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This picture represents the base concept for Latiel's appearance. Final art coming "Soon"(TM)

Aliases: None 

Affiliation: Eternals, Alpha Epsilons

Title: Epsilon of Justice 

Created by: Ashilyn 

Related characters: Ashilyn Oreta

Sounds Like: Jodie Forrest

Abilities: Highly skilled at wielding two handed weapons, particularly polearms (favours a halberd) and bows, minor magical ability mostly used to augment her weapons in battle. Possesses near inhuman tracking ability, heightened senses, and knowledge of combat tactics. 
Status: Alive
Latiel is the current Alpha Epsilon of Justice and a former member of the Knights Arcana. She bears the title of “High Inquisitor”, both a hold over of her former life and an indicator of her ruthless nature when it comes to enforcing both Eternal and Multiversal Law.
Appearance
“Cross me as you would a demon, young one – which is to say, not at all.”
Standing at six and a half feet tall, Latiel is an intimidating figure to come across, despite her otherwise lithe body structure. Though humanoid in appearance, she possess a number of prominent physical traits, the least of which are her height and rust coloured skin, or her horns, cloven feet, or long tail. These features serve to make her seem more intimidating to others, something she uses to her advantage regularly. Adorned with black ruinic markings on her face and up and down her arms and legs, Latiel’s somewhat demonic appearance is the result of a literal deal with the devil (see background for more details). Though she still retains the natural beauty she possesses in her original form, it is mired by her demonic featured.
Latiel is typically seen around the Eternal City wearing a long, white coat and brown top not unlike the one pictured above, with black pants that stop at her calves and give way to white wrappings down to her feet. A white hairband often adorns her black hair, with a single blue jewel resting in the middle of it. When ready for combat, be it because she’s fighting for the City’s defense, or when venturing out to hunt herself, she dresses in a suit made of black studded and plated leather coated in a special material to make it as durable as more common metal armors, while not compromising her high maneuverability. While not the most practical choice for her personal defense, it is an aesthetic one she chooses to stick with thanks to the aid of Eternal technology.

Personality
“Tell me, what would you make of all of this? There is no remorse for those who break the bonds of justice, and I will see to it that they receive their due.”
Ruthless and unforgiving are the hallmarks of Latiel’s personality. Determined and vigilant to a fault, Latiel will go to great lengths to make sure that no major infraction goes unpunished. Some claim her overzealous and were critical of her appointment to the position of Epsilon of Justice because of this, but by the same token it is what makes her perfect for the job.  The extant to which she knows both Eternal and Multiversal law and her willingness to enforce them has earned her as many accolades as it has criticisms, and she has possessed a near perfect track record since her appointment; a few, including Ashilyn Oreta herself, believe that without Latiel’s vigilant watch, by now they would have certainly come face to face with another Vagrant gone awry.
Latiel is a consummate hunter, as she was during her time in the Knights Arcana and in her life before becoming an Eternal. This leads her to sometimes enforce the Law in person, even going as far as to pursue individuals into the Multiverse. This is the central aspect of her overzealous approach that earns her criticism, many claiming it unprofessional and an activity that pulls a valuable Eternal Epsilon away from the work in the City she should be doing to pursue common criminals.

“Perhaps you would rather I not do my job, than?” she would say in response. “Do not complain to me when the next Miracle knocks at the gate, for I will not aide you.” That usually gets detractors to clam up quick.
Skills
“And so it shall be! With this strike, I bring judgement!”
Raised from a young age in combat arts, Latiel has been training herself quite literally her entire life. While she skilled with a number of weapons, ranging from hand to hand combat, swordplay, axe use, and any other variety of weapons (though she tends to be at a loss when asked to use any sort of modern ranged weapon, such as a pistol or machine gun), she favours polearms more than anything else, and is most skilled wielding halberds and glaives. Her above human agility and maneuverability afford her a number of options and techniques when she wields these weapons, and she does so in expert fashion.
Latiel’s raw magical prowess is limited, and manifests in two ways in particular: Weapon Augments, and something she calls “Judgement Strikes”. Weapon augments are magical enchantments that give whatever weapon she wields any number of brief enchantments, from giving it’s strikes a certain elemental property, speeding or slowing her strikes, adding a poisonous aftereffect, or any other number of options, adding another layer of versatility to her combat prowess.
The core of Latiel’s abilities manifests itself in the form of her self dubbed “judgement strikes”. These strikes channel every bit of runic energy she posseses, as well as harnessing her own emotional energy, to create devastating strikes against her opponent. Common Judgement Strikes are:
Judgement of Light – A blinding strike, this judgement unleashes pure radiant light, rending her opponent unable to see though natural or unholy means; arcane or divine aids will overcome this power easily. Anything “born of the darkness” is particularly weak to this ability… or at least, so Latiel claims.

