Threshold Victoria: Invasion


Sysiphe/Springlatch

Walker In Flames

Background

You watched them burn.  You saw Boris ride into town with his machinery and soldiers, and you watched from hiding as they torched your home, burned your sister and mother to death inside it.  Your father they dragged out and, to the sound of his horrible screams, shot his body to pieces.  And then they burned him in one of the great heaped pyres that were all they left of your home.  And your brother… did you have a brother?  You aren’t sure.  You think you can remember him sometimes, dimly.  You were younger then.

They found you, eventually.  You screamed your lungs out, and it was the death of one of them, but they did find you and eventually they dragged you before Boris, gagged, his impassive eyes reflecting you and the fires burning behind you in their glittering metal.  Something in you changed then.  You hardly even noticed that you had caught fire, the ones who were holding you drawing back and clutching their hands… you hardly noticed anything except the fire in his eyes.  That was the only time you’ve seen him smile.

You aren’t sure anymore who you used to be, but you are the fire now, the fire that killed your family and should have killed you.  Boris has taught you to walk the six-pointed flame, and it burns within you as purely and coldly as anything.  You respect Boris, and by and large you respect those who follow him.  They are not so weak and helpless as the ones who died in Thuwen’s End.  About his religion you have little to say; his fire burns behind your eyes, and that is all.  You – all of you – do what you have to do.

Sometimes, when you walk the wastes at night while the others are sleeping, you think you can see fires burning on the horizon, always vanished by the morning.  Two have died in fire since you joined the congregation, both accidents, both unlikely.  You carry their deaths in you like so many sparks, and somehow you are certain that there will be more.

*

*

*

Somehow, in that pitched battle in the fog, you became Morpheus’.  The tattered remnants of Springlatch Squad marched past you into Victoria, while you remained by his side, burning with anger at what had befallen you.  Then he began to speak, and for once, you found your rage melting away and subsiding, smoldering only at the edges of your consciousness.  He told you that he would not keep you; that he would need your help very shortly, and you would then be free, to find what remained of Springlatch Squad if you could, or to forge a new destiny for yourself otherwise.

You slept for a time, fitfully, until you were called upon to perform this favor; and now you have awoken.  Morpheus’ voice, much calmer and drowsier than before, has told you that an individual named Kadura – once Kadura/Dream, a member of his Squad – is loose in the city of Victoria, and will soon come to claim a man named Pencer, whom he wishes you to warn of this danger.  When you have done that, your fate is (for the first time in years) within your own hands.

Looking around this Victoria, you can find no traces of Springlatch Squad.  What has become of them?  You are inclined to begin your own subsquadron here, indoctrinating the Machines in the city with Boris’ ideas.  But that is only the beginning.  Your life is your own now; what will you do with it?  Where will you go?

Character Name: Sysiphe/Springlatch
Traits:
Broken, Dark, Destitute, Machine, Ticking, Wired

Motivations

1.
Warn Pencer about Kadura’s return.

2.
Introduce the Machines in Victoria to Boris’ doctrine, and find one well-suited to serve as a new Springlatch Hub.

3.
Forge a new destiny for yourself from the ashes of your old existence.

	        Body:
5

        Mind:
1

        Soul:
3
	Origin:

Human Lands

Occupations:
Demolitionist 3

Offices:
Springlatch Squad


Properties And Flaws

Property: Springlatch Wired - You have the “Wired” Trait.  When any Network is instantiated in Victoria: you can always tell whether someone else has the “Wired” Trait and you can communicate telepathically with anyone who does.

Property: Skilled With Explosives - You are capable of using and understanding all explosive devices.  If you encounter one that has a closed tag, you may look within to see what the effect of using it would be.

Property: Destructive (2) - When a main participant in a Body combat that you initiated, you are at a bonus equal to your level of Destructive to your total.  However, if you did not initiate the Body combat, you are instead at a penalty equal to your level of Destructive.

Property: Smoldering Wrath - Your base Mind is decreased by one and your base Body is increased by one.  This is applied after your attributes are purchased as high as desired.

Flaw: Free Radical (1) - You are at a penalty equal to your level of Free Radical against and within all Upper Class Locations.  May not be purchased higher than your lowest attribute.

Flaw: Hair Trigger - If someone initiates a Body-based Ability challenge against you, you must respond by pre-empting him/her by initiating combat.

Abilities And Attacks

Ability: Heat Wave [body] (No Challenge) - Everyone within five feet of you must back away to at least this distance as you radiate excessive warmth.  This lasts up to (your Body) minutes, during which you may not be targeted by Body Abilities, nor may anyone initiate combat against you.  You may initiate combat and move around within the Location, but that’s all.

Ability: I’ll Make Myself A Second Entrance [body] (Body vs. Security/Integrity Challenge) - Challenge against the higher of a Location’s Security and Integrity (you may be assisted in this challenge).  If successful, you and anyone present whom you specify may enter the Secure Location.  Lower its Security by two for the remainder of the session.  Once per Location per session.

One Use: Back Off (No Challenge) - When someone succeeds in a challenge against you, including the initiative (but not main) challenge of a combat, you may activate this Ability to force him/her to back away and leave you alone for the remainder of the Scene.

One Use: Springlatch Hub Instantiation (No Challenge) – When you attempt to use this Ability on the target, who must be willing, he/she must inform you whether he/she has the “Machine” Trait.  If he/she does not, the Ability simply fails to work and you take it back.  If he/she does, then he/she becomes a transmission hub for Springlatch Squad’s Network.  This gives him/her the “Wired” Trait if he/she does not already have it, and will have additional long-term effects upon him/her.

Attack: Detonation (Body) - All of your opponents are injured, reducing their Body score by 1 for the remainder of the session or until healed.  If this reduces anyone to 0 Body, he/she is killed, and a GM should be found.

Recoveries

Recovery: In Pursuit Of Perfection – Whenever things seem to fit together eerily well, or the timing on something works out perfectly, Recover a point of Mind.  Once per Scene maximum.

Recovery: Fiery Personality – When you get really worked up about something you care about, Recover a point of Soul.  At most once per hour.

Recovery: Delight In Ruin (2) - When you destroy something, or your side in a combat is victorious, Recover one point of Body or Soul (in any combination) per level of Delight In Ruin.

Influence And Modifiers

Influence: Revolution (1)

Modifier: Revolution → Don’t Let Yourself Stagnate - You may expend a point of Influence: Revolution to free someone for the remainder of the session from all obligations that he/she may have to others, including those that have been imposed upon him/her.  Does not affect his/her Motivations, however.

Influence: Destruction (3)

