Equilibrium – System Crash.

By Moxie

Blurb:

“Prozium -- the great nepenthe. Opiate of our masses. Glue of our great society. Salve and salvation, it has delivered us from pathos, from sorrow, the deepest chasms of melancholy and hate. With it, we anaesthetize grief, annihilate jealousy, obliterate rage. That those sister impulses towards joy, love, and elation are anaesthetized in stride, we accept as fair sacrifice. For we embrace Prozium in its unifying fullness and all that it has done to make us great.”

Father’s words washed the Prozium down and spread a warm glow of comfort throughout the heart of every Librian but then the renegade Tetragrammaton cleric, Preston, killed Father, destroyed the Prozium factories and watched the garden burn. Now, a month after the end of the Nights of Blood and Fire, Libria is awakening to a harsh new dawn and coming to terms with two generations of feelings it feared having. How does it feel?

Introduction:

This scenario takes place about two months after the movie ended. What followed the movie was about a week of vaguely normal, uninterrupted life as the authorities dug deeply into their Prozium stockpiles and dispensed them to an all but oblivious public. Unfortunately, the resistance did their job far too comprehensively and destroyed every single Prozium production facility in Libria with the result that the authorities couldn’t hope to rebuild the facilities and get Prozium produced in significant enough quantities before the stockpiles ran out. The results were predictable, and ugly. History will remember that month as The Nights of Blood and Fire because of the mass rioting and loss of life that ensued when Librians found themselves forced to confront all those years of repressed feelings without the comforting numbness of Prozium. 


Out of these ashes a new social order is being formed and a civil war may yet soon erupt. The clerics of the Tetragrammaton have each gone their own way, with some preferring to fade into the populace, some falling into degenerate hedonism, and some possessing the necessary force of personality to avoid the temptations of sense-crime through willpower alone. The two main factions currently laying claim to Libria are the Sensers those who support every Librian’s right to feel and experience the full spectrum of human emotion and sensation, and The Pure, adherents to the traditional Librian creed that emotions are the cause of all of humanity’s problems. Father’s words are now holy writ and His teachings are repeated with fervour unseen in Libria since the days before Prozium was discovered.


The group are all members of a Pure Zone who were assembled in order to make a run into Senser territory (i.e. about 70% of Libria) and bring back a cache of Prozium or, better still, the means to produce their own Prozium in limited quantities.

Characters:


Here’s a one-line brief on each character and their relevant special ability for ease of reference:

· Joshua Duncan,
Grammaton Novice,
Gun Kata
· Mark Walton,

Grammaton Novice,
Gun Kata
· Capt. Stephen Hayes,
Veteran Enforceman,
True Grit
· Dr. Ellen Cambridge,
Criminologist,

Emotional Fulcrum
· Anthony Matthews,
Pharmacopeist,

Stochiometric Intuition
· Brian Wiseman,
Ex-Resistance,

Kitbash

Scene 1: Briefing.


The characters will all have a copy of the mission brief on top of their character sheets so it won’t be necessary to pass yours around, they will each have been issued one by representatives of the law in these parts, Grammaton Cleric 1st Class William Roche and are currently waiting outside his office to be seen. Important things to point out are things like none of the characters are armed at the moment, any weaponry they may have had was given to the brave men and women manning the perimeter of sector 3H. (Libria is divided into a 10x10 grid of sectors with the numbers on the X-axis and the letters on the Y-axis). Another important thing to remember is that the old hierarchy is now defunct due to massive losses of skilled personnel and instead each Pure Zone sector is overseen by an Administrator who hands out promotions on a meritocratic basis so, while the two Grammaton Novices would ordinarily outrank everyone else in the group, they’re of exactly the same standing as any of the other four characters here. Let them interact with each other for a short while before the door opens and they are invited into Cleric Roche’s office.


Describe Roche’s office as being even more austere than those a cleric would normally have, we’re talking a room as devoid of any stimulus as possible here. If anyone makes an Intuitive Arts roll, tell them that it’s classic overcompensation behaviour. Obviously Cleric Roche feels he has lost control of his own feelings and is therefore trying to compensate. Cleric Roche himself is an imposing (aren’t they all) man in his mid-thirties, still in peak physical condition and currently wearing a pressure-cast on his left arm due to an injury he suffered defending sector 3H from rioters. Roche will take them step-by-step through the mission brief, dispensing any advice he can and will finish the tactical brief with an explanation of how vitally necessary it is for the characters to return with a supply of Prozium for the community. If some way of producing it can be found, so much the better.

<<<<<<<<<<<<<<<<<<<<<<<<<<<Mission Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>

Team is to assemble in Cleric William Roche’s office for last-minute briefing and equipment requisition.<><><><><><><><><><><><><><><><>

Primary Objective: Enter Equilibrium Centre in sector 8A and retrieve Prozium stockpile from containment tanks located in basement. The Equilibrium Centre has automated defence systems which may still be functioning. If so, thay must be disabled from the central control panel located in the Palace Of Justice in sector 7F. Most of the city has fallen into lawlessness so the utmost caution is advised. Take no offensive action but all aggressive action is to be met with deadly force.<><><><><><><><><><><><><><><><><><><><><><><><><><><><><><>

Secondary Objective: Locate and retrieve a Prozium vulgaris sample from a functioning bioreactor, if any are left, with the intent of beginning Prozium production in sector 3h.<><><><><><><><><><><><><><><><><>
<<<<<<<<<<<<<<<<<<<<<<<<<<<<<End Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

Roche will release the following resources to the group:

· 2 Black motorcycles.

· 1 White sedan.

· 4 Tetragrammaton 160919 pistols 
(Damage: 1d10+6, AP: 8, Clip: 12, Rng: S).

· 1 Tetragrammaton 180906 rifle 

(Damage: 1d10+5, AP: 7, Clip: 30, Rng: L).

· 1 Tetragrammaton 190819 shotgun 
(Damage: 1d10+8, AP: -, Clip: 10, Rng: S).

· 2 Librian Arms 160501 pistols 

(Damage: 1d10+5, AP: -, Clip: 20, Rng: S).

