Freewill

An In Nomine Scenario

By Colm Lundberg

“You can choose a ready guide in some celestial voice.

If you choose not to decide, you still have made a choice.

You can choose from phantom fears and tyrants that will kill.

I will choose a path that’s clear.  I will choose Freewill”

- Rush, “Freewill”

Premise
This scenario is about the potential conflict angels can have between their inherent rigorous need to follow orders and their essences to avoid Dissonance and what happens when those desires conflict with what they feel to be the right thing to do.  On the other hand, demons are freer to impose their own will upon the world and act selfishly, while mostly obeying their Superiors out of fear, rather than respect.  In a way, it is based on the feudal comitatus loyalty concept – follow the master, for he is your better and he will provide and protect.  But what if the master asks you to kill a friend?

Setting
The game is focussed on a community centre in any run down urban location – they atypical movie scene: An area of town degraded and in a state or urban decay, with rotting brownstones, heavy poverty and the associated social problems, and mainly populated by people who have a very negative self view brought on by disadvantaged circumstances.  It can be any country, any place, with details amended as appropriate.  But for ease of reference, lets say a fictitious decaying urban area of New York City – Jonestown.

This is not intended as a social commentary, but merely to describe a setting.

Against this background is the corporate machine, wanting to use this cheap land with heavy tax incentives attached to “urban rejuvenation” - i.e. to make a packet of money by building factories in this land, even if it means demolishing part of what the people who live their call home and allow the money they earn to avoid taxation by claiming it is for the good of the area.  Social economics with no social soul – at least in this scenario.

The PCs

The PCs are all angels who work in this community centre, trying to spread hope and goodness – the light of God – in a place where there are too many shadows.  They can be considered minor operatives in the army of God, but are deeply devoted to their work and can see the immediate benefits of what the good they do can achieve even against many obstacles.  While they are not always successful, the work they do is real, even if not seen as tactically crucial in the War.  They have spent most of their existence on Earth and are very “human” angels, if such can be said.  The community centre can be simply called  “Hope”.

The NPCs
There are two major “couples” of NPCs.  The first is the face of the Big Corporation, which, as the story unfolds, will come into direct conflict with the PCs as the Corporation (lets call it TransCom) want to build a new mechanical parts factory which will necessitate the destruction of the community centre.  One of the steering forces behind this building policy is an Elohim of Marc, David Knowles, a high-power financial advisor to some of the major multi-national corporations, TransCom included.  

However, Knowles is being manipulated by a very wily and powerful Balseraph of Kronos, posing as TransCom top legal-eagle, Sarah Armand.  Armand is making sure that while all of Knowles corporate moves are financially sounds, he will step on the toes of the greater good and bring himself into conflict with his own conscience and perhaps other angels, and hence bring him closer to his fate.  

Armand knows that Knowles is an angel.  Knowles does not know that Armand is a celestial at all.  Neither are known by the PCs and vice versa.

The other major force is a relatively powerful Cherubim of David, Dominic Eduardez, a local grocer who is known to look out for people.  He is the angel given charge of Jonestown and as such is seen as the angelic authority figure in the area.  However, his area is in decay and he has somewhat lost the will to force a change in the area.  He is generally in favour of hope, but carries himself like a warrior who has lost the will to fight.  He also has some Discord, of which he is deeply ashamed – partly as a result from his failure to encourage growth and protect Jonestown, but also from doing nothing during a demon incursion to the area some years ago.  

Hovering around Eduardez is a Habbalah of Malphas in the form of a 14-year-old boy working in the grocery that Eduardez “rescued” from the streets.  His name is Jay Ellroy and he is constantly getting himself in between gangs and factions in the town forcing Dominic to intervene, or do something to protect the kid.  Dominic sees the kid as his salvation, bereft of any other outlet in his narrowing field of vision as he is.  Jay, of course, sees this as the perfect angle with which to bring the further and final decay of Jonestown by breaking Dominic’s spirit.  He is still getting to know the factions in the area and has only been around a few months, but is biding his time.

