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City Of Angels

A Hunter The Reckoning           R.P.G. Scenario

For Warpcon XVIII

By Ray O’Mahony
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A Bit of Background


If you’re going to be the storyteller of this scenario I’ll assume you know a little bit about Hunter The Reckoning, or at least the old World of Darkness. If you’re a fan of new World of Darkness that’s alright, because the mood & themes are similar enough for you to go with what you know in this case. 


This game is set in the year 2001 in L.A. The city is rife with violence. Villains lurk in dark alleyways awaiting their chance to mug the unsuspecting and gang killings make the papers nearly everyday. However, those that call themselves Hunters know that there is more behind the stabbings and drive-by shootings than it seems. Hunters know that there are dead things walking the Earth, taking human life in order to survive. Hunters know that they are the only defence that humanity has against the depraved, vicious monsters of the night.


Hunters become aware of the supernatural beings around them in a moment of clarity they call the imbuing. This is usually a stressful and shocking moment that opens their eyes forever to the way the world really is. Hunters sometimes refer to themselves as the imbued. The thing is, most Hunters have to find out what supernatural entities are capable of through trial and error or asking more experienced Hunters. Most Hunters find each other by posting on Hunter.Net, the problem is that their more incorrect information can circulate (it’s the internet after all). If your players don’t know much about this setting, and start trying to remember what hurts a vampire in the movies, that’s fine, because it works with what their character will know.


The different types of Hunter are broken down by Creed. The Creed a Hunter follows dictates the types of special Hunter powers (Edges) he/she can tap into. A Creed will also give an insight into how a Hunter will react to the undead, for example; an Avenger will want to destroy a supernatural whereas a Redeemer will attempt to offer it salvation. The Creeds are as follows; Defence, Innocence, Judgement, Martyrdom, Redemption, Vengeance and Visionary.

The Plot (Short Version)

The player characters have separately been invited to the home of a more experienced Hunter to discuss some supposed ghost sightings. This Hunter (Eli Morrison) hasn’t been actively investigating for a number of weeks because of a “shambler” related injury that has put him in a wheelchair. He’s continued to research paranormal occurrences though, and he has chosen the players to check out a few areas that are reputedly haunted. The areas in question are a cinema, an abandoned school, a subway train and a library.


The players will head off to investigate these areas and discover odd similarities between most of them. The cinema is a small shabby little place with one screen, most of the audience are rotting corpses that sit and stare at a symbol painted in blood on the screen. The abandoned school has a classroom that has a group of dead children staring at the blackboard, on which the same symbol is painted in blood. The subway train has corpses for most of its passengers, the bloody symbol is painted in various places in the style of graffiti. In these cases mere mortals don’t see that there 
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is anything wrong and wont try to interact with the corpses in any way. The Hunters are the ones that realise what is happening.


When the players go to the library Morrison told them about, they find a Wraith that takes possession of the head librarian in order to keep a particular book from leaving the premises. In this case an Egyptian gentleman is attempting to borrow the book, which just so happens to be about ancient Egyptian rituals. The players may use some of their edges to discern that the gentleman is, for want of a better term, a Mummy. The Hunters may kill the Mummy, but if they don’t, he’ll give them information on a powerful Necromancer who is behind the strange happenings.


If the players return to report findings to Morrison, they find that he has been shot to death. Various further information gathering about the haunted areas, the murder and the Mummy all point towards an undead fiend (Francesca Giovanni). Francesca is a necromancer who is gathering power to herself by enslaving the souls of the dead. The Hunters will attack her in her home. Francesca has a mansion that is guarded by a mixture of fanatically loyal humans & spirits. Once Francesca has died, all of the corpses in the cinema, school & train become visible to normal humans.  
Quick Info on Player Characters

Jane Anderson (Defender): Jane is an officer in the L.A.P.D. and has been a Hunter for about a year and a half. She has contacts in the force, her own squad car and more experience than the other player characters.

Edges: Defence 3
Vengeance 1 

Robert Smith (Innocent): Is a biology student at the local university with access to plenty of the labs and equipment.

Edges: Innocence 2 

David Cain (Redeemer): Works in a television station, was Imbued while doing camera work for one of those “America’s Most Haunted Houses” shows.

Edges: Redemption 1 Martyrdom 1

Roland Gormley (Martyr): Works as an accountant for an advertising agency. Hates his boring job, but it has made him fairly wealthy.

Edges: Martyrdom 2
Michelle Stolze (Visionary): Michelle is the curator of her own art gallery and is also a history buff.

Edges: Vision 2

Sergei Zavorotko (Judge): Sergei is a first generation Russian living in America. He’s had numerous encounters with Werewolves and so considers himself an expert on those beasts.

