How to Run Sacrificial Lambs in Ten Minutes
What follows is a very brief summary of the group’s backstory and the general plot arc for the game. More details will follow after this, but hopefully reading over this will give you a good idea of what you need to do and where you need to go with the game in a three hour period. Also it neatly summarises the backstory so you can explain to the players who they are and what they’re doing.

The throng started with Old Ben Joad. An Ulgan many years on his Pilgrimage, he struck up a lasting friendship over the years with Slim Stephen the Frankenstein and Absalom the Tammuz. Shortly after they started travelling as a group Ben created Sarah Allgood, to whom he was as good a father as a Promethean can be. In time Alex Ford joined the group to study Ben (an old and well-known Promethean) and his history, and decided to stay with them. The throng was completed three years ago when a newly-created Galatea, Melody, joined and Sarah created her own first progeny, Sariel. This is when everything changed.

Two years ago Ben attained the Golden Dawn and became human. Out of respect for the life he had earned for himself, the throng agreed to sever ties with Ben, who would now be subject to Disquiet. Shortly afterwards Sariel, who was walking the path of Cobalt (the study of human weakness, sin and impurity) left the group also, declaring she needed to strike out on her own. Neither Sariel nor Ben were ever heard from again until a week ago, when the messages from Sariel started arriving.
Through methods that are unclear to the Throng Sariel has been leaving notes and messages for them wherever they go, warning them that Ben is in danger and that she needs their help to save him. The group’s feelings are mixed at seeing Ben or Sariel again, with some members (such as Absalom) feeling they had no right to interfere in Ben’s life and some members (such as Melody) bitter at Sariel for leaving them. However, after some debate it was agreed that it would be best to seek Sariel out and help Ben if they can, and therefore the throng have agreed to travel to the City, where Absalom has prepared them a lair as base of operations.

On arriving at the city, it rapidly becomes apparent that Sariel may have turned away from the Pilgrimage and become a Centimanus. Pandorans are occasionally spotted but do not attack the throng, suggesting they are being controlled. The messages from Sariel become more frequent and take on a strange, threatening tone. 

The game begins at this point, and ideally what should happen is that they’ll try to find Ben, to discover that Sariel has kidnapped Ben and disappeared with him. They must then attempt to find her and deal with her – she is their responsibility, Sarah’s in particular. They don’t necessarily have to kill her, though she does have Pandorans under her control and will be attempting to kill the group. She has also killed Ben and attempted to make a Promethean out of him. It may be that with this revelation the party will make no attempt to spare Sariel at all and simply end the threat she represents to them and others around them.

NPC Stats
Old Ben Joad

“What’s going on? Why do I remember you? Who... who am I?”

A long time ago a Promethean called Ben Joad was made. For most of a century Ben walked the Pilgrimage, improving himself and acting as a Shepherd (a Promethean who aids others on their Pilgrimages) to any who asked. In the last years of his life as a Promethean, Ben became the heart of a throng, consisting of his progeny, Sarah Allgood, Slim Stephen, Absalom and Alex Ford. Shortly after Sarah created her own progeny Sariel and a young and confused Galatea called Melody Nelson joined the throng, Ben underwent the Golden Dawn and earned his final, well-deserved rest as a human being. That was two years ago.

Benjamin Joad has been kidnapped by Sariel and is currently being held as she makes preparations to turn his body into a Promethean. Having forgotten much of his Pilgrimage, Ben has no idea what is going on and is understandably terrified. It’s most likely he’ll be dead by the time the throng find him, but if they’re fast enough they could save him. Ben retains his kind, giving nature and is unusually resistant to Disquiet, but he’ll be much too terrified to be any use.
Generic Pandoran

What happens when a Promethean creation goes wrong, Pandorans are abominations of flesh fuelled by Flux, the chaotic, destructive side of Azoth. The body disintegrates into hordes of small to medium-sized skittering, slavering creatures. They mindlessly, ravenously hunt down Prometheans to eat their Azoth, killing them permanently. Pandorans turn to stone when not around sources of Pyros or when seen by humans unless a Centimanus is telepathically controlling them and feeding them Pyros. These Pandorans are completely under Sariel’s control and will obey her telepathic will as long as she remains conscious.
Attack Pool: 6 dice 
Defense: 3 Health: 5 levels 
Special Powers: Whenever a Pandoran deals damage to a Promethean he also steals a point of Pyros. This Pyros increases their attack pool for their next attack by one die. This effect is cumulative. Prometheans killed by a Pandoran cannot resurrect.

Sariel, the Angel of Decay

“Hello, Mother.”

