Threshold Victoria: Invasion


Swami Ismohan

Prince In Exile

“These Victorians, so fixated on time.  Do they think of nothing else?  I suppose that I must adhere to their customs, however unusual, so long as I am in this land, but it does grow tiresome.  And in any case, I am counting the days until I may return, triumphant, to my rightful kingdom.”

Background

[You know your character’s background better than we do at this point, so this is just what you’ll need for the two-shot.]

After leaving your home, stricken with woe, you disguised yourself as a traveling swami in an attempt to avoid detection.  You noticed a peculiar bit of track running parallel to the road that you walked, each step dragging you away from all who could recognize you; and before long, a remarkable engine chugged along it, the likes of which you had never encountered.  Its pilot called out, asking whether you were headed to a city named Victoria, known to few people but wondrous in its own right; and as none of your cousins would be likely to look for you in such a city, you boarded the train, and eventually arrived in the foggy city, prepared to spread your wisdom to these people.

You were expecting that the inhabitants of such a remote place would enjoy any sort of mystical charade, but even you were surprised at the response that your presence generated.  Your reputation spread near-instantaneously and you readily mastered the art of “contacting the spirit world,” although you primarily relied on educated guesses when contacting dead relatives.  All of this changed, however, when Mark Sweeney came and found you one day.  It seems that he had been having a problem with a spirit of some kind.  One of Victoria’s streetlamps had gone out, and he hasn’t been able to relight it.  On top of that problem – which, though intriguing, has very little to do with you – a ghost seems to have decided to haunt that particular location.  He believes that if you can manage to appease the ghost and send her to rest, the lamp will relight.  You aren’t so sure about this, as she doesn’t seem to know what’s causing the problem with the lamp and she also doesn’t seem to be in any hurry to leave.

Which, in truth, is fine with you.  What better way to solidify your position as a spiritualist than to have an actual ghost performing your possessions?  There is, however, one thing that might take her away from you: she has hinted on several occasions that her reason for being here is linked to some sort of monstrosity – indeed, for all you know it could be a Demon!  She has asked you for advice in the eventuality that this creature becomes a problem, but she adamantly refuses to speak more about its nature.  You have discussed the subject privately with the Royal Chaplain, and he has assured you that he’ll be able to deal with the problem if you can only get the ghost to tell you where this creature can be found.

Motivations

1. Enhance your reputation as Swami Ismohan.

2. Find out more about this monstrosity, and deal with it if possible.

3. Assist Mark Sweeney with his predicament.

People You Know

The Ghost – An interesting apparition who has become quite indispensable in your charade as a swami.  She performs whatever tricks you ask of her, and in return you sometimes keep her company.  You’re curious about the monstrosity that she speaks of, but she has been surprisingly reticent on that particular topic.

Mark Sweeney – Poor man.  He seems terribly overworked, and this business with the unlit lamp has only added to his stress.  You wish you could help him, but you doubt this ghost is the key to his problems.  You feel as though you owe him a favor of some kind for introducing you to your supernatural assistant.

Sir Trenton Merze, The Royal Chaplain – This stolid fellow has been of some considerable use to you on the one or two occasions when you’ve actually encountered a dangerous undead creature.  He is quite skilled at laying them to rest, although naturally you let him believe that you ask for his help only out of respect for the religious customs of this land.

George Pratton – Only after you had disembarked in Victoria did you meet the man whose train  brought you here.  While you trust him for the most part, you fear that his plans to make Victoria better known may lead to your discovery some day.  For now, however, he is quite an interesting man.

Silas Carsburg – While posing as Rekhmara, a vizier serving Rajah Tiberius Brickwater in a land not far from your home, this explorer happened by.  How strange to encounter him again, so far away!  Presumably he does not recognize you in your current guise, and hopefully he is not in the hire of your despicable cousins.

Swami Ismohan, Investigator Of The Unnatural

You’ve settled quite nicely into the way of things in Victoria.  Sanjya has a body, and she and yourself are both serving the Queen directly.  You’ve noticed, however, that her form is imperfect; it has begun to decay, and more worrying still, to manifest certain aberrations every once in a while – strange things like the gills of a fish, or a reddish tint to her skin.  These always fade before too long, but you fear that they may be signs of a greater wrong.


