Threshold Victoria: Invasion


Abbey Malkin

Handmaiden, Spymistress, And Doll

“I’m so glad that I decided to run away from Setton.  He probably would have kept me in that laboratory of his forever, but there’s a whole world out here.  I’ve had so many delightful adventures… and of course, everyone tells me everything.  Sometimes I don’t even have to twist their arm.  Soon I’ll be the Marquess Of Winds, and from there… well, who knows?  Maybe I’ll be Queen someday.  That would be positively lovely.”

Background

Your first memories are of your stuffing stiffening as you were filled, and of some of your stitching falling undone, allowing you to open your mouth.  Back then, you were still a doll; your button eyes and fake hair were very pretty, but the man who made you wasn’t satisfied.  Setton kept telling you that you weren’t finished yet, that you weren’t good enough, that you had to look human.  He kept pouring painful fluids on you and frowning at his results.  He forced you to learn courtly manners and protocol, schooling you obsessively.  Finally, you could take no more, and under cover of night you fled from his laboratory.

Using your childlike looks, you managed to secure a job as a servant in one of the family houses.  It was there that you learned your true talent: secrets.  You had an uncanny ability to learn what you wished to know by reading the thoughts clearly written on a person’s face and by finding the hidden places where no one would think to look.  All the other children feared you when you came, wondering what secret of theirs you were going to lord over them.  They would crawl for you if it meant that you wouldn’t share some deep dark secret that rarely meant anything anyway.  Eventually, you learned a new way to control people: favors.  Favors, with a bit of a catch to them, can be quite useful when you desire it.  By the time you were 15, you had most of the serving staff under your control.  You never asked for what seemed like much in return for your help, but you still had all the information that you could possibly want.

It was then that you first met Lady Tess Rudworth.  Previously, you had been serving a woman roughly in the middle of Victoria’s social structure, but now the person who practically ran that structure seemed to have an interest in you.  After a few increasingly interesting conversations, she offered to take you into her house as her own handmaiden, probably one of the most coveted positions in all of Victoria!  She said something about seeing a quality in you that she would find quite useful.  You didn’t care what she meant by that, and – as is not unusual for a member of the serving class – you decided to change positions.  Once you had moved in with her, the Lady did something that even you would never have suspected: she offered you control of her information network, with the clause that you had to report all that you learned to her.  Apparently, she had been keeping an eye on your activities that had somehow managed to evade your detection.  Impressed by this and longing to gain access to such a vast amount of information, you quickly agreed.  Now you could practice everything you had learned on a much grander, more satisfying scale.

From that moment on, you strove to improve and extend what was already in place, expanding into previously unexplored avenues of information.  Servants had always been used, but until you came, the only servants employed by the Marquess were in aristocratic houses; you learned how to use servants’ movement between houses to your advantage, and ensured that the Marquess had at least two spies in every notable household, even the wealthier among the middle class.  The information gathered by these servants is given to you at the next substantial party their employers attend.  You have also learned that servants are not the only way to gain information.  Brothels are your current experiment, and it is going rather well; these ladies manage to discover the kind of secrets that even a servant can’t overhear.  Running this spy network has been a source of great delight to you, and you would never give it up; but wouldn’t it be better to be a servant to the Queen instead of to the Marquess?  You know from the spies you have watching the Marquess, along with your own observations, that she too wishes you to take her place when the Succession comes.  Perhaps with your help, she could then become Queen.  It seems a most agreeable plan, altogether – it would seem that the two of you are in perfect agreement.

There is one thing you’ve been doing that even the Marquess doesn’t know about, you’re fairly sure – although assuming that she of all people doesn’t know something is always a risk.  During one of the state functions that you attended with her, you met the most interesting man you’ve ever laid eyes on.  Something about him struck you as familiar and right, and he seemed to see the same thing in you.  When you first spoke with him, he introduced himself as Mister White.  He told you that you would make a perfect model for one of his sculptures, and you agreed to stop by his estate and admire his work.  When you arrived, you were impressed by his use of ivory in everything you saw.  It was almost as though you were inside someone’s rib cage!  When the dazzling beauty of the place had faded and you looked again at Mister White, he seemed somehow changed, although you couldn’t quite place how or why.  But it must have been a trick of the light, because he had returned to normal after you blinked.  And at that moment, he took your hand and began confessing his love for you, telling you that you were the most perfect creature he had ever seen.