Ellroy knows that Eduardez is an angel.  Eduardez does not know that Ellroy is a celestial at all.  The PCs know Eduardez, but only know of Ellroy to see.  Eduardez knows they are angels; Ellroy does not know that they are celestials.

Hope

The centre is a three-story facility, with a canteen, 8 classrooms, 4 larger rooms for talks, etc, a room with some pool tables and table tennis tables, a dormitory with 8 beds, 3 family suites comprising 2 bedrooms and a small sitting room.  Most of the residents are short-term emergency cases, but the classrooms are in constant use with creative writing classes, art, languages and even law.

It is held in high esteem in the community and, while it only caters for the minority of the populated who choose to, or circumstances allow them to, avail of it, the majority of the community see it as a good thing.  Hence, there is rarely any serious trouble – there are fights, drug-related problems and the like, but the centre has never been petrol-bombed, burgled and the staff have never been the subject of attacks by those who knew where they worked.  Assume the PCs live relatively nearby, but not in the centre itself.

TransCom
TransCom can be seen as the atypical multi-national mega-corporation with power and resources seemingly immeasurable and involved in as numerous different industries as the GM requires for various plot and player related reasons.  It has men from labourers and heavies to suits and tinted limos.  TransCom is a plot device and can throw as many resources in the way as deemed appropriate by the GM.  If you need further details, wing it based on what you imagine such a corporation will have.

Play opens – the letter
Play begins in Hope, with the angels carrying on with their normal business of classes and taking in people who have no homes or food for the day.  They get a package from a courier company addressed to the management – not unusual in itself.  The package contains letters asking them to sell the centre to facilitate the development of a factory, which will bring employment and stability to the area.  There are detailed plans of the factory, which also necessitates the destruction of a nearby brownstone – which is crumbling but still inhabited by about 35 people.  There is no mention of incorporating the centre or re-housing the inhabitants of the brownstone.

Such letters has been seen before by the PCs and tell them so.  Corporations are always trying to muscle in on the territory, but after a few bribery attempts and perhaps the odd threat, they seem to become disinterested or, rather, more interested in a similar target that buckles easier.  The one thing different about this package is that it contains about $5,000 as a “gift of goodwill”.  Obviously, this is a lot of cash for the centre and can do a lot of good.  It is somewhat incidental, but useful as a plot tool to start debate about whether to use the money or not, which will hopefully set the tone of uncertainty – the good the money could do versus the possible evil of its origins.

A Visit from your Friendly Neighbourhood Mega-corporation

The following morning the residents awake to the trundle of 3 tinted black vans pulling up – irregardless of whether the angels went home or stayed there, have it be morning as this will have a greater effect of the waking residents.  A number of men in suits get out, let by David Knowles, (a.k.a Lucretian Elohim of Marc).  Sarah Armand is also present, but will take a back seat in the proceedings.

Note that if the PCs start using songs or spending Essence, they will reveal themselves not onto to Knowles, but also to Armand.

The visit is to show the power and wealth of the company, but Knowles is smooth talking and will just want to make sure that they received the package and the “goodwill donation”.  He will field general questions about the company, but will play down the destruction of the centre, calling the plans “only first drafts” and offer “consultations” and remind the centre that is “has recourse to object to planning permission” but that “TransCom is not here to make life difficult, but make it better for Jonestown”.  He will offer jobs – something the centre cannot – and if the players allow the residents to gather (rather than controlling the situation in an office meeting), the offer of jobs will get some residents on side and begin to sew a divide.

The visit will be brief – the reason for it primarily threefold:

a) To possibly reveal the PCs as celestials to the NPCs

b) To allow the NPCs to gauge the character of the PCs by what they did with the $5,000

c) To allow them to meet and set the mood for the piece by sewing dissidence and hardening resolve, depending on the way it plays out.

