


Name: Philip Methenian


Choir: Seraphim, the Most Holy


Superior: Dominic, Archangel of Judgement





Resonance: You are attuned to truth, and can sense lies on a successful Perception roll


Essence: 9


Vessel: Human Male, Level 2. Caucasian, mid 30’s.  Medium build, dark hair, penetrating brown eyes.


Role: Lawyer level 4, competent and well known in your firm, Kennedy & Regas.








Corporeal Forces: 2		Strength: 4		Agility: 4		HP: 16


Ethereal Forces: 3		Intelligence: 7		Precision: 5		HP: 21


Celestial Forces: 4		Will: 9			Perception: 7		HP: 36





Attunements: Seraphim of Dominic.  May add Celestial Forces to Resonance Roll.  


		Incarnate Law.  Instinctively know law of locality and state.


Songs: Celestial Charm/3 (makes victim highly open to suggestion), 


	Celestial Entropy/3 (powerful attack on victims psyche)


	Corporeal Entropy/3 (control ravages of time.  May age things)


Skills: Law/4 (Int), Fast-Talk/4 (Will), Computer Operation/3 (Int), Dodge/3 (Agility), Driving/2 (Prec.), Latin/3 (Int)








Philip has been on Earth in the city of New York for the last 2 years.  As a Seraphim, he is much removed from understanding the daily activities of humanity, but he knows his job well and this has forced him to deal with people and human things like computers, so he’s not as distant as some Seraphim.  His social skills still leave much to be desired, however.  


	  He is an angel of judgement in every sense of the Word.  Truth is his watchword, and he would rather die than acquire dissonance.  He currently has several assignments.  His first priority is to watch over Sara, and Ofanim of Eli with far too much dissonance and who he suspects of attracting the wrong crowd.  Philip is assigned as a watcher, to report if anything untoward becomes of her.  Simple enough, but there is a slight problem.  Philip is quite attracted to Sara on all levels, and he wracks his conscience trying desperately to detach his feelings from his duty.  He ‘s not sure if he can turn her in if the worst should come to the worst, and would rather show her the error of her ways and lead her back to the light.


	Another of Philip’s duties is the research into the background of a suspected demonic operation with the intention of infiltrating the New York Museum of Metropolitan Art, which you are aware houses some angelic relics.  Philip is to infiltrate and disable this operation and secure the museum for the arrival of another artefact.  He is currently going through the history of the museum’s displays attempting to discern the relics with the help of David Karinsky who works in the museum as a security guard.  You suspect Karinsky of being a hated Outcast, but you do not yet have enough evidence to prosecute him.  Perhaps you can convince him to repent and be absolved.   He has also asked Sara’s help, largely as a chance for her to prove herself to the powers that be.  He has no leads as to the demonic operation.











The others:


Sara Evangalisa: The angel you have to watch over.  You know she is heavily dissonant, and must be brought to justice if she steps out of line again in any way.  You should really have reported her by now, but you have developed, well, an affection towards her and dearly wish she would see the light and repent.


David Karinsky: The night watchman at the museum.  Useful, but a dangerous ally.  Be watchful.


Natasha Mahoney: A rather flimsily attired associate of Karinsky’s.  Of little importance.


Karl Sheffield: Another of the lawyers in your firm.  You suspect him of being celestial, but aside from that you don’t know who he is.  He could be sent to keep an eye on you.  His legal tactics are a bit underhand, or so you’ve heard.  But listening to hearsay is not in your nature.


Matthew Clark: You don’t know who he is, aside from the fact he’s a friend of Sara’s.


  


You regain essence by such thing as:


Defending an innocent in court.


Delivering a guilty mortal to justice.


Slaying the vessel of a demon or fallen angel (+3)


Resolve a dispute fairly and impartially





You gain dissonance by:


Lying


Overlooking what you feel to be heresy in an angel

































































Name: Sara Evangelisa


Choir: Ofanim, the Wheels


Superior: Eli, Archangel of Creation





Resonance: You are attuned to motion. You get bonuses in agility rolls, getting to places faster, and moving d6 miles in a single minute when in celestial form


Dissonance: 4.  You may trade three of these for 1 level of Discord, a permanent flaw


Essence: 9


Vessel: Human Female, Level 2. Caucasian, early 20’s.  Slight build, long black hair and pale grey eyes.


Role: Student of psychology 3, popular among peers, and known among a few faculty lecturers.








Corporeal Forces: 3		Strength: 5		Agility: 7		HP: 25


Ethereal Forces: 3		Intelligence: 6		Precision: 6		HP: 18


Celestial Forces: 3		Will: 5			Perception: 7		HP: 15





Attunements: Ofanim of Eli.  May age things by up to 7 years, either way.   


		Transubstantiation.  Transform inorganic substances into organic 


patterns. 1 quart/ cubic foot per essence used.


Songs: Ethereal Attraction/3 (makes victim fall in love with you), 


	Celestial Tongues/3 (sends message to a celestial you know)


	Ethereal Light/3 (creates illusions)


	Celestial Light /2 (blinds and stuns target.  Requires verbal song and gestures)


Skills: Psychology/3 (Int), Dodge/2 (Agility), Emote/3 (Perc), Move Silently/3 (Agility), Lying/3 (Percep), Computer Operation/1 (Int)








Since Eli left heaven a few years ago to wander the Earth, Sara has been somewhat without direction.  She took the college course to hang out and party while she decided how to deal with what she feels is her Archangel abandoning her.  Her dissonance was acquired from staying in the same place for too long moping before she hit the party-land of New York City.


She got to know Philip when they both appeared at the scene of a disruption a few months back, and she knows he has a crush on her.  Odd for a Servitor of Dominic.  Also odd is the fact that he hasn’t come down all heavy for the dissonance, like most of those guys on their Thou-Shalt-Not buzz.  He’s a bit stuffy, but he could be worse.


Matt is different altogether.  He’s a blast, although you’ve only known him for a short while.  Really wild.  He’s got some interesting beliefs, too.  Really human.  Some people would call it selfish, but right now selfish is what you reckon you should be.  Look to yourself when the boss fails you, and all that.  You still have some decisions to make, but your taking all opinions aboard.


Sara’s primary goal is to decide which side of the cosmic coin on which she wants to fall.  She’s influenced by two very different points of view - Philip’s and Matt’s.  She wants to get rid of the dissonance, but also wants to experience the wild human world of selfishness.  After all, Eli used to advocate enjoyment.  Not that he’s around any more.  She is aware of celestial artefacts residing in the Museum of Metropolitan Art, and that Philip has a vested interest in guarding them against demonic hands.  He has asked for your help, and although you really don’t want to get involved, you have nothing really better to do.





The Others:


Philip Methenian: Not bad, for a Servitor of Dominic.  He has a crush on you, and your not entirely unattracted towards him.  He’s got some good stuff to say, but he’s also a bit stuffy and has got the typical Seraphic holier-than-thou attitude.


