Sarah Allgood
“No-one walks this path with a clean conscience. But they all walk it. What choices do we have? The alternative is abomination.”

Sarah’s the spiritual heart of the group, as well as one of the oldest active members. Sarah’s maker is Old Ben Joad, the founder of the Throng and currently living his human life in New Jersey; the only throng member to achieve humanity. Her progeny, Sariel, has been sending strange messages after years of estrangement, calling the throng to Jersey. You’re not sure what she wants, but you are her mother. Sort of. You promised her you’d come.

Sarah is quiet and prone to bouts of introspection in addition to the feral edge and intuitive nature shared by her Lineage. She walks the path of Lead, studying what it means to be a Promethean so that she can truly understand what she is before attempting to become something greater.

Powers and abilities

Ephemeral Flesh: As an Ulgan, Sarah may spend 1 point of plasm to interact physically with disembodied entities such as ghosts and spirits for the rest of the scene.

Orphean Song: Sarah may sing an unearthly song to soothe nearby spirits and ghosts. Make a contested Presence+Azoth roll against nearby spirits’ Resistance trait. Should she succeed all spirits that didn’t beat the contested roll fall asleep for 24 hours. This ability costs 1 pyros to use.

Scapegoat: Sarah’s study of Disquiet allows her to manipulate it in small ways. Sarah may choose a nearby target and roll Manipulation+Resolve+Subterfuge against their Compsoure+Azoth. Should she succeed, anyone who experiences Disquiet from Sarah for the rest of the scene will believe the Disquiet is coming from the target of the transmutation instead. This ability costs no Pyros to use.

Electroshock Recharge: Sarah may choose whether electricity heals her or restores points of Pyros. She regains one point of Pyros per point of bashing that the electricity would normally deal. Alternatively, she may use this power reflexively when attacked with a supernatural electrical attack. In this instance, she may roll Stamina+Azoth, subtracting successes on the diceroll from the damage dealt (and regaining that many Pyros.)
Fire-Reader: As long as Sarah is able to detect another Promethean’s Azoth, she can use this Transmutation. Spend 1 Pyros and roll Wits+Empathy+Azoth. On a success, she may learn one of the following: Name, Lineage, Refinement, or Azoth rating. She also gets a general sense of their personality and personal history.
Absalom

“It ain’t right. Ben’s life is his own now; we should leave him be. He’s earned his time. Let him be free, I say.”
6’2” and built like a brick shithouse, Absalom is a gentle giant most of the time. His melancholic humour has lead him to commit... regrettable acts in the past, and so he tries to keep his anger and despair on a tight leash. It doesn’t always work out, however, and the surest way to get on this Golem’s bad side is to threaten his friends. He doesn’t really agree with the throng meeting up with Sariel after all this time, but if Ben’s under threat that must be dealt with. Then they can leave him alone to the life he’s earned.

Absalom is tougher than granite and stubborn to match. Where Slim is an unstoppable force, Absalom is an immovable object; and he will allow no harm come to his friends under any circumstances. He walks the path of Copper, seeking understanding of the self and his place in a world that rejects him.

Powers and Abilities

Unholy Stamina: Absalom gains the 9-again rule on any Stamina based roll. He also doubles his Stamina rating when using it to resist supernatural effects.

Natural Weaponry: Absalom may spend 1 point of Pyros to grow talons, making his Brawl attacks inflict lethal damage.

Electroshock Recharge: Absalom may choose whether electricity heals him or restores points of Pyros. He regains one point of Pyros per point of bashing that the electricity would normally deal. Alternatively, he may use this power reflexively when attacked with a supernatural electrical attack. In this instance, he may roll Stamina+Azoth, subtracting successes on the diceroll from the damage dealt (and regaining that many points of Pyros in to the bargain.)

Aura Sense: Absalom can choose to read the aura of a single target. Roll Intelligence+Empathy+Azoth. On a success, he can see their aura and determine their emotional state, as well as whether they’re currently lying. 0 Pyros to use.

Firesight: Absalom may spend 1 Pyros to alter his vision, allowing him to see in infra-red.
Melody Nelson

“Stupid Sariel. She left us. She left us! What is it to her what happens to Ben? Still... it’ll be nice to see her again...”

As beautiful as an anatomically-correct doll and so deep in the uncanny valley she can barely see sunshine, Melody takes her name from a progenitor with a penchant for pretty teenaged corpses and obscure French music. Permanently seventeen physically (and some would say mentally in their less kind moments) Melody is the social force of the throng in so far as a throng can have such a thing – usually she’s managed to manipulate what she wants out of people before the disgust really sets in. Sanguine and changeable, Melody’s a Galatea to the core – frustrating, maddening and mercurial, the rest of the throng oscillates between love and exasperation with their youngest member.

Melody seeks to emulate and understand humans in all things, and thus walks the path of Gold, the study of humanity. She would probably have very interesting philosophical debates with Sarah if she could ever concentrate on it long enough to compare notes. Her passionate temperament combined with her lust for humanity and humanity’s gut-loathing of her often lead to volatile situations when her humour runs wild.
Powers and Abilities

Mesmerising Appearance: Melody gets 9-again on any social roll that might be affected by her appearance.

Heart of Stone: By spending 1 Pyros, Melody may reflexively turn into a marble statue, mimicking the myth of her lineage. While a statue she increases her Armour by her Azoth rating, takes a -3 penalty to perception rolls, and may not move or interact with the world around her in any way. She also completely suppresses her Azoth, making her undetectable. She may end this power at any time.

