Phantasmagoria Spectacle!

An In Nomine scenario

By Colm Lundberg

Introduction
You have probably looked at the character sheets and gone “oh great. Mortals”.  But it is mortals that are the choral backing to the Symphony, whether they are aware of it or not.  It is mortal who Hell tries to lead astray and mortals whom Heaven try to save.  This scenario is about what happens when people who don’t necessarily believe in Angels of Demons in the traditional sense take active part in the manipulation of the Symphony, albeit under the guise of sorcery, or some arcane art.  It is about what happens when one mortal becomes adept at this, and interferes directly with an angel or a demon, and what happens when a group of lip-service cultists and wannabe magicians are faced with the truth that they can actually wield, if not hold stable, true power.

Scenario In a Minute

( PCs arrive at occult party, circa 1894.

( They investigate host, a magician called Thomas Brown

( Through various dreams they figure out something horrible is going to happen to them and the other attendees at Brown’s instigation.  They must stop this by finding out exactly what Brown has done, find the pieces of the ritual he has hidden in various places and figure out that he has actually summoned a celestial.

( They are manipulated by the Demon of Beleth that Brown has summoned into going to Brown’s house and talking to the Demon.  

( They may try to set him free, in which case he will punish Brown at the ritual, but pretend to go along with it for a bit.  They may choose to wait and see what happens in which case the Demon will break free.

You are invited
Play opens with the players having travelled to London from their various homelands to attend a spectacle of the occult, nefarious and bizarre being hosted by Thomas Brown, a well-known Victorian practitioner and writer of magic and the occult.  The show is primarily, like most Victorian shows, a display of collected paraphernalia of the gruesome, the unusual and the shocking, as the rich dilettantes liked this entertaining shock to break the drudgery of wealth and idle hours.  There are pagan priests, palmists, tarot readers and lots of distraction of that ilk.  Basically, it’s an occult convention with speakers, texts, trade stands, and stage shows in the evening, culminating in the summoning of a demon from Hell by Thomas Brown.

The truth of the matter is that Brown has already successfully summoned the demon – a servitor of Beleth, the Demon Princess of Nightmares, whom Brown successfully tore from his own semi-conscious Visitations to the Marches through sorcerous rituals.  Obviously, the servitor is not happy about this, but he is temporarily bound, though not, as you will later see, powerless.

The players main reason for being there is to ascertain the veracity of Brown’s claim, check up on his background and activities, and, as play unfolds, pay witness to a series of bizarre events which they will need to get to the bottom of as it will put them in direct danger.

A Note on the PCs
You will notice that the PCs have 2 celestial forces each.  This is not representative of a conscious ability to manipulate the Symphony, like Soldiers do, but rather reflective of what they see as their innate “special” ability.  They all do have a very low level song, but use it intuitively, or through their own developed “ritual”.  For example, Arianna is quite a good seductress, and when she sings to woo or impress someone, she is actually using her ethereal song of Attraction.  She doesn’t know that that is what she is doing, but she is fully aware of the results!  It is this “celestial” awareness that the nightmare Demon makes use of to lure the PCs into interfering with his binding.

Play Opens
The PCs walk into the main hall of the Royal Hotel, on the banks of the Thames, within viewing distance of the Houses of Parliament.  The Royal is a suitably plush Victorian Hotel with enormous function rooms, extravagant decorations and decadent in its display and presentation of rich foods, exotic drink and the other trappings of high society.  The “convention” is in sway as the PCs arrive and check into the hotel.  Brown, who is staying in his private residences in another part of London (where the demon is bound) is amid a sea of fans and followers.  He will talk to the PCs and greet them – it doesn’t matter whether you have the PCs arrive together or separately – but he won’t give away any information about his big summoning, aside from the fact that it takes place tomorrow night.  Allow the PCs time to talk and interact with each other as they are presented with Champaign, and allow them to engage the various vendors and soothsayer-types.  Discourage them from doing any serious detective work right now – they will be tired from their journey anyway, but allow them to talk to acquaintances of Brown’s, members of the press, and general hangers-on.  Information they can find out may be true of false, but the teller may believe it to be true.  They can find out:-

( Brown has been secluded for the past few weeks, people assume in preparation for tomorrow night’s ritual.

