Threshold Victoria: Invasion


Lawrence Palmer

Killer For Hire

“Everyone’s time comes, sooner or later.  You can live a pretty long life by hiding in a little apartment somewhere and never looking anyone in the eye, but what’s the point?  Your death is still going to come for you eventually.  Better to live your life, I say.  That way you won’t take any regrets with you when my claw buries itself in your throat one night because your best friend got tired of the way you looked at ‘im.”

Background

Those who know you only by reputation call you The Claw; those who know you when you aren’t working will sometimes refer to you by your given name, which is Lawrence Palmer.  The nickname might seem bizarre, but your left hand explains it all – as a result of a bizarre birth defect, your fingers are elongated and your nails are hard and sharp.  It rather resembles, and indeed can be used as, a claw, and not a bad one at that.  Hence your current occupation, which much dismayed your mother before she disappeared; she told her friends that she brought you up right, instilled morals in you, and gave you what little money she could to allow you to improve your lot.  But her money was never enough to get by on, her morals were nothing more than hypocrisy given her own promiscuous occupation, and her upbringing left much to be desired, when she noticed you at all.  And then she vanished, just like your father had, leaving you to raise and feed yourself however you could.

You were a beggar at first, but that gave way to thievery when you realized that the wealthy rarely part with their money willingly.  Over time, you became increasingly immersed in Victoria’s underworld.  In time you were forced to pick up a secondary occupation to pay off some unfortunate debts, and although you tried an odd job here or there, it was when you met Miles that your life really changed.  Although he doesn’t kill people himself, at least not on a regular basis, he told you that he could tell you had a talent for it.  He took you in for a little while and introduced you to some people who could give you advice about this new line of work.  Finally, you got your first job, and you finished it perfectly (and enjoyed it too!).  Since then, you have never lacked for employment; everyone wants somebody dead, and some of them are willing to pay quite a bit to make it happen.

Early on in your career, you ran into a bit of difficulty just after one your jobs; a night watchman had noticed the blood on your claw and was about to intercept you.  You desperately searched for a way to deal with a situation, and felt something change inside you; miraculously, you managed to slip away, and no alarm was raised.  When you looked into a mirror the next day, however, you didn’t see your reflection as you expected, nor have you seen it since.  Instead, you heard a Voice greeting and welcoming you.  It informed you that it was the reason for your narrow escape, and indicated that so long as you were willing to help it out on occasion, the two of you would get along smashingly.  You accepted this new aspect of your life, initially out of fear, but as time progressed you began to enjoy this presence that would occasionally aid you.  It has rarely asked anything of you that you would not have done regardless.

And so, for the most part, life has continued as before.  You are well known in certain circles as a man who can take care of difficult situations, and you are the closest to wealthy you have ever been or could hope for.  Admittedly, your financial resources have benefited from anonymous envelopes of cash that you have begun to receive; you can only assume that the Voice In Mirrors has been providing this as well.  Your reputation and the voice that speaks to you from mirrors have gotten you connections with members of the aristocracy and finally with the Baron Of Blood himself, who was loathe be associated with the deaths of those he wanted killed.  To reward you for your services and to ensure your confidentiality, he has given you a unique and beautifully-designed pocket watch from Tock Tick Timepieces in addition to a more than adequate monetary payment; you keep the timepiece on your person at all times.

Unfortunately, a few of your sources have informed you that someone has been studying your work.  This person doesn’t yet know who you are, apparently, but you can’t risk having anyone meddling in what you do – the margin of error is too small.  You’ve started changing your patterns when possible and acting unpredictably, but you can’t just stop doing your job.  You’ll have to be careful.  If worse comes to worst and the Voice In Mirrors’ followers aren’t able to help, you can always blackmail the Baron Of Blood for aid.  Meanwhile, the Voice In Mirrors has recently given you an urgent job that you must perform for it.  You are to locate the man who fears Time the most and dispatch him in whatever way you see fit.  You have yet to unravel this particular riddle, but you’re certain that some careful investigation will clear things up.  And if you don’t get it right on your first try, well, you know what they say: try, try again.

Motivations

1. Serve the Voice In Mirrors and assist the others who hear it.

2. Kill the man who fears Time most.

3. Seek out additional employment.

People You Know

The Voice In Mirrors – Your savior, and probably the only person you have never thought to question.  It occurs to you that this voice may be your own – that you could be talking to yourself.  But its inflection is different, and it has told you things that you never knew before.  In many ways it is like the father you never had, and you are certain that it will take good care of you so long as you offer it your services.

Lord Edward Stills, The Baron Of Blood – You killed Klaus Vimley, a political rival of his, and kept it quiet; the pay was good, and you look forward to doing business with him again.  If absolutely necessary, you can threaten to reveal this information to the world unless he offers you political immunity, but you can’t imagine you’ll have to resort to that.  Your pocket watch was a gift from him, and you value it highly.

