





Human Name: Gerry DeMetri


Choir: Balseraph, the Liars


Demon Prince: Asmodeus, Prince of the Game


Vessel: Human Male/2.  Caucasian. Small, but authoritative.


Role: Lawyer/3


Essence: 9


16 Corporeal Forces: 2		Strength: 4		Agility: 4


36 Ethereal Forces: 4		Intelligence: 9		Precision: 7


15 Celestial Forces: 3		Will: 5			Perception: 7





Attunements:  Balseraph of Asmodeus (recognise another Balseraph Vs Perception)


	           Humanity (only Lucifer himself will recognise you as a demon. 1 					    Essence/24 hours)


Skills: Knowledge (Law)/4, Language (Spanish)/2, Ranged Weapon (Pistol)/2, Dodge/3, Computer Operation/3, Savoir-Faire/1


Songs: Harmony (Ethereal)/3 - calms people down


	Projection (Corporeal)/4 - teleports to anywhere previously visited


	Shields (Corporeal)/4 - creates physical shield





	As a Balseraph, you are a gifted liar, so your mortal job suits you well.  You worked in San Diego until he the Baron hired him as a pet lawyer at a time when American federal pressure was tight.  Your vessel is of a male American-Italian, handsome enough and well-built, about mid 30’s, with grey lightly touching your temples.  You were happy enough in Columbia, and the Baron paid well.  The Baron didn’t get that many cases, so you spent most of your time ensuring the innocent were proven guilty in what passed for a justice system in Columbia.  Lately you’ve been feeling that your usefulness has ceased to be economically viable to the Baron, so when Alexander came up with the plan to, em, oust him, all it took was rumours of your ‘removal’ to sign yourself up.  Besides, you wouldn’t mind a piece of the action yourself... or even control of the whole show.


	





The Others:


Alexander Carreras:  He thinks he’s running the show just because he was the first to voice his plan to the group.  Most of them were thinking about it anyway.  He definitely think he’s the leader of this little escapade, even though he’s only been around for a short while.  Useful to a point, though.


Nico:  Has moments of lucidity when he’s not drugged up to the eyeballs.  It bugs you why he lets the stuff effect him - it’s not as if he has to.  Too much of a loose cannon to be trusted, and in your opinion, too dangerous to be included in the group.


Maria: A Lilim who has some dissonance about her - she says that she owes someone a favour, but will not say who.  Although this secrecy makes you wary, she’s quite a useful tool, but you wouldn’t go so far as to say you liked her.








Heraldo:  Powerful and destructive.  Dark and secretive.  Not to be trusted. Then again, who is...


Sadie Fisher: A thief by nature, but level-headed, calm and logical.  You trust her more than the rest, which isn’t saying much, and you have somewhat of an affection for her.  New from America, maybe she just reminds you of you at your first arrival in Columbia.




















































































































Human Name: Alexander Carreras


Choir: Djinn, the Stalkers


Demon Prince: Kobal, Prince of Dark Humour


Vessel: Human Male/2.  Columbian. Youthful, burly and tanned.





Essence: 9


25 Corporeal Forces: 3		Strength:5		Agility: 7


15 Ethereal Forces: 3		Intelligence: 5		Precision: 7


18 Celestial Forces: 3	 	Will: 6			Perception: 6





Attunements:  Djinn of Kobal (regain essence by embarrassing person attuned to)


Skills: Fighting/3, Ranged Weapon (Pistol)/2, Lying/3, Dodge/3, Move Silently/3, Driving/3


Songs: Entropy (Ethereal)/3 (mental attack bringing nightmare terrors)


	Form (Corporeal)/3 (turn skin to a form of armour)


	Form (Ethereal)/ 3 (fade from visibility)


	Claws (Corporeal)/2 (6” retractable claws)


	Thunder (Corporeal)/2 (Stun grenade for celestials)





You’ve been staying in Columbia for your relatively brief period on Earth.  You were in hell for a long time after your vessel was destroyed sometime back in the 1930’s, and you superiors were not at all happy.  You’re out to prove yourself.  Not that you care what the others think of you, but you do want to achieve something to ease the watchful superiors off your back.  When you arrived under the auspices of the Baron, you saw a way to cause a bit of havoc - turn the Baron’s ‘loyal’  subjects against him, get a plan to take him out, and then, sit back and watch the fireworks.  The ultimate irony will be if you, the mastermind of the operation, can avoid blame once the s**t hits the fan.  But at the moment, you just want to focus on getting the plan to take the Baron out underway.  You’ve sowed the seeds of doubt, now you need to formulate the plan.