( There are those among the attendees who fully expect Brown to fail and are there to mock him mercilessly.

( Security has increased alongside Brown paranoia, and he has hired thugs about the place.

( He lives in London, but has moved house so often in the last 7 months that nobody is no longer sure exactly where.  

( People believe he has hidden his tools in various parts of London – the even mention the Tower (false) for fear someone else might get the power for himself or herself.

( Brown is possessed by the Devil, or has at least sold his soul to the Old Man.

( The police will shut the proceedings down before the ritual.

Feel free to add in any other ad lib rumours you may think of.

Here’s One I Summoned Earlier…
Wraithian, the Demon of Beleth, is not a happy Demon.  He became aware of Brown through a combination of his mortal popularity and his bizarre dreams of demonic worship, control of demons and aspirations to domination and grandeur.  Easy pickings for a Demon, one might think.  However,  Wraithian was not aware of the fact that Brown had found alchemical texts dealing with summoning and binding, and with great skill and intellect, combined them with his own rituals to produce Summon, Bind and Command spells which actually worked.  Brown, while sleeping and ethereally in the Realm of Beleth, became aware that he was being “watched” by Wraithian, and Wraithian knew of Brown’s awareness, which fascinated Wrathian more.  As the Demon became more fascinated, Brown became more focussed on him as his target for Summoning and Binding.  Brown was successful in his summoning and Wraithian found himself bound in a ritual circle in a basement in the seedier side of London.

He can use songs and communicate with those around him.  He cannot physically move, go celestial or communicate with Hell or his Superior in any way.  He is a relatively powerful Demon and the binding is quite a poor one, so this gives him the flexibility to send dreams and use some songs.  From the first night, he will send communications to the PCs and try to draw them to him as he senses their presence. His first will appear as a vision or a dream, the latter if the PCs choose to sleep. (see below).  Hopefully, his second communication will be direct to the PCs, as they will probably wish to visit the captured demon.  If they do not act, he will send them imagery of nasty things happening to them unless they free him. If the players are not intimidated, he might send them images of himself as an angel, the nasty things being what will happen to them as they will be attacked by a demon that he was sent to protect them against.

If they visit him, he will need to gather the full text that Brown used to undo the ritual.  Now even if the PCs don’t want to free him, they may wish to have a look at the text.  The demon is an adept liar and will take whatever tack you think will convince the players.  He will also tell them where the first piece of the document is hidden – in a loose stone beneath a table strewn with alchemical tools and occult paraphernalia in the corner of the basement.  This is an authentic piece of ritual – the players all have a chance of recognising its authenticity – and he will tell them that he knows where the other two bits are: in a hovel underneath a brothel in the same district they are in, and in a safety deposit box in the Royal hotel.  He will ask the PCs to gather the pieces and return to him where they can reverse it to free his bindings, and he will reward them.  

The Vision or Dream
The first vision Wrathian sends will depend on whether the PCs sleep or not.  If they sleep, Wrathian will have more control over the vision – he will be able to have the other players conscious of the fact that they are sharing a dream.  If not, try for it to occur when they are all in the same place – they noticeably all zone out for a few minutes.  The vision shows a celestial being – him – being trapped in that basement and call for them to come to his aid.  He obviously will not say demonic or otherwise.  If it is in a dream, he might force an angelic angle and will even be able to communicate to a limited degree, answering questions and trying to persuade the PCs to help, but only for a limited time.  If it’s a vision, he will only be able to send messages, not interact.  The three main threads in the message are that he has already been summoned, that he has been summoned against his will, and where in London he is.  If it is a dream, the location is crystal clear; if it’s a vision then it will require some, but not too much, effort to find out where in London it is (let them see part of a made-up street name for example).

If they don’t respond, feel free to have the nasty images follow immediately, or in separate visions – either nasty stuff happening to this “poor” celestial, or nasty stuff happening to the PCs and other attendees, depending on which you think will be more effective.

