Threshold Victoria: Invasion


[Name Unknown]

Mysterious Visitor

“How much have I lost?  How many hours, minutes, and seconds have fallen from me like rain, and how can I retrieve them?  Why did I come here – was it even my choice to begin with?  The questions pile upon one another, but I feel that I must set them aside for the time being to attend to the task that I’ve been given.  Perhaps it will then become possible for me to seek my answers.”

Background

You cannot remember your name, or much of what came before.  Perhaps you are dreaming, because certain things just don’t make sense.  You carry a gun – a standard-issue autoloading pistol – so you assume that you are a soldier.  But beyond that, nothing; only your arrival here.  And the fog.

You remember entering the fog, your memory and identity peeling away from you like the layers of an onion.  Figures and shapes manifesting before you, then dissolving away.  Your own faltering voice calling out, seeking someone else, anyone else.  And at last the apparitions that dimly surrounded you, and the voice resonating within your mind…

“Welcome.  I am certain that your arrival has not been entirely pleasant thus far, and I apologize.  However… you are needed within.  A certain matter… the distribution of three gifts… I’m sorry, this must be terribly abrupt.  But you are needed.  Take these… the ring, to give to one who aids you.  The wand, for one who welcomes you.  And the phial, for one you wish to befriend.  For each… each gift that you give, I can grant you a blessing of your own, some… small recompense, I hope… may you find here a home, or at least a place for yourself.  Three gifts.  Three different recipients.  Go…”

And the voice and the fog-bound figures were gone, and as the mists drew back, the city of Victoria stands before you.  You remain uncertain of what you are to do here, but the urgency of the voice that spoke to you suggests that the giving of these gifts is of paramount importance.  You must recover what you can of your name, your memories, and your past; and should that prove impossible, then you must either find a place in this strange city or find a way to leave it once your work is done.

Motivations

1. Bestow the three gifts that you have been given as quickly as possible upon those who seem fit to receive them.

2. Recover what you can of your past.

3. Find a place for yourself in Victoria, or a way to leave it.

Rebekh/Dream

That fucking goblin.  You had it in your hand; Morpheus told you that it was yours.  Then it was ripped away from you by that obnoxious little creature without so much as a good firefight.  You’ve hunted for the thing high and low; Morpheus says that the goblin’s been hiding in the fog, and you were prepared to tear the place apart until you found it when he urged you to calm down.


“Rebekh, have patience.  It cannot conceal itself forever; nothing can. *cough* Your duty is to the *cough*… to the city… the Eye is a token; important, ours, but *cough, cough* a token.  Don’t lose track… of your priorities.”


That’s another thing – they’ve started fanning the pollution from those newly-revamped Mills out into the fog, and it’s not pretty.  Everything you’ve seen out there has started to sicken.  Berakah is the worst; Morpheus isn’t certain that she’ll even survive.  But even Dream himself isn’t sounding too good, what with the staticky transmissions and constant coughing.  Meanwhile, Kadura’s gone kind of unstable since Berakah went down, and now all he talks about is visiting retribution upon the people who did this to her.  You need to find a dedicated biotechnician, like the kind you had in Bolt Squad, to see to her, otherwise things could get ugly.  And if no one wants to do it willingly, well, that’s what your gun is for.


Speaking of Bolt Squad, more of your memories have trickled back in the past month, although a lot of it’s not pretty.  You were one of the best demolitionists that Bolt Squad had.  You aced mission after mission, blasting enemy watchtowers to pieces under cover of night and digging under fortifications to pile explosives.  It wasn’t that you liked to destroy things, per se… it’s just the best way you’ve found to deal with your enemies.


Which is why you decided to blow up Bolt Squad’s entire encampment outside of Victoria.  You’d had a dream in which you spoke with someone who sounded like Morpheus, but now you remember that he never talked above a whisper.  Whispers.  That was his name.  Although he also went by Serapis.  What he said in the dream was, “There are other options.  The Network is less unified than you believe it to be, and Victoria holds more potential for you than you could ever imagine.”