The Others:


Gerry DeMetri:  A bit full of himself, but due to his close connection to the Baron, a useful ally to have on your side.  He is afraid that the Baron has no use for him anymore, and this fear is the lever you used to get him involved.


Nico: His knowledge of the actual drug locations, etc. is useful, though you don’t know whether he can be trusted to remain sober for the duration of the job.


Maria:  One fine lady.  But you can’t let yourself be too distracted.  Once the job is over, however...


Heraldo C:  He knows how to intimidate people and he’s a lot more than just a bruiser.  Quite useful and seemingly loyal to the plan.  Though Go... Lucifer knows why.


Sadie Fisher:  Quiet and new.  Generally untrustworthy characteristics, but she seems to be someone who knows where to get things.











Human Name: Nico


Choir: Habbalah, the Punishers


Demon Prince: Fleurity, Demon Prince of Drugs


Vessel: Human Male/2.  Columbian.  Large. Very large.





Essence: 9


40 Corporeal Forces: 3		Strength:8		Agility: 4


15 Ethereal Forces: 3		Intelligence: 5		Precision: 7


12 Celestial Forces: 3	 	Will: 4			Perception: 8





Attunements:  Habbalah of Fleurity (ingest drug and project effects onto another)


		OD (cause someone totally of their own volition taking drugs to overdose. 


Skills: Small Weapon (knife)/2, Dodge/3, Fast-Talk/3, Knowledge (Drugs)/3


Songs: Charm (Corporeal)/3 (reduces opponents Strength or Agility)


	Healing (Corporeal)/3 (heals physical damage)


	Light (Ethereal)/3 (creates illusions)





The Baron has always been a nice guy to work for, and you have no great gripe against him.  But when the plan came up, you joined in to keep your options open.  Your feigned addiction to drugs excused your unwillingness to fully commit, and you now tend to avoid probing questions by pretending to be stoned, or by being stoned.  Basically, as far as you can see it is this: Alex is out to prove himself, and the others all have motives for removing the Baron.  For yourself, you only want him removed so you can get a bigger role in the Drug War (wont Fleurity be pleased!).  But if things don’t go your way, you can always sell the group out for furtherance within the Baron’s ranks.





The Others:


Gerry DeMetri: His problem is paranoia.  He reckons he’s about to bite the big one so he’s in on the plan.  A bit too Americanised for your liking.


Alexander Carreras: One to watch.  He knows your undecided, and his questions cut too close to home.  His plan, but, in your opinion, he’s too new to be able to run the show.


Maria: There was some kind of relationship with her and the Baron a few years back.  Pretty quiet affair.  Maybe her vengeance is personal.


Heraldo C: Jeez!  This guy needs to loosen up.  You wonder about someone who is as strict and as disciplined a killer as he is.  Far too serious for your liking.


Sadie Fisher: A very useful asset to have on your side when the final curtain falls.  You’d very much like her to be still around then.





























Human Name: Maria


Choir: Lilim, the Tempters


Demon Prince: Malphas, Demon Prince of Factions


Vessel: Human Female/2. Hispanic. Very sexy and very graceful.





Essence: 9


16 Corporeal Forces: 2		Strength:4		Agility: 4


21 Ethereal Forces: 3		Intelligence: 7		Precision: 5


36 Celestial Forces: 4	 	Will: 9			Perception: 7





Attunements:  Lilim of Malphas (control target’s attention totally for 3 minutes)


		Imbroglio (anything said will be taken in the worst possible way)


Skills: Ranged Weapon (pistol)/3, Dodge/4, Seduction/3, Emote/3


Songs:  Attraction (Ethereal)/3 (force target to fall in love with person, thing. Etc.)


	Entropy (Corporeal)/3 (control ravages of time)


	Tongues (Celestial)/1 (send telepathic message to anyone, anywhere)


	Light (Celestial)/2 (dazzle opponent)


	Form (Celestial)/1 (change for, gender - 1 essence per change)


Discord: Geas/2 (keep this quiet!)





Your relationship with the Baron is currently a complicated one.  You owe him a favour, and to a Lilim, that’s celestial currency.  Now it would be nice if he was, em, removed in a permanent fashion as this would make you totally free.  But you can’t do this yourself, as this would be bad to your nature - you can’t hurt those you owe.  Enter Alex and company - the perfect little solution.  Although you don’t trust any of them, you try to keep them together, reminding them that they’ll have to destroy him celestial as well as physically.  You want them to do the dirty work for you, and then you can get the hell out of this country and have some real fun!