David Karinsky: Philip’s buddy.  Nice enough guy.  Doesn’t get enough respect from Philip.


Natasha Mahoney:  David’s significant other.  Almost unnaturally sexy.


Karl Sheffield:  Philip doesn’t trust him, you know that, but you don’t know the guy personally.


Matthew Clark: A college buddy with some pretty influential views on radical free will.  Pretty impressive from a mortal.  You don’t fancy him, but you feel greatly pulled towards his outlook on life.





You gain essence by:


Succeeding at 3 Precision-based skills in a row.


Spending an hour having consensual sex. (LARPing optional)


Calm a group of 3+ crying children.





You gain dissonance by:


Staying in the same locality for too long.













































































Name: David Karinsky


Choir: Outcast Mercurian


Superior: Previously David, Archangel of Stone.  Currently None.





Resonance:  You are attuned to human relations and politics.  You can sense how well somebody is respected, etc. with a successful Perception test.


Discord: Anger/1 (Will -1 in conflict or turns violent )


Essence: 9


Vessel: Human male, level 3.  Late 30’s, greying black hair.  Stocky build, rough chiselled features, brown eyes.





Corporeal Forces: 3		Strength: 7		Agility: 5		HP: 42


Ethereal Forces: 3		Intelligence: 5		Precision: 7		HP: 15


Celestial Forces: 3		Will: 6			Perception: 6		HP: 12


 


Attunements: None


Songs: Corporeal Shields/4 (creates impenetrable shield for d6 rounds), 


	Ethereal Form/3 (fade from visibility.  Requires vocal song and hand gestures)


	Corporeal Projection/3 (may teleport to any previously visited place)


Skills: Pistol/3 (prec), Tactics/2 (int), Knowledge (Security systems)/2 (int), Electronics/2 (Prec), Dodge/2 (Agility), Fighting/2 (Str), Small Weapon (Nightstick)/3 (Prec), Area Knowledge (New York)/3 (int), Knowledge (Police Contacts)/3 (Int), Forensics/3 (Int).








David Karinsky used to serve David, Archangel of Stone, but he always got the crappy jobs no other angel will take.  Mopping up casualties; repairing damage; construction and maintenance - dogsbody work.  A while back he decided he’d had enough.  He  began to get broody and anger festered in his soul.  He lashed out at those placed under his care.  Even his love for humanity could not curb his frustration.  Finally, he lashed out a bit too harshly, killing an innocent child with a sweep of his hand.  


Karinsky’s crime struck the very nature of his being and he went into a deep depression.  He left heaven in disgrace, vowing to control his anger and purge himself of his terrible crime.  He became outcast, but was determined to redeem himself in the eyes of his Superior.  He joined the NYPD to serve and protect the people against whom he had sinned, and has spent the last 10 years in that role, working as a museum security guard for the last two.


You know something big and celestial is about to arrive at the Museum of Metropolitan Art, where you are currently working, and word on the street is that there’s at least three groups vying for a look in. One of them is angelic, you assume one is demonic, but you’ve no idea who the third group is.  You are also aware of the presence of celestial artefacts currently in the museum, although you don’t know which items they are.  You have been approached by Philip Methenian, a Seraphim of Dominic.  The fact that he serves the Archangel of Judgement, who has a vendetta against Outcasts, is worrying and frightening, but if you can prove yourself to him, he’ll be a powerful ally.  That is, if he doesn’t bring you in for “questioning”.


	On the personal side, you’re besotted with Natasha.  She’s everything you could dream of; sexy, fun, fulfilling.  You trust her implicitly, despite Methenian’s derisive looks.  Your relationship has lasted a year now, and you feel close to her.  You have had hints she has celestial powers, but you know she’s not one of the bad guys.  You’ve never seen her do anything nefarious or evil, after all.














The Others:


Philip Methenian:  The Seraphim.  A dangerous friend - he’ll either bring you down or help save your soul.  Either way, he doesn’t yet know your true nature, so you might just get away with helping him, running and surviving another day.


Sara Evangalisa: Sara’s pretty laid back and a fun angel.  She appears to have some hassle with Philip, but you generally feel she’s okay.  


Natasha Mahoney:  Wow!  You are besotted by her, and would do almost anything for her.  She’s your partner, even in some of your jobs.  Something celestial about her.


Karl Sheffield: You don’t know him, but you have been “asked” by Philip to do some background checking on him with your NYPD buddies.


Matthew Clark: A friend of Sara’s, but a bit of a waster.  He seems to have some sort of grasp over her, and you don’t really like it.  Despite his flaws, you’d feel she would be safer with Philip.





You gain essence by:


Sunrise





You get dissonance by:


Violence




































































Name: Natahsa Mahoney


Band: Lilim, the Tempters


Superior: Lilith, Princess of Freedom… Sort of





Resonance: You are attuned to extract favours from people. To this end, you can sense a person’s needs and desires.


Discord: Geas/3.  You owe a big favour to Karl Sheffield, who saved you ass a few years back.  This differs from normal discord in that it cannot be sensed as Discord by others.


Essence: 9


Vessel: Human Female, Level 2. Hispanic, early 20’s.  Lithe build, long auburn hair and deep brown eyes.


Role: Model/3.  Local magazines and Public Access TV








Corporeal Forces: 4		Strength: 7		Agility: 9		HP: 42


Ethereal Forces: 3		Intelligence: 7		Precision: 5		HP: 21


Celestial Forces: 2		Will: 4			Perception: 4		HP: 8





Attunements: Lilim resonance.     


Songs: Ethereal Attraction/4 (makes victim fall in love with you), 


	Corporeal Charm/3 (makes victim sluggish)


	Corporeal Healing/3 (trust me.  It’ll make you feel better)


	Ethereal Tongues/3 (two-way telepathy)


Skills: Modelling/3 (Int), Dodge/2 (Agility), Emote/4 (Perc), Fighting/2 (Str), Acrobatics/3 (Agility), Fast-Talk/4 (Will), Lying/2 (Int), Seduction/4 (Will).





Natasha never affiliated herself to any demon prince and always took her free-will seriously.  She never lets herself get tied down, unless she’s forced too or if she’s in that kind of mood (.  However, she has become increasingly upset with the demonic back stabbing and the way they constantly try to win one up, control you and peg you to them by acquiring favours.  In short, they’re sneaky and out to get you.  She has heard of Bright Lilim, who offer themselves to the service of God, while still maintaining their free-will.  They are few by all accounts, but seem to have best of both worlds.  Archangels use their skills, about which their is essentially nothing evil, and they get angelic protection in return.


Enter David Karinsky, a nice guy.  You’re almost sure he’s an outcast or renegade or someone without allegiance, and you like it that way.  You have developed a genuine affection towards him, but are a bit worried about his working with Philip Methenian -  a Servitor of Dominic who would likely chew you up and spit you out.  However, you reckon David wants to get back in the good God books, so that could be why he’s working with him.  You’d prefer if he was free, but when push comes to shove, Heaven ain’t all that bad.  They’re currently working on something to do with the Museum of Metropolitan Art, but they haven’t let you in on it.