Maybe, maybe not; you knew better than to trust the word of a total stranger.  But you were intrigued by the idea of turning the techniques that had been drilled into you against the Network itself; of proving your superiority to your supervisors the only way you knew how.  So you packed the Squad’s ammo supply with plastic explosive and triggered it on your way out, and watched as more than a hundred people went up in smoke.


Serapis’ whispers guided you through the fog into Victoria that first time, and you met with him and some others in a place called the Tarnished Teacup, which as near as you can tell doesn’t exist in this Victoria.  Apparently he was working to stop a plot of some kind against the Queen.  They must have found out what you did, though, because the window broke in and someone tossed a firebomb inside.  You had a brief firefight with some Machines, and all of you managed to get away.


It gets a little hazy after that.  They had definitely captured the Duke Of Steel and brainwashed him, although you’re starting to suspect that that was a different Victoria.  And they were doing some kind of awful experiment on the Queen.  You found their base and infiltrated it, but after you rescued your mission objectives, you were confronted by a woman who was made of mirrors.  She did something and the emergency explosives rigged to you were set off… and then you were here.


You really don’t know where that leaves you.  In some ways, it’s not like you have anything against Bolt Squad… although you got the impression that they were trying to do something bad to Victoria.  But you had some friends there, like Darby, another demolitionist.  (He wasn’t at the camp when it exploded, you made sure of that.)  If they tracked you down before, what if they manage to do so again?  Do you really want to bring that kind of conflict into this Victoria?  It’s all so bizarre, and those fights seem so distant and dreamlike.  At least now you have a Squad of your own that wants to protect Victoria, for all that it seems to be in a tough spot right now.  Nothing a little persistence can’t handle.

Motivations

1. Keep Kadura sane until you can find a biotechnician willing to devote a lot of time to healing Berakah.

2. Retrieve the Eye Of Dream.

3.
Come to terms with your past.

Body: 3

Mind: 3

Soul: 3

Traits: Destitute, Foggy, Machine, Victorian, Wired

Properties

Dream Squad – You can always tell when someone is communicating wordlessly (“telepathy” symbol), although not what they are saying.  Furthermore, if a GM is nearby and unoccupied, you may “telepathically” communicate with Morpheus/Dream at will; if not, he is otherwise occupied, as is frequently the case.

Blessing Of Peace – You are immune to any Effects that would cause you to have bad dreams.

Not Bad With A Pistol, Apparently (Body Attack) – Your target is held at gunpoint.  He/she must do everything that you tell him/her to, although this Effect ends once you and he/she are in different Locations.  He/she may slip away and leave after five minutes have passed.

I Have A Job To Do (Soul Attack) – Your sheer determination to complete your mission is sufficient to cow your target into leaving you alone.  He/she may not try to interfere with your activities for the remainder of this session.

Abilities

? I Know What My Orders Are [one use] (No Challenge) – If something psychological or emotional has happened to you that would prevent you from pursuing one of your Motivations, you may activate this Ability to cancel all such effects that are currently active.

Alright, Nobody Move [body] (Body vs. Body Challenge) – When you have just defeated someone in Body combat, you may activate this Ability; each time you do, challenge someone who was aiding him/her in that combat, and if successful, apply the same Effect you just used to this new target as well.

Demolitions [body] (Body vs. Integrity Challenge) – If you manage to acquire explosives, you may use this Ability to lower a Location’s Integrity by two and give it the “Damaged” Property.  Everyone inside is aware that the building is shaking and cracking.  Once per Location per session.

Do I Recognize You From Somewhere? [mind] (No Challenge) – Ask your target whether he/she has the “Machine” Trait.

Military Background [soul] (No Challenge) – When someone is using a Social Ability on you that might jeopardize your ability to complete a task that you’ve been given, you may activate this Ability (once per challenge) to add your Soul to your total in the challenge.

Recovery

A New Duty – Do something to protect or support Dream Squad or Victoria and Recover a point of any attribute.