	


The Others:


Gerry DeMetri: nice and close to the Baron, but he could cause problems as he an Alexander don’t see eye to eye.


Alexander Carreras:  Wrapped around your little finger - ‘his’ plan was probably due to your subtle and pouting hints.  Useful creep.


Nico: Not as dumb as he looks, and he’s been around these parts for a while. Watch this space.


Heraldo: A killer and no doubt about it.  But I think I can, em, win him over to my side.  If I can just get past that exterior of manliness...


Sadie Fisher: This bitch thinks she can come in here and run the show with Carreras.  It’s annoying that I have to refocus Alex’s attention from her to me.

















Human Name: Heraldo


Choir: Calabim, the Destroyers


Demon Prince: Saminga, Prince of Death


Vessel: Human Male/2.  Hispanic.  Large and muscular.





Essence: 10


48 Corporeal Forces: 4		Strength:8		Agility: 8


18 Ethereal Forces: 3		Intelligence: 6		Precision: 6


21 Celestial Forces: 3	 	Will: 7			Perception: 5





Attunements:  Calabim of Saminga (know what it would take to kill something)


		Natural Causes (remove all evidence from a corpse of it’s cause of death)


Skills: Fighting/3, Ranged Weapon (Pistol)/4, Lying/3, Dodge/2, Move Silently/2


Songs: Entropy (Celestial)/2 (destroy targets psyche and cause mental breakdown)


	Healing (Corporeal)/2 (heal physical damage)


	Projection (Corporeal)/2 (teleport to anywhere previously visited)


	Motion (Ethereal)/2 (telekinesis)





You are a killer and good at your job.  Although your superiors have no problem with drugs, they feel that new blood in the Columbian ranks might just promote Death that bit more.  Your orders are to aid in the killing of the Baron (yes the superiors know), and once that has been achieved, kill all celestials involved.  You have no motivation other than your orders, but you do like your job and have no ethical problems about killing anyone.  However, you don’t like to follow orders to the extent that they’ll stop your own chances at getting a bit at the bigger apple of becoming a player in the Columbian Cartel.





The Others:


Gerry DeMetri: A liar and a weakling, but he proves useful for distracting Carreras.  The more dissension, the easier your job will be once the Baron is removed.


Alexander Carreras:  Small  fish.  Greedy and blinded by his own advancement.  But he may be planning a surprise at the end, so be prepared.


Nico: A demon after your own heart in his concerns for killing people.  Different methods, but a partner in the same crime.  Due respect.


Maria:  Lilim = distraction.  Granted a nice one at times, but you have a job to do.


Sadie Fisher:  Something of a small arms dealer.  She will be useful.  Pity she’ll have to be killed.  Maybe...





























Human Name: Sadie Fisher


Choir: Djinn, the Stalkers


Demon Prince: Valefor, Demon Prince of Theft


Vessel: Human Female/2. Caucasian.  Lithe and nimble





Essence: 9


20 Corporeal Forces: 3		Strength:4		Agility: 8


18 Ethereal Forces: 3		Intelligence: 6		Precision: 6


15 Celestial Forces: 3	 	Will: 5			Perception: 7





Attunements:  Djinn of Valefor (attuned people become servants)


		Swipe (touch object - 9lbs and make it disappear, to reappear later)


Skills: Acrobatics/2, Climbing/2, Ranged weapon (pistol)/3, Lockpicking/3, escape/2, Move Silently/2, Lying/2, Knowledge (Local Contacts - Arms Trade)/2.


Songs: Form (Ethereal)/3 (fade from visibility)


	Light (Ethereal)/3 (create illusions)


	Motion (Celestial)/2 (teleport object (30lbs/essence) check digit in yards)





You like chaos and you like crime.  That’s why this plan of Alex’s appeals to you.  You were on a fleeting visit to Columbia to meet a few ‘friends’ in Sao Laco, and you checked in with the local demonic crowd.  Although the plan doesn’t really concern you, and you’ll be long gone for the repercussions, it’s always nice to be involved in a little mayhem to keep the social calendar full.  Killing the guy may not be your thing, but hey, you’re only here for the fun of unsettling something which has become stale, in your opinion, and it’s not going to be you pulling the trigger.  Selling them the trigger, maybe, but not pulling it.  Let the games begin!  You have a few useful arms contacts in a nearby village.





