Threshold Victoria: Invasion


Her Grace Lady Tess Rudworth (Jacalyn Quillor)

The Marquess Of Winds

“Change is in the air.  Things always change, of course – nothing is still – but the winds that blow through Victoria’s streets are tightening into a hurricane roar.  We who inhabit it have two options now: to ride these new currents, to soar the higher for their turbulence; or to stand and face them resolutely, to let them tear through us until we are broken and only the wind remains, eternal.  I know which choice is mine, though the Duke, bless his heart, will surely  choose the other.  Perhaps a compromise is possible.”

Background

Being the Marquess of Winds is much harder than many people realize, and you were no different before you became intimately aware of the many responsibilities that the Marquess has.  Victoria is hard to keep track of; necessarily, you are beginning to think.  It seems to you that its shroud of fog is less an inconvenient happenstance and more a protective measure.  Nonetheless, someone has to keep track of the city’s goings-on, if only to protect the Queen from the manipulations of her own people.  And besides, there’s always so much happening; to ignore it would be to miss an opportunity!  That was what the true Marquess said to you the first time she suggested that you act as a decoy for her.  There were certain things that were difficult for her to accomplish while the public eye was upon her, and you were quite pleased with the additional standing that this ruse allowed you, even if it was only now and again.

Before you met the Marquess, you were just a common call girl.  Many men in this city try to conceal their improper desires, but you inevitably convinced them to set aside their obsession with propriety in favor of lust’s sweet abandon.  They would leave your presence in a better mood, and you would watch them go with a smile and a little more money in your pocket.  You had to support your son, after all, for you tried your hardest to shelter him from life’s many hardships.

Things weren’t always that way.  Once upon a time you had a husband who loved you and cared for you to the best of his ability, and he gave you a child.  When he lost his job, however, everything about him changed.  He became abusive and depressed.  Finally, he disappeared one day, abandoning his wife and young son, leaving you to the gutter, the streets, and the insatiable lusts of men.  And that’s where a servant of the Marquess found you: in the gutter, with a young child sleeping in your arms.  She set you up in a local brothel, asking only that you learn the secrets of your clients and give those secrets to her.  At last, you had a way to make a decent living, and even a desire to talk with the stuffy, dull men who would frequent your services.  Needless to say, you became quite talented.

And that is how you first caught the attention of the Marquess herself.  You bear a surprising resemblance to her – so much so that, once you don her robes and apply some carefully-selected cosmetics, almost nobody can tell the two of you apart – and were able to prove your loyalty time and again.  So it was that she taught you how to act like her, to think like her and, above all, how to do her job.  You remember her musing aloud on one occasion, saying, “How often these things are recursive – to stay on top of one current means to keep one’s head above the flow entirely.  Once you know one thing, you begin to realize how many people there are who will tell you anything to learn it, and it’s not as though information is lost in the telling.  Oh, one has to be careful, of course, dreadfully careful; a word in the wrong ear and the whole edifice crumbles, a house of cards brought low by one careless gust of wind.”  So, with her training and the proper precautions, you’ve managed to keep a careful eye on the city whenever you’ve had to take over.

Then, during one of your stints as Marquess, something peculiar happened: the true Marquess turned up on the streets, fatally wounded.  Somebody must have been trying to assassinate her.  By the looks of her body, however, an animal rather than any human you know of must have killed her.  She had been torn apart almost past the point of recognition, although that necklace she always wore was a giveaway.  You wear it now.  You have had to take over all of her duties without any respite, and you are quite worried.  What if this person attempts to come after you next?  Could the city stand the murder of two Marquesses in so short a time?  You’ve asked Violet Carlyle, a skilled investigation, to look into the death of the Marquess without revealing the details to anyone.  To further ensure your disguise, you informed the detective that the woman you presented to her was only a commoner who was fortunate enough to resemble your own person.  You told Violet that you believe it was actually an attempt on your life, and the killer must have mistaken her for you.