The Rest of the Day
The PCs will be busy fielding questions about the future of the centre from the Community.  The may wish to visit Eduardez and fill him in, in which case Ellroy will no doubt want to avail of this opportunity to make a play, especially if the residents heard a job offer.  Eduardez will be safe to keep the conversation non-celestial while Ellroy is around, to protect him as a “human”, but the PCs may not be as careful – Ellroy will notice any slips.

Eduardez has mixed feelings – he thinks a factory would be good for the area, but is greatly sympathetic towards Hope and the work the angels do there.  However, he is disinclined to actually do anything until something more happens – he reckons TransCom will just go away like the others.

If they have revealed their celestial nature previously, Knowles will visit them and try to find out what they are, whom they work for and what their intentions are.  He will be relatively sympathetic to their needs and will see if he can’t amend TransCom’s decision.  Initially, h will not reveal that he is a celestial, but depending on the information he gets from the PCs, he may admit his identity.  However, he is adamant that he is working directly for a senior Servitor on Marc and as far as he in concerned, only following his word and his Essence. 

Behind the Scenes
If the PCs have revealed themselves as celestials to either Ellroy or Armand, then they will both step up their “work” of Eduardez and Knowles respectively.  As a result, as play progresses, Knowles will become more hard-line corporate and Eduardez will become less inclined towards the PCs view and more in favour of jobs.

Either way, the demons will begin to make their play by targeting the community and trying to turn it against the centre and in favour of TransCom.  They are not necessarily collaborating and do not need to be aware of each other, but their work compliments the other by its nature.

Flyers, jobs and a community manipulation
The area gets bombarded with flyers from TransCom over the following days promising labourers jobs with no need to formal education, training and even possibly college courses for their employees.  The contract offered even covers medical and dental and will seem like a very good offer.

The criminal element in the area seems to think it’ll be good to flood the area with money, but the PCs do not need to know this really – just there if they go looking for it.  If this element becomes an issue, then the local can be considered to be in TransCom’s pockets through pay-off, manipulation or from being out-muscled.  

The community basically shift to asking the centre what if can offer them – there is a core resistance among the community in favour of the centre, a general mistrust of mega-corporations and there should be some game play with the PCs talking to their clients, residents and members of the community from both sides of the fence.  Allow them to get the feeling the core in favour of Hope are in the minority (most people are really suspiciously watching for things to evolve without committing to the argument) and that the tide is turning against them.  Try to motivate them to really get into the issue and get them almost confused as to what would be better – Eduardez can be useful here, especially if the PCs have revealed their nature within earshot of Ellroy.

Have the issue come to violence, have windows broken in the centre, staff car tyres slashed – maybe even a demonstration “give us jobs, not art classes”.  If the PCs call the police, it wont be seen as a good move for them.  Have the situation get increasingly worse, but not overly destructive.  

TransCom to the rescue?
If the players don’t think of it first (in which case TransCom will hear of it and want to join in), have TransCom call a public meeting of interested representatives to thrash out the various issues.  Eduardez will be conspicuous by his absence – he is wallowing in self pity, increased by Ellroy telling him that by siding with the centre he is bringing nothing but ill-will to the community.  Have Ellroy run out on him, lose faith in him, while he is really out stirring it up further.  

A number of the more vociferous people on both sides of the group will attend.  On TransCom side, Knowles will be delayed, but the debate will open with Armand representing TransCom.  Depending how the PCs handle their argument, Armand should use celestial powers to bring the crowd to her way of thinking, but they will be subtle ones.  Also, the PCs may use celestial powers and Armand may try to counter, which will make a lot of noise and may even confirm to Armand that these guys are angels. The PCs may become aware that Armand is a celestial.  If it is loud enough, it’ll bring both Ellroy and Eduardez – the latter will just try to focus on bringing Ellroy home, but it might be telling to the PCs that Ellroy suddenly turned up.

The level of information as to the true nature of Armand and Ellroy should be catered to what the GM thinks the collective game-knowledge of his or her group is – i.e. drop them hints as required.  Give them enough suspicion to want to investigate both of them.  

Have the evening end somewhat unsatisfactorily and totally unresolved, with people leaving either muttering or kicking and screaming, depending on the level of hostility certain songs induce.  Either way, it should not ended pleasantly.