The Others:


Gerry DeMetri:  As lawyers go, he’s on the right side of the celestial field.  Might be handy to know, and he certainly want to get to know you.  Male vessels!


Alexander Carreras:  The man with the plan.  He thinks he’s in charge.  He just wants to take the Baron’s place.  No fun in substitution, but at least he’s shaking up the status quo.


Nico: A fine breed of chaos if ever I saw one!  Nice guy and a good attitude.  In his more lucid moments, I could even get on with him.


Maria: Don’t know what her gripe is.  Maybe she feels I’m treading on her toes.  Her problem.  I’m just here for the beer!


Heraldo: Gives me the creeps a bit.  Watch you back.


























Things to do in Columbia when your Celestial


An In Nomine Scenario by Colm Lundberg





Introduction


	As you have noticed by now, this game is not accompanied by detailed maps, statistics, etc.  To me, In Nomine is a cinematic game in which the action is more important than the facts, and the surrounding are centred on description rather than accuracy.  That and I’ve never visited Columbia personally.  Honest.  The basic premise is that the PCs want to take out the Baron (see NPCs) - physically and celestially - and the game begins with them deciding the plan.  From there, the players are led on various goose chases, etc., and eventually arrive to confront the Baron, only for a final twist to be added in.  There is very little reading out bits, as I like to give the GM more scope for his/her own creativity.  I just describe the events, the encounters, et. al and trust in your judgement as to where and when to apply the twists and turns.


	If the players want, they can have whatever equipment that they’d assume their character would have, within reason.  As regards weapons, they can have pistols - semi-automatics with 8 bullets, Brownings, Lugers, and thing like that - no high power weaponry.  Those who can drive are assumed to have cars of whatever style they want, again within reason.





The Plan


The game opens with the players having met each other in a private room off a seedy bar in some dust ridden village cum town somewhere in Columbia.  The bar is called Domingo’s, though you can hardly see the name through the dust and general dirt that covers the front of the bar; the town is called San Louisa. It is early morning, Monday  9th July.  The atmosphere is rather like Desperado -  a few fat hairy drinkers, a bartender in the employ of the Baron, the odd burly bruiser in case things get out of hand.  The kind of bar with no customers; just regulars.  The room the players are in is at the back of the bar building, one door leading into the main bar, one door leading out to the dust yard, where whatever cars the party have are parked.    As well as being a get to know your character bit, this is also intended as a time when the PCs can compose a plan to take out the Baron.  Whenever you deem it appropriate, have one player receive a phonecall, either on a mobile or at the Bar.  I would use DeMetri or Nico.  The phonecall is from the Baron and goes as follows (this will be repeated in the Handouts later):


	“The boys in Sao Laco (a village twenty miles South) have run into a problem.  They’re all dead, bar one of the runners.  Find out what happened.”





Sao Laco


	The players proceed to Sao Laco by whatever means, and arrive in what is essentially a village of 50 or so houses surrounded by a large whitewash wall with two main streets intersecting in the centre, dividing the village crudely in four.  There are four gates to the city.  Nico, Alex, and probably DeMetri and Maria will no that it’s used as a storage area for drugs.  The entire place is basically run by the Baron, and the storage house is in the top floor of a medium size villa.


	The players enter to find three bewildered and slightly cowed small-time dealers who were in charge of looking after the stash.  Aside from a few bruises and the odd cut, they are virtually unhurt.  They will tell the players what happened in a fashion of one afraid that their bosses might kill them at a whim.  The story goes as follows:  It was late last night and they were totting cash as usual, ready for the weekly pick-up today.  Suddenly five men burst in the windows and door and took them al by surprise.  Before they knew what had happened they were overpowered an unconscious.  The three will emphasise the fact that their assailants were obviously well trained, and that them being overpowered was not due to any failing on their part.  They reckon that they were probably CIA, FBI or something like that.  


	The inside is more tossed than the dealers, but not to any great extent.  The furniture is all in place, save for two large tables in the floor’s centre, which were made of glass, and are now shattered and the metal frames buckled.  The suitcase, which contained the cash, is open and all that remains of ½ a million American dollars is a pile of ash and the odd charred bit of note.  A successful Perception roll will tell anyone inspecting the case that while the cash is quite obliterated, the suitcase is only slightly charred and sooty.  The stash of cocaine has been thrown out the window and the powder scattered in the soil of the first floor flower-bed and is quite irretrievable.  None of the locals will have see or heard anything, as per usual.