	The only problem is Karl Sheffield, a demon to whom you owe a favour.  He has sworn you to secrecy about his identity, and you can’t not obey this.  It’s your nature to honour your deals.  He has yet to call in the rest of the favour, and you live in perpetual fear that he might call it in at an inappropriate time and ruin your chances.  If that happens, you might have to take care of him, in an Al Pacino sort of way.  It’s not as if you can’t handle him.  But hopefully, it wont come to that.





The Others:


Philip Methenian: Your possible ticket to the Almighty.  A useful ally if you win his trust. 


Sara Evangalisa:  Your not sure what to make of her.  She’s an angel, but acts more like almost demonic at times.  More Lilim that angelic


David Karinsky: A nice guy and good ally.  And you have developed an affection towards him, though not as great as his towards you.


Karl Sheffield: The spanner in the works.  The favour you owe him really grates, but a deal’s a deal.


Matthew Clark: You don’t know him, aside from he fact he’s a friend of Sara’s.  david doesn’t quite trust him.





You gain essence by:


Spending 1 hour convince people to resist and question authority


Freeing a human from physical bondage (+2)


Destroy a mortal enemy of freedom (+3)





You gain dissonance by:


If a victim resists calling in a favour Vs will


Accepting restraints or orders except as part of a freely negotiated agreement.
















































































Name: Karl Sheffield


Choir: Balseraph, the Liars


Superior: Malphas, Prince of Factions





Resonance: everything is a struggle.  There are no innocents.  You may impose your paranoid views of the Symphony on another with a will roll.


Essence: 9


Vessel: Human Male, Level 2. Latino, early 40’s. Well built, greying black hair and beard, piercing steel-blue eyes


Role: Lawyer/3.  Firm Kennedy & Regas








Corporeal Forces: 2 		Strength: 4		Agility: 4		HP: 16


Ethereal Forces: 4		Intelligence: 8		Precision: 8		HP: 32


Celestial Forces: 3		Will: 6			Perception: 6		HP: 18





Attunements: Balseraph of Malphas.  Force another to take the demons opinion for 4 


hours.


		Imbroglio. Everyone around takes what’s said in the worst possible 


way


Songs: Ethereal Entropy/3 (Send terror to Victim Vs Will), 


	Ethereal Harmony/3 (makes victims incapable of violence)


	Horns/3 (powerful retractable weapons)


Skills: Law/3 (Int), Dodge/2 (Agility), Computer Operation/2 (Int), Fast-Talk/3 (Will), Small weapon - dagger/2 (Prec), Lockpicking/2 (Prec), Seduction/3 (Will).





Karl loves to play people against each other, driving juries into 12 hour debates, turning the media against the innocent, that kind of thing.  You generally like to keep a low profile, but you’ve got wind of a good deal coming up.  Apparently there’s a powerful relic about to appear in the Museum of Metropolitan Art, and if you can secure it for your side, you might be able to convince Malphas to send you on a Word quest.  That would show those who mock you behind your back.  Power, pure and real power.  You need this artefact.


The other demon you know of in the area, Matthew Clark, is apathetic to your concerns, but that does not matter.  The less people in on it, the safer you are.  There’s another celestial in the firm, but you’re not sure of his nature.  He could be dangerous as he has some friends.  Better to find out what he is first.  You do have one wild card - the Lilim.  She owes you a favour, and she can’t renege on her word.  It’s against her nature.  So at least you can count on that.  


Your primary drive is paranoia.  You have to know what  the others  are before you proceed.  There can’t be any wild card.  Planning must be meticulous and nothing must be left to chance, but time is not really on your side as the artefact could arrive any day now.  At least Matthew is a good dogsbody and will do some legwork as long as you don’t involve him too much.  What he doesn’t know, he can’t tell.














The Others:


Philip Methenian: Celestial in nature, but you don’t know who he’s batting for.  He has been watching you, and that’s enough reason to be suspicious of him


Sara Evalgalisa:  A friend of Philip’s, but Matthew says he has an angle on her.  Might be useful for information about Philip.


David Karinisky:  Apparently Philip has his eye on the artefact as well and has enlisted the help of this museum employee.  He could be convinced otherwise, however.


Natasha Mahoney: The Lilim.  The ace up your sleeve, and she can’t deny you. 


Matthew Clark: Demonic.  Habbalah, you think.  Useful as long as he doesn’t know too much.  Seems willing to help, at least.








You gain essence by:


Inciting conflict between two people.  May be used twice in one day.





You gain dissonance by:


Someone seeing through your lies.


Lying against your own outlook on life (i.e. calling a tree a hippopotamus, etc.)


To go 1 day without creating division between two people.




























































































Name: Matthew Clark


Choir: Habbalah, the Punishers


Superior: Kobal, Prince of Dark Humour





Resonance: You are attuned to emotion. You can sense the emotional state of another… and what emotion will do them the most damage.





Essence: 9


Vessel: Human Male, Level 2. Caucasian, early 20’s.  Slight build, shaved black hair, dark eyes.


Role: Student of philosophy 3, known around campus, but dons the guise of a loner.








Corporeal Forces: 3		Strength: 6		Agility: 6		HP: 30


Ethereal Forces: 3		Intelligence: 7		Precision: 5		HP: 21


Celestial Forces: 3		Will: 5			Perception: 7		HP: 15





Attunements: Habbalah of Kobal. Get essence from making people laugh at 


inappropriate times.  


Prank. Creates ridiculous illusion for 2 essence Vs Perc-3.


Songs: Ethereal Charm/3 (makes victim slow-witted and unable to concentrate), 


	Celestial Form/3 (can change the appearance of vessel)


	Corporeal Motion/3 (run faster, and fly)


Skills: Philosophy/3 (Int), Dodge/2 (Agility), Fighting/2 (Str.), Lying/3 (Int), Detect Lies/3 (Perc), Move Silently/3.





	Matthew is a fun loving guy who likes nothing better than to raise a smirk on the mouth of hell.  His current project is an Ofanim of Eli called Sara.  The poor thing is all disillusioned about her master’s departure from heaven, and has found a confidant in you.  Your leading her on, probing her insecurities, leading her to your side hopefully before she knows it.  It will be delicious when she falls, especially as she’s in love with another celestial, that lawyer Methenian.  Sweet.  Taken from the arms of heaven in the halls of hell by her own free-will.  Kobal will be pleased.


	There’s another lawyer, Karl Sheffield, a Balseraph who has got a job coming up to do with a relic or something.  You’re doing the odd job for him, keeping him off your back, and also having fun with his paranoia, telling him that you’re not the only one who thinks he’s paranoid and all that.  It kills a few hours in the day, and also lets you keep abreast of what he’s up to.


