Matthew Borderick, 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:

Barman, 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

Background

Matthew has always been perceived as a strong, silent type, a good listener and someone you just like having around, like his presence makes you feel better.  He has been in Oaksville, Tennessee for 4 years now, and has built up quite a nice rapport with people, though he keeps himself very much to himself, as is befitting his role of non-interference in people’s Destinies.

As objective as he must be, he has grown to like the people of these parts, and their Dreams possess a beautiful simplicity and clarity most of the time.  Sometimes people fall into despair, as they always do, but that is why you are there – a background figure to make people feel better.

But Matthew has trouble with the balance of staying aloof and outside, and having his own individual feeling of love for these people and this town.  Sometimes it is hard when one of them is in tears and comes to you to not tell them what to do, but just send them hope and good feelings until they realise it themselves and choose freely what they want to do.  As someone once said to him, freewill is a bitch sometimes.

You are not that long created, and see yourself as a small player, which is why when you got word from Blandine that Marc, the Archangel of Trade, had a job for you, you were more than surprised.  You can’t help but have feelings of trepidation as you approach the Great Boardroom in Heaven.

Elaine Harkowitz, Mercurian of David

Choir: 

Malakim, the Friends of Man

Superior: 
David, Archangel of Stone

Resonance: 
Can sense personal politics and relationships in individuals and groups.

Essence: 
9

Vessel: 
Human Female, Level 2
Role:

Architect’s Assistant, Level 3

Corporeal Forces: 3

Strength: 5

Agility: 7

HP: 21

Ethereal Forces: 3

Intelligence: 7

Precision: 5

HP: 21

Celestial Forces: 3

Will: 6


Perception: 6

HP: 18

Attunements: 
Mercurian of David.  Can divine mental blueprints of building



Deep Gazing. Can see through 3 yards of stone 



Ofanim of David.  May slowly pass through material

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, Driving (Precision)/3, Seduction (Will)/3


 Area Knowledge (Oaksville)/3

Background
Elaine has stayed in Oaksville for the last five years, keeping herself to herself mostly, but active in the building preservations society and an expert in stone repair.  Her job in the architect’s office sees well to her celestial role as caretaker of buildings as her boss is the only architect for the next few towns and hence her web of influence is spread far.

And she has met some people who also care about their architectural heritage – people she can genuinely now call friends, and people with whom she enjoys as much of a mortal social life as her role allows.  She is mindful that their time here is short, but they are good people and no doubt she will maintain contact with them in the afterlife.

Elaine is also a very strong-willed angel who commits totally to a given task with the seriousness, focus and determination one might expect from a soldier of David, and she does regard herself as a solider – there are many ways to fight a war.  She does sometimes grow complacent and comfortable with the mortals and so misses out on diabolical doings.  But when she realises this, she sees as a failure of herself, her superior and her friends and redoubles her efforts.

You are a relatively new angel and still finding your feet, and your attachment to the people of Oaksville does sometimes worry you.  But as much as humans have free will, angels must also learn from their mistakes and their existence.  And you do learn – as long as you don’t do any damage along the way.  Which makes you wonder why Marc, Archangel of Trade, has called you to meet him.

Mike Gibson, 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:

Lone Biker, 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 


(Intelligence)/2

Background
As an Ofanim, your love for motion and movement is matched with your job under Janus – to stir it up.  You are not reckless or dangerous in this job, but you are very much aware of the importance of disrupting the status quo in places that have become complacent and static.  After all, and idle mind is the devil’s playground, and complacency breeds idleness.

You are aware that you are seen as something of a troublemaker, and you have been run out of a few towns by over-protective sheriffs, but it’s all part of the job.  It is these over-protected and insular communities that you target the most, not just to cause havoc, but to cause havoc with a view to stirring up some excitement, break the mold, make people re-evaluate things in their life and re-prioritise.  Fresh perspective often helps people to develop, move on and expand themselves as people.

Sometimes, however, you do step over the mark because, well, you like your fun.   After all, you are only young.  And Janus doesn’t seem to mind too much, or at least he hasn’t made it known that he does.  But you are bit worried now – you got a bit over-excited and trashed a couple of sheriffs cars that were chasing you from the last town (making sure they didn’t get hurt of course)

And now you have received communication that Marc, the Archangel of Trade, wants to see you.  Did you tread on someone’s toes?  Does he have a job for you? Hopefully the former – while you can stand being in trouble, you really don’t want to be put someplace where you wont get out of for a while.  