	The operation was carried out by a squad of angels (See NPCs) who are waging war on the drug cartel and have chosen the Baron’s operations as their next target.  Anyone rolling 666 or succeeded their perception roll by 6+, will detect a hint of Symphonic disturbance caused by the angelic Songs used in destroying the stash.


	The group may report straight back to the Baron, or may decide to visit Sadie’s friend - the arms dealer.  Tracking the angels will be quite impossible, even with the knowledge that they ‘re celestial.





The Arms Dealer.


	The arms dealer (see NPCs) appears to be your average Joe mortal, albeit with an extensive armoury.  He has rifles, automatic weapons, bazookas and mortars, grenades, launchers, landmines, all assortments of hand-held firearms.  No serious artillery or vehicles.  Basically anything that can be hand-held and hidden.  Use your discretion.  The dealer is Columbian and goes by the name Kino Moucha.  He will trade the PC’s most weapons - an uzi is about $1,000, a bazooka about $4,000 or so.  Assume the cash rolls of the players is d6 thousand dollars.  He knows nothing about the events of the previous evening, but wants to assure them that if their boss needs any help, he’ll only be too happy to provide assistance.  He might be able to get an armoured car.  He is almost a little too eager to lend assistance.  


	Kino is really working for the CIA, and has wormed his way into Sadie’s network under false pretences.  His stationing in Columbia is part of the mortal attack on the cartel - he has no celestial knowledge.  He is mid-twenties, well built but not large, and has a hairline moustache.  He wears an armless vest with bottle green combats and steel toed docs.  He wants to get close to Sadie’s drug contacts, but doesn’t want to push it too far - they’re only acquaintances and business associates.  Nonetheless, he will make good his offer about the car if the mention it to the Baron.





The Baron’s Reaction


	Needless to say, the Baron will be pissed off.  The fact that the men were not killed leads him to the suspicion of divine intervention.  He orders the players to take whatever resources necessary to take them out.  A free hand for stockpiling on weapon, etc. to take out the Baron.  He will double his guard on all other sites, and contact his CIA double agent and ask him in the players presence of operatives in Columbia.  He’ll learn of a few, but Kino will escape the net.  The Baron orders the PCs to guard the next shipment at a deserted airstrip 50 miles south of his ranch the following day.  He then dismisses them.


	The Baron knows of their intended treachery from the barman of Domingo’s, provided they talked about it.  Failing that, he wants them removed anyway, for his own reasons.  The airstrip is a trap set by him to take them out physically.  He’ll let Hell and their superiors sort it out after that.  He is assured of Fleurity’s protection, so it’s not his problem.  He’s just ‘following orders’.  He is concerned about the interference with his operations, but he has other minions to take care of such matters.


	The PCs have the rest of the evening free.  If they hang around the Baron’s complex, the talk will generally be about the increase in guards and the Baron’s plan to set up a task force to go down to St. Benidictos (a town 35 miles eat of Sao Laco), where he believes the next hit will occur.  The PCs may wonder about them not being the task force, but they’ll probably feel that they have more important things to do at the airstrip.  If they decide to go to St. Benidictos, see St. Benidictos below.





The Demon Prince


	Late that night, if the players are still in town, they hear a rather loud ripple in the Symphony.  Those rolling a 6 on their detection rolls will know that Fleurity has paid the Baron a visit.  Those rolling 3+ will just get something about a Celestial Superior appearing in the direction of the Baron’s complex.  Needless to say, if they investigate, the Baron will not let anyone into his private sanctum under any circumstances whatsoever.  Anyone forcing their way in will have Fleurity to deal with - he doesn’t like his meeting to be interrupted.  He wont do anything - their the Baron’s minions, and it’s up to him to discipline them, but he should frighten them a bit.  The Baron will be pissed off if the try to disturb him, furious if they do.  He will throw them out shouting and snarling, and threaten to kill them if they don’t leave immediately.  Their plan to kill him may be hastened!