	You are somewhat worried about Methenian and his associates, but as long as Sara seems to be doing it all her own., there’s no real risk.  The relic job interests you, but mainly as a way to poke fun at Sheffield (But no Nanny jokes, please!)





The Others:


Philip Methenian: Sara’s boyfriend.  Probably angelic, but as long as he loves her, you have a lever on him.


Sara Evangalisa: Sweet, insecure Sara.  See you in hell, where you will probably be as unhappy as you are now.  Poor puddy-tat.


David Karinsky: Friend of Philip & Sara’s.  No real threat, he’s just an average guy.


Natasha Mahoney: Associate of David’s, though you wouldn’t call her friend. There;s something between her and Karl which you’d like to know about, for your own entertainment… and safety.


Karl Sheffield: The ultra-paranoid man-with-the-plan.  His plan, of course, but you intend to tag along for the ride.








You gain essence by:


Making someone laugh before he dies


Making the GM laugh by slighting another celestial


Disrupting a serious occasion of more than 30 people with inappropriate laughter.





You gain dissonance by:


If a roll to incite emotions is failed, you feel the backlash.  If you accept the emotion, that is punishment.  But if you choose not to accept it, you generate a point of dissonance.


Going 1 day without making others laugh or laughing at someone’s misfortune.


































































































Evil is a Shade of Grey


An In Nomine Scenario by Colm Lundberg





Introduction


	The scenario is set in New York City, an a basic map is provided in this envelope.  I’m not to worried about accuracy, distances, roads, etc. as it’s a cinematic game and all that.  The game opens the clang in the symphony which marks the arrival of the main Artefact to the museum, escorted by two Cherubim of Michael.  It is Gae Bolga, meaning “Belly-Spear”, and is believed to be the spear of Cuchulain.  


	The PCs will probably all arrive together to see the spear being put in place in the Arms & Armour Wing of the museum, which holds over 14,000 pieces and then point the finger at each other, a sort of -“What are you doing here?” type of thing.  Karinksy will probably be working there at the time it appears anyway.


This scenario is pretty loose to allow the PCs to accuse, counter-accuse and generally go against each other, with the events serving to distract and drive them to work together until such time as they don’t need each other any longer.  The looseness is also to allow your own flair for the cinematic and dramatic to shine through.  You’ll also notice the lack of read-out-bits in the section.  There are also no hand-out as I feel their unnecessary.  If you need to tell a specific player something (i.e. about researching into the background of another PC), take the player away from the table for a few seconds.  Fuel the paranoia!


	Anyway, if you any questions you can ask me at the briefing.  Thanks for GMing the game!








Tethers


The PCs should be made aware of the commonly known tethers in New York City.


World Trade Centre:	One building devoted to Marc, Archangel  of Trade.


			One building devoted to Mammon, Prince of Greed.


			They have what you might call a working relationship.


New York Public Library:	A Divine Tether of Yves, Archangel of Destiny.


Ellis Island:			A Demonic Suburban Tether to Beleth, Princess of


				Nightmares.





There are obviously many other tethers in the city, but these are the ones known by the PCs as common knowledge.  The time is Present day.





In the Beginning…


At the start of the campaign, the player should be doing what they usually do.  Karinsky working the day shift in the museum, Sheffield & Methenian at the law firm, Sara & Matthew at Columbia University, Natasha in her New York apartment a short walk from Central Park.  A disturbance in the Symphony is heard by all, but make Perception check to let them know how much they understand about what’s happening.  What has happened is that two Cherubim (see NPCs) have materialised to unload the van and ensure the safe placing of Gae Bolga (see artefacts below) in the Museum.  The spear itself gives off no specific clang as of yet.  The Cherubim will not readily make themselves known to the PCs as they are resolutely devoted to the job at hand with the discipline of a marine.  


	The disturbance should be loud enough to draw all the players, even if they don’t know the exact nature of the ripple, and this should lead to some finger pointing and name-calling, etc.  If anyone is foolish enough to attempt to take the item being unloaded at this point, in the Cherubim don’t get them, the masses of security guards armed with pistols probably will.  They should be heavily dissuaded from doing this in any case.


	The spear will be unloaded and displayed in a brief ceremony, after which the two cherubim will remain as guardians, and the piece will go on public display.  The description of the spear can be seen in the artefacts section below.





Later that same day


The ceremony takes about 1 hour if they stay for it.  By now it’s about 6pm.  Give the PCs time to plan, join forces, beat the crap out of each other, etc. etc., but don’t allow them to do anything drastic like kill another PC just yet.  They may plan to break in that night, they may break off into little groups, they may do some checking up on the other PCs if they can.  Anyway, regardless of how they fill in the intervening hours, about 9pm, they PCs should make Perception check to sense another disturbance in the Symphony.  Somebody is using songs in the Museum.


They may not send them running as they may think that it’s just the Cherubim.  If they don’t run, or as they are on route, a flurry of disturbances echo in the form of more songs, violent songs if they check a 5 or 6 (stuff like Celestial Entropy, and Celestial Light).  As they are at the door, they sense the destruction of something.  On a 6, they realise its the vessel of a celestial.  If the PCs manage to get by security at this point, the shatter of glass is heard and the alarms go off.  If they stay there, they will be arrested.  Karinsky may be bale to talk his way out of things, but will be locked up if he fails.  They might escape directly.


If they get a look by avoiding guards and proceed to the Arms & Armour section, they will see the vessels of the two Cherubim destroyed, the Spear missing (surprise surprise) and one or two other weapons taken.  If they get time to inspect the bodies, or glance their way and succeed a modified Perception check (use your own judgement) they will see slashes and gouges which would have been caused by blades and pointy metal (allow an Int. test at -4 (for Pathology) or a Precision test at -4 (For medicine) to deduce that the wounds were caused by swords and spears.  


If any of them check the other missing weapons, they will find two missing. One dagger described as “an ornate tri-cornered dagger made from black metal.  Orig. middle east, circa 500-900 AD”.    The other gap is among a collection of medieval Crusader swords, and described as “An excellent untarnished example of 8th Century European crusader sword”.  In reality the dagger is Iouliel’s dagger, and the sword is one of Uriel’s swords of purity (see artefacts below).


However, given the fact that the alarms are going off probably, and the PCs should be getting out of there, the information gleaned from the bodies and item tags should be brief and scant, certainly not enough to recognise the artefacts from their mundane descriptions.  They may want to do research on the artefacts and may even go to the NY Metro’s web page.  Allow them, but don’t give away the nature of the artefacts. 














What happens next?


	If the PCs haven’t been arrested and don’t require a jail break (your call), they may proceed to concoct plans, arrange themselves in groups, or do whatever they like.  They have almost a full day before the next main event.  The are proceeding with whatever they are proceeding with when Perception checks are again made.  Again,, they’ll all hear the disturbance, but only those successful will glean a bigger picture.  Some songs have been used and something has been destroyed.  Following up, they find two corpses in a nearby alleyway.  It is night.  On further inspection, the corpses appear to be vessels.  Give them about an hour to examine the bodies before the authorities arrive.  Successful role-playing and rolls will reveal the following:


The vessels were killed by similar wound to the cherubim in the museum.