 
Caren Daniels, 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, 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, Ranged Weapon (Pistol)/3

Background
Caren is quite often seen as the quiet and studious type, and indeed it is in her nature to be more affiliated with technology than with human beings – machines are easy and have a dedicated function; humans tend to be irrational, swayed but emotions that they cannot fully understand in context, cannot perceive them in the full picture but are led by the emotion of the moment.  Caren understands this; she just doesn’t like it all that much.

Humans do have occasional insight, and for that you do value them, but you are the master of machines in this small, often narrow-minded rural town of Oaksville.  You protect them from things they are not meant to know, and make sure all the things around them are working, which makes their lives run smoother.  This may seem a small role, but if these machines work, then the locals are free to have more insight, which in turn leads to more invention.  You are aware that you are a small cog in a wheel only Jean can really fully understand, but even the smallest wheel can be a vital part.

But the narrow mindedness of the town is one of your constant irritants and you wish for a way to find some flash of inspiration to stir this dull town out of its complacency.  Now there is rumour of some big change and you are watching with interest.  Perhaps it is going to be the change you perceive the town needs, but predictably, the townsfolk are becoming emotionally distressed and afraid of losing focus on their status quo.  But now Marc, the Archangel of Trade, wishes to see you.  Perhaps what he will tell you will lead you to concur with the townsfolk after all…


Gary O’Hare, Malakim of Trade

Choir: 

Malakim, the Virtues

Superior: 
Marc, Archangel of Trade

Resonance: 
Honour and integrity and the purity of the soul.

Essence: 
9

Vessel: 
Human Male, Level 2
Role:

Lawyer, Level 3

Corporeal Forces: 3

Strength: 6

Agility: 6

HP: 30

Ethereal Forces: 3

Intelligence: 7

Precision: 5

HP: 21

Celestial Forces: 3

Will: 7


Perception: 5

HP: 21

Attunements: 
Malakim of Marc.  You can tell what something means to someone. 



Head of a PIN. $100 a day from an ATM 

Songs: 

Ethereal Form/3 (become almost invisible)

            Ethereal Memory/3 (total recall)


Corporeal Shadows/3 (+3 to move silently. Hard to see if standing 

still)

Skills: 

Dodge (Agility)/3, Fighting (Strength)/3, Knowledge  


(Law)/3, Move Silently (Agility)/3, Detect Lies (Perception)/3,


Persuasion (Will)/2

Background

As a Malakim of Marc, you are the essentially an espionage agent for heaven, and good at it too.  You watch, gather information, plan a form of action carefully, watch some more and finally act.  Being a lawyer in the small town of Oaksville is a great cover – there isn’t that much involving work (mainly petty law suits and neighbour’s feuds), but it is a great place to, well, to be the receiving end of a lot of scandal, most of which you follow up on by simply “dropping by” to the people involved and seeing what they are really all about.

And a small town like Oaksville holds a lot of secrets, and a lot of dishonour.  But you are also aware that it is the backbone of this economic giant that is the USA, and it is also a fascinating insight into how insular communities trade off each other, often by using friendship or favours done as a form of barter.  You realise that communication between humans can often be a powerful currency, especially where the cold objectivity of the bigger cities is not looming over the transaction.

You yourself are content here, obedient to watch and gather information, reporting when you need to, and acting out just retribution on those who truly deserve it, usually by arranging the arrest and just happening to be the prosecuting lawyer.  By a similar vein, you also have saved a lot of people form wrongful imprisonment at the hands of prejudice, racism and bigotry, which may have earned you some enemies in the town, but what are the back street whispers of humanity when the truth of an individuals soul is at risk.

And now Marc has called upon you to do a duty.  And you happily obey. After all, you do owe him 


Enya Carrolls, 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:

Police Officer, 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, Are Knowledge, Oaksville 


(Intelligence)/3, Emote (Perception)/3, Ranged Weapon (Pistol)/3,



Intimidation (Will)/2

Background

A local police officer might seem an odd role for one charged with calming the souls of humanity, but in making people feel safe around an officer of the law, in your opinion, they feel safer all around.  And although you aren’t a bulking figure, you impose a certain quite calm on people and even intimidate them by your insistent presence, even when you are not actively doing anything.

Oaksville is a small town, but the people are for the most part good people, and there are no demons around these parts, which means you can really get down to enforcing truth with humanity on a calm and reasonable level.  And the people here respect you and see you as an upstanding citizen, and even respond amicably when you ask probing questions, though sometimes they need a little assistance.