Judgement of Destruction – This strike, as it’s name implies, releases pure destructive energy around Latiel, blasting the land in the immediate vicinity. This attack is highly caustic, and is used sparingly due to the fact that this release of energy does not play favourites between friend and foe.
Judgement of Righteousness – A more focused version of the Judgement of Destruction, this attack carries less raw power, but it instead channels this destructive energy straight from the implament into the creature it strikes for a more potant, harmful single target attack.
Judgement of Blood – This judgement is used to weaken enemies, allowing Latiel to capture prey more easily. It accomplishes this using the unleashed energy of the strike to drain the very life essence from the target and transfer it into Latiel, bolstering her and lessening her fatigue while at the same time severely weakening her opponent.
Judgement of Justice – What Latiel claims is her most powerful and destructive, there are only two documented occurrences of Latiel using this while among the Eternals, once during the Second Void War, and once during the Third, and it only succeeded in the Second. This blow combines Latiel’s runic powers, emotional energy, and very life essence to turn her weapon into a massive, swirling conduit of raw creation energy, empowering her to the height of strength. Her form restored to her original Elven appearance for the duration, Latiel is able to retain state for roughly two minutes before she is forced to release the jugement’s energy in a torrent of creation energy. The resulting discharge and final blow from the Inquisitor supposedly results in a rather destructive blast with the intent of eliminating the target in one fell swoop. When utilized in the Second War, the attack did just this, utterly destroying the void empowered opponent she used it again. However, this Judgement leaves Latiel weakened to the point of uselessness in combat, and it’s use nearly cost her her life in the Third Void War when this final attack actually //failed// to eliminate her opponent. She has not been seen using it since.
These are not the only Judgement Strikes Latiel has been known to use over the years, but are the most common or notable ones in her arsenal.
Beyond these abilities, Latiel has a number of abilities afforded to her by her demonic form. Traine din the art of tracking and capture, she is a consummate huntress, able to tack the most elusive of prey across even a field as big as the Multiverse, and such things as enhanced speed, strength, and heightened senses further aid this natural prowess. She tends to fight with a tactical edge; despite the emotion she brings to a battle, she fights with a distinctly purposeful and rational style.
Background

Latiel was born an elf by the name of Elyza Trueheart on the Multiversal world of Ciran. An orphan from birth, she was raised in one of the many churches of her world by a Cavalier Knight named Eris Brightgrove. Trained from a young age to eventually take Eris’ place in their nation’s Knights Templar, Elyza was trained in numerous forms of weapon combat as well tracing and capturing. At the young age of twenty, Elyza was chosen to command a new unit known to many by the nickname “The Wolf Brigade”, a unit specifically tasked with tracing down lawbreakers and bringing them to justice. For several years, Elyza served in this manner, until the advent of a particularly dangerous criminal claimed the life of her mentor and surrogate mother, Eris. Driven to great vengeful lengths, Elyza hunted this man until she finally came face to face with him herself. The encounter did not end in her favour, however, and she was slain in the encounter.

Death would not stop the Knight-Commander, however. Even as her spirit was sent to her universe’s abyssal plane, there she struck a deal with a conniving demon – a second chance to return to life and claim justice on the man who killed Eris. Elyza was restored, as promise, but she quickly came to discover that with her restoration came a steep price – her once unblemished elven beauty was now stained by demonic taint, the woman having taken on many of the features of the demon she had struck her deal with. Taking the name “Latiel”, a word in her native language meaning “Fallen”, the Knight rejoined her formal unit (after much hesitation on their part) and led with fervor and righteousness as they hunted both her personal prey and others who warranted their attention, and before long she was given the title of High Inquisitor, for her actions and her unrelenting pursuit of justice.
It was only a matter of time, however, before those around her began to turn on her. Her personal crusade finished and numerous crusades led, many began to believe that Latiel herself was in league with the demons who had returned her to life, and cast her out. Taking this opportunity, the demon she had made her deal with returned to claim the remaining part of Latiel’s contract: Her soul and service. Rather than serve demons, however, Latiel cast herself into oblivion, ending her life and debt thusly.

Or so she believed. As the Second Void War began in the Multiverse, the Eternals, looking for warriors to bolster their ranks, restored Latiel to life and recruited her into the Eternals. Though she had few memories of her previous life, she had retained her considerable power and skill, and fought many battles with the Eternals. Following the War, she was inducted into the Knights Arcana, a force she served with for many years after.
It was only in the wake of Phaetheon’s attack on the Eternal City that she decided to “retire” from active service in the Knights Arcana; still technically a member, she is no longer on the active members list and is treated as such. Despite this, she has been known to continue her tracking work on occasion. It was this retirement that opened the door for her to be placed as the new Epsilon of Justice. Though several were critical of the appointment, Ashilyn Oreta, the Alpha, believed that someone with such passion and fervor for justice was perfect for the job of creating and enforcing Eternal and Multiversal Law. Latiel herself was hesitant to accept the position, though she sees it as an honor, she believes it pulls her away from her true calling.

Despite this, in the years since her appointment she has done well, and some of her former detractors now continue to believe she will only aid in rebuilding and bettering Eternal society in the coming years.
In recent years, she has begun to slowly regain knowledge of her past life, much to her amusement, and sometimes dismay.

Design Concerns:
· Is she too fervent and active for someone in her position? Too combat oriented, that sort of thing?
· Her background – Too cliché?
· Same with her abilities. Too cliché and predictable? Inspirations should be obvious (WoW Paladins, Pathfinder Inquisitor class, D&D Crusader class, some others things), is this a problem?
· Other concerns forthcoming. As much as I like this, upon readover it feels slightly uninspired. Suggestions?
Points and Notes from Others:
· <&Teek> Looks good to me- going over your concerns, hm...I think, to make her especially memorable and assist you with further ideas for her character, you should tie some major event in the EMC between VWII and Phaetheon's attack directly into her background.
· <&Teek> I gather that she fought in all three Void Wars after that.  What else did she do?  Serving for years as a KA probably saw her go on a lot of adventures- maybe more relevantly, how has her view of Eternal society evolved?  She's an OLD Eternal, even older than Fabian.  Use that to your advantage.  =3
· <&Teek> Really, she doesn't strike me as overly cliché; that's the kind of background and service the Creator/Eternals would've been looking for at the time.