Mister White – An aristocratic artist whom the Voice In Mirrors encouraged you to meet.  Although he is somewhat too refined for your tastes, he has many contacts, and has provided invaluable assistance to you on a number of occasions.  He also introduced you to the following associates of the Voice In Mirrors, surely only a fraction of those he knows:

Paul Crews – Something is strangely familiar about this servant of the Baron’s, although you don’t know what.  You feel a certain kinship with him, as the scar that replaces his mouth reminds you of your own deformity.  You don’t yet know him well, but would like to change that, for all that his injury makes conversation somewhat difficult.

Margarette Canton – A flighty, somewhat useless-seeming woman, who nonetheless has her charm.  You wonder what business she has with the Voice In Mirrors?

Lawrence Palmer

You do not know how long you’ve been hidden.  When you asked it for its aid, the Voice directed you to a strange place in the slums where you had not been before, an abandoned carnival ground of some kind.  The cracked sign above the entrance read “Meridia Farnham’s Carnival Of Exotic Delights.”  You carefully remembered the directions that the Voice had given you, and walked between ramshackle exhibits and half-pitched tents to a long, low building.  Within was a twisting labyrinth of funhouse mirrors, distorting and changing your appearance at every turn.  You gazed into the reflections of reflections, the compounded images twisting and writhing before you, and you felt time bending in every direction.  Then all of the mirrors broke.


The agony tore you brutally away from the strangely timeless moment you had been experiencing.  It punctured something deeper than your skin.  The Voice spoke to you, but now every word was like a handful of broken glass traveling through your veins.  “Lawrence.  You have failed.  You did not act quickly enough, and I have suffered accordingly.  I offer you this last chance because you have served me well in the past… Kadura, whose recklessness could tear down this entire city, must die.  Return the pocket watch to Tock Tick; he has better use for it now that I have dealt with Kevin.  Then act quickly.  A month has passed, and little time remains.  Do not fail me again, Lawrence.”

Motivations

1. Hurry.

2. Kill Kadura.

3.
Serve the Voice In Mirrors.

Body: 4

Mind: 2

Soul: 3

Traits: Bloody, Dark, Mirrored, Victorian

Properties

Mirrorspeech – You may spend thirty seconds roleplaying “telepathy” at any mirror, then speak to a GM to converse with The Voice In Mirrors; however, this is now excruciatingly painful to do.  If no GM is readily available, assume that the Voice is momentarily unavailable to you, as is often the case.

Broken Mirrors – If someone tries to detect a Trait and you have it, he/she is incapacitated with pain for twenty seconds.  During this time he/she may only defend against combat challenges directed at him/her, and may be carried anywhere against his/her will.

Twisted Claw – Add +1 to your side’s score in Body combat.  Applies when you are aiding someone else as well as when you are the primary combatant.

In Cold Blood (Body Attack) – You may apply this Effect only when you were the one to initiate the combat, and only when you and the target have been the only people to occupy the Location for at least five minutes.  The target is killed, and should see a GM.

Steely Gaze (Soul Attack) – You target is severely intimidated, and must try to avoid you for the next hour.

Abilities

Vendetta [one use] (No Challenge) – If you want someone dead for your own reasons and have not been hired to kill him/her, you may expend this Ability to engage in Body combat without the usual restrictions of In Cold Blood (i.e. no need to be alone for five minutes, and can be used if someone else initiated combat).  The Initiative challenge for this combat is bypassed.

Killer’s Reflexes [body] (No Challenge) – Add your Body score to your Initiative value if you are a main participant.  This prevents you from spending additional attribute points to further increase this value.

Duck Out Of Sight [body] (No Challenge) – In a Lower-Class Location, you may activate this Ability to become hidden.  Your Obfuscation is equal to your Body plus your Mind.

An Unusual Pocket Watch [mind] (Mind vs. Soul Challenge) – If successful, learn whether the target has the ‘Foggy’ Trait.  If he/she does, then he/she suffers from severe vertigo until you choose to leave his/her presence.  This vertigo prevents him/her from moving very quickly, and puts him/her at a –1 penalty to all challenges in which he/she is a main participant.  If someone else obtains the pocket watch from you, that person gains this Ability and you no longer have it.

Gauge The Prey [mind] (No Challenge) – Name one of the three attributes.  Your target must reveal his/her number for that attribute.  He/she must also indicate whether he/she has an Attack for that attribute, and if so, he/she must name it.  Once per target per session.

I See Murder In Your Eyes [soul] (Soul vs. Mind Challenge) – Social.  Find out whom the target wants dead, if anyone.  If he/she wants more than one person dead, he/she need only name one such person.

Recovery

Satisfaction – Recover one point of each attribute whenever you kill someone.

A Job Well Done – Recover a point of any attribute when you have done the bidding of the Voice In Mirrors.