Then there is the matter of Berakah’s blessing.  Although you do not understand the precise nature of the changes that it has wrought within you, you do know that your dreams have changed.  You often see Berakah’s face while you sleep, or that of the strange figure she called Morpheus.  Lately she has not looked well – unnaturally thin, her lips bloodied by the same hacking cough that the new Baron once demonstrated.  Thus you were only so surprised when the same voice that you had heard in fog began to speak to you while you slept; its broken inflection and frequent coughing were somewhat more unexpected, however.


“I apologize for… *cough* for interrupting your sleep.  I know that Berakah has *cough, cough* chosen you to… bear her gift.  Know that you may call upon me in… *cough* in your time of need, and I will aid you as… as I can.  However. *cough, cough* I must also… ask a favor of you, if… you do not object to assisting one… who is in need.  Berakah *cough, cough, cough* has… has become unwell.  The smog.  She may *cough* not live.  Much that has lived here has begun… to die, as well.  If you… *cough* you would do me a great service… if you would *cough, cough* take up… her burden… for a time.  This city needs her help, and she cannot *cough* provide it.


“As she is not well, Kadura… Kadura too has begun to suffer.  He *cough*… he needs her.  If you could do what… what you are able, to keep him whole… *cough* I would be… most indebted.  And should you wish… to do more… to truly become the Dream of life that… *cough* that sustains this city… there is one other thing.  A lake, a black *cough, cough* black lake.  It is not of this city, but of elsewhere; it does not belong here.  I have forgotten *cough*… forgotten where it comes from.  Someone knows.  Find out… what you can… about the lake… *cough, cough, cough* I’m sorry… to beg the kindness… of a stranger… we all must… help… as we…”

Motivations

1. Resolve Sanjya’s bodily issues.

2. Keep Kadura whole.

3.
Learn about the Black Lake.

Body: 3

Mind: 3

Soul: 3

Traits: Disguised, Foggy, Machine, Victorian

Properties

Berakah’s Blessing – You may target Queen Victoria with your Abilities and Attacks.  Additionally, you may add +4 to your total in any one challenge ever, of your choice.

Those Who Part The Veil – You may at any time ask whether any character has the “Dead” Trait.  Characters with this Trait, such as the Ghost, may speak to you regardless of what their physical state may be.

A Dashing Sword-Fight (Body Attack) – Everyone who watches your valiant swordplay is awed and impressed with your skill; each of them, including the person you have defeated, must find at least one person who is not present to tell of your exploits.  You, your enemy now held at your mercy, must release him/her and presumably slip away before your identity is discovered.

You Dare Disturb A Speaker For The Dead? (Mind Attack) – Convince your target that a horrible curse has been placed upon him/her.  He/she thinks that he/she must complete a task that you set for him/her, or something unspeakably terrible will happen! 

Royal Investigator Of The Unnatural (Soul Attack) – If successful, and your target has the “Disguised” Trait, he/she is revealed to all present as he/she truly appears!

Abilities

Mystical Channeling [body] (No Challenge) – Target character Recovers an attribute point of his/her choice if and only if he/she has the “Dead” Trait.

Palm Reading [mind] (Mind vs. Mind Challenge) – Social.  As you read your target’s palm, he/she must reveal to you one of the following in vague terms (your choice): What he/she is most worried about right now, whom he/she thinks about most, or any problems that he/she knows about concerning his/her health/well-being.

Beguiling Mystery [mind] (Mind vs. Mind Challenge) – Social.  Target character, if in fact female, is taken in by your exotic looks and the aura of mystery that clings to you.  She is intrigued by you and must seek to spend more time around you this session than she otherwise would.

Hunter Of Demons [soul] (No Challenge) – Your target must tell you whether he/she has the “Horror” Trait.

Recovery

Adventures In A Strange Land – When you find yourself in a bizarre situation completely unlike any you’ve encountered before, Recover a point of Body and a point of Soul.

Playing A Part – Whenever you wow naïve Victorians with your spiritual prowess, Recover a point of Mind.