You have begun to settle into the role of Marquess, and with any luck at all you shall continue to do so.  You’ve learned that there’s more to being the Marquess of Winds than acting as the Queen’s spy mistress.  Indeed, it’s a little-known fact that the Marquess does very little of her own “information gathering”; you’re far too publicly visible for that to be the case.  You leave the spies to Abbey Malkin, a delightful and entirely competent girl whom you have appointed your handmaiden.  No one pays attention to the servants to begin with, and her movements aren’t restricted the way yours are.  It suits you better to consider the situation from a higher level, to see how the pieces fit together once they’ve been gathered.  And besides, there’s plenty to be learned from the nobles of the court; some things can only be gleaned by a well-placed question.

So what are the pieces?  You don’t know everything about it yet, but the impending Succession has brought with it more than its share of plots and intrigue; unsurprisingly, everyone wants a piece of the new regime.  Sadly, the old Marquess carried much of her knowledge with her to the grave.  You don’t know quite what to think about the apparent romance between the Baron Of Blood and Queen Victoria herself.  It is forbidden by tradition, certainly, and from what you’ve learned about the Baron, you wouldn’t be surprised in the least if he were using her to further his own ends.  This is not to say that you oppose the Baron Of Blood; far from it.  The Marquess once told you that his ruthlessness and raw influence have been most advantageous to her now and again, and he, like everyone else, sometimes finds himself in need of information.  He seems to take his office quite seriously, so you imagine that whatever he has planned for the Queen, it is likely in the city’s best interests; or at least, he most probably believes it is.

And then there is the recent outcropping of strange happenings all over the city, particularly in the court.  Separately, they are interesting but meaningless, but taken as a whole, you can’t help but feel that a pattern may be starting to emerge.  You wish you had all the notes you know must exist somewhere, but only the true Marquess knows where all the secret compartments are in her estate.  You’ve only managed to find one sheet of paper, and you have yet to decipher it fully.  The only words written on it are “locked up,” “a woman and a beast,’” “images that aren’t there,” and “wandering bones.”  You have no idea what could have caused her to scribble down these words, but they are all you have to go on. 

There is nothing for it but to keep an eye on these happenings as they develop, to take a hand in them where it might be useful and to deal with them if it becomes necessary.  To maintain the city’s cultural, intellectual, and social heritage as you can, and to profit from the Succession as much as possible.  If, as the Royal Chronologer suggests, you must no longer be the Marquess Of Winds – you have your doubts as to how hard and fast his rules might be – then what’s to keep you from becoming Queen?  You’re getting to know the ins and outs of this city better than anyone else within it, and you’re certain that it would flourish beneath your delicate touch.

All this aside, you still haven’t forgotten your son, Lawrence.  You send him envelopes with money as often as you can.  From what you’ve heard, he’s fallen into bad company, and may even be working as a hired killer!  Perhaps if he makes enough money he’ll give up his less-than-savory lifestyle and learn that there are better things to do in life.  If only his father had been there to raise him.

Motivations

1. Stay abreast of what’s really happening in the city, and use that information to the advantage of yourself and Queen Victoria.

2. Ensure that you will be the new Queen; or, failing that, remain the Marquess Of Winds.

3. Discover more about the murder of your predecessor.

People You Know

Abbey Malkin – Your handmaiden, who used to work as a servant for a minor aristocrat before defecting to your service.  Her poker face is readily mistaken for shyness, which she is sure to use to her advantage.  Sometimes it seems that she knows the ins and outs of your job better than you do, but she never complains and never asks for more than is her due.  She seems to enjoy the confidence that you afford her and the status that your rank bestows upon her.  You have no complaints with her service, and despite some precautionary investigation, no reason to doubt her motivations or allegiance.  It has occurred to you that if you become Queen, there is no one you’d rather have as a new Marquess Of Winds.