The main wound on one has several dangerous looking barbs protruding from it.


Some seriously clever stuff will glean that they were skilled in combat, possibly Malakim, of servitors of Baal.


Some further checking with the tethers will indicate that the vessels were occupied by one Malakim of  Novalis and one Djinn of Baal.  Apparently the killers did not choose a side, but decided to murder both.  The barbs themselves will glean nothing, but do d6 unpreventable damage  if they break skin.





The Inside Story


	This is what has happened so far.  The Grigori have been under persecution in New York for some time and have been unable to establish a foot-hold.  For them, all they did was merely avail of the free-will God gave them and decided to become a part of the human race, albeit an immortal part, and live the same life they have.  They have been relentlessly hunted by both demonic and angelic forces alike, and now have decided to strike back.  Their plan to take NY has been in the pipeline for centuries, and they have struggled with the city’s rapid expanse.  However, now they are ready to strike.


	The artefacts were a timely boon to the Grigori, nothing more.  One of them, Donncha, has been gathering forces under what he calls the Irish Freedom Brigade, an American splinter faction of the IRA.  He has convinced his followers that the US government is behind the Peace Process, which his movement thinks has sold them short.  Donncha himself made his choice in Ireland, and his interest in Gae Bolga is personal.  Another Grigori, Armati, has spent the time establishing Mafioso contacts.  The third poses as an Islamic preacher by the name of Sebastian and controls the militant anti-racist wings, as well as a small faction of Black Supremacists.  And finally, there’s Tamara, an FBI agent of some repute within the organisation.


	The planning of these four people will see the gradual eradication of all the celestials in New York City and raids on the tethers, both demonic and divine, which will unfold later.  The PCs are caught in the wrong place at the wrong time, with their personal goals treading on the Grigori toes by their interest in the artefacts.  If they are not interested in the artefacts by now, have their Superior’s order them to follow them up and relocate them.

















Another one bites the dust


	Shortly after the first murder, just as the authorities arrive, the perceptive celestials perceive more songs being used close by.  Upon following up, they see a black Merc. Pulling away from the side door of an abandoned tenement.  Through the windows, they can see four figures dressed in combat khakis.  The PCs may try and stop them, and if they succeed, they will find the four are mortal members of Donncha’s group, armed with sawn-off shotguns.  The vehicle contains two Kalashnikov rifles and an uzi.  It also contains a small quantity of explosives and bomb making paraphernalia.  If they question the four (see NPCs) they wont answer, but may break under torture.  Then, they will only reveal what they believe to be their cause.  They no nothing of the celestial motives behind their crimes.


	Inside the brownstone building from which they were fleeing are four bodies, two on crumpled heaps on the floor and two hanging by their wrists on meat hooks.  All four are dead, cut open by blades and shotgun shells.  Two are decapitated.  As the players inspect the scene, they perceive the celestial form of a Kyriotate leaving all four vessels.  In desperation and suffering from Trauma and dissonance, it will attempt to possess the bodies of the players, choosing randomly Vs target’s Will.  If he possesses the body successfully, he will realise their celestial nature.  If it’s a demon he will flee, cursing the demon’s presence.  If is angelic, he will leave, but he  will talk to the players first.  All he will say is that their is going to be an invasion of the tethers soon, and they are to watch their back as something is hunting all non mortal creatures in the city.  Then, the original occupant’s identity will re-assert itself, and the Kyriotate will flee heaven-wards.  Remember, Karinsky can be stunned if he successfully perceives the Kyriotate in celestial form. 


	


The Explosion


	The PCs may wish to follow up on the identity of the corpses they found, or warn the tethers or do other things.  The tethers will fob off their threats, denouncing the deaths, but denying involvement, pointing to the already rocketing crime rates in the city.  That evening an audible boom rips through the city, causing reverberations both corporeally and celestially.  A huge bomb has gone off in the World Trade Centre.  As you can imagine, the scene is chaotic, and the authorities are trying desperately to control the crowds, both gathering and fleeing.  The PCs arrive amid the chaos, and will be able to access the scene if they come up with an interesting way of doing it.  Regardless, they will see a figure fleeing the doors, noticeable for the large quantity of essence being spent.  As he flees, he is raked by machine-gun fire from a nearby alleyway, causing more havoc.  The fire is coming from a man similarly dressed as the men in the Merc.  The man gets up bleeding, but still moving, when he is thrown to the ground screaming.  As he fall, the PCs see a spear sticking out of his back, held by a large 6’4” Donncha.  If they get onto the scene, amid gunfire, electrical explosions and falling masonry, they’ll get one shot at Donncha before he Corporeal Songs of Projection the hell out of there.  Make it hurt, but not kill.  The spear is teleported with him. 


	As the victim, who turns out to be the Seneschal of Marc from the tether, falls, a scream is heard from the direction of the gunfire and the machine-gunner falls.  An inspection of his body will see that he died of nasty wound caused by the same spear.  Curious…  The Seneschal is dead, as are the rest of the angles and demons in the area, which number 24, a dozen of each.  The tethers are intact, but heavily damaged, the portals being about the size of manhole covers, and the protective songs smashed through.  Whoever did this was pretty powerful.  Amid the debris are bodies of Donncha’s men, as well as a few faces that Karinsky may recall as known Mafia men (Vs Intelligence).  Research will reveal them as well.  


	After a short while, the feds turn up, among them being Tamara.  If the PCs haven’t used any songs with high disturbance in the last few minutes, Tamara will use a Song of Harmony to try and calm the masses.  This will set off alarm bells in the PCs, and they may give chase.  Have the chase be an exciting one, over rooftops and stuff, whatever comes to mind.  Tamara’s escape should be a narrow one.  If she doesn’t use the song, she target the PCs as the first to be ushered from the scene, pushing them off with the words “see you soon” and a menacing grin before she’s swept away in a crowd of agents and cops.





The Aftermath


	Tensions are obviously high as the FBI et al try to figure out who is responsible for the bombing.  They make absolutely no connection between it and the museum raid.  The police force is pretty much strained to the extreme, and the White House has declared a state of emergency in the city.  World leaders have sent support - we’ve had enough disasters in recent years for you to be familiar with the scene.


	Give the players time to deal with it, and allow their paranoia to grow, especially Karl’s.  The PCs leave the scene in a car, or hail a cab.  However they leave, the vehicle in about to have an accident.  No brakes, if its a car (or two) of their own.  If in a cab or similar, the driver will be taken out by a rifle shot from a sniper.  The will have to deal with the vehicle going out of control.  They should emerge battered and bruised, but not dead, getting to safety just in time before the vehicle blows.  Anyone who dies in the explosion will set off ripples of people dying before their time.