Options open to the PCs
The PCs may try to seek their Superiors – but as said previously, they are small cogs in the big wheel and most such queries will be referred to the resident angels under whose protectorate they are working, i.e. Eduardez.  If they accuse the other angels of mixing with demons, have their less reactionary Superiors (or Senior Servitors) suggest that bringing the Archangel Dominic down with wrath and fire would not resolve the situation within the community – it may follow, but after the situation resolves itself.

The PCs might also try to investigate either or both Armand and Ellroy.  

Ellroy will dissuade them using gangs and physical force of they get too close.  They may even take Ellroy out, but not before such a noise attracts Eduardez, who will obviously be gutted and may even leave the city.  If this happens and Ellroy is destroyed, have Eduardez witness it – and, if appropriate, that fact that Ellroy was a demon.  Depending on how the PCs cope with the broken Eduardez will determine whether he runs, goes entirely into himself, abandons the city (more Dissonance) or even attacks the players in his grief.  The last two options might even lead him to Fall!  At best, he will have to deal with consorting with a demon.

If they try to investigate Armand, she will use less forceful means and manipulate Knowles into telling them to back off.  Knowles might even suggest that he would bring the issue to arbitration at the court of the Archangel Dominic (see above).  He will not accept that Armand is a celestial as he has worked with her for years.  Armand is the best liar in the business and will be slick – they shouldn’t find anything to condemn her as a demon.  If they do, it should be good!

If anything, pushing the issue it makes Knowles (and Armand) push the project forward and call in the bulldozers.

Where do we go from here?
As you can see, there are a number of possible outcomes at this juncture.

If Ellroy is gone and Eduardez distraught to whatever level, then Knowles will have a trump card against what damage the PCs have already done and will use this to try to convince the PCs that his plan is better for the community.  

If they manage to hold Eduardez together, but still destroy Ellroy, the Eduardez will be of little use for the endgame.  

If Ellroy is not destroyed and the PCs convince Eduardez to join their side of the argument, then Ellroy will destroy Eduardez, the PCs will hear the noise, arrive to late and may then deal with Ellroy.  

If the PCs fail to convince Eduardez, then he will actually side with Ellroy in the end and bring his own downfall! 

If somehow they have managed to convince Knowles that Armand is a demon, then Knowles will obviously have to re-assess his transactions over the years, may gain dissonance, will be investigated and may even Fall.  Armand will take over the project and then it will be the PCs against her.  Either way, Knowles will be pretty distraught and the PCs will have a job convincing him to join with them against her.

If the PCs fail to convince Knowles, he will hold back from direct conflict and only act if Ellroy and/ or Armand show their true colours in the final fray, but even then, he will have to take the rap for working with Armand all these years.

And speaking of the Final Fray
Matters will have reached fever pitch in the area and to make matters worse, workmen have started to arrive merely, of course, to do surveying and measuring.  The bulldozers and related equipment will not be used, merely stored onsite for later use.

This will, of course, lead to a reaction in the community, either against the centre totally or (more likely) split between supporters of the centre and those who support TransCom.  The police will be called in, possibly riot squads, which may lead to a worsening of the situation.

Depending on what has happened celestially, in the midst of this situation, the PCs may attack, be attacked or be forced to act with Essence, drawing them out beyond question.  If they react celestially, Knowles may not have the will to resist reacting in favour of TransCom (or more directly Armand).  The same could be true of Eduardez and Ellroy may force him to step into (onto?) the PCs.

Either way, when the workmen arrive, things will hit the fan in a big way.

So, what is the outcome?

As you may have come to realise, this is a no-win situation.  

Either the PCs back down and bow to community pressure, spurred on largely by Ellroy and Armand, in which case the centre will go, their work finish and they will have to face a later inquest as to why they didn’t do more.