The Airstrip


	If the players decide to go to the airstrip, they will find it abandoned, its buildings broken and empty, and the runway in a state that no plane could conceivably land without serious damage from the debris of rocks and metal and car shells that litter what’s left of the runway.  As their cars pull up, a brief staccato eruption from a high powered machine gun will issue from the remnants of the tower.  Whether they return fire or not, they will sense a ripple in the Symphony of a mortal being killed.  Technically, he isn’t being killed, but he is dying from wounds inflicted a few minutes ago, his last action being firing at the party.  If they inspect the tower, they’ll find a big gun resembling an anti-aircraft weapon and four dead men.  The Baron’s men.  If they ring the Baron, he’ll react cagily, assuming the PCs killed them and trying to gauge their reaction.  Anyone with a successful Emote roll who’s listening (or Perception -1) will detect a strain of tension and surprise in the Baron’s voice when he hears of the dead men, and concealed anger if the PCs ask him what their next move is.  He’ll just tell them to find the killers.   


	A closer inspection of the bodies, especially by Heraldo, will indicate with a successful perception roll at -2, that the bodies were actually minor soldiers of Satan.  The have satanic insignia tattooed about their person, and the essence escaping them is greater then a normal mortal’s.  They were actually killed by the same group of angels marauding around the Baron’s spots.


	A successful Tracking roll (or perception -2) will indicate rough tyre tracks heading west into wasteland.  There are no working vehicles in the area belonging to the dead men.  The demons are under no obligation to pursue, but if they do, see Pursuing the Angels below.  If they their way back to the Baron, they will be intercepted by some more of the Baron’s me, see Reinforced Ambush.  If they hang about, Kino led some CIA friends to locate them, as he has been following Sadie’s trail at a distance, see CIA below.





Pursuing the Angels


	If the PCs really want find the angels, it shouldn’t be too difficult.  They will find themselves in a pretty equal fight, and not one from which they’re going to emerge unscathed.  The angels are camped in the sheltered side of a rise about 10 minutes drive from the airstrip.  They will be alerted by any songs the players use, or failing that, the sound of the car approaching.  They wont openly attack unless the PCs reveal themselves as demons.  The will be armed and ready and dissuade the players from further contact, telling them to go back after asking them where they came from, are going to, etc.  If the demons offer their aid in taking out the Baron, the angels wont refuse outright.  Use your own judgement as to whether the angels will join in for a mutually desired result.  The demon’s argument will have to be bloody convincing, but it’s not impossible.  If the angels aren’t convinced, or the demons provoke them, they will attack, but they’ll flee if they’re getting carved up or carving the demons up enough to slow them down.  


	This encounter can go a number of ways.  Bear in mind the angels wont know the demons, and the demons wont know they’re angels until something happens to reveal their nature.  The angels will not use songs in the PCs presence.  If the demons do, the angels will know they’re celestial and enquire.  If the angels joining forces, the players may proceed onto the Baron’s, but they will still be interrupted by the Baron’s men, and maybe the CIA.  If the demons flee, the angels wont pursue.  If the angels flee, allow them a narrow escape: They’ll be back, but whatever wounds they have sustained wont be fully healed.  The angels all have Columbian vessels, male, mid-twenties to early 30s, burly and gruff appearances, and all carry uzis and pistols.  The drive two 4 wheel jeeps, something like the big Suzukis.  








Reinforced Ambush


	Whether or not the angels are with them, if the PCs return to the Baron’s area that night, they’ll run into another force of men sent by the Baron to ‘escort’ them to a private meeting in a villa in Sao Laco (sound familiar?), who block the road in with one large pickup truck and one rough old cattle wagon style truck (bigger than a pickup, but same style, with a cage of wood over the back).  They will be asked to surrender their weapons or be beaten up and restrained.  There are about twenty men, all armed with guns - from pistols to AKAs.  If the party resists, they’ll be battered, but take a few guys down with them.  Some demons may flee successfully - they’ll need to make it good - and they wont be looked for - the Baron has a timetable.  But as the group leave, they’ll shoot out the tyres of the demon’s cars if all the group haven’t been recovered (assuming they haven’t escaped in the cars, of course).  If, by some sheer twist of insanity, the party actually manage to kill all 20 men - possibly by demonic intervention - have one of twenty’s phone ring.  It’s the Baron wanting to know if the demons have been apprehended.  If he recognises the demons, he’ll rant and rave and tell them to leave Columbia or he will track them down and scatter their essence to the winds, etc. etc. 


	If the demons haven’t met the angels, and start using songs or kill the men, the angels will be alerted and appear at a time when the fighting dies down, or when the group leaves.  They wont interfere, but will follow the players at a distance.  If the CIA haven’t appeared already, Kino will arrive on the scene just outside Sao Laco.  If the players journey to the Baron’s complex, watchers will alert the Baron, who will teleport to wait their arrival and order his men there to arms.  





