Threshold Victoria: Invasion


Silas Carsburg

Famous Adventurer

“If there’s one thing I’ve learned in my travels, it’s that time just isn’t the same in Victoria as it is everywhere else.  Sometimes I’ll go exploring for weeks, and it seems that only a day has passed here when I finally return.  No harm in it, I suppose – it’s all part of the excitement.  And I must say, it’s quite excellent to head out on a journey right after breakfast and be back in time for dinner…”

Background

You’ve always had an adventurous spirit and a longing for fame.  Your father tried to school this out of you and make a proper Victorian gentleman of you, but you resisted his influence.  You learned quite a bit about history, mathematics, and literature at school, but what always interested you most were fairy tales full of heroism and the fantastic stories told by missionaries who had returned from the task of bringing civilization to foreign and barbaric people.  Over time, you decided your one chance to get away from your current life was to take up the mantle of a missionary and travel to those uncivilized lands.

So one day, when your schooling was complete, you decided to head out into the fog to seek your fortune.  Despite your father’s misgivings about this adventure, he entrusted you with an old family heirloom to keep you safe – an elephant gun.  After entering the fog, you wandered for a long time until you finally came to a group of savages living off the forest.  In exchange for the culture that you tried to instill in them, you found they had quite a bit to teach you about the art of hunting and tracking.  In time, you became one of the best hunters in the tribe, but the urge to wander came over you again.  You began to roam the mists again in search of adventure, and you didn’t have very far to go.  At one point you came upon a village plagued by an infestation of snakes.  With little effort, you rid the village of these horrible beasts, and the grateful people allowed you to take the skin of one of the snakes you killed.  Since then, you have successfully hunted countless savage beasts, and your reputation has spread far and wide.

You will never forget the greatest adventure you’ve had; one day, roaming further than you had ever gone before, you found that the fog had faded away entirely, revealing a bizarre landscape of dry, cracked earth and a sky consisting entirely of clouds.  Mountains loomed in the distance, and when you squinted you could glimpse what appeared to be a tower of some kind in the opposite direction.  You roamed far and wide, meeting many strange people (including a grand fellow named Tiberius Brickwater, himself originally a Victorian and now a Rajah of some repute, along with his Hindoo Vizier, Rekhmara) and stumbling upon some of the most bizarre places imaginable.  You even encountered a “squad” of some strangely mechanical fellows with the oddest mannerisms!  Eventually your supplies ran low, despite the courtesies of those who had hosted you, and so you returned to your beloved city.  You have never been able to find a way to return to that strange land.

When word of your adventures had gotten out, people started wondering if you could lead an expedition into the fog.  People crave adventure, and you knew enough to bring it to them.  At first you just took a couple of people with you, but your groups slowly began to grow in size until you were leading grand tours.  Then, on one of these trips, something went horribly wrong.  Worse yet, it was the one expedition on which the Marquess Of Winds herself was accompanying you!  You were in a particularly misty and dense part of a forest you knew quite well, and you had felt all day that you were being followed; nonetheless, all seemed to be quiet.  Some particularly gorgeous and brightly colored birds were singing in the trees, and you had run into a couple of unusual creatures as well, but it wasn’t until night fell that it happened.

You heard an odd rustling noise in the distance after you had put out the campfire and your clients had gone to bed.  When you looked up, you saw a long tail disappearing into a dense clump of bushes.  Slowly, you crept toward this creature, drawing your gun and assuring yourself that your knife was in its sheath attached to your leg.  The thing growled, and you could hear its tail swishing back and forth only moments before it sprang from the bushes, leaping directly at you.  Its eyes gleamed in the darkness, catching what little light there was.  Its paws were held slightly apart, and its huge claws were extended; its mouth hung slightly open in a mocking, deadly smile, its fangs seeming to call for blood.  The beast’s mane clung to its neck, pulled back by the sheer force of its spring.  In mid-pounce, it spread its enormous wings to their full capacity, looming above you.  Desperately, you fired your gun, but the shot went wild.  Before you could fire again, the creature was upon you; surprisingly, it only knocked you down, although the force of the blow was sufficient to knock you unconscious.

