Threshold Victoria: Invasion


Kevin Freeberg

Achronologer

“Time is a prison; I can see that now, finally.  This whole city is the captive of that great monstrosity, the Clock Tower.  Had it not been for that dream of mine, I’d be a prisoner still, my mind rotted away into obsession and my body wasted from my cloistered work, my soul nibbled away by each successive hour.  Now to see how long I can keep myself from their clutches… and, of course, how many others I can liberate.”

Background

You’ve always had a pretty good feel for time; you even used to think that this was a gift, or an advantage.  That’s how you managed to become apprenticed to Henry Wills, the master craftsman behind Tock Tick Timepieces, when you were quite young, despite your relatively impoverished family.  You have some good memories from that time, although it occurs to you in retrospect that the man had his peculiarities; all of the completed watches in the shop were always perfectly synchronized, for instance.  Anyway, you thought you had it good, but then the Royal Chronologer came by and your lot in life got even better.

After an involved examination, the Royal Chronologer had determined that your mind was uniquely well-suited to temporal studies, particularly to navigating the complexities of Possible Time – alternate history, personal timeline deviations, et cetera.  The Office Of Chronology had high hopes for you, so you left your humble apprenticeship behind.  You were nearly finished with your doctorate some years later when the pocket watch arrived.

It was lying on your doorstep, wrapped in plain brown paper.  Opening it, you found that its ticking was… wrong, somehow.  Where every other watch you’d ever seen kept, to whatever degree and in whatever way, the time it was set to, this watch seemed to keep its own time, no matter how it was set.  The only example that you had to compare it to was the Clock Tower itself, but there was one significant difference: whereas the Clock Tower, being impenetrable, could not be taken apart or scrutinized, this watch most assuredly could.

What followed was, in retrospect, a startlingly rapid decline into obsession.  You spent more and more of your time and energy staring at the watch, analyzing its motion, tinkering with it, setting it to different times.  You began to neglect your doctorate entirely in favor of an essay on the strange characteristics of this watch, which you could never manage to finish; indeed, it began to seem fundamentally unfinishable, and you sank into despair.  The watch consumed your life.

Then you had the dream… it was familiar, somehow, from the first.  There was a city afloat in a perfect gentle fog, which gradually began to clear to reveal a soft white light.  It was an infinite moment of becoming.  And then a figure with the face of a clock emerged, lifting his hand; a great tower ruptured from the center of it all, freezing everything in the gaze of its great eye, sealing everything within the infinitely complex, infinitely deceptive illusion of Time.

When you awoke, you could feel the constricting grasp of the Clock Tower, of Time, upon your psyche.  Leaving everything behind, you departed, marching without hesitation into the surrounding fog, where you met a strange, shifting figure.  He told you that you had stumbled upon a kind of truth; one that had the potential to free those still trapped by Time, but also one that would place you in a great deal of danger when you returned to the city.  Which you must do; for, the figure explained, there was currently no true exit for you.  Besides, would you really allow the city to fall further into the  clutches of Time and the clock-faced man?  You know firsthand how dangerous those clutches can be, and so you agreed to return.  The hidden man said there were two people whom you could certainly trust to assist you in this endeavor; their names are Kadura and Berakah.  Should you run across them, you have only to mention that you “are working for Dream,” and they will come to your aid as best they can.

The Royal Chronologer will probably be your first destination.  You aren’t certain how much he knows, but he must learn of your dream; you have to find a way to convince him to abandon Chronology before it consumes him.  At very least try and figure out what he’s up to, since it’s possible that he’s being used as a means to infect others.  You have a feeling that your former employer will need to be dealt with as well.  And whatever you do, avoid the pocket watches that everyone seems to be carrying about; the watch that nearly destroyed you once is almost certainly still out there, and you do not doubt that it will attempt to ensnare you again.

Motivations

1. Free Victoria from the tyranny of Time.

2. Try to convince the Royal Chronologer and Henry Wills that Time is not to be trusted.

3. Avoid timepieces in general, and one pocket watch in particular.

People You Know

Berakah and Kadura – You’ve never met either of these two, but you’re told they can help you if they know that you’re working for Dream.

The Royal Chronologer – Your mentor in many ways, you can see now that the Royal Chronologer is easily the man most caught up in Time of any you have met.  He needs to understand that he’s playing a dangerous game, and warned of this pocket watch that you received.  If he has not already become too ensnared, he could prove a valuable ally.  You respect him greatly.

Henry Wills of Tock Tick Timepieces – The master watchmaker you were apprenticed to treated you well, and always looked out for your interests.  When you first encounter him in-game, however, he will seem rather different, in a way that you find difficult to pin down.

His Temperance Lord Edward Stills, The Baron Of Blood – You met him briefly while working for the Office Of Chronology.  He seemed to have some rather interesting and potentially useful ideas about Time, although you didn’t get to talk with him much and you’re certain he won’t remember you.

Body: 2

Mind: 4

Soul: 3

Traits: Foggy, Victorian

Properties

Temporal Terror – Whenever you find out, in character, what time it is, immediately lose one point of Mind if you have one.  If you don’t, roleplay acute terror for a few minutes.

The Wrong Kind Of Time – If you end up looking at a watch or clock with a “???” on it, you will find yourself nearly paralyzed with fear for about five minutes.  You will be vulnerable to the whims of suggestion; compulsions implanted in you during this time will remain, gradually diminishing, for the rest of the session.  You may not initiate or support in challenges of any kind, and are at a –1 to defend against them.

Gearslip (Body Attack) – An obviously mechanical device that someone is carrying ceases to function until repaired.  You may also use this on someone who is clearly a device, in which case see a GM upon success, but if that person turns out not to have the “Device” Trait, your Attack was wasted.

Timeless Haze (Mind Attack) – Your target becomes extremely confused and disoriented; his/her base Mind score is considered to be reduced by one for the duration of the session.  If he/she now has more Mind attribute points than he/she can hold, he/she loses one.

Abilities

Stepping Sideways [one use] (No Challenge) – Disappear from your current Location and instantly travel to either of the previous two Locations you’ve been in (hallways and other “outside” areas don’t count).  You may use this in response to a challenge being initiated against you (in which case the Ability is not considered to have been activated and its cost need not be paid), and also if you’ve been captured or imprisoned.  You may not, however, use this to prevent yourself from seeing a “???” clock that you’ve already glimpsed.

Timeslip [mind] (No Challenge) – Add your Mind score to your total in the Initiative challenge of any combat between you and another person.  Usable once per combat; precludes you from spending any additional attribute points to add to your Initiative total.

Possible Time [mind] (Mind vs. Mind Challenge) – If challenge is successful or target allows this Ability to take place, an effect that he/she is experiencing that you know about is either halved or doubled in total length (your choice).  You may use this on yourself.  Once per effect.

Revisitation Of Youth [soul] (No Challenge) – Your target, who may not be yourself, may instantly Recover one point of an attribute of his/her choice.  Not usable during another challenge.

Recovery

I Have A Job To Do – When you convince someone to help you fight the tyranny of Time, or ensure that a clock or pocket watch is destroyed, Recover one point each of Mind and Soul.