	As the players leave the crash scene, they will be chased by four of Armati’s crowd on motor-bikes.  They are just mortal and shouldn’t prove a huge threat.  Anyone still relatively unhurt should take a shot or two.  It should be enough to convince them that someone is after them, and that they should run for cover.  Where they run to is up to them.  Any gunfire will alert the authorities pretty quickly, and if the PCs still stick around, they’ll be arrested, especially if they have been arrested before.  





A Breather


	Wherever the PCs hole up, give them a breather to compare notes, patch up and such.  They may go back to a tether, where they will be received better than before and asked to compare information.  If they mention the organisations, the tethers wont be able to locate them, but will be able to mention that they are controlled by celestials, but they don’t think their angelic or demonic.  Outcasts and renegades possibly.  The PCs will be able to arm themselves with pistols at the tethers, if they haven’t already taken weapons from the various scenes.  If the tether is one of their own (i.e. angelic or demonic) they will be asked to help prepare defences for an hour or two.  


	If they don’t contact the tether, the tethers will contact them.  Given the fact that the murders have been of both demonic and angelic vessels, the two sides are sort of working together for the briefest of spans.  The PCs are requested (in the only way a superior can request) to stake out the New York Public Library, one of the last remaining commonly known tethers in the city.  Either it or Ellis Island are prime targets for the next attack, if there is one.  The death toll so far is 15 angelic and 12 demonic vessels, excluding to two powerful Seneschals.  





Stakeout


	Sure enough, as predicted, there is an attack on the New York Public Library.  (if asked, time off has been ‘arranged’ from the character’s jobs).  They are staking out in a building across the way, when they see two vans pull up and a crowd of Mafioso emerge, 20 in all, carrying sub-machine guns, rifles, two flame-throwers and two bazookas.  They pile up swat-team style and proceed to make their way up the steps.  The outside security guards are disposed of with silenced pistols.  A ripple is heard as a song is used and Armati appears, holding the tri-cornered dagger.  The PCs have a chance to react, which should be interesting given some of them are demons and may not care about the divine tether being under attack regardless of orders (they were only asked to watch, after all).  After that, the majority of the group pile in.  The resistance is heavy as the angels have redoubled their forces.  The majority of the offenders die, the rest retreat.  The damage done to the library and the angels will vary depending on the players intervention.  The scene should last as long as necessary, with close scrapes, blazing books, falling shelves and all the bullets you can eat.  If the players take of Armati, to them that bloke who just appeared, allow the fight to go on.  If he hasn’t ordered the men in, however, they will still be around him and the PCs will be smack-bang in the middle of 20 gun-toting men.


	If they don’t intervene, angelic casualties will be heavy, but the attack will be driven off.  The demons in the group have not necessarily been shown as demons yet, they have the cover of confusion.  The angels may have revealed themselves by introducing themselves to the Seneschals.  Regardless, they have been ordered to quell the situation and find out who is behind it by their Superiors, should any difficulty arise in getting them to this stage of the scenario.


	If the players manage to take down Armati, they can get the dagger, although who gets it is a matter for them to, eh, debate.  If Armati is winning, he will choose to escape before the PCs are taken down.





Civil unrest


	Given the amount of faeces that is hitting the fan, its about time for the public to cry out at the sudden rise in murder, gunfire, bombing and assaults on public amenities and landmarks, its about time for a good old-fashioned protest march on the town hall.  This is not organised by anybody other than the people.  The PCs are free to attend, should they wish to do so.  The march will be quelled by tear gas, troops and a general show of force, as it gets a bit violent.  The mayor will assure people its all under control.  The government will put the city under Marshal Law pending investigation as to who the hell is behind these events.  The public will be ‘ushered’ back to their houses, and state troopers will come in to enforce the marshal law.


	The Grigori didn’t count of this, and will have to tone down their offensive.  They have taken out the majority of the celestials in the city, but the two tethers remain.  The Grigori decide to take matters into their own hands, take the heat off the Library Seneschal, and go for the Seneschal of Beleth on Ellis Island.  As they don’t all have Songs of projection, and they want to lie low in case angelic reinforcements have arrived (they haven’t), they will take the more conventional means of a ferry.  Unfortunately, they’ll have to take one of their own as the tourist/ transport ones have been taken off line under the new emergency laws.





Attack on Ellis Island


	The Grigori shouldn’t be out in the middle of the night on the sea, and are picked up by the Harbour Police.  Frustrated as they are by their failed attack on the Library, they deal harshly and carelessly with the police, destroying the ship and causing loud ripples in the Symphony (3 mortals & 1 ship destroyed).  They flee the scene rapidly, leaving the PCs to find only the debris of a police ship, followed by the arrival of several more police ships.  They will be able to see this from the shore, but they, too, shouldn’t be out at this hour of the night.  There is a curfew, after all.


	The police should keep the PCs from the Island, but if they manage to get across, they’ll be too late to save the Seneschal of Beleth, who will be assassinated in her own home.  The Grigori will creep away into the night, but not before one of the Djinn who escaped with her life attunes herself to one of them.  She arrives battered on the shore to tell the remaining Seneschal her story, after assuring protection and asylum beforehand, of course.  Solving this is still in the interest of both sides.  Her name is Sheva (see NPCs).





A Weekly Visit


	As the PCs are preparing to be part of the raid, as their assistance is needed.  Five of Michael’s Malakim led by a Malakim of Yves, Five of Baal Calabites, led by a Calabite of Kronos accompany Sheva and the PCs, who are the only one to have encountered and followed the Grigori events.  


	As they are all preparing for the assault, Dominic visits Methenian.  The meeting is brief.  Dominic is aware of the situation, but will bring Methenian to justice if he oversteps the line in aiding the demons.  He is to remember that they are his foes.  He also expects Philip to act as prosecutor in the trial of Sara which will take place after this fracas is over.  The others are all present when Dominic visits.  He scowls at the demons, then looks to the Lilim.  He’ll say nothing if Karl hasn’t called in the favour yet.  If he has, and she is free, he will merely say that he’ll be watching her.  Then he will leave.


	The purpose of this visit is to remind the PCs of their cosmic allegiances and that their bosses haven’t forgotten about them.  They are not to act above and beyond the call of duty in saving the lives of their enemies, even though they are working together.  The Malakim and the Calabites have a pretty tense working relationship, but at least the Malakim are professional in their approach.





The Raid


	Using Sheva’s link to the Grigori, the raiding group makes its way in unmarked jeeps to a small industrial complex at the docks, a few miles from the harbour incident.  They pull up short of the perimeter fence and one of the Malakim takes out night vision goggles (yup, its night again).  The Malakim will take out the guards, using tranquillisers, of course, while the Calabites break down the gates.  After that, it’s every Celestial for itself.  Sheva will retreat to the jeeps.  The Malakim will subdue most of the guards, the Calabites will shoot to kill.  There are about 50 men in the complex in total, though the Grigori’s web includes a lot more than that.  The PCs are to target the interior and secure it for the arrival of the rest of the group.  There is one corrugated iron doorway on the other side of the courtyard which the PCs are to enter.  The others will be tied up with the mortals and the raised alarm for a while.