Background on Brown
The players should be able, through various contacts, to suss out the previous 2 apartments that Brown had taken lodgings in through contacts or other various means, but not solely by talking to attendees.  They should also be able to find the current lodgings, where Wraithian rests, but this should be more difficult. They might also be made aware that he was publicly and successfully sued for slander by Lord Arkwright – a notable politician and Satanist (they might know the latter – make an Intelligence test for example). This is really a side issue, but they may wish to follow it, especially after visiting the first of the locations.  It will reveal nothing really other that the fact that Arkwright is a satanic soldier with Zombies at his command.  But that in itself might raise the stakes, particularly if they tell Wraithian. 

Other background on Brown can be made up if you wish – Oxford graduate in English and Law; upper class family; black sheep of the family as he forsook Law for Poetry; cut off from his allowance about 3 months ago, but has an unnamed sponsor; published in several noted occult journals for tracts on demonology, dream magic, astral projection and maintaining consciousness on other plains; also a noted séance-holder and medium.

The First House
I’m not going to go into a detailed plan of the first house.  It’s a rough part of town in Victorian England, full of pimps and thieves who’ll stab anyone who looks like they might have more that 2 shillings, whores rife with syphilis, pick-pockets and urchin thieves.  The place itself is little more than a mattress and a back room with a desk and a god-awful stench.  It is here that the piece of text can be found, again in a loose brick.

What is more notable is that there are three (or two if you want an easier fight) of Arkwright’s Zombies there, guarding the area for him to come and have a look around.  They are quite literally dumb thugs.  They will need to be despatched quickly though, as Arkwright will arrive on the seen if the PCs dawdle too much.  If his Zombies are dead, he will try to buy some thugs to follow and mug the PCs.  This is basically an opportunity for a fight, or a few fights if you want to liven things up with some rough and tumble.

The Second House
It is a much more impressive 2nd floor apartment just outside Hyde Park.  It contains a lot of texts and clothes and things – enough to suggest that if he left here, he left a lot of his stuff behind him, but also that he may have been back here recently.  If holds nothing else really, but if the PCs ran from Arkwright’s Zombies, they can be here too, or if they dawdles and allowed Arkwright to hire some thugs, they can be here too.

The Safety Deposit Box
This is held in a strong room behind the reception of the hotel, the door of which is think oak and locked by three separate keys.  The box itself in a locked cabinet and is itself a locked drawer.  Obviously, this should present the biggest difficulty to the PCs.  Inside the drawer is the third piece of text, a .38 revolver and about 20 bullets, and a small bejewelled dagger.  How they get into it should be interesting.

The Dilemma – Important Bit
The PCs have done a background check on Brown and not found a huge amount unusual aside from his occult leanings, which are pretty obvious.  Their main job is to gather the text and ascertain whether it is really a demon or not, or some other being, or an actor and that Brown can control minds and dreams (all three should be suggested to the players if possible).  Once they have the text in full, it shouldn’t be too difficult to realise that this is indeed an authentic ritual, and possibly capable of doing what it says on the tin – summoning a celestial being.  Three possible outcomes of this are:

( They release Wraithian, who will then race for the Royal (on foot if you would like the PCs to follow), then stop, realise he wants to play along for a while.  Ask the PCs to go back, and then horrifically disembowel Brown on stage “breaking free” from his binding.  He will thank the PCs, and kill a few more mortals out of spite before fleeing.  The deaths of the mortals may attract some angels (if you want them, have them as 3 forces in each, 6 points in each attribute – you’re average Joe Angel as it wont matter much is a sea of panicking mortals) who will obviously want to know what exactly has happened, thank you very much.

( They let Brown know that they know all about it and see how he reacts.  He will tell them everything – after all what can they do?  He has a demon at his command.  But he will also try to take it from them, as it contains enough information about how to undo the ritual.  He wont take no for an answer, so they may choose to overpower him.  But the attendees want their show.  If they kill Brown, then the biding is broken and Wraithian will pay them a visit and seeing Brown dead, might enquire as to why the PCs didn’t help him – enquire, that is, with all his pent up rage through the medium of violence.

