Howard Latimer
It used to be about money. Now you just want revenge.
There is a special breed of man who flourishes at the fringes of empire. Part merchant, part diplomat, part thief and part spy, a man able to deal with both western and barbarian societies, able to turn his citizenship and education into a weapon. You've written letters that have been published by the Royal Geographical Society; you've been imprisoned half-a-dozen times, and you've dined with kings and East India board members.

The Russians are moving south through the mountains. That creates upheavals. For every warlord who thinks of allying with the Russians, there is another who sees them as a threat and needs modern weapons to hold them off. You were working as a weapons merchant off ports on the Black Sea until you were captured. 

The Russians tortured you. They nearly broke you. It was only your British citizenship that saved you, and it took you a long time to retrieve your passport from where you'd hidden it. 
While in prison, though, one of your fellow captives told you of a kingdom in the clouds, a kingdom with mighty cities and fertile valleys, that lay on the path of the Russian advance. He called it Leng.

If the Russians get Leng, they can take India. You cannot tolerate this – not out of any love of Queen or Country, but because you will make them PAY for what they did to you. Every ache and scar is a barrier in the Russians' path south to India.

Roleplaying Notes: Latimer is a dishonest and greedy bastard, a former small-time scoundrel. Now, though, his desire for revenge drives him with far more intensity than greed ever did. All his cunning and wits are focussed on breaking the Russian advance on India.
The Others:

Captain George Morley: The commander of the expedition. He is to negotiate an alliance between Leng and England. He's clueless, but ambitious enough that he'll listen to you.
Doctor Brydon: Stuffy old coot.
Corporal Green, Corporal MacRory: Muscle, and not enough of it. An ambush could wipe you all out.
Anita Nizam: Your guide. Originally an orphan, she's wandered these mountains enough to know them and has learned the various tribal dialects. You're sleeping with her, but have curtailed your nocturnal visits to avoid upsetting the prissy Morley and Brydon.