· 1 Prozium injector.

· 3 Vials of Prozium.

· First Aid kit.

· Compact toolkit.

and will advise them that if a blueprint of the Librian sewer system can be gotten from the Palace of Justice, it will be of immense assistance to them should they prefer to avoid conflict rather than shoot their way through the city. (Draw a 10x10 grid out and see where they have to go, it’s quite a long way away!)

Lastly, Roche will make a short speech about the necessity of irreproachable actions. After all, he’ll say, if we behave like them, what makes us any better than them?

Scene 2: Palace of Justice.

The exterior of this building just oozes what can only be described as “totalitarian neo-gothic chic”, it’s a structure which was externally designed for one purpose and one purpose only, to make people feel insignificant. It would have done this better a couple of months ago, before the spray paint, the scorch marks, and the bullet holes. As it stands, it’s still an imposing structure and the damage is mostly cosmetic.


Internally, the ground floor’s been looted, gutted and set aflame quite a few times so there’ll be very little of any importance to salvage here. If they spend a while searching they can pick up a couple of half-empty ammo clips or maybe a sword but generally, assume the rest of the city has had the same bright idea (“The Tetragrammaton have all the cool shit, let’s steal it!”) and two months to implement it. Capt. Hayes will know that the control panel for the Equilibrium Centre’s automated defences will be found in the Security Controls area, on the third floor of the palace , and the plans to the sewers will be in the Hall of Records on the first. The building has been put on lockdown so all areas beyond the ground floor will be difficult to get to. About the best way through the building are the fire escape staircases but the characters don’t have the heavy cutting gear necessary to get through the vac-doors that will have dropped down in each sensitive area to protect its contents. The unspoken side-effect of those vac-doors is that anyone trapped behind them when they came down is dead, but few Librians felt afraid to die for Father and Country in those days, few Librians felt much of anything in those days.


Eventually the idea of using the now-deactivated elevator shafts will occur to them and then their only problem will be getting through the Ground Floor elevator doors, not nearly so bad. Once inside the elevator shaft, a bit of searching will yield a thick bundle of power cables, some of which power the vacuum pumps responsible for the lack of air in the sensitive areas. If the cables are cut the characters will hear a whooshing sound, followed by a series of clanks as the ventilation system’s covers snap open in the absence of a continuing vacuum. From there it’s the air vents, in truest movie fashion.


Actually getting to the Hall of Records will be relatively easy after that point and finding the sewer blueprints will only take a short amount of rummaging for either of the academic characters. The Security Centre will be as hard to penetrate as you see fit. If they’ve made a big deal of things so far, let them jus wander through the wing. If they’ve had it too easy, let them fight/think their way past a few layers of automated defences like knockout gas, strobes, stun fields, and taffy gun emplacements. Eventually they’ll come to the Security Control room door, and beyond it the main control panels. The first thing they’ll notice upon entering this room is the utter mess it’s in; papers lie strewn everywhere and most of the equipment is smashed up. The next thing they’ll notice is the three technicians’ corpses. One obviously died by violence, its head caved in and a bloodied computer monitor lying beside it. The other two are in what could almost be a lovers’ embrace, hands clamped around each other’s throat. Examination of the pieces of paper will show messily scrawled stream-of consciousness writing, strange drawings, etc. an Intuitive Arts roll will tell the characters that this is obviously a sign of people, deprived of Prozium, and forced to come to terms with their own emotions in an isolated environment under stressful circumstances. Needless to say, they failed. The control panel system is sufficiently damaged that about the only thing they can really do from up here is switch off the power to Equilibrium Centre 8A or leave it turned on. Turning off the power will mean a complete shutdown of every function the building has; computers, security, elevators, ventilation, everything. On the other hand, leaving the power on means that they’ll find getting around the building more convenient but the automated defences will make life interesting. The choice is theirs. 


Depending on how much they seem to be itching to get into a fight, their exit from the Palace of Justice would be an ideal time for them to be attacked by a group of about ten Sensers who, having seen a well-equipped, well dressed group of characters enter the Palace, are now seeing them exit it without having vandalised it in any way (this has become a sort of a tradition in these parts; walk in and piss on the Palace.) The Sensers will at first attempt to parlay but, incredible role-playing notwithstanding, will eventually just decide to kill the characters and have done with it. Try to get a few stray shots to hit the vehicles and damage them just a bit, but don’t destroy them.

Scene 3: Equilibrium Centre.


The journey across town, as their first real foray outside the immediate vicinity of their sector, should be described to the best of your ability as a descent into hell. The vast majority of the once-peaceful city of Libria is now a burned-out, graffiti-covered mess. Piles of rotting garbage steam in the sunlight and car wrecks belch flames as they continue to burn. This’d be an ideal opportunity to throw in any of the random encounters you feel appropriate.


The Equilibrium centre itself is the one featured in the film, similar architecture to the Palace of Justice but on a smaller scale. The ground floor has obviously been taken over by someone, as can be evidenced by the burned-out car wrecks stacked in front of the entrances. If the characters wait for a couple of minutes, they’ll hear a hubcap being banged repeatedly with a tyre iron. A few moments later, a figure in a grey overall steps out form behind one of the wreck piles and walks –hands clearly visible- to half the distance between the group and waits, obviously for a similar gesture from the characters. A closer look will show that the figure is a man in about his late forties. Civil conversation will reveal that his name’s Joseph Bard and he’s not really interested in the Pure vs. Senser war or indeed anything much else beyond the survival of his “family”, a group of about twenty Librians who’ve holed up inside the centre because its systems still work (or, at least they did up until a short time ago). Joseph will warn the characters that rifles are trained on them at this very moment and that killing him will only bring death down on their heads. Having said that, he’s not a violent man and is very open to negotiation, having realised that, in times like these, friends are worth a lot more than bullets. The only real issue here that Joseph won’t budge on is that none of his “family” want to go back on Prozium under any circumstances but nor do they want to degenerate into hedonism like the Senser packs wandering around the city. Ideally what he’d really like is a guarantee of safety and the opportunity for his “family” to pursue their lives as best they can. They mean nobody any harm and they wish it would go both ways. If the characters will pledge some sort of help or offer Joseph’s “family” a place in sector 3H, he’ll be touched enough by their decency to let them through. If not, he’ll politely but firmly ask them to leave.