Or the PCs resist, the community is torn apart, and there may even be rioting and violence.  If they successfully defend the centre, then TransCom will pull out, but the damage will be done.  Those who supported the centre will be happy – those who opposed it will be bitter and see it as having taken jobs from them.  The respect for Hope and the social protection that respect offered will be gone.  So, in a matter of years, Hope may be forced to close its doors.  The community will ultimately be the worse for it.

If TransCom win out, then the dreams of jobs will happen for some, not for others.  More qualified workers will be brought in, or cheaper labour, and Jonestown will deteriorate over the years until it becomes an industrial zone, the people dispersed to the winds, but the area will be commercially successful for a time.

Then, of course, there is the question of how many celestials are killed, Fall or gain dissonance.

It is quite an open-ended scenario and a lot will happen depending on how the PCs interact, act and react.  There is a lot of skill required from the GM as it is not an action-orientated scenario, but In Nomine has the potential to be so much more.

The question that should be asked is what is the greater good in this scenario? Is there one?

Nathan Davis, Menium of Blandine

Choir: 

Menium, the Messengers of Hope

Superior: 
Blandine, Archangel of Dreams

Resonance: 
You are attuned to instilling hope in humans who need it most, without 

 them knowing and without interfering with their destiny.

Essence: 
9

Vessel: 
Human Male, Level 2
Role:

Community Worker, Level 3

Corporeal Forces: 2

Strength: 3

Agility: 5

HP: 12

Ethereal Forces: 4

Intelligence: 8

Precision: 8

HP: 32

Celestial Forces: 3

Will: 6


Perception: 6

HP: 18

Attunements: 
Menium of Blandine.  Can instil hope and motivate people



Dream Walking. May enter the Marches through the drams of a human 

and sense perceptions of that human dreaming (+2 to sense despair)

Songs: 

Ethereal Sleep/3 (puts subject to sleep.  +4 to opposition roll)

Ethereal Sensation/3 (forces subject to experience performers emotions)


Celestial Truth/3 (forces target to tell truth vs Will)


Corporeal Solace/3 (subject immune to pain and stunning)

Skills: 

Dodge (Agility)/3, Emote (Perception)/3, Move Silently (Agility)/3, 



Persuade (Will)/2, Hide (Precision)/3

Nathan is one of the founding members of Hope (with Rose), the community centre here in Jonestown, a crumbling urban area with little outlet for hope in the area.  He has been working there for 10 mortal years, since the centre opened and is his first assignment on Earth.  It is a small assignment, but David has humbly accepted his relatively minor role in the Symphony.  He sees it as doing real good and making a difference in the lives and hopes of people.  The War with Hell maybe ongoing, but his concerns lie with people and bringing them out from the hopelessness of society and into realising their own potential.  He is deeply committed to the training and creative outlets Hope can offer because of, rather than despite of, the harrowing conditions and lack of other facilities in the area.

Amy Williams, Elohim of Jean

Choir: 

Elohim, the Powers

Superior: 
Jean, Archangel of Lightning

Resonance: 
Objective perception, without any kind of personal prejudice – 

emotions without being emotional.

Essence: 
9

Vessel: 
Human Female, Level 2
Role:

Computer programmer/ teacher, Level 3

Corporeal Forces: 2

Strength: 4

Agility: 4

HP: 16

Ethereal Forces: 4

Intelligence: 7

Precision: 9

HP: 28

Celestial Forces: 3

Will: 6


Perception: 6

HP: 18

Attunements: 
Elohim of Jean.  For 1 essence can create full pocket size 

computer will all the bells and whistles for 4 minutes also +3 to 

computer use



Remote Control. Can control any manufactures device 9 feet away 

Songs: 

Corporeal Entropy/3 (ages target by CD X Essence used)

            Ethereal Friendship/3 (gains charisma equal to Essence)


Ethereal Harmony/3 (causes people to become peaceful)

Skills: 

Dodge (Agility)/3, Computer Use (Intelligence)/4, Electronics 


 (Precision)/3, Open locks (precision)/4, Mechanic (Precision)/3

Amy is relatively new to the centre, working there in the last 2 years after the centre secured state funding for an entry-level IT course.  Amy was aware of the celestial origins of the centre – Nathan founded it a decade ago – and wanted to lend her hand to helping, mainly from an interest in observing how hope can be sewn amongst the hopeless rather than out of any technical challenge.  In her relatively brief time there, she has learned with interest what offering people opportunities to improve themselves can d for their self-esteem and has come to believe the centre is a force for good in the community and on the wider scale of human emotions.  It is a slow solution, but therefore probably more durable then any quick fix.  She is certainly learning a lot about the human condition when pushed to extremes.