( They may try to summon a celestial themselves and seek advice.  Who or what they summon will be entirely up to your own discretion and what kind of celestial you like playing – a Malakim of Michael, a Balseraph of Kobal – whatever you wish, but make it entertaining.  This, of course, could result in even more mayhem, or an on-stage celestial battle.

Of course, them being players, they could decide to do something entirely askew and tangential, so that’s were your old ad lib comes in.

The End
Well, most of the end roads point to some kind of mayhem.  Generally, the PCs may be left alive, or may have to fight to live.  I like leaving them alive with the full implications of what they have done, but the end is really dependant on which resolution to the dilemma they chose. Of course, if you wish, Wrathian’s binding only has 100 ethereal hit points, so he could feasibly break through it just before or durning showtime.

A Note on Divine and Diabolical Intervention

So, it’s not clear-cut what happens if the PCs roll a 111 or a 666.  Sometimes, you can use the rule of thumbs as to whether what they are doing is ultimately good or evil.  On a smaller scale, does what they are doing benefit (666) or harm (111) Wraithian (even if they believe him to be an angel, the Symphony knows he’s a demon!).  If all else fails, at the end of the day the PCs are relatively innocent mortals, and as such, a 111 allows them to achieve, a 666 makes them fail spectacularly causing as much fallout along the way.

And Not Forgetting the PCs’ Abilities
Each of the PCs has a low level song.  They are not aware that it is a song per say, just that they have an innate ability to affect certain things if they approach them in a certain way.  Note that as they are not seen as songs, the mechanics normally used do not apply – as in there aren’t necessarily somatic and/or vocal accompaniments to initiate the songs.  It should be interesting to leave it up to the PCs as to how they approach their “innate skill”.  Note that on their character sheets there is mention on an innate skill, but no song is mentioned.  The song each PC has is listed below.  Songs are still celestially detectable and still use essence, so the PCs will “tire” if they use a song too often.  
Arianna Petrowksi –ethereal attraction level 1 (1 essence, check digit disturbance) 

David Brent – ethereal harmony level 1(1 essence, check digit disturbance)

Giles Edwards – ethereal light level 1 (1 essence)

Mary Ridgeworth – ethereal tongues (1 essence, check digit disturbance)  

Antonio Veritachi – corporeal healing level 1 (1 essence, check digit disturbance)

Iona Williams – ethereal entropy (1 essence, check digit + 6 disturbance)  

NPCs
Please note that there is no NPC sheet for Arkwright as the PCs are not likely to interact with him.  If angels show up at the end, they have 3 forces in each force, 6 in each stat and whatever skills you wish them to have as appropriate or as needed.  Normal mortals average 2 Corporeal and 2 Ethereal forces, with an average stat of 4, which allows you to fluff rolls if you need to.

Thomas Brown
Essence: 6

8 Corporeal Forces: 2

Strength: 4

Agility: 4

10 Ethereal Forces: 2

Intelligence: 5

Precision: 3

12 Celestial Forces: 2

Will: 6


Perception: 2

Skills: Detect Lies/3, Lying/2, Languages (Latin, Hebrew, Sanskrit, Greek)/3, Medicine/3, Ranged Weapon (Pistol)/2, History/2,Area Knowledge (London)/6, Fast-Talk/3, Savoir-Faire/1, Knowledge (Occult)/4

Sorcerer’s Skills: Summon/5, Focus/6, Command/1

Songs: Corporeal Dreams/2

Zombies
Essence: 4

21 Corporeal Forces: 3

Strength: 7

Agility: 5

2 Ethereal Forces: 1


Intelligence: 2

Precision: 2

0 Celestial Forces: 0


Will: 0


Perception: 0

Skills: Acrobatics/3, Climbing/3, Fighting/4, Move Silently/3

Songs: Claws/3, Corporeal Motion /3

Discord: Need (Human Eyes)/3

Thugs
Essence: 5

8 Corporeal Forces: 2

Strength: 4

Agility: 4

6 Ethereal Forces: 2


Intelligence: 3

Precision: 5

2 Celestial Forces: 1


Will: 2


Perception: 2

Skills: Climbing/3, Fighting/3, Move Silently/3, Streetwise/3, Hide/3

Wraithian, Balseraph of Beleth

Vessel: Level 2 human
Essence: 10

35 Corporeal Forces: 3

Strength: 7

Agility: 5

24 Ethereal Forces: 4

Intelligence: 8

Precision: 8

15 Celestial Forces: 3

Will: 5


Perception: 7

Skills: Acrobatics/2, Climbing/3, Fighting/1, Move Silently/2, Detect Lies/3, Emote/3, 