Fixed Stare: Melody can briefly hypnotise someone she makes eye contact with. On making eye-contact with someone, you may make a Presence+Resolve+Azoth roll contested by their Resolve+Azoth. Should you succeed, they will do nothing but stand and stare at you unless you move or break eye contact (blinking is ok). The stare will also be broken if they are attacked, but the subject of the power will have no memory of events that took place while they were held by the stare.
Electroshock Recharge: Sarah may choose whether electricity heals her or restores points of Pyros. She regains one point of Pyros per point of bashing that the electricity would normally deal. Alternatively, she may use this power reflexively when attacked with a supernatural electrical attack. In this instance, she may roll Stamina+Azoth, subtracting successes on the diceroll from the damage dealt.

In Vino Veritas: Roll Manipulation+Presence+Azoth vs. Composure+Azoth. Affected target becomes slightly drunk as their own sanguine humour respond to Melody’s manipulation. They also become affected by a mental truth drug, and will answer questions put to them honestly.
Slim Stephen

“My stitchin’s itchin’. I don’t like this.”
To those with the eyes to see, Slim Stephen looks to be a scarecrow of a man, mismatched flesh lashed together with cord and industrial staples, choler and electrical fluid oozing from the misshapen gaps between stitches. Slim’s been around longer than pretty much anyone in the throng except Sarah, and he approaches life the same way he approaches everything – belligerently. Old Ben Joad is the closest thing Slim has to a true friend, and he’ll do anything to keep him safe. He partially stays with the throng as a promise to Ben, and partially because, though he’d hate to admit it, they’re family. Slim’ll wreck his way through a concrete wall to help someone who’s earned his trust, but if you haven’t... well, he’ll leave you on the side of the road to die, and if you look at him the wrong way he might just break your face.
Slim is an angry, angry person, and walks the path of Tin, trying to temper and channel his rage into something he can use to brute force his way in to humanity. This means he does try to keep a handle on his anger as much as possible, but from time to time it... slips. It hasn’t worked so far, but God loves a tryer.... or so Slim’s heard. 
Powers and Abilities

Unholy Strength: Slim gets the 9-again roll on all Strength rolls.

Feel the Spark: Slim can make a perception roll (Dexterity+Composure) to sense nearby electrical current, as well as the strength of that current.

Electroshock Recharge: Slim may choose whether electricity heals him or restores points of Pyros. He regains one point of Pyros per point of bashing that the electricity would normally deal. Alternatively, he may use this power reflexively when attacked with a supernatural electrical attack. In this instance, he may roll Stamina+Azoth, subtracting successes on the diceroll from the damage dealt (and regaining that many Pyros.)

Shock and Arc: These two separate transmutations are linked, with Arc building off from Shock. Shock allows Slim to spend 1 point of Pyros and roll Stamina+Azoth when touching someone, electrocuting them on a success. Each success on the roll inflicts one point of bashing damage. This electricity is tainted by torment, and thus injures other Prometheans normally unless they defend with the Electroshock Recharge power. Arc improves Shock, allowing Slim to shoot lightning across distances to injure his foes. Aside from the addition of range, it functions identically to Shock in all respects. Damage inflicted is bashing.
Alex Ford

“Sariel. I wonder what she’s learned.... she was always a curious child.”

Calm, collected and well-dressed, Alex would cut an almost dashing figure if he were a little less dessicated. Distant and cold, Alex is mostly along for the opportunities to study that always seem to arise when the throng go anywhere. He joined the throng years ago to chronicle the lives of the others, and has since stayed with the throng as a vehicle for his curiosity. He knows more about the supernatural than anyone else the throng knows – which isn’t much, but it’s given them an edge in the past.
Alex walks the path of Quicksilver – a path dedicated to understanding the soul and the Pyros which replaces it in Prometheans. He used to walk the path of Silver, however – a path dedicated to learning about the supernatural – and thus is a walking library of information on Promethean lore, knowing more than anyone except possibly Sarah.
Powers and Abilities

Revivification: All Prometheans with an Azoth rating higher than 1 may die once. They are resurrected with their Azoth rating burned back down to one. However, this get-out-of-jail-free card only applies that one time, after that they will die normally. With this Bestowment, however, Alex has yet another chance at resurrection. Rather than his Azoth burning down to 1, he resurrects with all his traits intact, including his free resurrection– but loses this power. Alternatively, he can also resurrect a Promethean who has died within the last 24 hours by spending 1 permanent point of his own Azoth to do so.
Corpse Tongue: By touching a corpse, spending a point of Pyros and rolling Intelligence+Azoth, Alex may temporarily quicken the corpse and ask it three questions. The questions must be simple, as the corpse may not give more than one-sentence answers. This power will only work on any given corpse once.
Sense Flux: All Prometheans can sense another Promethean’s Azoth from a distance. With this transmutation, Alex may also sense the tainted Azoth of Pandorans and other beings fuelled by Flux. Make a Wits+Azoth roll, success allows Alex to detect Flux for the rest of the scene.
Electroshock Recharge: Alex may choose whether electricity heals him or restores points of Pyros. He regains one point of Pyros per point of bashing that the electricity would normally deal. Alternatively, he may use this power reflexively when attacked with a supernatural electrical attack. In this instance, he may roll Stamina+Azoth, subtracting successes on the diceroll from the damage dealt (and regaining that many Pyros.)
Fire Grasp: Normally, Prometheans cannot access the Azoth in flame, and touching flame injures them. With this transmutation, however, Alex may spend 1 point of pyros and surround his hand with flame which lasts until the end of his next turn. Touching a target with the burning hand inflicts 2 points of lethal damage (aggravated for Prometheans) and causes the target to catch fire as the flame leaves Alex’s hand. Once the flame has left Alex’s hand he no longer controls the fire and it may injure him normally.