Rose McDowell, Seraphim of Novalix

Choir: 

Seraphim, the Most Holy

Superior: 
Novalis, Archangel of Flowers

Resonance: 
Truth.  You can sense lies as stains in the Symphony.

Essence: 
9

Vessel: 
Human Female, Level 2
Role:

Social Worker, Level 3

Corporeal Forces: 2

Strength: 4

Agility: 4

HP: 16

Ethereal Forces: 3

Intelligence: 7

Precision: 5

HP: 21

Celestial Forces: 4

Will: 8


Perception: 8

HP: 32

Attunements: 
Seraphim of Novalis.  Emanate peace. Will –9 for someone near to 

take a violent reaction



Nothing but Flowers. Total concealment in flower 

Songs: 

Celestial Form/3 (can change appearance)

            Celestial Motion /3 (teleports object 90lbs+30 per E)


Celestial Opening/3 (change a person’s opinion)

Skills: 

Dodge (Agility)/3, Driving (Precision)/3, Area Knowledge, Jonestown 


 (Intelligence)/3, Emote (Perception)/3, Fighting (Strength)/3,



Intimidation (Will)/2

Rose has been stationed in Jonestown for about 15 years, before the Hope centre opened and was one of the founding members along with Nathan, the Servitor of Dreams who landed hear about a decade ago.  Rose is very aware of the social problems in Jonestown, with huge unemployment, alcoholism, domestic violence, abandonment as well as criminal gangs marauding and lulling youths into faction fights.  The centre seemed like a good idea and it is, but it does little to really get to the root of the problems of Jonestown – in fact, Rose isn't really sure if there is a solution to the problems.  Certainly the resident servant of David – Eduardez, doesn't seem to think so.  It's a pretty disheartening, but all you can do is make life better for the clients with whom you work.

John "Grif" Griffon, Ofanim of Janus

Choir: 

Ofanim, the Wheels

Superior: 
Janus, Archangel of the Wind

Resonance: 
Motion. Can go very fast, very quickly and also know fastest routes.

Essence: 
9

Vessel: 
Human Male, Level 2
Role:

Ex-con, Level 3

Corporeal Forces: 4

Strength: 9

Agility: 7

HP: 54

Ethereal Forces: 3

Intelligence: 5

Precision: 7

HP: 15

Celestial Forces: 2

Will: 4


Perception: 4

HP: 8

Attunements: 
Ofanim of Janus.  +3 to all lock opening rolls



Swipe. Can vanish and later reproduce an object of 9lbs 

Songs: 

Ethereal Speed/3 – divides the time needed to perform a task by CD



Corporeal Thunder/3 – Celestial Stun grenade



Corporeal Ice/3 – freezes 40+(30XE)lbs of matter or causes CD+E dg

Skills: 

Dodge (Agility)/3, Driving (Precision)/3, Fighting (Strength)/3


 Move Silently (Agility)/3, Open Lock (Precision)/3, Lying (Int.)/2

Grif is not really an ex-con, but he is a rough-and-tumble Ofanim who moves from town to town uprooting the status quo, but in a good way and with the intention of always doing the right thing – even if that means shaking up things a little to make people think about it.  An ex-con is good cover and the tough image often helps ease transitions into areas of disadvantage, such as Jonestown.  You head of the Hope centre and its angelic backing and thought you'd swing by and look in to see what help you could offer.  Although you have only been here a few months, you have blended in well to the outreach programme, helping kids to stay on the straight-and-narrow with horror stories from prison, or just as a tough-guy confidante.  