Songs: Claws/3, Dreams (all)/4, Corporeal Tongues/3

Discord:Aura/3

Attunements: Dream Walking, Dream Joining, Balseraph of Beleth

Arianna Petrowksi – Polish occultist

Corporeal Forces: 2

Strength: 3

Agility: 5

HP: 6

Ethereal Forces: 2

Intelligence: 5

Precision: 3

HP: 10

Celestial Forces: 2

Will: 4


Perception: 4

HP: 8

Skills: 

Fast-Talk/4 (Will), Emote (Perception)/3, Seduction (Will)/4, Move 

Silently (Agility)/ 3, Savoir Faire (Intelligence)/4, Small weapon 

(stiletto) (Precision)/2, Lying (Intelligence)/ 3

Innate ability:
Incredibly good at seduction and manipulation of men (and sometimes 

women).

Background

You are a thirty-something charlatan who has risen to power in Polish occult circles through manipulation, seduction and blackmail – all of which you perform remarkably well.  You are a woman of relatively comfortable means and exceptional ambition, the latter more from the point of view of obtaining wealth and societal position than attaining power from demons, or angels or magic and any some-such nonsense.  It just so happened that the occult was the filed in which most of the people of power – magistrates, priests, so it seemed natural that this would be the place to focus your skills.

You know a bit about the occult – enough to get by – but what you really posses is an uncanny ability to win people over with your almost preternatural charm and wilful presence.  It’s not that you are exceptionally attractive, but rather that you have a skill of being able to manipulate people into your way of thinking.  Now it doesn’t work all the time… just most of the time.

When Brown announced this occult display, he caused quite an international stir.  If he pulls off whatever scheme he is hatching then that is something you want to be around.  Why, there are a number of ways to gain from this – get the man, get his notes for the society back home, find out what he has done and how he did it, even perhaps build the story up enough to put you in the presence of a demon who could give you special gifts – or at least make people think the “demon” has given you powers.  So much manipulation, so little time.  As for the possibility of his claim… well it is entertaining, possibly useful, but you’ve never held any real truck with the Dark Arts.

David  Harrison– English government agent

Corporeal Forces: 2

Strength: 6

Agility: 2

HP: 12

Ethereal Forces: 2

Intelligence: 4

Precision: 4

HP: 8

Celestial Forces: 2

Will: 5


Perception: 3

HP: 10

Skills: 

Fighting (Strength)/3, Ranged Weapon (pistol) (Precision)/3, Detect 

Lies (Perception)/4, Intimidation (Will)/3, Dodge (agility)/3, Move Silently (Agility)/4, Lock-picking (precision)/3, First-Aid (Precision)/2

Innate ability:
You have an incredible ability to defuse the most volatile of situations 

and calm people down.

Background

You are a twenty-eight year old… well, spy is too inaccurate a term for what you do.  One day you can be on the Orient Express amongst kings and emperors; the next day you might be dredging amongst some seedy den in Delhi knee deep in something foul smelling.  You are a well trained agent, though relatively new to the budding “secret service”, and what entails depends entirely on what the government and the Royal Family desire from you.  You are a true servant to Parliament and Crown, and have often put your life on the line to put off threats to country, or find things that have been misplaced.  Things that will never really give you any recognition in public, but you know that your nation is the better because of what you do.

You possess a very odd ability – some would call it a charm – to talk yourself out of some situations.  Not that you are very elegant with words or anything, but you seem to be able to calm people down, even when they have set out to kill you!  People call it luck, or charm, of a guardian angel, but whatever it is, it has certainly served you well.