CIA


	The thwock-thwock of a chopper is heard over the airstrip.  It’s a Huey with fully-functional machine guns.  The PCs could assume that this is the drop the baron mentioned.  However, the chopper contains five men in black( see NPCs), armed with Kalashnikovs who will tell the demons to surrender their weapons and lie face down on the ground. With typical American subtlety, the legend “CIA” is emblazoned in white across their bullet proof vests (Protection mod. 2/4 against firearms).  They will cuff the players and take them to Sao Laco, blissfully unaware that the Baron himself is already there and has captured Kino.  If the PCs are taken, they may cause havoc in the chopper - bear in mind none of them can fly, and if they have songs at level 1 or 2, they’ll need to perform hand movements to use them.  If they do silly stuff like kill the pilot, they will crash, but the crash shouldn’t kill them provided the get away from the crash before it explodes.  But they should emerge VERY damaged, their vessels at destruction’s door.


	As the CIA near Sao Laco, they will radio Kino with a progress report.  Kino will answer, but at gun point from the Baron’s men.  Successful emote roll to detect the tension in his voice.  The chopper will be shot down just as it land, the CIA men killed (which will alert the angels if nothing else has yet), and the PCs roughed up a bit and taken, cuffed as they are, before the Baron.

















Sao Laco II - Confrontation


	Right.  Here’s the tricky bit.  Depending on what the PCs have done so far, this juncture can be approached from a number of different angels.  Maybe the players are assaulting with the angels.  Maybe their bound and battered.  Or maybe they’ve taken a completely different route.  They could even have followed the Baron to his original place, but the details of men can be the same.


	Sao Laco has been turned into a fortress, its gates closed and barred, men pacing the wall like medieval guards, one every 10 feet or so, rifles aloft, expressions alert and ready.  There are about fifty men in the village in total belonging to the Baron, most of which will be on the walls, the rest - about 10 or 15 - will be in the villa they PCs have already visited, which the Baron has taken over.  It may be possible to sneak in the city, but the men are pretty vigilant, and it wont be easy.  If they try to find Kino, they’ll find his body crucified to the door of his house, with the slogan “CIA Scum” written on the wall in his own blood.  The Baron found out.  Sadie will not be pleased.  


	The Baron will not kill the PCs outright, but will question them.  Why the plan?  How did they think it would work?  He’ll generally taunt and gloat.  The barman from Domingo’s will be standing to his right - the informant of the PC’s plan!  The Baron has taken his time turning the villa into a torture chamber and intends to inflict a great deal of pain before destroying their vessels and ripping their weakened Wills to shreds in Celestial combat, destroying them forever.  He will tell them so with great relish, after all, what evil boss doesn’t, Mr. Bond?  Just as he’s about to begin the evening’s fun, his mobile will ring.  After an angry greeting, his voice will drop into subservience - even bosses have bosses.  He will usher all other people out of the room, and take his call as far away from the players as possible.  Snippets they catch should be along the lines of “yes, sir” and “no problem” and “whatever you want”.  This will be the only chance the PCs will have to escape, and if they do the Baron will launch him at them attacking them Celestially, the weakest first.  Men will flood the room, see the Baron’s form inert, and those who aren’t driven temporarily mad by seeing the Celestial forms (take their Perception to be 4) will open up on the bodies of the PCs, whether they have been left by Celestial forms or not.  If the angels aren’t here yet, they will be now, and will rush in, subduing the men and attacking anyone who survives the fray.  If they’re siding with the demons, they’ll probably succeed in killing the Baron, or at least driving him away, ensuring that the demons take more damage than they do, and then they will turn on the demons.  The residents of Sao Laco will stay under their beds not hearing or seeing anything.


	If the players manage to survive all this, they’ll still have whatever men are left to deal with.  If they come up with some inspired plan for escape, or get demonic intervention, they could come out of this with their lives.  If they succeed in killing the Baron, angels, CIA and showing the Baron’s men they mean business (they wont die to man, but will surrender if more than half their number are taken down), and stay in Sao Laco for an hour or so, Fleurity will appear.  He will be calm, congratulate the PCs on their success, ask them to clean up the mess, reward them, and then ask which one of them will take the Baron’s place.  They’ll probably turn on each other then, and you can sit back and watch the fireworks.  Or you could just leave it there.