Queen Victoria – The Queen has a strong, commanding presence, but recently she has been delegating more and more of her affairs to the Baron, whose shadow looms large upon her office.  Even beyond her suspected dalliances with His Temperance, you have noticed a certain strangeness in her of late, although you can’t entirely pin it down.  Perhaps it is for the best that the Succession has come.

His Temperance Lord Edward Stills, The Baron Of Blood – You are suspicious of the Baron, for all that he and your predecessor have worked closely together in the past.  His recent boldness with the Queen is not out of character, although it is somewhat alarming that he has been willing to risk the scorn of the court – what does he think he can achieve to jeopardize his position so?  Perhaps he really is in love.

Paul Crews – You’ve seen this man around the Baron a great deal.  For some reason you feel as though you can trust him, although you’ve long since learned how misleading that instinct can be.

His Honor Lord Royce Perillant, The Duke Of Steel – Royce is stern and forceful, but you find his hard-headed sincerity quite charming.  He is trustworthy and reliable, and always has the Queen’s best interests at heart.  His recent altercations with the Baron Of Blood over gentlemanly comportment are somewhat alarming, as you know he takes these matters rather more seriously than the Baron ever would.

Bartholomew Barrows, The Royal Chronologer – The office of Royal Chronologer, while technically appointed by the Queen, is as much your responsibility as hers.  Bartholomew has served well, but is getting on in years and has no replacement in mind that you know of.  He keeps putting the matter off.

Violet Carlyle – The investigator you’ve hired to look into the murder of your predecessor.  You hope that she will also help protect your person, should a follow-up assassination attempt occur, but you understand that she has other jobs to attend to – you know all too well what it’s like to work a tough job to make a living.

Silas Carsburg – You are intrigued by this man’s much-talked-of expertise.  Perhaps he could hunt down whoever killed the previous Marquess?  Telling him is decidedly a risk, as you don’t want word to get out – people might begin to suspect that you’re a replacement. 

Body: 2

Mind: 5

Soul: 3

Traits: Disguised, Victorian, Wealthy

Properties

The Marquess Of Winds – You may target Queen Victoria with your Abilities and Attacks.  Furthermore, you may always ask anyone whether they have the “Disguised” Trait if you are alone with that person.

Skilled Conversationalist – You get +1 on all Social challenges in which you’re a main participant.

Flighty – None of your Social Abilities may be used on the same target twice in a row; that is, after using each of them on a character, you must use that Ability on someone else before he/she is a valid target for it again.

Distracting Chatter (Mind Attack) – Your opponent loses track of what he/she was doing.  Tell him/her what he/she is doing here.

Blackmail (Soul Attack) – The target is convinced that you know his/her darkest secret, whatever it may be.

Abilities

I Didn’t Believe It At First Either [one use] (No Challenge) – Give your target a Rumor that you have drawn.  He/she thinks it is true.

You Would Hold The Wind? [body] (Body vs. Body Challenge) – If someone has just initiated combat against you, you may preempt him/her with this Ability.  If successful, he/she fails to initiate combat this time, and you must leave the Location.  If unsuccessful, your opponent automatically wins the Initiative challenge.

People Talk [mind] (No Challenge) – Draw a Rumor from the Rumor Deck at random.  You may draw two if you put one that you’ve already drawn back in first.

A Well-Placed Question [mind] (Mind vs. Mind Challenge) – Social.  Your target must tell you his/her honest opinion of a person of your choice.

Charming Smile [soul] (Soul vs. Mind Challenge) – Social.  If successful, your target is dazzled by your winning smile and wants to hang around you for the next ten minutes.

Recovery

Gossip – Tell someone about two Rumors that you drew from the Rumor Deck and Recover a point of Mind.  You may not Gossip about the same Rumor twice, nor may you Gossip with the same person twice in a session.

Knowledge Is Power – Find out a personal secret about someone and recover a point of an attribute of your choice.