Edges: Judgement 2 Vengeance 1  
Quick Info on Edges (Hunter Powers)

Please note: the following guidelines are really simplified (and not strictly accurate) versions of edges in the Hunter book. Also note that for simplicities sake Innocence Lvl 2, Martyrdom Lvl 2 and Judgement Lvl 1 are the same.
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Defence

Defence Level 1 (Ward): Roll Stamina + Zeal diff 7 to activate an invisible barrier around the character that monsters cannot penetrate. The power has a radius of six yards.

Defence Level 2 (Rejuvenate): Can use Conviction points to heal wounds (1 point per turn) and gets 2 extra dice for soak rolls.

Defence Level 3 (Brand): Character can burn a mark into a monster that is visible only to Hunters. Roll Zeal diff 6 to see how long the mark lasts (1-a day, 2-a week, 3-a month, 4-six months)

Vengeance

Vengeance Level 1 (Cleave): Any Melee weapon the character holds gets an extra +2 strength bonus. These attacks can hurt ghosts.  


Innocence

Innocence Level 1 (Hide): The player wills himself not to be seen. Roll Wits + Mercy diff 6, if successful he can stand still and be unseen.

Innocence Level 2 (Illuminate): Roll Perception + Mercy to better understand the nature of a supernatural. For example finding out if a supernatural is a Shapechanger in human form or a Warlock etc.

Redemption

Redemption Level 1 (Bluster): The Hunter shouts a word (such as No! Stop! It doesn’t matter what) and an attack against that Hunter is deflected. Roll Wits + Mercy.

Martyrdom

Martyrdom Level 1 (Demand): Mark a level of damage on the character sheet and the character may now add Mercy to any Strength roll that turn.

Martyrdom Level 2 (Witness): Roll Perception + Mercy to better understand the nature of a supernatural. For example finding out if a supernatural is a Shapechanger in human form or a Warlock etc.

Vision

Vision Level 1 (Foresee): Once per game Re-roll one action as the player foresees all possible consequences.

Vision Level 2 (Pinpoint): Roll Perception + Vision to discern a weakness of a supernatural, perhaps sunlight, silver, cold iron etc.

Judgement

Judgement Level 1 (Discern): Roll Perception + Zeal to better understand the nature of a supernatural. For example finding out if a supernatural is a Shapechanger in human form or a Warlock etc.
Judgement Level 2 (Burden): Make eye contact with a monster & roll Stamina + Zeal, if you succeed the Monster cannot move more than a foot in any direction. 
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The Scenario Begins Here

Part One

Visiting A Friend

The player characters have separately been invited to the home of Eli Morrison, a more experienced Hunter (it’s a Saturday afternoon). All the players have met Morrison before. Morrison lives in a cramped, ill-lit apartment that is accessible by elevator or stairs. He hasn’t been actively investigating supernatural activity for a number of weeks because of a “shambler” related injury that has put him in a wheelchair. He’s continued to research paranormal occurrences though, mainly by buying less reputable newspapers and keeping an eye on various sites on the Internet. He has gathered the players together in the hopes that they’ll check out a few areas that are reputedly haunted. He’d go himself, but he’s in no condition to defend himself should trouble arise. 

He tells the players that there are stories of an abandoned elementary school near here where the animated corpses of children attend classes night and day. These stories are accredited to people with mental illnesses or sensationalists, but other events around this region make Morrison suspect otherwise.

There has been one newspaper report that Morrison found that seems to have some similarities to the story of the school. The reporter wrote an article about someone sitting in an old art-house cinema that some people claim is a corpse, but others say is a healthy man.

Rumours are circulating among some subway commuters that they travel to work on some kind of ghost train. The train itself is solid and arrives at a station near the players’ current location on the hour every hour. People that take the train regularly have claimed that some of the other passengers have appeared to be corpses on rare occasions.     


As if that isn’t enough to make the Hunters start to scratch their heads, there’s allegedly some Poltergeist activity in the library down the street. There are ghost sightings and books flying off shelves without explanation.  


Morrison is understandably concerned that he’s apparently living in the centre of a web of supernatural happenings that he can do nothing about. He’d be very grateful, and able to sleep better at night, if the players would get to the bottom of this.
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Part Two

Investigating The Sightings

Bellflower Elementary School


The players enter this area through a squeaky, rusted gate. They then walk through the schoolyard where weeds grow through cracks in the concrete and a broken set of swings can be seen. When the players step through the battered wooden doors of the school building, a few bits of wood and plaster fall from the ceiling. After walking around the school for a minute the characters find a classroom that is filled with dead children. All of these children sit stock still in their chairs and stare blankly at the blackboard. On the blackboard there is a peculiar cartouche (a set of Egyptian hieroglyphics) painted in what looks like blood. Despite the fact that the bodies of the children are quite rotted, it’s possible to see that they have all suffered stabbing and slashing wounds before death if one looks close enough. If some of the players use their Edges in order to see what’s going on more clearly, and gets lots of successes, they can hear faint children’s voices begging for help.