The real story is that Joseph was a high school teacher and his “family” is what remains of a class of fifteen year olds who were on a field trip to the Equilibrium centre when the world went mad. They’re all pretty scared and slightly undernourished but there is a genuine air of maturity and determination to survive that would not normally be present here. These kids have survived the world going to hell, their own emotions trying to overwhelm them, some of their classmates going insane, and the periodic attacks of Libria’s numerous scavenger gangs so they’re not going to be particularly impressed by two Grammaton brats, a has-been Enforceman, two academics, and a former sense-offender. If they’re approached with a measure of respect and civility, they’ll reply in kind but if they’re treated like crap, they’ll turn into every posturing, crotch-grabbing ganger portrayed in 80s street-punk movies.


Joseph’s “family” never really got off the ground floor of this building so have no real idea where anything much else is. A small amount of effort at talking to the kids will reveal that there are tanks of some sort of chemicals in the basement levels of the building (there are volatiles’ vents leading from the basement and they can be see poking out of the roof) but nobody’s really sure how to get down there. If one of the characters role-played superbly with either Joseph or the kids, have him be given a security pass that once belonged to one of the senior administrators of the building. Alone it’s useless but either of the Grammaton brats, the Enforceman, or the Criminologist will know the relevant code sequences to make the card open up pretty much any door in the building (as long as there’s power…) One last complication is that the cogitator (that’s computer to you and me, folks) terminals on the ground floor have all been taken apart and traded to black marketers in return for food, medical supplies, etc. by the building’s new inhabitants so it’s either an impressive Kitbash roll using parts scavenged from the vehicles or the elevator shaft again, this time with the possibility of lethal intrusion countermeasure systems.


The Prozium stockpile is in the tanks located in the basement. The means to bottle it in the vials is a small autofactory, also located in the basement but controlled on the second floor. The bio-labs are located on the fourth floor, and there will be a couple of agar plates which contain the bacterial strain they actually need among the umpteen other unlabelled plates containing other micro organisms. A decent science roll will narrow the search for Prozium vulgaris down to a considerably more portable fifteen plates. The Security Centre is located on the third floor (Identical Environment Construction, remember?), right in the middle of a defence perimeter that would give an army pause for thought. Cleric Roche’s brief didn’t say the only way to disarm the perimeter was in the Palace of Justice, he just said the only smart way was in the Palace of Justice. Lastly, remember the vac-doors and the fire escape staircases; thanks to these staircases, the characters can access every non-critical part of the building while being kept away from anything even remotely useful. Joseph and his “family” are currently using the offices on the upper floors as sleeping chambers or makeshift infirmaries. Any character with a First Aid skill and a will to use it will be kept quite busy here.


The characters will eventually have gathered everything they came for and be just about ready to depart, which is when they’ll hear the same hubcap being used as a makeshift gong and a general commotion happening. As it turns out, a small gang calling themselves The Dawn have pulled up outside on Enforceman motorcycles and are demanding Joseph’s “family” vacate the building within the next hour or every last one of them will be slaughtered. This’ will lead to plenty of fiery fighting-talk from all the teenagers there, they’ve scavenged a weapon for almost every able-bodied person there and they’re not going to abandon their new home without a fight. All of this will immediately die down when Joseph tells them that the leaders of the eight-man gang have identified themselves as ex-Grammaton Clerics Marsh and Thompson, and the other six are all ex-enforcemen. The atmosphere in the room chills to an almost palpable level of despair and everyone starts looking to Joseph, who looks to the characters for an answer. If they try and leave, The Dawn won’t let them go until they’ve surrendered their weapons and any other valuables they may have. If they try to parlay, play Cleric Thompson as the silent type and Cleric Marsh as the oily, smug type. One way or the other, this’ll come down to a fight or a defeat (if the characters leave all this behind, Joseph’s family will get slaughtered), as they’ll have lost a substantial amount of Sector 3H’s equipment and come back empty-handed to boot unless they stand and fight. If you need to be a bit heavy-handed about things, have one of The Dawn hop into the car and drive it off.

Scene 4: Debrief.


If there’s time, have them outline how exactly they’re getting back, and what they’re bringing. Once they get there, have them present a synopsis of the mission to Cleric Roche. Roche will be dubious about things, it being their first unsupervised mission as a team so he isn’t expecting great things. Have him react appropriately if/when Joseph’s family are mentioned.

Appendix 1: Stumbling Blocks.


This is a small collection of random encounters which can be used to provide short periods of amusement should the role-playing either be lacking or start bogging the game down. The journeys between locations are ideal places to throw these in, should the characters be progressing too quickly through the scenario. They’re in bullet-point format largely because they’re after-thought that I felt would add flavour rather than full-on set pieces so stat them as you see fit, remembering that no non-Grammaton cleric has any right to have a combat-related skill total above 70%. Listed in parenthesis is the special ability that could be most applicable in each case. Obviously, to avoid hokiness, it would be best not to have the characters encounter each in turn.

· A man beating a woman up pretty badly, three kids trying in vain to drag him off her. If the characters intervene it turns into a gun-to-head hostage situation. There’s nothing more sinister here than a family whose father has finally cracked from Prozium deprivation. (Emotional Fulcrum)

· A pack of Sensers decides to attack the group. Contrary to all GMing School lessons, it’s important to play these people up as being almost completely animalistic and insane. Think of the two-dimensional, whooping gangers portrayed in 80’s cop movies. The Sensers won’t parlay and will more than likely attack after a short exchange. They can be driven off after a solid display of force. (Gun Kata)

· Some sort of steam pipe has ruptured inside a first-floor apartment and has flooded the stairwell with hot steam. There is a half-dressed young woman down on the street outside, beside herself with grief, and a young girl appears to be trapped in the apartment upstairs (“mommeeeeee!”). Anyone venturing through the steam will take 1-5 points of damage per round, wet blankets wrapped around oneself will cancel this damage but first they have to get to the blankets. (True Grit)

· A parking ramp has half-lowered over a rubble-strewn street. Going around the blockage will take another hour at least. A quick check of the ramp’s controls will show that power is running through the circuit but the control panel is smashed. (Kitbash)

· A chemical spill has created a puddle of acidic gunge. About a hundred yards back is a busted-up chemical tanker, with a denaturing pack in it. Unfortunately the labels have been corroded off the contents of the pack but it’s reasonably easy to guess which containers hold the high-density alkali reagent. What they don’t tell you in the Leaving Cert is Acid+ Base = Salt + Water + Heat! If too much is added, the whole pool will either catch fire or vaporise, and about the one thing worse than a puddle of acidic chemicals is a cloud of acidic chemicals. (Stochiometric Intuition)
Appendix 2: NPC Stats.