And now your superiors have sent you to an occult show, the latest fad of the upper classes.  This Thomas Brown chap has caused a stir promising to summon a Demon for the assembled international masses.  However, his following has grown to an alarming level and he has gained influence in some of the higher echelons of society.  So you are to watch, learn, find out what you can and ascertain whether he is a threat, and if so, in your judgement, to what degree and what end.

Giles Edwards – Talamasca

Corporeal Forces: 2

Strength: 4

Agility: 4

HP: 8

Ethereal Forces: 2

Intelligence: 5

Precision: 3

HP: 10

Celestial Forces: 2

Will: 3


Perception: 5

HP: 6

Skills: 
Knowledge (occult)/4, Languages (Greek, Latin)/3, Move Silently (agility)/3, Knowledge (demonism)/3, Knowledge (Magic)/4, Detect Lies (Perception)/3, Spot Hidden (Perception)/2

Innate ability:
You have a rare and powerful magical ability.  After some concentration, you can create about 1 cubic foot of a perfect illusion up to 3 ft away.  It sometimes fails, but can be quite a useful tool.

Background

At the age of 43, you have served the Talamasca all your adult life.  They first sought you out when you caused a stir in society by your illusory parlour tricks, and the indoctrinated you, a young orphan forced into performing in burlesque houses, into a world of learning, history and magic beyond boyish dreams.  The Talamasca has existed since the days of the Knights Templar, and have watched, recorded and been observers to occult phenomena, magic, demons, angels and the whole gamut of things that parents frighten their children with at bed-time, not knowing that most of what they tell them is, in fact, true.

Your ability to create illusions has got you out of some hairy situations – you are not a fighter; you are more a librarian, a record keeper.  But some of the situations that you find yourself in necessitate a narrow escape – you have fled from satanic murders, magician’s thugs and even what would be commonly referred to as creatures of the night.  You are no stranger to danger; you just don’t like it

Thomas Brown, an occultist of little note, has claimed that he has found texts to summon a demon.  Ever wary, the Talamasca have sent you to investigate his claim.  It has been done before, centuries ago, and the destruction wrought by the demon was formidable.  You are to find out if Brown’s claims are true and return with irrefutable evidence.  You are not sure what can be done if he has done as he ahs claimed, but before action must come understanding and knowledge.

Mary Ridgeworth – “Irish” occultist

Corporeal Forces: 2

Strength: 4

Agility: 4

HP: 8

Ethereal Forces: 2

Intelligence: 4

Precision: 4

HP: 8

Celestial Forces: 2

Will: 4


Perception: 4

HP: 8

Skills: 
Drive Carriage (Precision)/3, Languages (Greek,)/3, Move Silently (agility)/3, Lying (Will)/4, Throwing (Agility)/3, Tracking (Perception)/2, Escape (Agility)/3, Running (Strength)/2, Acrobatics (Agility)/2 

Innate ability:
You can communicate telepathically with people, though it might disturb them to hear you in their head

Background

You are a 19 year old woman from Ireland, but born into a land-owning English family.  However, you have always loathed your brute of a father and always hated your English heritage.  The situation was further exacerbated by the fact that you have fastidiously refused suitors, followed boyish pursuits such as sports, and have had truck with some of the lower elements of society, as they are perceived by your father.  The fact is, you hate your heritage, and through sympathies with the Home Rule brigade and Irish writers, you have become involved in various societies that give your life meaning, drawn from the most ancient reaches of Greece and Byzantium, with wisdom and magic that your heritage would deny and pooh-pooh. 

And you have no mean skill yourself.  Although you use it rarely, you have the ability to put thoughts in other people’s heads.  You cannot manipulate what they do, but you can form what is called a telepathic bond with people.  Very few know of this skill, and it has given you a high position in the orders in which you partake, of which many are jealous and few understand.  

Thomas Brown, an occultist of note, has claimed that he has summoned a demon.  You must find out if this is true, for is he proves to be the Magician he purports to be, then you must be in his presence and you must be his.  You feel it is what your power is for – to be linked to and used by the most powerful magician you can find, to share in his glory, his power, and find your true heritage, you true reason for being on this plane.