Sariel was Created by Sarah Allgood, and is a former member of the Throng along with Old Ben and the other Prometheans. She walked the Path of Cobalt, the study of human sin, vice and depravity. The path of Cobalt takes you some pretty dark places, and Sariel began doing some pretty morally questionable things, things which started taking a toll on her sanity (not to mention cause her to develop a fairly myopic view of humans as monstrously depraved). After Ben became human she was unable to reconcile the kind mentor figure she’d had with the human he’d become, and decided to leave the throng to try and find her own path, as well as experiment free of Sarah’s influences. It didn’t take long for her disgust with humanity to grow in to total misanthropy, and ultimately she abandoned the Pilgrimage, embracing Flux and the path of the Centimanus, a Promethean who taints themselves with Flux and gains command of Pandorans... as long as she can find Prometheans to feed to them. Long since driven insane by her hatred and the actions of Flux on her body and soul, Sariel has lured the Throng and kidnapped Ben to enact her revenge on them all for the crime of her existence – she will kill Ben and make the corpse a Promethean (or a Pandoran, she doesn’t care which) and kill Sarah personally as her pet Pandoran horde tears the rest of the throng apart.

Attack Pool: 6 dice  Defense: 4 (2 of this is armour from chitinous skin) Social Pool: 7 dice Pyros: 11 (2 per turn) Willpower: 5 

Special Powers: Sariel has access to the Aura Sight and Shock Transmutations and the Ephemeral Flesh Bestowment (detailed in Absalom, Slim and Sarah’s character write-ups respectively). Her mutated body also grants her unique powers. She has thick, chitinous layers of skin (her face remains unmarred) which increase her armour. She has grown massive, black-feathered wings which she usually folds around herself and covers in a heavy coat. These wings may be used to make a bashing-damage buffet attack as well as allow her to fly for short distances. Finally, her fingers have lengthened to cruel spikes, allowing her to inflict lethal damage with her hands. She prefers not to fight directly however, relying instead on her small horde of Pandorans (15 in all) to do the fighting for her. She has complete telepathic control over these creatures, but if she were ever knocked unconscious they would be as likely to attack her as anyone else.
Areas of Interest
The City is divided up into four areas. Two are of particular interest.

Old Quarter: The throng’s lair and Ben’s apartment are both located here.

Chinatown: Adjoined to the Old Quarter, Chinatown houses Sariel’s art gallery and the homeless shelter Ben used to volunteer at.

Business District: Ben held down a job in a bookstore in this area.

Industrial District: Nothing of interest here.
Overview
Ok, so this is the part of the game I hate to write – the plot. I’ve always got it in my head, I find writing it down difficult. So what I generally do is I give you everything you need to run the game and then create three or four flashpoints that need to happen for the plot to continue, with some suggestions for how they might want to get there. It’s not ideal I guess, but it’s the best I can do and I hope that with this and all the other material I’ve included you can run something awesome for everyone. I have faith in you, person I don’t know! Anyway, for this particular game, there’s the opening scene in the lair, and then there are three separate flashpoints – finding Ben’s apartment, tracking Sariel, and the showdown in the art gallery. How you connect these is largely up to you – the characters are statted out in such a way that between them they should be able to deal with most physical, mental or even social situations – but I’ll offer a few suggestions too. Essentially, the idea is that the throng seek out Ben and Sariel in order to aid Ben/confront Sariel/avenge Ben/save Sariel from herself/nuke the site from orbit etc. The other big theme in the game is tone – the game can be run in a pretty straightforward way or it can be big on character interaction and heavy roleplay. If the players get big in to the character interrelationships and so on then you want to run it heavy and serious, and if they just treat Ben as a McGuffin and go in all guns blazing it can be that kind of game too. You’ll know pretty quickly what kind of table you’ve gotten.
Main Scene 1: the Opening

The Throng are recently arrived in the city, and have made a dry secure lair for themselves in an abandoned subway station – it even has electricity! They’ve scrounged a TV and a functioning computer and hacked the local wifi. Thus far failed to find Ben by any of the usual means (searching the wasteland areas, checking for pilgrim marks – a kind of glyph system prometheans use to leave each other messages and warnings – trawling the sewers, that kind of thing). The simple fact is, the throng aren’t used to looking for humans at all, and they don’t really know where to start. Ben’s got a phone book listing as well as contacts in a homeless shelter in Chinatown and a job in Young’s Interesting Books in the Business District. Finding Ben isn’t difficult once the prometheans start thinking like humans (the lair Absalom has set up for them in the sewers does have an internet connection after all) but if they become completely stumped then you can have Sariel drop them a message instead.