Civilian.

These are the untrained victims of Cleric Preston’s altruism. Most either went nuts and stayed nuts, went nuts and are getting better, or are going nuts. An example of these people would be the guy beating his wife.

Init: +2


Actions: 2

Hits: 20



Combat: 45%

Damage: 1d10+5
Armour: -

Senser.

These people have immersed themselves completely in sensation. Hedonists of the most debased variety, they view little things like getting shot as just another sensation to be revelled in. If you need stats on Joseph’s “Kids”, use these stats but with 15-20 hit points each.

Init: +3


Actions: 2

Hits: 35



Combat: 50%

Damage: 1d10+5
Armour: -

Enforceman.

These are the remnants of the once-great Librian State Police Force. They’re all well equipped with either shotguns or rifles and all wear the best non-encumbering armour Libria could provide. In the movie Preston ate waves of these guys for breakfast but Preston was several orders of magnitude harder than the entire character party put together. So the Enforcemen should provide ample challenge.

Init: +3


Actions: 3

Hits: 40



Combat: 60%

Damage: 1d10+5
Armour: 8+ (Enforceman Flak Coats)

ex-Grammaton Clerics Marsh and Thompson

These guys were “only” Second-Class Clerics but are still a daunting proposition to say the least. They are the archetypical fallen angels; Grammaton Clerics turned bad and should have an aura of dark mystique around them just like fallen Jedi do. Take a second to review Gun Kata because these guys are both fully proficient with it, unlike the two Grammaton brats in the party. This means that they have all the abilities of both of the Grammaton apprentices combined and also that dodging doesn’t cost them an action to do. These guys should be well capable of tearing the group to pieces in a straight-on confrontation so the group had better be able to think their way through defeating them.

Init: +4


Actions: 4

Hits: 35



Combat: 75%

Damage: 1d10+6
Armour: -

Appendix 3: Player Handouts.

<<<<<<<<<<<<<<<<<<<<<<<<<<<Mission Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>

Team is to assemble in Cleric William Roche’s office for last-minute briefing and equipment requisition.<><><><><><><><><><><><><><><><>

Primary Objective: Enter Equilibrium Centre in sector 8A and retrieve Prozium stockpile from containment tanks located in basement. The Equilibrium Centre has automated defence SYSTEMS, WHICH may still be functioning. If so, thay must be disabled from the central control panel located in the Palace Of Justice in sector 7F. Most of the city has fallen into lawlessness so the utmost caution is advised. Take no offensive action but all aggressive action is to be met with deadly force.<><><><><><><><><><><><><><><><><><><><><><><><><><><><><><>

Secondary Objective: Locate and retrieve a Prozium vulgaris sample from a functioning bioreactor, if any are left, with the intent of beginning Prozium production in sector 3h.<><><><><><><><><><><><><><><><><>
<<<<<<<<<<<<<<<<<<<<<<<<<<<<<End Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

<<<<<<<<<<<<<<<<<<<<<<<<<<<Mission Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>

Team is to assemble in Cleric William Roche’s office for last-minute briefing and equipment requisition.<><><><><><><><><><><><><><><><>

Primary Objective: Enter Equilibrium Centre in sector 8A and retrieve Prozium stockpile from containment tanks located in basement. The Equilibrium Centre has automated defence SYSTEMS, WHICH may still be functioning. If so, thay must be disabled from the central control panel located in the Palace Of Justice in sector 7F. Most of the city has fallen into lawlessness so the utmost caution is advised. Take no offensive action but all aggressive action is to be met with deadly force.<><><><><><><><><><><><><><><><><><><><><><><><><><><><><><>

Secondary Objective: Locate and retrieve a Prozium vulgaris sample from a functioning bioreactor, if any are left, with the intent of beginning Prozium production in sector 3h.<><><><><><><><><><><><><><><><><>
<<<<<<<<<<<<<<<<<<<<<<<<<<<<<End Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

<<<<<<<<<<<<<<<<<<<<<<<<<<<Mission Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>

Team is to assemble in Cleric William Roche’s office for last-minute briefing and equipment requisition.<><><><><><><><><><><><><><><><>

Primary Objective: Enter Equilibrium Centre in sector 8A and retrieve Prozium stockpile from containment tanks located in basement. The Equilibrium Centre has automated defence SYSTEMS, WHICH may still be functioning. If so, thay must be disabled from the central control panel located in the Palace Of Justice in sector 7F. Most of the city has fallen into lawlessness so the utmost caution is advised. Take no offensive action but all aggressive action is to be met with deadly force.<><><><><><><><><><><><><><><><><><><><><><><><><><><><><><>

Secondary Objective: Locate and retrieve a Prozium vulgaris sample from a functioning bioreactor, if any are left, with the intent of beginning Prozium production in sector 3h.<><><><><><><><><><><><><><><><><>
<<<<<<<<<<<<<<<<<<<<<<<<<<<<<End Brief>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

Joshua Duncan

Tetragrammaton Novice

If I can’t do it, 

It can’t be done
	Body
	22
	
	Initiative
	+4

	Dexterity
	37
	
	Actions
	4

	Appearance
	24
	
	Damage
	+2

	Charisma
	20
	
	Luck
	5

	Willpower
	27
	
	Armour
	-

	Intelligence
	24
	
	Hit Points
	30


	Weapon
	Damage
	Armour Pen.
	RoF
	Ammo
	Range

	Katana
	1d10+7
	9
	-
	-
	Melee

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Armour: None

Skills:

	Alertness
	30
	Librian Law
	17

	Athletics
	21
	Intuitive Arts
	13

	Dodge
	33
	Info: Sense Crime
	15

	Fortitude
	24
	Drive
	18

	Iron Will
	25
	Motorcycle
	18

	Unarmed
	24
	Interrogation
	6

	Melee
	20
	Medicine
	7

	Pistol
	20
	Stealth
	14

	SMG
	16
	Repair
	19

	Rifle
	7
	Intimidation
	25


Special Ability (Gun Kata): Through analysis of thousands of recorded gunfights, the Cleric has determined that the geometric distribution of antagonists in any gun battle is a statistically predictable element. The Gun Kata treats the gun as a total weapon, each fluid position representing a maximum kill zone, inflicting maximum damage on the maximum number of opponents while keeping the defender clear of the statistically traditional trajectories of return fire. This ability allows Joshua to flip-flop all Pistol, Rifle, and Dodge Rolls.

Background:

Joshua was raised the son of a senior security technician in the Palace of Justice. As early as he could remember, he wanted to be one of the men and women who carried out Father’s will when nobody else could. He remembered seeing them walk straight into his kindergarten class and arrest his teacher for sense offence the morning after she had secretly showed the class an incense stick she has found. He remembered seeing the grey uniforms of the second-class Clerics flanking the black-clad, straight-backed form of the senior Cleric and resolved at that very moment to become one of the Tetragrammaton order, no, to become head of the Tetragrammaton order. The next few year of his life flew by. Test after test was aced and physical trial after physical trial was beaten until finally he graduated to do his novitiate at the Grammaton monastery. In two years time he would be a fully-fledged member of the Tetragrammaton. Of course, that was before the apostate Preston murdered Father while his Resistance allies destroyed Libria’s ability to produce Prozium.

The next few weeks are nothing but a blur. He remembers running from a Senser gang until he lost consciousness with fatigue and then another blur. When he awoke it was in the austere sleeping chamber of Tetragrammaton Cleric first class William Roche. Roche explained that just because the Prozium ran out and Father was dead didn’t mean that Libria had seen its last dawn. Roche talked to the young novice about the necessity of law and order in Libria to combat the anarchy and asked him if he’d like to become part of the saviours of this great society. The rest, as they say, will soon be history.

Character:

Joshua is 5’10”, has cropped blonde hair, and blue eyes. The last two months have taught the sixteen-year-old Grammaton novice a lot of lessons, unfortunately they were mostly the wrong ones. He has met other teenagers from different walks of life only recently and hadn’t realised what a tremendous advantage his Grammaton training was until recently so he has become a little full of himself and his own abilities. He secretly harbours ambitions to replace Father and to lead Libria from the ashes a second time as Father did once before. Strict monastic training patterns battle teenage hormones for control of this young man’s body and the winner may not become apparent for another while.

The Others:

· Mark Walton: In the temple, you both competed for everything. Now, on the harsh streets, you’ll get to show him once and for all that just because you weren’t raised in the ,monastery, doesn’t mean you don’t deserve to be there.
· Capt Stephen Hayes: You’re not quite sure why this old burnout is tagging along with you and the team you’ve been assigned. Maybe to fulfil the ancient and highly honourable role of bullet magnet, mayhap?
· Dr. Ellen Cambridge: She’s cute, intelligent, older than you, and a criminologist. This means she’s about the most manipulative, soulless thing in a twenty-mile radius. Still, you could pretend to be infatuated in order to make her more tractable…
· Anthony Matthews: A lab rat assigned to your team to make sure that what you’re bringing back really is Prozium and not drain cleaner or something similar.
· Brian Wiseman: Ex-Resistance, my ass! The only way people leave the Resistance is feet first. He’s up to something and you fully intend to find out what.
Mark Walton

Tetragrammaton Novice

It is not enough merely to hit your opponent,

You must also damage him 

beyond his capacity to initiate a counterattack.

	Body
	27
	
	Initiative
	+4

	Dexterity
	38
	
	Actions
	4

	Appearance
	18
	
	Damage
	+3

	Charisma
	21
	
	Luck
	3

	Willpower
	25
	
	Armour
	-

	Intelligence
	20
	
	Hit Points
	36


	Weapon
	Damage
	Armour Pen.
	RoF
	Ammo
	Range

	Katana
	1d10+7
	9
	-
	-
	Melee

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Armour: None

Skills:

	Alertness
	35
	Librian Law
	9

	Athletics
	29
	Intuitive Arts
	14

	Dodge
	38
	Info: Sense Crime
	17

	Fortitude
	20
	Drive
	7

	Iron Will
	38
	Motorcycle
	10

	Unarmed
	22
	Interrogation
	10

	Melee
	26
	Medicine
	4

	Pistol
	17
	Stealth
	24

	SMG
	10
	Repair
	14

	Rifle
	18
	Intimidation
	16


Special Ability (Gun Kata): Through analysis of thousands of recorded gunfights, the Cleric has determined that the geometric distribution of antagonists in any gun battle is a statistically predictable element. The Gun Kata treats the gun as a total weapon, each fluid position representing a maximum kill zone, inflicting maximum damage on the maximum number of opponents while keeping the defender clear of the statistically traditional trajectories of return fire. This ability allows Mark to flip-flop all Unarmed, Melee, Athletics, and Dodge Rolls.

Background:

Mark was one of those children who were lucky enough to have been saved at the last possible moment. A child of two sense offenders, his parents were arrested when he was seven months old after a neighbour reported having seen his parents breast feeding him. The Tetragrammaton sprung quickly to save the child from this sort of degenerate behaviour and sent him to a Tetragrammaton monastery while his parents were being processed.