When you awoke, the campsite was torn to shreds, and all of your clients, including the Marquess, had vanished from the blood-splattered ruins.  Shocked and full of self-loathing, you headed back to the city.  Much to your surprise, you found the Marquess alive and well there; this has caused you no end of puzzlement.  For a long time, you wouldn’t lead any new groups for fear of this creature, preferring instead to learn a bit more about the city and its inhabitants.  Of all the people you have met, George Pratton interests you the most – evidently, despite the fact that he’s a businessman, he knows a great deal about the fog and what lies beyond it as well.  You’ve started to admire him a great deal, and although your political involvement has traditionally been quite minimal, you would love for him to become the new Duke Of Steel.  He could really broaden Victoria’s horizons and bring more of the outside into the city.  You want to do what you can to make that happen, but the wanderlust has hit you again, and you are determined to return to your true calling.  The pressure on you to lead another expedition has grown quite excessive, despite the substantial fees you charge, and the memory of that monster haunts you.  What a wonderful trophy its head would be!

Motivations

1. Find enough interested wealthy people to fund a new expedition to unknown lands.

2. Destroy the winged lion, and never let it be known what happened that fateful night.

3. Aid and assist George Pratton however you can.

People You Know

George Pratton – An entrepreneur whose adventurous spirit has landed him some very profitable investments, most notably in railroads.  You aren’t sure what that’s all about, but you do know that he cares a great deal about what lies outside of Victoria, and that’s what’s important.  He’s a good man.  Also, he seems to be rather harried recently – perhaps some manner of political difficulty, you aren’t really sure.

Queen Victoria – Your respect for Her Majesty is, needless to say, unbounded.  If there were some way for her to accompany you on safari as a Guest Of Honor… well, you’re certain that her obligations preclude that, but it’s certainly something to think about.

His Honor Lord Royce Perillant, The Duke Of Steel – The Duke has often expressed interest in joining you on one of your expeditions, although the responsibilities of his office weigh heavily upon him.  He has previously provided you with supplies for many of your outings, and you’d like a chance to repay the favor.  See if you can get him to come with you.

[Marsha’s Character] – You don’t think you’ve met her before, but she seems both familiar and out-of-place.  After a few moments, you’ll realize that she looks like one of those mechanically-oriented people you encountered on your grandest adventure.  How strange!

Her Grace Lady Tess Rudworth, The Marquess Of Winds – You thought for certain that she had died when disaster befell you on that expedition, but she seems to be fine, although she doesn’t appear to remember the failed adventure – probably for the best.

Swami Ismohan – Something about this man’s eyes is striking and oddly familiar.

Body: 4

Mind: 2

Soul: 3

Traits: Foggy, Victorian, Wealthy

Properties

Wanderlust – For every session in which you don’t go to a Location you’ve never been before, Recovery in subsequent sessions is cumulatively more difficult.

A Family Heirloom – Add +1 to your total in Body combat when using your father’s elephant gun.

Deafening Report (Body Attack) – Your target is blasted into unconsciousness by the force of your gunshot.  If your target has the “Animal” Trait, he/she is killed; otherwise, he/she awakens in a few minutes’ time.  He/she may not be attacked while unconscious, but Abilities automatically succeed against him/her.

Fearsome Reputation (Soul Attack) – Your target is so impressed by your renown that he/she gains the Motivation “try to impress Silas Carsburg” until end of session.

Abilities

A Grand Adventure [one use] (No Challenge) – When you have found at least three other people interested in joining your expedition, at least two of whom must have the “Wealthy” Trait or a Wealthy patron, you may activate this Ability to set out with them into The Fog in search of adventure.

Always Alert [body] (Body vs. Obfuscation Challenge) – If successful, you become aware of the presence of someone who is hidden, and may initiate challenges of any kind against that person.

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

Tracking [mind] (No Challenge) – You may wander around in-character peeking into various Locations until you discover where a specific character is; you know that character is there, even if the Location is Obscure and/or Secure.  If the Location is Obscure, you discover its whereabouts automatically.

Can You Imagine? [soul] (Soul vs. Mind) – Social.  You may activate this Ability after relating a fantastic tale.  If successful, your target is so fascinated by the story that he/she must attempt to find another person who hasn’t heard it to relate it to.

Recovery

Come Along – When someone commits to joining your imminent expedition, Recover one point of any attribute.

Fabulous Tales – Make up a substantial story of a grand adventure that you’ve had to an audience of at least three other people and Recover one point each of Mind and Soul.