Sariel’s messages have been appearing on pieces of paper stuck to doors they had to go through, scrawled on walls in alleys, and other unusual places. They were always marked with pilgrim signs or drawn in such a way that it drew the eye – she wanted to find them. The odd thing is that the Prometheans couldn’t sense her presence at any time – all Prometheans can sense each others’ Azoth at a distance. The first messages, which drew them to the city, tended to be fairly tame but designed to raise concern – ‘Ben’s in trouble’ – ‘You need to find me’ – ‘We don’t have much time’. However, the messages they’ve been receiving in the city are much more threatening and bizarre in tone. Things like ‘You’ll be too late’ – ‘You are responsible’ – ‘The sins of the fathers’ – stuff like that. Sariel has been using Pandorans to leave her messages, and only Alex can even attempt to sense those coming. If the group aren’t getting anywhere in their search in a reasonable amount of time, have a note be slipped under the door with Ben Joad’s address written on it – ‘415 Wollstonecraft Mill’. It’s a respectable if somewhat grubby apartment building on the outskirts of the Old Quarter, maybe half an hour’s walk from the lair. Alternatively you can have the party find out about the soup kitchen or the bookstore first – it’s up to you.
Anyway, they should fairly soon be on their way to find Ben.

Section Two: On the Hunt
Based on their attempts at research at the start of the game, there are three possible places this part of the game can start at – the apartment, the bookstore, or the soup kitchen. All these places involve interacting with humans to some degree, so be sure to play up the gradual increasing suspicion in the eyes of the humans they interact with. 

Wollstonecraft Heights – A low-rent but clean apartment block in the Old Quarter, Ben Joad’s apartment is on the 4th floor of this apartment building. The only human they’re likely to interact with is the doorkeeper Lenny, an obese middle-aged man who has the greasy air of the classic pervert. Lenny hasn’t seen Ben in three or four days, and won’t give up much other information. If pressed, he’ll make mention of a woman in a long overcoat, hooded, that came to visit Ben the night he left. He doesn’t know much else. 
Should the throng manage to somehow get Lenny away from his desk by force or through Melody’s charms they may search with a Wits+Composure roll. Success reveals the surveillance tapes for the lobby (24 hour tapes) and an ageing VCR used to record the feed, which can easily be stolen to allow the tapes to be reviewed in the lair. (Reviewing the tapes reveal the mysterious visitor to be Sariel. She’s wearing a heavy long black coat with the hood up, and appears to be wearing a backpack under the coat – her wings.) There is also a ledger on the desk – Ben last came in three days ago, corroborating Lenny’s story. He signed out last around midnight. The ledger lists his apartment number as 415, as Lenny will tell them, and a spare key can be found on the rack behind the desk. On reaching Ben’s apartment door, the throng will find a pilgrim sign carved into the wood – the sign for ‘Home of a Redeemed’ – a recognised request to be left alone. The lock is easily picked should they not have a key.

Ben’s apartment is neat and sparse, lined with all sorts of books. He lives alone and keeps to himself a lot of the time. Searching the apartment will reveal payslips from Young’s Interesting Books as well as a picture of Ben in a Tse Hu Soup Kitchen t-shirt with his arm around a smiling woman in early-middle-age in a similar t-shirt. A successful Wits+Composure roll will turn up Ben’s diary. A read reveals that Ben has forgotten much of his Pilgrimage, but is tormented by dreams of the throng and his old life. There are pages of pilgrim glyphs copied out, with notes suggesting that Ben is trying to figure out what they mean and why he knows them, as well as a note dated a week ago saying ‘Etched this symbol on door. Felt right somehow.’ Also dated a week ago, and every entry up to his disappearance, are entries detailing strange phonecalls with a woman who claims to understand his problem and be willing to help. The last entry reads ‘Agreed to meet with S. Tonight. I will find out what’s happened to me.’ The only other item of interest in the apartment is a walking staff carved from seawood that all the throng recognise as being Ben’s, an item he made himself from driftwood on a beach in New England a decade before. It is the only reminder that this human had another life that lasted almost a century.
The throng may go from here to either the Soup Kitchen or the Bookstore.

Tse Hu Soup Kitchen – Located in Chinatown, the Soup Kitchen was a place Ben apparently spent a lot of his time. The throng may go there and speak to a woman named Alice – the woman from the picture. She’ll be quite concerned for Ben’s whereabouts (he never misses a shift) and will tell the throng anything she knows before the distrust of Disquiet sets in. Alice is in a relationship with Ben, though she won’t admit that straight out – and will confirm that the last anyone’s heard of him was three days ago. She’ll also mention that Ben talked about a niece coming to town to visit – a Sarah or Scarlet or something like that. She’ll give them the address of his apartment as well as his place of work should they not have visited there already. They may search the soup kitchen, but they’ll find nothing of interest.

