the interest of fairness.

Quan

Essence: 12

Vessel: Human Male, Level 5

72
Corporeal Forces 4

Strength: 8

Agility: 8

28
Ethereal Forces 4

Intelligence: 7

Precision: 9

36
Celestial Forces 4

Will: 9


Perception: 7

Choir: 

Mercurian, the Friends of Man

Superior: 
Laurence, Archangel of the Sword

Resonance: 
You are attuned people and can grasp their self-value.  You can also 

ascertain who has the power in a group, to whom deference is given, 

and the relationship he/she has with others.  Politics and social 

interaction.

Attunements: 
Mercurian of Laurence – though essentially non-violent, you can 

read an attacker’s intentions.  You may add 4 to your dodge roll or 

your dodge check digit.  You must decide before rolling

Purity of Purpose – You may speak to an assembled audience and they will put aside their arguments and passions and focus on what you have to say.  You may convince them of your idea or goal depending on their disposition and your eloquence.

Holy Fortitude – You may spend two essence just as someone is 

about to die and imbue them with the Will to live a few moments extra, 

depending on a Will roll.  The subjects will is tripled if they have a 

righteous goal.  

Distinctions:
Vassal of the Sword – You can serious and ascertain the seriousness 

of others even in the most heated of provocation and circumstance.

Skills: 

Aikido /4, Oration /3, Persuasion/3, Latin/4, Arabic/4, Persuade/3, 

Dodge/4, Small weapon (shortsword)/3, Emote/4, Tracking/3, Survival/4 

Songs:

Corporeal Motion/3 (allows you to move fast and fly), Ethereal 

Harmony/4 (makes target rational and incapable of physical conflict), Ethereal Tongues /4 (telepathy), Thunder/ 4 (celestial stun grenade)

You are a fighter, but in a broader sense.  Sure, you can handle your own, but human conflict is far more complex than combat.  You want everyone to see each other’s side – you’re a mediator above everything else.

You are a leader as well, but also a team player – you want everyone’s opinion included and nobody going off by themselves.  

Alamad

Essence: 12

Vessel: Human Male, Level 3

49
Corporeal Forces 4

Strength: 7

Agility: 9

28
Ethereal Forces 4

Intelligence: 7

Precision: 9

32
Celestial Forces 4

Will: 8


Perception: 8

Choir: 

Ofanim, the Wheels

Superior: 
Gabriel, Archangel of Fire

Resonance: 
You can move fast, dodge better, instinctively know the fastest way to 

get from A to B, and can do 0-60 in d6 seconds.

Attunements: 
Ofanim of Gabriel – you are immune to all forms of corporeal heat, 

radiation, etc.  The energy is merely redistributed to elsewhere in the 

Symphony

The Last Spark – You may inspire any human who has lost hope, faith, or turned from God.  Effectively, you give them four essence from the Symphony.  Psychologically, you give them hope.

Smite – You may lash out in fiery vengeance on any foe within 40 

yards.  This attack is at Accuracy +1, and does damage equal to the 

check digit times the essence used.

Distinctions:
Vassal of Fire – You may strengthen or reduce any fire within 50 

yards by 50 C per round up to 400 C merely by a though.

Skills: 
Detect Lies /4, Egyptian/4, Intimidate/5, Dodge/4, Small weapon (shortsword)/4, Emote/4, Ranged Weapon (Pistol)/3, Tactics/3, 



Lying/4, Lock picking/2

Songs:

Celestial Form/4 (you change the appearance of your 

vessel), Ethereal Light/3 (creates illusions), Corporeal Healing /4 

(heals physical damage), Wings/ 3 (fly for a few minutes)

You are bit of a mixed bag, emotionally.  You rage with passion and creativity one moment and then you are plunged into a desire to smite those who do wrong.  It’s sort of like celestial bi-polar disorder, happy and full of joy one moment, then angry and even depressed the next.

But this is all held in a delicate balance by your work and, as long as that is going well, people are being inspired and no demons get in your way, it’s a good day.