	The PCs enter what is a large warehouse, with a metal stair balcony with four staircases at each corner.  It is about the same size as half this hall, with a door leading to offices on the balcony floor.  The floor is full of vehicles, armoured jeeps, weapon crates, and various criminal paraphernalia.  There are a dozen guard of the balcony who will open fire when they enter.  These guys shouldn’t kill the PCs, and should only wound them if they’re at full - enough to make the Grigori a real challenge.  But remember, the angels aren’t supposed to kill mortals, and they’ll get a note of dissonance if they do.  Note, this may cause Sara to Fall and become a Demon!


	Inside one of the offices, the Four Grigori await, Three if Armati is taken down.  They have the usual villain speech, along the lines of “you have pestered us long enough, yadda yada ya”.  The fight begins.  The Spear will not be use, but the Sword of Purity will be.  The Grigori are excellent fighters, but the PCs should be able to cope with them.  They’re also quite tough, but it might be more fun for the PCs to hang around for the fireworks after the Grigori are killed.


	The fireworks are as follows.  The spear and the sword are left.  Everybody wants them for there own reasons.  Whoever takes the spear will not let it go, especially if its Sheffield.  Just to stir it further, let him be the first one to spot it, and the Lilim the first one to spot the sword of Purity, just as a little test.  Let the PCs debate/ fight for a while, and then the Malakim and Calabites enter.  Of course, this doesn’t make things easier as they start to fight amongst themselves (the Calabites initiate).  There are 3 Malakim and 4 Calabites (your choice) left after the fifty plus mortals armed with bazookas and God-knows-what have been subdued.  They fight, the PCs probably choose sides - or are asked by the feuding angels.  Remember, whoever uses the spear kills one of their side present (see artefacts below).


	If anyone is left standing, they may claim whatever is left.  That is until they go back to their city lair, and diplomatic relations between Heaven and Hell revert to normal, i.e. the War’s back on.  Their Superior’s may want the artefacts.  They may claim them.  They could, of course, run away… if they’re still standing, that is.





The Artefacts


	These artefacts are taken from the Liber Reliquarum, because I thought they were kind of cool.  But don’t blame me if they don’t work!





Iouliel’s Blade - 	the tri-cornered dagger, made from black metal.  Iouliel was 


one of the first Malakim sent to Earth against the infernal.  His dagger acts as normal (Accuracy +1, Power +0), but it allows the wielder to use Move Silently, Dodge, and use Small Weapon (Dagger) at +5. N.B. It can only be used by angels.


Uriel’s Sword of Purity -	There are a few of these around.  It acts as a Talisman/4, 


containing the skill Large Weapon (Sword) at that level.  It also contains the Corporeal Song of Light at level/3, and has a reliquary of 3 essence which can be used to perform that song.  It also does double damage against diabolicals, ethereal spirits and undead.  N.B. Not against Grigori or angels.











Gae Bolga, Spear of Cuchulain -	Uses Large Weapon (Spear) or Throwing Skill. 


					Power and accuracy at +6, and if it penetrates, 


the barbs do an additional 8 point of damage, not preventable by anything.  It can only be used in combat, or when standing in water, and each time it’s used in battle, the spear will slay a friend or family member of the user, usually by tricking or forcing the user to attack said person.


A five foot wooden handle, with a ring of barbed spikes at the joint of spear-head and shaft.  The barbs are similar to large thorns, bound to the spear by leather and cloth.  The spear head is still sharp and has a slight but brutal curve upwards, reminiscent of a hook, which would make it difficult to extract once it penetrates the skin.





The NPCs


The Two Cherubim assigned to the Spear - just in case the PC’s attack





Names: Stephen and Karen


Choir: Cherubim, the Guardians


Superior: Michael, Archangel of War





Essence: 10


Vessel: Human, Level 3. Caucasian, mid 20’s.  Stocky build. 





Corporeal Forces: 4		Strength: 8		Agility: 8		HP: 56


Ethereal Forces: 3		Intelligence: 5		Precision: 7		HP: 15


Celestial Forces: 3		Will: 6			Perception: 6		HP: 18





Attunements: Cherubim of Michael.  


		Proficiency in Pistols. Precision roll.  Add Check digit to Power


Songs: Corporeal Shields/4, Celestial Entropy/4 Corporeal Entropy/3, Ethereal Form/4, Corporeal Motion/3.


Skills: Ranged Weapon (pistol)/4(Prec), Fighting/3 (Str), Dodge/3 (Agility), Acrobatics/3 (Agility), Tactics/3 (int).





Donncha’s Men


Names: Doyle, Fitzgerald, Moore, Cusack


Choir: Mortal soldiers


Superior: Donncha, Grigori





Essence: 4





Corporeal Forces: 2		Strength: 5		Agility: 3		HP: 10


Ethereal Forces: 1		Intelligence: 2		Precision: 2		HP: 2


Celestial Forces: 1		Will: 1			Perception: 3		HP: 1





Attunements: None


Songs: Corporeal Form/3.


Skills: Ranged Weapon (pistol)/5, Fighting/4, Dodge/3, Ranged Weapon (Rifle or Uzi)/ 3, Driving/3 (prec).











Armati’s Men


Choir: Mortals - angels will generate dissonacne for killing them.


Superior: Armati, Grigori





Essence: 4





Corporeal Forces: 2		Strength: 3		Agility: 5		HP: 6


Ethereal Forces: 2		Intelligence: 3		Precision: 5		HP: 6


Celestial Forces: 0		Will: 0			Perception: 0		HP: 0





Attunements: none


Songs: None


Skills: Ranged Weapon (pistol)/4, Fighting/3, Dodge/3, Ranged Weapon (Rifle)/3, Small Weapon (knife)/3 (Prec).








Sheva


Choir: Djinn, The Stalkers


Superior: Beleth, Princess of Nightmares


Discord: Pallid/3


Essence: 9


Vessel: Human, Level 3. Caucasian, mid 20’s, lithe, almost emaciated.  Long black stringy hair, pale, sickly grey eyes. Unnaturally pale skin 





Corporeal Forces: 2		Strength: 4		Agility: 4		HP: 20


Ethereal Forces: 4		Intelligence: 9		Precision: 7		HP: 36


Celestial Forces: 3		Will: 6			Perception: 6		HP: 18





Attunements: Djinn of Beleth. 


		Terror.  Only of use in dreamscapes


Songs: Ethereal Entropy/3, Celestial Entropy/4 Corporeal Charm/3, Ethereal Attraction/3.


Skills: Emote/3 (Perc), Seduction/2 (Will), Lying/4 (int), Dodge/3 (Agility), Move Silently/3 (Agility).





Micheal’s Malakim


Names: Salek, Job, Jane, Imion, and Garion


Choir: Malakim, The Virtues


Superior: Michael, Archangel of War


Essence: 9


Vessel: Human, Level 3.. 