So you’ve begun to spend time with him more and more frequently, learning of his art and teaching him yours – though you find what you do to be much less artistic than he seems to.  Over time he’s hinted that you should meet someone he knows, someone he believes will be able to show you just how artistic you really are.  He has told you that this friend could awaken something in you that you never knew existed.  So far you have demurred, uncertain whether you want to meet this person, but you’ve always been open to new things.

Motivations

1. Become the Marquess Of Winds.

2. Find out everything about everyone.

3. Find out as much as you can about Mister White’s friend, then make a decision about whether you want to meet him.

People You Know

Her Grace Lady Tess Rudworth, The Marquess Of Winds – Your employer, and also the only woman you’ve ever met with a talent for gathering information as significant as your own.  You and she have a wonderful working relationship of mutual mistrust; but of course, if either of you were to actually act against the other, it would be discovered almost immediately.  All told, you are quite fond of her, and sincerely hope that she will become the new Queen once you have assumed her role.  Something has been a little strange about her lately; she seems to have forgotten some things that she herself told you about, and she has never been a woman to misplace information.

Setton Halsworth – The man who created you, may he rot to pieces.  Thankfully, you haven’t seen much of him lately; as far as you’re concerned, it’s best just to forget about him.  You have a new life now.

Mister White – He is a strange man, most assuredly, but you find him delightful and disarming for reasons that are not clear even to yourself.  Certainly his aesthetic sensibilities are beyond reproach…  He has so many friends, so many associates, and yet you always seem to occupy the center of his attention.  The way he speaks about this mysterious friend of his whom he wants you to meet is quite bewildering, and entirely intriguing, but you nonetheless have your misgivings.

Margarette Canton – A friend of Mister White’s and a woman nearly universally adored, from what you’ve been able to find out – unusual, given her recent arrival upon the social scene.  In some ways you are jealous of her rapid successes in the Court, but you know that it would make your job nearly impossible to have such social obligations.

Sir Abelard Morton, The Royal Physician – A servant in his household saw him mixing some rather unusual herbs for a physician – nightshade and nettle!  After doing some research, you have to wonder whom he’s planning to poison.

Lord Harvey Markham – You have of course been quick to investigate this new arrival at court, coming as he claims to from a previously unknown aristocratic family.  You haven’t found out that much yet, since only confides in one servant of his (Edward Hobb is the man’s name), but one person saw this very same valet sneaking in and out of the Lord’s estate at some most unusual hours.

His Temperance Lord Edward Stills, The Baron Of Blood – Where to begin?  The man seems to have his hands in any number of different schemes.  What’s caught your attention, though, is the amount of time he’s been spending with the Queen.  Something is going on, but it’s been surprisingly hard to find out what.

Lawrence Palmer – He would seem to be no one special, but apparently someone paid him to kill Klaus Vimley, a powerful aristocrat.  You’d like to find out who, as the information could be useful for blackmail.

Her Grace Lady Abbey Malkin, The Marquess Of Winds
You’ve had a little time to settle into your new role as Marquess of Winds, and it seems to be going alright so far, if somewhat tensely.  Your spies have remained quite loyal to you despite the Queen’s attempts at establishing her own spy network.  What on earth is she thinking?  She should know that information gathering is your job now, not hers.  But then, you’re not sure this Queen is someone you want running the city.  What had seemed like small changes in her – some lapses in memory, that kind of thing – have become a complete personality shift.  Lady Tess would never so blatantly ignore the wishes of the aristocracy as she is now.  Certainly she sometimes put her own wishes above those of others (who hasn’t?), but never those of the poor.  How many times did you hear her rants about how the poor are ruining the city, and how there is no hope for them?

So, of course, you have been spying on her every move more obsessively than you ever used to.  You were the first to learn that she was setting up her own spy network, though it never occurred to her to let you in on it.  And Mark Sweeney has been setting up some sort of spy network of orphans as well.  You still can’t quite bring yourself to think of him as the Baron of Blood, though you manage to force the words out of your mouth in his presence.  Ah well, he can have his orphans.  They won’t come up with anything all that useful anyway.  The Queen, on the other hand, knows how to set things up.  You’ve kept a very close eye on her activities, and you can’t believe that she’s put Jita, the person the Mirror seemed to refer to as a piece of Mister White, in charge of all of it.  What could she possibly know?  The Queen’s been trying to train her, but it hasn’t been working out very well.  She’s hired some people you already had working for you, and they still are, so it’s taken you very, very little time to infiltrate her spy network and make it your own.  She learns nothing you don’t hear about, and she hears about much less than you.  You’ve started feeding her information as well.