Fr. Antonio Veritachi – Vatican Jesuit

Corporeal Forces: 2

Strength: 4

Agility: 4

HP: 8

Ethereal Forces: 2

Intelligence: 5

Precision: 3

HP: 10

Celestial Forces: 2

Will: 6


Perception: 2

HP: 12

Skills: 
Languages (Latin,)/3, Knowledge (Religion)/4, Knowledge (Demons)/4, Exorcism (Will)/4, Detect Lies (Perception)/5, Emote (Intelligence)/3, Fighting (Strength)/2

Innate ability:
You have remarkably powerful healing hands.

Background

At the age of 52, you have seen many things and learned of many more.  You entered the Jesuit order at the age of 17, with a true calling to the priesthood and no doubt in your mind that you wanted to serve God.  As the years passed, your passion never dulled and your resolve grew harder and the Lord saw fit to show you and teach you of things you always knew were real, but never saw fully as they were.  The Devil walks amongst you all, and his Servants are manifold.  God and his angels fight a War, and you and your Jesuit brethren know of angels and demons without a shadow of a doubt.  You have seen a Demon before and were afraid, but resolute.  You have casts spirits out in the name of God.  All this you have seen and know to be true. 

God has given you the power to heal the wounds of the faithful and deserving soldiers.  In the years in the bowels of the Vatican, amidst the secret libraries of the Jesuit order, you found yourself in something of the enlightenment Christ talked about in the Gospels of St. Thomas, the Doubter.    If you ever needed a verification that you were chosen by God for this path, this alone is proof positive.     

This dabbler Brown has meddled with matters he cannot possibly understand.  He claims to have summoned a Demon, a power he cannot hold.  If he is telling the truth, then he is about unleash a servant of Hell upon the world.  If he is false, he may still attract demonic attention.  Either way he is a fool or a tool of Satan.  And that is what you must find out so you brethren can take action and cast whatever evil – be it Demon of foolish man – to the depth from whence they came or to where they will be damned.  Though for now, you conceal that you are a priest for fear or reprisal or revealing yourself to early to the enemy.

Iona Williams – Gypsy Witch

Corporeal Forces: 2

Strength: 3

Agility: 5

HP: 6

Ethereal Forces: 2

Intelligence: 4

Precision: 3

HP: 8

Celestial Forces: 2

Will: 3


Perception: 5

HP: 6

Skills: 
Alchemy/Chemistry (Intelligence)/3, Fast-Talk (Will)/4, Lying (Perception)/3, Small Weapon (dagger) (Precision)/4, Knowledge (Herbalism) (Intelligence)/4, Emote (Perception)/3, Medicine (Precision)/4

Innate ability:
You have the dark power to bombard a target with images so nightmarish that it has driven men to insanity.

Background

You are a 23-year-old Gypsy witch.  There is no simpler way of putting it.  At home, you are sought after for your cures and your potions, your cures and your guidance.  You are also feared and you have sent men who though you to be an easy target for their lust, for attractive you are, to the depths of insanity, scraping their skin raw trying to get insects out from under their skin.  And you laughed.  You love the power, you love inspiring fear, but above all, you love to be respected.  

You know of the power that you have – it has been passed on through generations of your ancestors, though your manifests itself in a more aggressive way.  You make your trade by palmistry, selling potions, travelling the countryside and bring advice, and occasionally curses to people.  Even your own people are wary, and clever enough never to cross you.  You can make people believe that they are crawling with insects, on fire, or in such intense pain that they may even resort to harming themselves.  

And now you hear of another who says he has power to summon a demon.  Your people have tales of this happening before, but few can bind a being so powerful as a demon.  But you think you might be able to, or if Brown has more power than you expect, you are sure you can control him.  For there are some in London society that you would see harmed, even beyond your power – the police who have arrested your father, the so-called protectors who have killed your brother. Now you can avenge all the wrong-doing that these people have done to your kind over the centuries.