Stuart Carter, Cherubim of Eli

Choir: 

Cherubim, the Guardians

Superior: 
Eli, Archangel of Creation

Resonance: 
You can attune yourself to people of things and know when they/it is in danger.

Essence:
11

Vessel: 
Human Male, Level 3
Role:

Street Artist/ Street Fighter/4, 

Corporeal Forces: 3

Strength: 4

Agility: 4

HP: 24

Ethereal Forces: 3

Intelligence: 6

Precision: 6

HP: 18

Celestial Forces: 3

Will: 5


Perception: 7

HP: 15

Attunements: 
Cherubim of Eli.  Hold and item and know details about its creation  



Transubstantiation.  Turn a quantity of inorganic material into organic 

material

Songs: 
Ethereal Light/3 (creates illusions) 


Ethereal Unity/3 (group can use each others skills, 1pt/person)


Corporeal Entropy/3 (cause things to age)

Skills: 
Fighting/4 (Str), Fast-Talk/4 (Will), Dodge/4 (Agility), Art (prec)/2, Emote/3 (perc)

Your current role may seem somewhat odd from the point of view with Eli being a make-love-not-war type of Archangel, but you took his departure form Heaven bad.  Not that you took to violence or anything, you more took to Earth, to people, to the rough areas to see what good you could do.  Hell, the alternative was working for someone like Laurence and that really didn't appeal to you.  So you wandered as an artists/ rapper/ street protector of those who couldn't protect themselves.  In essence, you wandered around pretty aimless but doing good until chance brought you to Hope where you feel you can make a real difference.  In a way you like to think that Hope has given you what you try to return to the people who come there.

Joanne Simmons, Mercurian of David

Choir: 

Mercurian, the Friends of Man

Superior: 
David, Archangel of Stone

Resonance: 
You can see relationships between people and how they are considered

Essence:
11

Vessel: 
Human female, Level 3

Role:

Administrator /4 

Corporeal Forces: 3

Strength: 6

Agility: 6

HP: 36

Ethereal Forces: 3

Intelligence: 6

Precision: 6

HP: 18

Celestial Forces: 3

Will: 5


Perception: 7

HP: 15

Attunements: 
Mercurian of David.  You have a feel for buildings, almost like mental 

blueprints.  

Cold Touch.  For 6 essence, you can turn a person to stone!

Songs: 
Ethereal Stone/3 (a rare song.  Allows 10lb per essence of stone to bow to your will) 


Corporeal Shattering/3 (corporeal sonic blast)


Ethereal Direction/3 (Instant knowledge of area for CD rounds)

Skills: 
Engineering/2 (Int), Dodge/4 (Agility), Hide (Perc)/3, Drive /3(Perc), Climb/3 (Agility), Fighting/3 (str.)

You joined the centre, Hope, part to keep an eye on the area, but also to put some effort into making a community that is crumbling into a community that might flourish, even if it takes several generations.  This area is looked after by another Davidian – Eduardez – but he hasn't done much to keep the area afloat.  Mind you, sometimes the decisions of man bear too much weight and can even make the work of the most devoted angels' job almost impossible.  The centre is a pretty cool place for the people of the area and it is true to say that from such small beginnings bigger things can emerge.  There is no quick fix to Jonestown, but hopefully there could be a fix. 

NPCs
It's not out of laziness, but I prefer not to do sheets for NPCs – it's a cinematic game, so allow the PCs to defeat Ellroy if you think it is appropriate for the way the game is going.  Similarly, assign the NPCs powers as you see fit.  As indicative values, assume each of the 4 NPCs have 15 Forces each, giving an average of 10 in each stat – therefore and skills/ songs they have would all have target numbers of 12.  They have no specific distinctions.  

I would play Knowles as having the Discord of Pride to level 3 and Gullible to level 2.  I would play Eduardez as having the Discord of Apathy/3 and Fear/2 (of losing his "job" of guiding Ellroy").