The “Silver Screen” Cinema


The players enter a slightly run down yet still operating art-house cinema that has one screen. Tonight’s showing is “The Mummy” (the original, in black & white). The players may buy tickets from the perfectly human desk clerk. Inside, the players see a mixture of deteriorating dead bodies and live people sitting side by side. The living are oblivious to the corpses other than to realise that “someone is sitting that seat” etc. The living are also oblivious to the giant dark red cartouche painted in the centre of the screen. If the players examine one of the dead bodies, that sit staring at the screen, they can find incisions on their lower legs. After a few minutes the film starts, projected onto the screen regardless of the cartouche. If some of the players use their Edges in order to see what’s going on more clearly, and gets lots of successes, they can hear faint voices begging for help.

The Subway Train


When the players visit the subway station they wait for the train with all the other passengers. The train arrives on time, people depart and board like normal. However, the players can see that there are corpses taking up at least half of the seats. The corpses appear to be staring at a dark red cartouche that is painted at various points on the inside of the train in the style of graffiti. Just like before, there’re incisions on the legs of the corpses. Just like before the living, breathing humans in the vicinity just don’t seem to see that there is anything amiss. If some of the players use their Edges in order to see what’s going on more clearly, and gets lots of successes, they can hear faint voices begging for help.     

The Library


The library Morrison told them about is a little nearer than the other sites but not by much. On arrival the Hunters may explore the building which is relatively old, but in good condition. It has a vast collection of old books on the supernatural, which is probably why Morrison lives so near it. Soon after they enter the library some 
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of the characters may notice an odd Egyptian gentleman. This fellow is thin, fairly short and uses a gnarled, wooden walking stick. He’s attempting to borrow a book that just so happens to be about ancient Egyptian rituals. The librarian (an attractive young lady) doesn’t seem to let this man borrow the book. The players may use some of their edges to discern that the gentleman is an ancient Egyptian immortal, for want of a better term, a Mummy. They will also see that the young lady has been possessed by some kind of spirit, and this spirit seems to have a strong attachment to the book. If the players eavesdrop they hear the Mummy (who introduces himself as Ahmed) claiming that he’ll take good care of the book, guarding it with his life, if allowed to take it. The Spirit claims that it simply can’t take that chance. After some time Ahmed gives up on reasoning with the stubborn spirit, says a few words in Egyptian under his breath, and the spirit is forced out of the body. The young lady faints and Ahmed calmly takes the book. Then he turns to leave.


The players can stop Ahmed from taking the book by taking violent action in the library. If they do so books will start to fly from shelves as a great wind (caused by the angered spirit) rushes through the building. Alternatively they may attack Ahmed to get the book outside the library if they can find a spot without many witnesses. In either case, Ahmed will defend the book until his last breath.

Ahmed Quick Statistics and Powers

Attributes

All Physical 3
All Social 6
All Mental
   6

Abilities

All Talents  3
All Skills 3
All Knowledges 6

Powers

Ahmed can choose to throw two stone figurines at his feet and speak a sentence from a long forgotten language. By the end of the turn the figurines have become life-size warriors that serve Ahmed. (Warrior Statistics: All Physical 5. Brawl 3. Dodge 3. All Else 0)


Ahmed can also open his mouth wide so that a swarm of locusts will emerge from within him and plague his attackers. The locusts distract characters so that all Dex rolls are at +1 difficulty, but G.M.s should focus on the storytelling aspect of this power: like how gross it is to have locusts fly into your eyes and ears.


If they kill Ahmed they find that they cannot decipher the language inside, but they do find a drawing of an Amulet shaped like a scarab beetle. This Amulet displays the same cartouche as was painted at the cinema school and train. 