Young’s Interesting Books – An old and elaborately laid-out bookstore in the Business District, Young’s is currently being staffed by Mr. Young, who is quite put out that Ben hasn’t shown up for work – ‘Not like him. Not like him at all.’ Mr. Young knows less than Alice about Ben’s ‘niece’, but he will provide the address of the apartment and/or soup kitchen, and mention that Ben was talking about meeting someone at the Oriental Museum of Art in the heart of Chinatown, even though it’s been closed for renovation for six months. Searching the bookshop won’t turn up much useful, unfortunately.

Random encounter!
If the game is moving too quickly or two slowly, you may want to have the Throng notice (or even fight with) a small group of Pandorans whilst travelling from one location to another. If the players seem up for a scrap, throw a couple at them – Sariel wants to spook them but not kill them yet – or alternatively leave it out and concentrate on the big fight at the end. Also, you can have them receive more messages of a more and more threatening disposition, as well as have Alex sense the faint tinge of Flux in the area around them.
Part Three: The Final Act
This part  of the game can either be the longest or the shortest depending on the way the game has been going so far. There are two areas of note in this section, both in Chinatown and adjacent to one another. The garage is optional, and mostly exists to give resourceful players supplies with which to fight the Centimanus.

Joe’s Garage and Auto-Repair – Located beside the Oriental Museum, this garage serves a canny Promethean as a wonderland of useful Pandoran-killing tools. The throng may pass it by completely, but if they’re suitably suspicious of an ambush then you can always have them roll Wits+Intelligence to have the idea occur to them. The garage is locked up but easily broken in to, and is a haven of useful things like car batteries, arc welders, canisters of natural gas or petrol, and so on. They may want to kit up before going in to combat. If it’s not that kind of game though, you can leave this out.

The Oriental Museum of Art – The setting for the climax, the name is a little bit of a misnomer – it’s currently running a Mesoamerican native art expedition. It is also Sariel’s base of operations. The layout is largely up to you, but there are some things to note.

· General layout: the museum is a two-storey building that extends long from front to back. It has a main electrical transformer on the side (damaging this will cut power to the entire building) as well as five internal fuse-boxes: two top and two bottom, one of each at the front and back of the building respectively, as well as a fifth for the basements. Destroying that fuse box will cut power to that section of the building. It’s a series of interconnected display rooms containing displays and installations of art. Sariel has set up in an Aztec sacrificial rite room at the back of the top floor. They’ll sense her as they draw near the building, and if Sarah reads her Azoth she’ll know her taint instantly.
· Basement: The storage basement is where Ben is located. His current state should depend on the party’s behaviour and how cruel you’re feeling at the time. You have three options: Ben is dead, Ben is alive, or Ben is a Promethean/Pandoran now. You can choose this or alternatively roll 1 d10. On a one, Ben has been murdered and his body made into Pandorans. On 2-7 Ben is alive and largely unharmed. On 8-10 Ben is dead and his body has been reanimated as a Promethean. This Promethean will be unnamed, still incapable of speech, and utterly terrified as well as completely harmless.

· The Wasteland: Sariel’s been in this one place too long and the Wasteland is starting to set in. As an Ulgan, her presence is wearing the line between the human and spirit worlds far too thin, and they’re starting to bleed in to one another. Also, her continued presence is driving the local spirits quite literally insane. Sarah will feel this Wasteland when she enters, and the spirits may attack the party (use the Pandoran traits, save damage is bashing and they do not have the Pyros-stealing power.) This may easily be countered by Sarah’s Orphean Song however. Not dealing with the spirits will make the final confrontation more difficult, however.

After this point, what happens next is really up to you. You can have them talk it out with Sariel, somehow talk her down from her murderous, insane desire for revenge. You can have them fight it out with Sariel and her Pandorans and kill her. You can have them leave and get ice cream. It’s the end of the game that almost never sticks to the plot, and thus is the hardest to write. You’ll be fine, I’m sure. The Prometheans will either win or die, Sariel will either win, submit to rehabilitation or die, and Ben will either be saved, die and have to be killed, or die and have to be protected and taught to take up the Pilgrimage once again. Everything else is gravy.

But What If:

There are a myriad of ways any plot can be derailed or diverge, but the most obvious to me is that the throng learn about Sariel and decide to force her to come to them on the grounds that she’s clearly invested in them staying and doesn’t care if they know she’s a centimanus (she’s not hiding it well.) In this case the play should largely play out as above, except the throng may attempt to dictate a place of their choosing through a message they leave for Sariel. You’ll have to be prepared for this eventuality, but to be honest you can sneak the basic shell I’ve given for the museum in to anything and call it good. Vague for the win!
Well, that’s everything I can think of. I apologise for the vagueness of this scenario, but I really never have been one to write extensive multilayered plots. I know too well what players do to those. Instead I’ve done my best to give you everything you need to run the game and a skeleton of a plot you can hang a game you can call your own on. It just seems more fun to me that way.

Knock ‘em dead! Also, buy me a drink later. I like Guinness.