Mark went straight o Grammaton novitiate pretty much as soon as he was ready. His teachers said that he was a highly promising student but, having known no other life, Mark merely took the praise in his stride and carried on regardless. He was aware that there was a whole lot he didn’t really know but it didn’t concern him. Mark only knew that serving Father was the greatest honour possible and considered himself fortunate that he had the opportunity to serve Father in such a hands-on capacity.

When Cleric Preston assassinated Father and blew up the Prozium factories Mark was on assignment with Cleric William Roche and so got thrown into the thick of the rioting. Cleric Roche’s arm was broken while saving Joshua Duncan from a pack of crazed Sensers but, as far as Cleric Roche is concerned, it was a worthwhile sacrifice. Mark was present every step of the way to building sector 3H so far and intends to be at Cleric Roche’s side when he becomes the new Father of Libria.

Character:

Mark Duncan is a 5’8” black sixteen-year-old man with a shaved head. He carries himself with a quiet confidence, which has been described as disconcerting on more than one occasion. In the absence of a steady supply of Prozium, Mark is afraid to commit to any emotion at all in case it’s the one crack through which his sanity begins to flow out. Very much aware of himself (and recently, afraid of himself), Mark is a great believer in making every word and every action count for as much as possible. He one came across an ancient Nipponese sword-fighting proverb: One man, one sword, one strike, and tries to apply that minimalism to every aspect of his life he possibly can.

The Others:

· Joshua Duncan: He seems to be in constant competition with you. He’s obviously in the throes of a towering inferiority complex so best not to provoke him too much.
· Capt Stephen Hayes: A veteran of law enforcement and extremely familiar with every nook and cranny of the city’s streets, the man was dedicating his life to Father’s vision of Libria before your parents even considered rutting like the debased animals they were to have you.
· Dr. Ellen Cambridge: Like a Venus flytrap; beautiful and incredibly dangerous. Tread very carefully indeed around a woman whose stock in trade is emotional manipulation.
· Anthony Matthews: One of Libria’s unheralded heroes. It’s thanks to men and women like him that everybody’s intervals were safely produced and distributed every day. If Prozium was the mortar that holds Libria together, Pharmacopeists are the masons that mix it and place it between the building blocks of society.
· Brian Wiseman: A renegade Resistance member appearing in the wake of a renegade Grammaton Cleric’s ultimate betrayal. There’s a certain warped symmetry to the whole situation. The question is whether this man’s appearance is a benefit or a bane.

Captain Stephen Hayes

Veteran Enforceman

The streets were once my home

But now those golden days are gone

	Body
	46
	
	Initiative
	+2

	Dexterity
	23
	
	Actions
	2

	Appearance
	32
	
	Damage
	+5

	Charisma
	21
	
	Luck
	5

	Willpower
	21
	
	Armour
	8+

	Intelligence
	23
	
	Hit Points
	52


	Weapon
	Damage
	Armour Pen.
	RoF
	Ammo
	Range

	Retract. Baton
	1d10+8
	-
	-
	-
	Melee

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Armour: Enforceman Flak trench coat & Helmet
Skills:

	Alertness
	25
	Librian Law
	32

	Athletics
	16
	Strength Feat
	24

	Dodge
	11
	Area Knowledge
	37

	Fortitude
	40
	Drive
	17

	Iron Will
	13
	Motorcycle
	33

	Unarmed
	12
	Tactics
	21

	Melee
	22
	Medicine
	9

	Pistol
	9
	Procedure
	23

	SMG
	11
	Survival: Nethers
	16

	Rifle
	23
	Intimidation
	27


Special Ability (True Grit): Years of fighting, getting shot, catching diseases from forays into the Nethers, and generally withstanding physical abuse have given Stephen an almost inhuman ability to soak up punishment. Stephen flip-flops all Fortitude rolls and subtracts four from all incoming damage.

Background:

In a different age Stephen Hayes would have been known as a career soldier. From high school he knew that a small amount of men and women had to dedicate themselves to provide the safety and personal freedom the rest of Libria’s population took for granted just as he knew that he was destined to become one of those people. He never much liked the idea of joining the ranks of the Tetragrammaton Clerics, feeling that they were too removed from society to really be seen to be helping it. Instead he opted for Enforceman training, reasoning that he could do the most good as one of Libria’s ever-present, ever-accessible police force.

His rise through the ranks was nothing short of meteoric, at least until he became a Captain, at which point it stopped completely. He continued to receive medals and commendations for exemplary service but, for some mysterious reason, he was never judged quite ready for advancement whenever his promotional reviews came up. The secret he carries in his heart of hearts is that he never wanted to go any higher than Captain because to do so would mean being trapped behind a desk in the Palace, fulfilling an administration role till the day he died. He has a suspicion that his superiors came to the same conclusion and his promotion reviews were becoming something of a tradition rather than an earnest attempt to promote him. 

The Nights of Blood and Fire didn’t really change much about Stephen’s lifestyle. He had no wife, no children, and almost completely lived for his job. His apartment was even located in sector 3H and Cleric Roche’s decision to set that sector up as the first bastion of order in that city zone was largely because when they arrived, they found Stephen perched on the highest rooftop, bleeding from hundreds of tiny wounds, suffering from a week’s worth of sleep-deprivation, using a sniper rifle to pick off all would-be anarchists who tried to enter his neighbourhood. Stephen smiles quietly to himself whenever he remembers the last thing Cleric Roche said to him that day before he fell unconscious; “If there were three more men of your calibre in all of Libria, Preston wouldn’t have gotten over the threshold to Father’s office that day.

Character:

Captain Stephen Hayes is a man who’s lived far to long and buried far too many idealists to completely believe in the vision of Libria as Father preached it. At the age of forty four now, he has resigned himself to never getting a chance to retire and enjoy the order and harmony which should be the fruits of his long-suffering labours, instead having to help carve out another society in the ruins of the one he fought so long to protect. Far from being embittered and world-weary, Stephen sees this as a fresh start where the mistakes of the past don’t have to be repeated.