Now Marc has asked to see you.  You don’t particularly like the Archangel of Trade, but you don’t dislike him.  You just don’t like what the power and influence of money does to humanity – it breeds deceit, impurity and appears to be a licence for corruption, though this is probably more the demonic side of the coin, as it were. Still, if he is calling you in there may be something about to happen in Oaksville, and for all your superior tones and distance from humanity, you like this town and you like the people in it.  More importantly, you like the fact that it is demon free. And that is the way it shall stay, as long as it is on your watch.

You are not a violent person, but you are a powerful presence and use your stoic belief in truth and righteousness to sway people.  You are a rock, a tree with deep roots that nourishes the town around you and tries to let people grow free of rage.

The Root of All Evil

An In Nomine Scenario

By Colm Lundberg

Introduction

This scenario is designed to take angels who are relatively small players in the War, insulated in a safe small town, and thrust them onto the world of international demonic finance wars, hostile takeover and the erosion of small-town America at the hands of power hungry demonic corporates (and a few non-demonic ones).

The basic premise is the arrival of a multi-national that has taken over a local factory that supports 85% of the local unskilled workers, with obvious ramifications on the rest of the town, especially when the factory staff is laid off to a man, and foreign consultants brought who announce foreclosure.

The PCs are called to keep an eye on this company and when they close the factory, as well as dealing with keeping the town together, they have to investigate the company, find out it is riddled with demonic taint, collect proof and other evidence, and work against a very well-connected corporate team to bring it down, while not getting themselves dusted in the process.

NPCs

There are no names NPCs per say in this scenario.  The puppet masters behind the corporation – Finch, Copeland and Wolfe – will not be brought down, but the PCs will see plenty of their lackeys, servants and allies, most of which will appear in the form of cameo roles.  It is intended to give the demons behind the scene a mysterious illuminati feel to them – the game is about keeping the town together, and gathering evidence about the corporation.  The PCs should be able to get sufficient information to pass it on to higher channels (which should piss them off, but drive home the fact that they are Servitors)

Marc’s Boardroom

Play begins with the PCs being seated at a meeting in Marc’s boardroom in Heaven, where he tells them that a company is going to be moving into Oaksville to take over the factory, which primarily produces metal products.  While Marc understands that the primary duty of the angels is the town, he wants them to watch the business, as it is one under investigation.  He wants the PCs to protect the townsfolk at all costs, but also to investigate the business - Finch, Copeland and Wolfe – and see whether there is any demonic influence.  However, if there is no demonic influence, than no matter what happens in the town, the PCs are not to interfere in what is essentially free trade.

Note on the Mission

There is not step 1-3 in this scenario, just layers within the business.  The initial impact happens, i.e. the take-over and later on the closing of the factor occurs, which causes the townsfolk to rebel a bit, but in between, it is up to the PCs to do some serious investigating.  The difficulty lies in that Finch, Copeland and Wolfe appear, to all intensive purposes, clean, and the only demon in town working for them (an occasional plot device) is a Balseraph who is quite adept at pulling the wool over even angel’s eyes.  So the majority of this game will be created by the players as, in my humble opinion, it always should be.  Also, feel free as a GM to throw in other distractions as need be, such as town riots, increase in crime, and general unrest in Oaksville.

The Take-over

The PCs are given some time to re-assimilate themselves back in Oaksville before they hear rumour that the factory is going to be bought by a big city company - Finch, Copeland and Wolfe.  There is excitement in the town, as this may lead to wage increases, but also concern as stories trickle in of similar thing happening in other towns and factories being automated or even closed down.  

There is a town meeting with the lawyers from Finch, Copeland and Wolfe, but they fail to show, and the town judge is left with the unpleasant task of telling the townsfolk that there will be a 2 week suspension of staff, without pay, while the new company does an analysis of the factory and its processes, which is standard enough practice, but raises the tension an awful lot.

Over the next few days the company moves in and workers begin to trickle back o the factory and everything seems to be back to normal, if still a bit edgy.

Early Investigation

If the players begin their investigation too early, they may tip off Finch, Copeland and Wolfe that they are under investigation, especially if the PCs use detectable songs.  At the moment, the factory is pretty open, and not that hard to get in to, but there are celestial security guards (mainly soldiers), who wont attack the players, but may “find” them and ask them what they are doing here, appearing to all intensive purposes as just standard security guards.  If the PCs do get into the files, they wont find much more than corporate plans for reshuffling, re-staffing and a few different modernisation plans and changeover management plans.  All very standard and not very interesting stuff.