Corporeal Forces: 3		Strength: 7		Agility: 5		HP: 42


Ethereal Forces: 3		Intelligence: 5		Precision: 7		HP: 15


Celestial Forces: 3		Will: 6			Perception: 6		HP: 18





Attunements: Malakim of Michael.  


		Proficiency in Unarmed Combat. Precision roll.  Add Check digit to 


Power


Songs: Corporeal Shields/4, Celestial Entropy/4, Celestial Light/3


Skills: Small Weapon (knife)/4, Fighting/4 (aikido) , Dodge/3, Acrobatics/3, Tactics/3





Their Leader:


Name: Jeremiah


Choir: Malakim, the Virtues


Superior: Yves, Archangel of Destiny





Essence: 9


Vessel: Human, Level 3.  





Corporeal Forces: 3		Strength: 5		Agility: 7		HP: 30


Ethereal Forces: 3		Intelligence: 7		Precision: 5		HP: 21


Celestial Forces: 3		Will: 7			Perception: 5		HP: 21


Attunements: Malakim of Yves.  Can tell divine disturbances from demonic.  


		Divine Logic.  Prove anything. Precision Vs Int.


Songs: Corporeal Harmony/4, Celestial Entropy/4, Ethereal Motion/3, Corporeal Shields/3.


Skills: Ranged Weapon (pistol)/4, Fighting/4, Dodge/3, Running/3.





The Calabites of Baal


Names: Katar, Balthazar, Catualle, Ferth, and Cyrus


Choir: Calabim, the Destroyers


Superior: Baal, Prince of War


Discord: Anger/2


Essence: 9


Vessel: Human, Level 3. 





Corporeal Forces: 3		Strength: 7		Agility: 5		HP: 42


Ethereal Forces: 3		Intelligence: 5		Precision: 7		HP: 15


Celestial Forces: 3		Will: 6			Perception: 6		HP: 18





Attunements: Calabim of Baal.  +3 to destroying flesh.  


		Art of Combat.  Make 3 actions in a combat round.


Songs: Corporeal Shields/4, Celestial Entropy/4 Corporeal Entropy/3, Fangs/3


Skills: Ranged Weapon (pistol)/4, Fighting/3, Dodge/3, Large Weapon (Mace)/3, Torture/3 (int).





Their Leader:


Name: Jonas


Choir: Calabim, the Destroyers


Superior: Kronos, Prince of Fate





Essence: 9


Vessel: Human, Level 3. Caucasian, mid 20’s.  Stocky build. 





Corporeal Forces: 2		Strength: 4		Agility: 4		HP: 20


Ethereal Forces: 4		Intelligence: 8		Precision: 8		HP: 32


Celestial Forces: 3		Will: 7			Perception: 5		HP: 21





Attunements: Calabim of Kronos.  


		Temporal projection.  Make someone dissappear into time for 3 hours


Songs: Corporeal Shields/4, Celestial Charm/4 Corporeal Harmony/3, Corporeal Motion/3


Skills: Ranged Weapon (pistol)/4, Fighting/3, Dodge/3, Diplomacy/3 (int), Manipulation/2 (Int)  .








 The Grigori


Name: Donncha


Choir: Grigori, the watchers





Essence: 11


Vessel: Human, Level 3. Caucasian, mid 20’s.  Heavy, muscular build, red hair, chiselled features, brown eyes. 


Role: Terrorist/5 level of role incorporates contacts and his army, rather than fame





Corporeal Forces: 4		Strength: 8		Agility: 8		HP: 56


Ethereal Forces: 3		Intelligence: 5		Precision: 7		HP: 15


Celestial Forces: 4		Will: 10		Perception: 6		HP: 40





Attunements: None


Songs: All three Shields/4, Corporeal Projection/3, Corporeal Entropy/3, Thunder/3, Corporeal Healing/3


Skills: Ranged Weapon (pistol)/4, Fighting/4, Dodge/3, Large Weapon (Club)/4, Knowledge (explosives)/3, Area Knowledge (NY City)/4, Tracking/3 (Perc). Knowledge (Terrorism)/5, 


Artefacts: Gae Bolga





Name: Armati


Choir: Grigori, the watchers





Essence: 11


Vessel: Human, Level 3. Latino, mid 20’s.  Slight but muscular build, slick black hair, hollow dark eyes. 


Role: Mafioso/4 - again more contacts than fame 





Corporeal Forces: 4		Strength: 7		Agility: 9		HP: 49


Ethereal Forces: 4		Intelligence: 7		Precision: 9		HP: 28


Celestial Forces: 3		Will: 7			Perception: 5		HP: 21





Attunements: None


Songs: Corporeal Shields/4, Corporeal Projection/4, Ethereal Shields/3, Corporeal Motion/3, Celestial Tongues/4, Ethereal Form/3


Skills: Ranged Weapon (pistol)/4, Fighting/4, Dodge/3, Small Weapon (Razor blade)/4, Knowledge (underground)/3, Area Knowledge (NY City)/4, Ranged Weapon (Uzi)/4.


Artefacts: Ioluiel’s Blade.





Name: Sebastian


Choir: Grigori, the watchers





Essence: 11


Vessel: Human, Level 3. Afro-American, mid 20’s.  Heavy, muscular build, shaved head.  Vessel similar to Malcolm X. 


Role: Islamic Preacher/ Black Supremecist/4 





Corporeal Forces: 3		Strength: 6		Agility: 6		HP: 36


Ethereal Forces: 4		Intelligence: 9		Precision: 7		HP: 36


Celestial Forces: 4		Will: 8			Perception: 8		HP: 32





Attunements: None


Songs: All three Charm/4, Corporeal Harmony/3, Corporeal Entropy/3, Corporeal Healing/3, Celestial Entropy/4


Skills: Oration/4 (Int), Fighting/4, Dodge/3, Seduction/4, Knowledge (Islam)/3, Area Knowledge (NY City)/4, Large Weapon (Axe)/3.





Name: Tamara


Choir: Grigori, the watchers





Essence: 11


Vessel: Human, Level 3. Caucasian, mid 20’s.  Lithe, muscular build. Blond hair, strikingly beautiful. Blue eyes. 


Role: FBI Agent, level 3


Corporeal Forces: 4		Strength: 7		Agility: 9		HP: 49


Ethereal Forces: 4		Intelligence: 9		Precision: 7		HP: 36


Celestial Forces: 3		Will: 5			Perception: 7		HP: 15





Attunements: None


Songs: All three Attraction/4, /3, Corporeal Entropy/3, Corporeal Form/3, Corporeal Healing/3, Celestial Form/3


Skills: Ranged Weapon (pistol)/4, Fighting/4, Dodge/3, Large Weapon (Sword)/4, Knowledge (FBI stuff)/3, Area Knowledge (NY City)/5, Tracking/3 (Perc).






























