The Others:

· Joshua Duncan: Stubborn, cocky, impetuous, insensitive, and self-righteous. He would have made a great Grammaton Cleric. Certainly not what you were like as a young man, but possibly what you should have been like. Joshua seems determined to squeeze every last drop out of life, his and other people’s.
· Mark Walton: Night to Joshua’s day, Mark is quiet, sedate, measured in thought and also in action. He’d be an amazing young man were it not for the fact that he’s been bottle-fed Librian propaganda and weaned on Tetragrammaton Procedure. 
· Dr. Ellen Cambridge: A criminologist, an expert in thoughts and emotions. Now, why would Roche assign her to this mission? To facilitate interaction with the outside world or to assess the group for signs of cracking?
· Anthony Matthews: The group’s “soft target” and therefore most in need of protection. Seems like a likeable sort, if a bit sheltered. Then again, everyone’s a bit sheltered compared to you..
· Brian Wiseman: …except Brian Wiseman, that is. He seems to be even more of a fanatic than Mark and yet his brief says he’s a Resistance defector. There’s no better way to ascertain what’s going on than to ask, and that’s exactly what you intend to do just as soon as you get a moment alone with him.

Doctor Ellen Cambridge

Criminologist

Every cloud doesn’t have a silver lining;

Sometimes what’s back there is much, much worse.

	Body
	23
	
	Initiative
	+2

	Dexterity
	23
	
	Actions
	2

	Appearance
	25
	
	Damage
	+2

	Charisma
	33
	
	Luck
	4

	Willpower
	21
	
	Armour
	9+

	Intelligence
	36
	
	Hit Points
	21


	Weapon
	Damage
	Armour Pen.
	RoF
	Ammo
	Range

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Armour: Kevlar Vest.

Skills:

	Alertness
	12
	Librian Law
	24

	Athletics
	15
	Intuitive Arts
	45

	Dodge
	12
	Info: Sense Crime
	28

	Fortitude
	9
	Drive
	18

	Iron Will
	18
	Persuasion
	25

	Unarmed
	5
	Research
	32

	Melee
	3
	Medicine
	11

	Pistol
	12
	Human Perception
	30

	SMG
	10
	Interrogation
	18

	Rifle
	6
	Intimidation
	19


Special Ability (Emotional Fulcrum): Based on Father’s principle of emotional instability, Ellen is trained to act as a fulcrum for the emotions her target is feeling. She is trained to read and interpret minute changes in breathing rate, pupil dilation, etc. so as to know when a change in emotional state is close to the surface and then whether or not to say what will trigger the state-shift. In game terms, this ability allows Ellen to flip-flop all Intuitive Arts, Human Perception, and Charisma-based rolls.

Background:

Ellen never really liked people. Her aptitude tests showed a high degree of social interaction capability and empathy and she was always in first place at debating competitions and similar activities but that was all largely as a way of distancing herself from her peers through her success. The day after she was assigned her career for the rest of her life, her Prozium interval had to be adjusted a full two points higher just so she’d be able to function. As a criminologist she had to interact with a long string of overly-emotional women, men with anger management issues, rebellious children, and a hundred thousand other forms of psychological dysfunction until, finally, on that thrice-blessed day, Father decreed that all sense-offenders were to be shot on the spot. Ellen relaxed visibly and actually smiled when her redundancy pension was sent to her.

Of course, all this changed when Preston and his Resistance allies sundered the foundation upon which Libria was built by killing Father and destroying the Prozium factories. Within less than two weeks almost the entire city has succumbed to the same dysfunction the she was treating in isolated cases not too long ago. Soon after that, she was rescued from a street gang she’d bonded to her by a Grammaton Cleric and offered a place in his new world. Given the choice, she preferred the idea of protected isolation to living among so many emotional dependents.

Character:

Ellen is one of those truly sad cases of a person who’s good with people but hates people. A natural loner, she was never really allowed the luxury of solitude due to her magnetic personality and incredible interpersonal talents. She has cast her lot in with Roche’s New Order because it’s the best option available but she is under no illusions about how much of a perfect solution it isn’t. Ellen behaves completely pleasantly but, through long force of habit, keeps trying to get people into dependent relationships with her.

The Others:

· Joshua Duncan: Young, egotistical, insecure.
· Mark Walton: Quiet, brooding, self-absorbed.
· Capt Stephen Hayes: Cynical, selfless, dependable.
· Anthony Matthews: A slave to his own desire for you.
· Brian Wiseman: Once a traitor, always a traitor.

Anthony Matthews, PhD.

Pharmacopeist

Knowledge of the basics may not save your life

But it certainly enhances your probabilities.

	Body
	27
	
	Initiative
	+3

	Dexterity
	26
	
	Actions
	3

	Appearance
	17
	
	Damage
	+3

	Charisma
	20
	
	Luck
	2

	Willpower
	31
	
	Armour
	9+

	Intelligence
	34
	
	Hit Points
	26


	Weapon
	Damage
	Armour Pen.
	RoF
	Ammo
	Range

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	


Armour: Kevlar Vest

Skills:

	Alertness
	13
	Drive
	19

	Athletics
	5
	Motorcycle
	14

	Dodge
	18
	Science
	38

	Fortitude
	22
	Medicine
	21

	Iron Will
	20
	Research
	27

	Unarmed
	11
	Cogitator Use
	19

	Melee
	10
	Composition
	27

	Pistol
	12
	Info: Pharmacy
	42

	SMG
	11
	Info: Physiology
	42

	Rifle
	7
	Info: Biotech
	49


Special Ability (Stochiometric Intuition): Years of working with fine quantities have given Anthony an almost perfect instinct for weights and measures. He can accurately weigh any mass he can pick up right down to 1mg and accurately estimate the volume of any quantity of liquid he pours down to 1ml. 

Special Ability (Lightning Calculator): In addition to the above, Anthony is something of a mathematical savant, capable of doing complex calculations in his head with very little effort at all. He may flip-flop all rolls to do with calculation.

Background:

Anthony woke up one morning to see his window tint turning black as the smoke from the second floor reached his apartment, up the outside of the building. This was his first indication that anything was amiss. As a Pharmacopeist, neither he nor his family lacked Prozium and he’d barely even noticed that Father’s broadcasts have ceased. The last two months have been a bit of a blur to Anthony as he ran from place to place, fleeing gangs of insane citizens, pack of wild animals which had poured into Libria now that there wasn’t anyone who cared enough to close the gates, and the horrors that always come hand-in-hand with civil unrest: famine and plague.