If they are very very good in this early investigation, allow them to find list of other factories owned in other small towns by Finch, Copeland and Wolfe.  Further investigation of this will lead to finding that some of them still exist, some of them were closed down, causing problems, some of them were turned into warehouses (more staff cuts) and sometimes the company sold the plants on to another company.  The factories still in existence are similar o the one in Oaksville, but if they go investigating these, they will meet higher security and greater resistance, but they shouldn’t find traces of demonic taint just yet.

Library and other investigation on Finch, Copeland and Wolfe will see them as being mostly into finance, from mortgages to advising on corporate take-overs, but also possessing interests in off shore oil rigs, airlines, professional security firms and helicopter companies as well as minor interests in the tobacco and alcohol industry.  They are very powerful lobbyists, and a very professional company with an annual turnover of $3 billion a year.  But again, nothing should seem out of the ordinary.

Closure

Whenever the PCs are finished their preliminary investigations, another town meeting is called at which it is announced that the factory is to close immediately, with the permanent layoff of all 350 staff, and that the company will be remaining in the factory in order to introduce automated systems and will be re-hiring 50 operators.  

The judge will state that he is writing to the governor asking that the situation be reviewed, but reaction ranges from shock, to upset, to outright rage and perhaps even a plan to go to the factory and call out the new owners to face a violent mob.  If you choose to do this, have the factory be empty, and the mob might even decide to trash the place.  This, however, will only serve to allow Finch, Copeland and Wolfe to increase security at the plant, which will make it more difficult for the PCs to get in next time.

The repercussions in the town are primarily what the PCs will have to deal with right now, and they will all have very different, and possibly conflicting, methods of doing this.  Throw what you think might be most appropriate at the table – an increase in domestic violence; drunken brawls; hopelessness and maybe even a suicide or two; constant calls for action in the face of relative impotence; people asking for legal resolution (all perfectly legal); generally a populace having the rug pulled from under them and wanting to strike out someway, but having no genuine recourse to do so, however justified the may feel their rage to be.  If the PCs are being true to their characters, who’s primary job is to look after the people of Oaksville, this part of the scenario may take up some time.

Bear in mind though, if the PCs use detectable songs, they will be “flushed” out, which is part of the reason Finch, Copeland and Wolfe shut down factories, or say they are shutting them down.

The New Plant Equipment

Shortly after this, a few truck arrive with new plant equipment.  Depending on the level of riots and other disturbances, and depending on whether the PCs have been “detected”, the security will be sufficient or over-the-top.  Needless to say the townsfolk turn out to throw bricks and whatnot at the trucks, which are going to install the new plant technology.

What will be odd about this installation will be that it will only take a few hours, with no construction equipment and very few technicians.  But there is nothing out of the ordinary, except something that will take a lot of detecting to locate and a lot of prying – a direct communication link between Finch, Copeland and Wolfe HQ (New York City), and one office in the factory.  This is unusual because of how strongly the office, and the link is protected security wise (all mortal security methods, but heavy electronic encryption, with alarms at various levels for botched hacking attempts).

A subtle hint

At this stage, the PCs may need to go out of town (or may have been driven out if they side too much the Finch, Copeland and Wolfe!) tot race the behaviour of Finch, Copeland and Wolfe in other small towns.  If you wish, have them waylaid by “random” biker gangs, and other assaults, a bit tougher than mortals, but nothing they can’t handle, really (leave them a bit bruised).  They may also achieve this investigation through other media, but the net result seems to be that whatever town Finch, Copeland and Wolfe touches, it leaves a trail of, not quite destruction, but desolation of the locals, despair, dejectedness and other depressing words mostly beginning with the letter “d”.

If the PCs need a hint for this, a useful plot-hook is a journalist who is doing a feature on Finch, Copeland and Wolfe’s treatment of small town America.  Have him even befriend the PCs, constantly on the lookout for information.  You may also have him mysteriously leave town at some stage if you wish.  However, as unethical at the tactics of Finch, Copeland and Wolfe may seem, this guy will have no evidence that would suggest demonic taint to the PCs.