Of course, the players might not want to attack Ahmed at all. They can approach him and ask about the book if they wish. He will readily explain that he is a scholar, and that his primary interest has always been obscure myths and folklore of ancient Egypt. He was “surprised to find such a rare book in L.A. It belongs in an Egyptian Museum”. Before long he will come to realise what the Hunters really are, but even then he’s far more curious than afraid. Ahmed explains that he wishes to protect the book from a powerful Necromancer who has been perverting the rituals of his culture. He describes his horror at witnessing the result of one such ritual on a subway train. This Necromancer, one of the descendents of Caine calling herself Francesca Giovanni, must be stopped. He has been meditating for two days now and believes that he has discovered her resting place (he 
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can point out the spot on a map of L.A.) If the players ask for the book he explains, quite truthfully, that they will not be able to read the language. However, he shows them the drawing of the Amulet described above and claims it was stolen from him by Francesca. The Amulet increases the power of any ritual. He wishes the players good fortune. He leaves to conceal the book where Francesca cannot discover it, and gathers his strength to confront her.

The Murder of Morrison


After the players finish investigating the sightings (or sooner if you think the game is going to slowly) they get a brief phone call from Morrison. Morrison can be heard on the phone saying “Help! One of them is here! One of the Monsters! Help!” there is then the sound of a door being kicked in followed by three gunshots. The players can depart for Morrison’s apartment but when they arrive they it’s clear that they’re too late. The door has been virtually shattered. Inside they find Eli Morrison (still in his wheelchair) lying on his side, shot twice in the chest and once in the head. A revolver has been dropped on the ground nearby. (The revolver has three shots left but no fingerprints on it). Apart from the obvious the room hasn’t been disturbed, nothing has been robbed or even searched.  

Jane and the Police

Jane Anderson is a police officer and may wish to report the murder of Eli Morrison. If she does, the apartment becomes sealed off by police tape and forensics experts can move in etc. On the other hand, she may wish to keep this crime private until this necromancer business is over. Whatever she chooses to do, the revolver is the main clue. There is a serial number on the butt of the gun. By asking her contact (detective Frank Cross) for help, she can have the gun traced back to a store called “Guns n Ammo” owned by Tony Bates. Tony is a rotund Sicilian in his sixties. If Jane checks out the store she can find out that Tony pays George Milliner for protection once a month. The last time Mr. Milliner came by he picked up the revolver, free of charge of course. Also, the Hunters will be able to tell there is something a little odd about Tony (he has been fed vampire blood periodically until he has become addicted to it). If Jane asks Frank about Mr. Milliner she discovers that he has been implicated in nearly a dozen mob style hits, but he’s never been charged. It is suspected that he carries out these hits for Francesca Giovanni. Frank can give Jane Francesca’s address.

Smith & The Science Labs

As a student, Robert Smith has access to various science labs in his college. He can test the blood that was used to paint the cartouches in the cinema, the subway and the school. The results show that the blood was taken from all the victims and mixed together. Also, there are traces of ash and blood from a supernatural. If he uses his Edge he will see that the supernatural blood is from a vampire.
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Literary & Internet Research 

The characters may attempt to check the Internet or books for information. If they search for Amulets they find legends about powerful Egyptian magicians using the Amulets to provide them with increased acuity, incredible strength and protection from deadly weaponry. If they search for the Giovanni or Necromancy they find legends of demonic creatures that drink blood and enslave spirits. Some even say that they can raise the dead from their graves in order to do their bidding. 

The name Giovanni also turns up in relation to organised crime on a global scale. Local members of this crime syndicate reputedly include Francesca Giovanni, Veccio Giovanni, Andolini Giovanni & George Milliner among others. There is a rumour that Francesca’s home is haunted, according to a former butler she speaks to the spirits. The Address of Francesca Giovanni is available through enough Internet research.    

The Ghost of Lydia Kemsley


If the players make no real progress towards finding out about Francesca Giovanni and her whereabouts they shall receive an unusual visitor. The spirit of a seven-year-old girl approaches the players timidly with a pained expression on her face. She begs the players to help her stop “the evil Francesca lady”. Lydia can take the players to the mansion where Francesca lives.


Lydia doesn’t seem to understand that she’s a ghost. If the players ask for details about her condition and such she’ll answer in a childlike way. She met Francesca when she came to her class to take everyone on a school tour. Everyone thought it would be fun, but it turned out to be a very boring trip to an old dusty house. She wants the trip to end now, but she keeps having to go back to that house. She has seen her parents talking to Francesca and thinks that they live in the dusty house too but she isn’t allowed near them.      
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Part Three

The Mansion of Francesca Giovanni

The players will arrive, one way or another, at a gigantic mansion surrounded by a large garden. The tall wrought iron gates aren’t locked so the players can easily gain entry to the garden. The mansion itself has a neo Victorian look to it with plenty of balconies and excessive decoration. There are two human bodyguards on either side of the front door armed with 9mm pistols hidden under their suits. The guards notice the players as they enter but wait patiently for them to approach. The players can try to talk their way past these guards but it just won’t work as “Madam Francesca is not to be disturbed”. They can try to sneak around to the back door, but it’s difficult to get away with this when there are guards looking at them. Anyway, there’s another guard at the back door. The players will either have to fight their way in or get inventive. Also these guards seem to have a similar affliction to Tony Bates, they’re addicted to vampire blood, but this blood somehow gives them power.