His first clear memory since the Nights of Blood and Fire is waking up tied to a bed, having Prozium force-injected into his neck by what appeared to be a senior Grammaton Cleric and being welcomed to sector 3H. Since then he has made himself useful by setting up a scop (single-celled organic protein) tank to feed the residents and a water  treatment tank to ensure drinking water.

Character:

Anthony is very much the non-standard scientist. He discovered within himself an ability to turn his hand to almost anything competently and has aided in the defence of sector 3H as much as he’s helped the heal the wounded and feed the hungry. He’s a generally amiable sort, content to get along with others and willing to give anything a try once.

The Others:

· Joshua Duncan: He’s arrogant and overbearing, which is bad, but he’s completely dismissive of you, which really rankles. He’s about half your age and seems to believe that just because he can shoot straight, it makes him more of a man than you.
· Mark Walton: Quiet and observant. He doesn’t seem to want to take his eyes off you at any point, almost as if he was expecting you to try and attempt something rash.
· Capt Stephen Hayes: The voice of experience and stability in your unlikely cabal…you hope. Try and keep him between yourself and the Grammaton brats, that way he’ll slow them down enough for you to get away…you hope.
· Dr. Ellen Cambridge: She’s about the most friendly member of the group. She’s obviously been through something truly horrible but you’re pretty sure that you can be there for her and help her through it.
· Brian Wiseman: An enigma, what’s his stake in all of this?
Brian Wiseman

Ex-Resistance member

Careful what you wish, you may regret it.

Careful what you wish, you just might get it.

	Body
	26
	
	Initiative
	+2

	Dexterity
	20
	
	Actions
	2

	Appearance
	26
	
	Damage
	+3

	Charisma
	24
	
	Luck
	3

	Willpower
	28
	
	Armour
	9+

	Intelligence
	27
	
	Hit Points
	24


	Weapon
	Damage
	Armour Pen.
	RoF
	Ammo
	Range

	Knife
	1d10+4
	9
	-
	-
	Melee

	Nightstick
	1d10+5
	-
	-
	-
	Melee

	
	
	
	
	
	

	
	
	
	
	
	


Armour: Kevlar Vest
Skills:

	Alertness
	23
	Drive
	19

	Athletics
	24
	Motorcycle
	16

	Dodge
	22
	Repair
	32

	Fortitude
	19
	Medicine
	21

	Iron Will
	31
	Electronics
	18

	Unarmed
	17
	Area Knowledge
	27

	Melee
	18
	Sleight of Hand
	21

	Pistol
	14
	Pick Lock
	25

	SMG
	20
	Persuasion
	14

	Rifle
	22
	Intimidation
	18


Special Ability (Kitbash): In addition to his eclectic mix of skills, Brian learned one valuable lesson on the street: Never throw anything away, you might either be able to fix it or use bits of it to fix something else. Brian flip-flops all Repair and search-type awareness rolls. In addition to this, Kitbash allows Brian to improvise tools for complex jobs so long as he has basic tools on hand.

Background:

For years the Resistance plotted the overthrow of Father’s oppressive regime and freeing the people of Libria from their dependence upon Prozium to hide from them from who they really are. Various tiers of society were infiltrated, all to little avail. Bombs were planted in key Tetragrammaton installations in the hopes of damaging something critical, nothing. Eventually it took Father’s own hubris to bring his downfall. By engineering Cleric Preston’s fall from grace and subsequent flight into the waiting arms of the Resistance, Father had planted the seeds of his own undoing. When Preston was pushed far enough, he sprang back and killed Father, Pro Consul Dupont, and seven second class Grammaton Clerics in what was later described as a storm of destruction.

The bombs went off and the Prozium ran out a week later. The Resistance, as one, rejoiced that the yokes of Father’s oppression had finally been shattered. And then the dying started. Families tore themselves apart, literally, as the emotions they had been hiding from for so long overwhelmed them. Buildings burned from fires carelessly started because the emergency services were too preoccupied with the demons inside themselves to actually save anybody’s life. Libria’s saviours had damned it far worse than Father’s regime ever could. At the exact moment Brian realised this, he decided it was time to put things back the way they were. It was time to restore the equilibrium.

Character:

Brian Wiseman is a man whose life’s ambition turned out not to be the liberation of the soul he’d envisioned but rather a damnation of the people. The shattering of one’s dreams is never an easy blow to be dealt so, all considered, Brian’s handling it pretty well. Rather than pretend things are better now or kill himself in a fit of guilt, the avenues taken by most of his fellow Resistance members, Brian has decided to switch sides and bring back the law or die trying. Brian is a man who alternates from being decisive and energetic about pursuing his objectives to being haunted by regrets and wracked with self-doubt about the wisdom of his new direction.

The Others:

· Joshua Duncan: You and your friends used to hunt lippy little punks like this through the alleys after separating them from their companions. Now you have to smile and say thank you for all the static he gives you. Funny how it works out, isn’t it?
· Mark Walton: The quiet ones are always the most dangerous. Preston was quiet, you saw him the second time he came down to meet with the leaders. They all talked, bickered, and argued but he just sat there, like the eye of a storm, not missing a beat. If you had to be scared of one person in Sector 3H, it’s Mark Walton.
· Capt Stephen Hayes: A decent man, perhaps one of the last in Libria. He was willing to die to protect what it was and now he’s willing to die to make it something new. You just hope the phoenix’s flames won’t devour another body as it rises.
· Dr. Ellen Cambridge: She was one of the people who decided whether or not sense offenders could be rehabilitated back in the days before Father’s decree. You can’t imagine what she’s gone through but the look in her eyes speaks volumes about how eager she is to go back there.
· Anthony Matthews: Three months ago you’d have hated this man for producing the chains that bind the hearts and minds of every Librian. Now you pray that there’s enough men like him left to get the factories started once again. Otherwise, the horizon will only get darker for Libria.