NPCs

Malfahi , Shedim of Malphas, Baron of Inner Torment
Essence: 16

Vessel: Human Male, Level 4

64
Corporeal Forces 4

Strength: 8

Agility: 8

60
Ethereal Forces 5

Intelligence: 12
Precision: 8

72
Celestial Forces 6

Will: 12

Perception: 12

Choir: 

Shedim, the Corrupters 

Superior: 
Malphas, Demon Prince of Factions

Resonance: 
Possession of numerous hosts.  Making the possessed think they are in 

control of their own actions

Attunements: 
Shedim of Malphas – can drive away their host’s mind, and do not 

need to make a Will check to take control or do actions against the 

host’s will.  They still have access to the host’s memories

Balseraph of Malphas – can make target take his opinion as their own 

for 5 hours.

Imbroglio – People in range take what is said in the worst possible 

Way Vs Perception

Bigotry – amplifies existing intolerance within an individual

Distinctions:
Knight of Deception – Can the degree of hatred between two people 

And intuit its origin

Captain of the Broken Promise – with a touch, he knows who the 

target has most recently betrayed and how it was done

Baron of Inner Torment – with a touch you know the most painful 

secrets an individual keeps

Skills: 
Fast-Talk /5, Oration /6, Latin/6, French/4, Law/6, Dodge/4, History/5, Acrobatics/3, Fighting/4, Small weapon (dagger)/3, Area Knowledge (Paris)/4, Running/4, Politics/4, Persuasion/6, Emote/3, Detect Lies/3

Songs:

Tongues (All three)/ 4, Ethereal Entropy/3, Charm (all three)/3, Shields 

(Corproeal/3, Celestial/2), Corporeal Form/4, Wings/4

Zerriah, Impudite of Kobal, Captain of the Repartee
Essence: 14

Vessel: Human Male, Level 3

56
Corporeal Forces 4

Strength: 8

Agility: 8

60
Ethereal Forces 5

Intelligence: 12
Precision: 8

50
Celestial Forces 5

Will: 10

Perception: 10

Choir: 

Impudite, the Takers 

Superior: 
Kobal, Demon Prince of Dark Humour

Attunements: 
Impudite of Kobal , Secretly Replaced (2 essence), Lilim of Kobal
Distinctions:
Knight of Derision, Captain of the Repartee 

Skills: 
Fast-Talk /5, Interrogation /6, Latin/5, French/4, Law/4, Dodge/4, Theology/5, Small weapon (dagger)/4, Torture/4, Persuasion/4, Emote/5, Detect Lies/5, Throwing/4

Songs:

Entropy (All three)/ 3, Form (Ethereal & Celestial)/3, Thunder/3, 

Projection (Corporeal/2, Celestial/3)

Carn, Calabim of Baal, Captain of the Infernal Armies

Essence: 14

Vessel: Human Male, Level 4

90
Corporeal Forces 5

Strength: 10

Agility: 10

28
Ethereal Forces 4

Intelligence: 7

Precision: 9

45
Celestial Forces 5

Will: 9


Perception: 11

Choir: 

Calabim, the Destroyers 

Superior: 
Baal, Demon Prince of War 

Attunements: 
Calabim of Baal , Art of Combat, State of Ophis
Distinctions:
Knight of the Black Order, Captain of the Infernal Armies 

Skills: 
Latin/3, French/4, Law/4, Dodge/5, Fighting/5, Small weapon (dagger)/4, Large Weapon (sword)/5, Acrobatics/4, Tactics/3, Throwing/3, Ranged Weapon (bow)/4, Move Silently/4

Songs:

Form (All three)/ 3, Motion (Ethereal & Corporeal)/4, Fangs/3, 

Possession/3

Maroth, Habbalah of Mammon, Knight of Treasure
Essence: 13

Vessel: Human Male, Level 3

49
Corporeal Forces 4

Strength: 7

Agility: 9

50
Ethereal Forces 5

Intelligence: 10
Precision: 10

28
Celestial Forces 4

Will: 7


Perception: 9

Choir: 

Habbalah, the Punishers 

Superior: 
Mammon, Demon Prince of Greed 

Attunements: 
Habbalah of Mammon (causes self-loathing), Art of the Deal 

(Spontaneously generate legal contracts)

Distinctions:
Knight of the Treasure (forge signature – on reality itself!) 

Skills: 
Latin/3, French/4, Law/4, Dodge/4, Small weapon (dagger)/2, Emote/3, Persuade/3, Bargain/4, Con/5, Running/4

Songs:

Motion (All three)/ 3, Corporeal Form/3, Ethereal Attraction/3