A Chance to Act

The PCs then get wind that Finch, Copeland and Wolfe may be offering to sell the factory to the locals.  This is odd practice, especially as they have not hired back any operators and have just refitted the plant.  The PCs might be so tempted – no one else in the town has the money, and those that do don’t have the inclination (you may wish to have one or two of them shaken up by visiting representatives, which the PCs apparently missed).  If the PCs buy, Finch, Copeland and Wolfe will pull out, Marc will be seriously pissed off at their intervention in what is free trade, as they have no evidence to assume otherwise, and accuse them of bad judgement.  He will state that they now have to go to another town and repeat the investigation process again.

If Finch, Copeland and Wolfe don’t find a buyer, they will continue to operate for 6 months, and then re-evaluate the situation, thereby causing more ructions in the townsfolk, several of whom may now be in danger of having their houses and cars repossessed.  Again, this is done to tempt the PCs into revealing themselves to the watching demonic forces, and even get them in trouble with Marc (an unplanned added extra for the demon side?).  If the PCs do buy, they will find the new equipment has been sabotaged, the communications link gone, and (if you want) the body of the journalist in one of the cupboards, which may spur them onto further investigation.

If the PCs allow Finch, Copeland and Wolfe to continue operating, they will want to investigate further, the demonic presence is communicating far more with head office, and the factory is more bustling at night than is has been to date.  Security is also increased.  The factory contains nothing really valuable to the war - Finch, Copeland and Wolfe solely exist to infest small town America with depression and increase the isolation and desolation of these towns, with the knock on social effects it has.  A nasty demonic tactic, while the more powerful demons sit in the boardroom chuckling and making causing bigger problems with mis-advising corporate take-overs.

Oh, look, a taint

It is at this point that the PCs will feel a song go off in the factory, which is not necessarily evidence of demonic taint, just celestial activity, but will probably be enough to be seen as the lead they have been looking for.  Through various means, they may have been monitoring the factory to date, and may have seen a car come in, traced communications for an arrival, heard of plans to tear the factory down after moving the more “sensitive” equipment.  The song is one of location, opening a portal to take the senior staff out as well as some of the equipment.  Finch, Copeland and Wolfe are packing up shop, if they think there are no angels there, or pulling out if they are.

The PCs will be let into the factory without resistance, but once inside, guards will close around them asking them what they are doing there.  The guards (soldiers) will keep them there long enough for the song of location to be completed, and then will not resist much if the PCs try to break through, i.e. will back off if in combat, or release the PCs if they are being held.

This will give the PCs some evidence, but no proof of demonic taint.  However, they may wish to try to follow the representative, who will leave by car having done his job (he is a nearby demon, not necessarily involved in Finch, Copeland and Wolfe, so even if they take him down, they will still have no proof).

The endgame

At the moment the PCs have bits of evidence, suspicions, and possibly even histories from other places but no proof.  The song might be enough to sway Marc to further investigations, but he will require some convincing.  Either way, the PCs are left with the town still in moral ruins and turmoil; with nobody seeming to want to do anything about that (see Heaven miss the point of Finch, Copeland and Wolfe).  If they have captured one of the soldiers, they may be able to “convince” him to turn to Heaven’s side, through this would not be a laudable tactic.

The PCs should be left feeling incredibly frustrated with Marc, and with the situation as they are told that the investigation is to be taken out of their hands, or ended, or at least not pursued in Oaksville. The PCs may even wish to go to HQ New York, and allow this, but if this is late in the game, they will be captured and confined (not dusted at HQ as their souls might tell) and taken out by a seemingly random car bomb, attack, jack-knifing exploding juggernaught on the way home, sending their souls into trauma and leaving Oaksville sans angelic support, which leads to the town becoming a ghost town to all intensive purposes.

This isn’t a pleasant scenario, but the PCs are minor Servitors, and their primary duty is to the town to which they have been assigned.  If they, for example, go to New York, they are over-stepping their boundaries and Marc only told them to keep an eye on Finch, Copeland and Wolfe in Oaksville and Oaksville alone.  However, on the other hand to find real evidence, they will have to go outside Oaksville and leave their town to the mercy of depression.  In other towns they probably will find evidence, but only after Oaksville falls as the unemployment continues and people cannot find new jobs.  The best outcome the players can hope to go for, is to let go of the investigation and come up with a way to attract more business to Oaksville while better preparing themselves for Finch, Copeland and Wolfe if they come again next time.  Consider it an object lesson in being a minor Servitor in a big War, of which you know very little. Rank and file troop is a frustrating place to be.