Then there’s the matter of the Mirror.  The Queen is completely obsessed with your connection to him.  At least he has found a way to help you with that one; you only hope he’s done the same for everyone else.  If only he could do more for Mister White – poor thing, locked up in the Breaks.  You asked the Voice to help you find out about the Queen, and he suggested you look around her desk.  You promptly returned to your new estate and looked among the old Marquess’ things.  After what seemed like ages of searching, you came upon a small drawer you had never seen before.  There was a little lock on it, and you had no idea where the key could be – but when you went to touch it, it came open in your hand.  Opening the drawer, you saw that it wasn’t nearly as small as it appeared.  It had pages and pages of notes inside it.  Most of them contained information that was too outdated to matter – the first one you picked up, in fact, had information on Lord Markham, who has not been seen since “his” disappearance after “he” ceded the Dukedom to George Pratton.  It seems that the Marquess knew about him actually being Lady Avery immediately after he/she entered the city.  Why on earth did Lady Tess not say anything before?  You continued leafing through the pages, but you didn’t come across anything particularly interesting until you reached the bottom of the stack.  The last three pages were almost shredded and covered with blood.  The pages before that contained the real answer, however.  [These will be physically represented.]

If you can use these to expose her, maybe you can take down much of the rest of the regime with it.  Yes, they are useful if you can control them, but it might be a good idea to have the city listening to you and only you.  At worst, it’s the most valuable blackmail material you could want.  Your spies have told you of the progress in mechanizing the Mills, but that’s perfectly fine, or at least the Voice thinks it is.  They also seem to be building a trolley system, which can’t hurt, really.  But the orphans are a damned nuisance.  You can’t walk past a streetlamp nowadays without running into an orphan band desperately protecting “their lamp.”  The city just isn’t safe anymore with that kind of thing going on; hopefully your adoption will be emulated by others.

Motivations

1. Use the real Lady Tess Rudworth’s notes to their fullest effect.

2. Do the bidding of the Voice In Mirrors.

3.
Find out everything about everyone.

Body: 2

Mind: 5

Soul: 3

Traits: Disguised, Doll, Victorian, Wealthy

Properties

The Marquess Of Winds – You may target Queen Victoria with your Abilities and Attacks.  Furthermore, you may always ask anyone whether they have the “Disguised” Trait if you are alone with that person.

Another Self – You may converse with The Voice In Mirrors using your doll if a GM is on hand.  If no GM is readily available, assume that the Voice is momentarily unavailable to you, as is often the case.

Secrets And Lies (Mind Attack) – Convince the target to tell you something that he/she doesn’t want anyone else to know.  Once per person per session.

Love Me (Soul Attack) – Only usable if you did not initiate combat.  While trying to attack you, the target finds you too beautiful to hurt.  He/she gains the temporary Motivation “please Abbey Malkin” until end of session. 

Abilities

? That’s Not What I Heard [one use] (No Challenge) – Find out all of the target’s Motivations.

A Trail Of Thread [body] (Body vs. Obscurity) – If successful, you may find a hidden Location.  You need not look for it again this session, even if its Obscurity increases.

The Walls Have Ears [mind] (No Challenge) – Draw a Rumor from the Rumor Deck.  After reading it, you must choose to either throw it away or put it back in.

Misinformation [mind] (No Challenge) – Write a Rumor and put it into the Rumor Deck.  Usable at most four times per session.

Network Of Spies [mind] (Mind vs. Mind Challenge) – If successful, name a Trait.  The target must tell you whether he/she has it.

The Mask Of Mirrors [soul] (No Challenge) – When someone would find out one of your Motivations, you may tell him/her one that you make up on the spot instead, so long as you think that this made-up Motivation is more like what he/she wants to hear.  Alterations to this fabricated Motivation do not affect your actual Motivations.

A Pretty Thing [soul] (Soul vs. Mind Challenge) – Social.  If successful, give your target the doll that you carry around with you.  He/she does not notice that he/she is carrying it until someone else points it out, at which point he/she may do as he/she wishes with it.  If you fail your challenge, however, he/she notices that you are trying to foist your doll off on him/her.

Button Eyes [soul] (No Challenge) – If no one else is around you, you may make the “not here” sign and go to wherever your doll is, witnessing all that takes place around it for up to ten minutes per Ability activation.

Recovery

Nosy – When you find out something that another character probably doesn’t want you to know about, Recover a point of Mind.

Gossip – Tell someone about two Rumors that you drew from the Rumor Deck and Recover a point of Mind.  You may not Gossip about the same Rumor twice, nor may you Gossip with the same person twice in a session.

How Lovely – Whenever someone compliments your appearance or that of your doll, Recover a point of Soul.