Nuts and Bolts


	If you find yourself with time left, or you need to fill in bits, remember that Columbia does have a police force and the PCs are not immune to the law, especially if they wander around toting guns in the open. Also, if the players decide who gets to replace the Baron, or agree on a share in the profits, they still have to convince the Baron’s men, Fleurity, and the Baron’s customers of their worth and reputation.  Hopefully there wont be that much time left - the description are intended to take as long as you want, and the dialogues should be extended a bit - it’s a cinematic game, and personally I’ll be thinking of a cross between Dusk Till Dawn, Desperado, and Clear and Present Danger for mood and dialogue style.





Conclusion


	The PCs will more than likely be killed, but it is not essential.  It’s really up to you.  I apologise if you don’t like the fact that there are no bits to read out, but I find that individual GMs should be allowed to play with their own style in convention scenarios, and, hell, if you’re willing to GM this, then you must have experience of some kind.  Any questions can be answered at a briefing before the game on Sunday morning (ack!) .  Thanks for Gming this!


	Colm Lundberg
















































































NPCs


The Baron


Choir: Balseraph, the Liars


Demon Prince: Fleurity, Demon Prince of Drugs


Vessel: Human Male/4.  Caucasian. Burly, a young Marlon-Brando.





Essence: 12


80 Corporeal Forces: 4		Strength: 10		Agility: 6


36 Ethereal Forces: 4		Intelligence: 9		Precision: 7


28 Celestial Forces: 4		Will: 7			Perception: 9





Attunements:  Balseraph of Fleurity (impose addiction for four hours)


		Habbalah of Fleurity (give effect of drug to someone else)


		OD (cause someone freely taking drugs to overdose)


		Score (find drugs anywhere)


Distinctions:    Knight of Addicts (detect addictions)


		Captain of Chemistry (double strength of any drug, including caffeine!)


		Baron of Good Trips (first trip is amazing)


		


Skills: Fighting/3, Chemistry/3, Knowledge (Area)/3, Knowledge (Drugs)/3, Ranged Weapon (Pistol)/3, Dodge/4,  Detect Lies/3, Small weapon (Knife)/2, Savoir-faire/2, Tactics/2


Songs: Attraction (Celestial)/2 (resonance of Djinn and Cherubim)


	Charm (Corporeal)/3 (reduce Strength or Agility)


	Charm (Celestial)/3 (reduce Will or Perception)


	Entropy (Ethereal)/2 (nightmare visions)


	Motion (Ethereal)/2 (telekinesis)


	Projection (corporeal)/3 (teleportation)


	Shields (all three)/3





Angels (6)


(all the same for the sake of convenience)


Choir: Malakim, the Virtues


Demon Prince: Laurence, Archangel of the Sword


Vessel: Human Male/2.  Caucasian.


Essence: 9


30 Corporeal Forces: 3		Strength: 6		Agility: 6


15 Ethereal Forces: 3		Intelligence: 5		Precision: 7


21 Celestial Forces: 3		Will: 7			Perception: 5





Attunements:  Malakim of Laurence (add ethereal forces to resonance)


		Hunt (track anyone they have fought with, unerringly)


Skills: Fighting/4, Ranged Weapon (pistol - swords, of course)/3, Large Weapon(sword)/2, Dodge/2,  Driving/2, Acrobatics/2, 


Songs:  Shields (Corporeal)/3


	Wings (Corporeal)/3


	Motion (Celestial)/2


	Form (Ethereal)/3





Average Baron Thug


 Essence: 5 (can’t spend this consciously)


8 Corporeal Forces: 2		Strength: 4		Agility: 4


6 Ethereal Forces: 2			Intelligence: 3		Precision: 5


1 Celestial Forces: 1			Will: 1			Perception: 3





Skills: Ranged Weapon (Pistol)/2, Dodge/2, Fighting/3, Small weapon (knife)/3, Large Weapon (club)/2, Driving/3, Knowledge (Area)/3, Knowledge (Drugs)/2





Average CIA Guy


Toughness/1


Essence: 6 (can’t spend consciously)


12 Corporeal Forces: 2		Strength: 4		Agility: 4


8 Ethereal Forces: 2			Intelligence: 4		Precision: 4


6 Celestial Forces: 2			Will: 3			Perception: 5





Skills: Fighting/3, Ranged Weapons(general)/3, Dodge/2, Driving/2, Computer Operation/2, Small Weapon (general)/3, Electronics/2, Emote/2, Fast-talk/2, Knowledge (Criminology)/3








	







































































	





	





















