Human Bodyguard Quick Statistics

Attributes

All Physical 3
All Social 2
All Mental
   3

Abilities

All Talents  3
All Skills 3
All Knowledges 1

Powers

Potence 1 (1 automatic successes on Strength rolls)

The front door leads to an entrance hall with a wide staircase leading upwards, doorways leading to rooms to the players left & right and a door to the left of the stairs at the back of the room. The door near the back of the hall next to the stairs leads to the kitchen. The backdoor of the house also leads into the kitchen. The rooms to the left and right of the hall are the dinning room and the drawing room respectively. The dinning room contains a butler (Jeeves) who is rather surprised to see guests, if he isn’t given a satisfactory explanation for the players’ presence he promptly cries out for the guards. Three human guards come running from various rooms both upstairs and downstairs to aid the butler. The butler cowers as fighting breaks out. 

There are way more rooms downstairs that branch out from these rooms but giving specific descriptions of each here would be a confusing waste of time. Suffice to say that the players can search through numerous extravagantly decorated rooms with painted portraits in gold frames hanging from walls, silverware, elaborately carved oak furniture and other trappings that smack of wealth. 


Upstairs there are lots of bedrooms, one office and one meeting room with a balcony. If they come in during the day they’ll find one guard at the door of the office and one off duty guard in bed with some buxom blond. The office contains plenty of accounts (which Roland can read through to see a pattern of money laundering and tax evasion). The meeting room contains about ten canopic jars that are virtually brimming with energy. If any of the jars are opened a spirit contained inside is freed. If the players investigate upstairs after dark they find George Milliner in the meeting room placing one of the jars on the table. Mr. Milliner is tall with blue eyes, short dark hair and a pinstripe suit. He is armed with a revolver similar 

to the one used to kill Morrison. Hunter Edges can reveal him to be a vampire.      
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George Milliner Quick Statistics

Attributes

All Physical 4
All Social 2
All Mental
   4

Abilities

All Talents  3
All Skills 3
All Knowledges 2

Powers

Potence 2 (2 automatic successes on Strength rolls)

Fortitude 2 (2 extra dice to soak with – can soak ANY kind of damage)


If the players search the drawing room they find that a bookcase is actually a disguised entrance to a secret passageway. There is only one book that doesn’t have a thick covering of dust; this book has “GREED” written on its spine. The book marked greed functions as a door handle. There is a stone spiral staircase heading downwards behind the case. (If it really looks like the players won’t find this by themselves you can always have a guard come out from behind the bookcase making it obvious).  


In the basement area there are two lavish bedchambers, one will always be empty, the other will contain a sleeping George Milliner during the day but will be empty otherwise. There is another large room beyond the bedchambers. This room is sparse and about twenty feet across. It will (day or night) contain Francesca Giovanni standing in the centre of the room wearing long black and red robes and chanting. The Amulet hangs from a gold chain around her neck. Blood drips from her palms onto grooves cut in the floor that form a circle around her. Spirits swirl helplessly around Francesca as they become bound to her. Roughly fifty canopic jars are also in this room, presumably for storing spirits. During the fight Francesca stands still, remains chanting and lets the spirits do her dirty work.      

Francesca Giovanni Quick Statistics

Attributes

All Physical 3
All Social 4
All Mental
   4

Abilities

All Talents  4
All Skills 4
All Knowledges 5

Powers

Potence 3 (3 automatic successes on Strength rolls)

Fortitude 3 (3 extra dice to soak with – can soak ANY kind of damage)

Necromancy 5 (she can command the spirits under her sway to cause any poltergeist activity the GM can imagine, jars flying across the room etc. Francesca can cause a spirit to temporarily possess a player, roll 9 dice difficulty of targets willpower, player remains possessed for a turn)  


When the Hunters finally kill Francesca, the room they’re in almost seems to sigh with relief. A gust of wind flows past the players and out of the building. The spirits of the departed are now free to leave this place with hopes of finding peace. 


Later the players find out that the corpses in the school, cinema and subway train all became visible to normal humans. At the moment of Francesca’s death the supernatural energy suddenly faded from those sites, shocking bystanders. The bodies at those sites were identified and given proper burials. Strangely, most of the bodies were entire family units with either parent in the cinema or the train and their only child at the school.     

