Threshold Victoria: Invasion


Violet Carlyle

Impoverished Detective

“Sometimes I get a glimpse of The Breaks through a bank of fog, and I have to stop for a second and remind myself that it’s not a tomb… just a place for people to go when they run out of second chances.  I don’t sentence people to death, I help them and everyone else by putting them where they belong.  So I start walking again, and a little time passes, and then sooner or later there it is again like some kind of ghost, regular as clockwork.  I don’t like living in the shadow of a prison.  I don’t like being up to my knees in Victoria’s outcasts and scum.  But it’s a living.”

Background

It’s a hard life – but that’s a fact, not an excuse.  You’ve had it a lot harder than most of the people you bring in; you’d think that would stop them from whining about their misfortunes, but by now you’ve heard the same dozen excuses more times than you want to think about: “I had to feed my family.”  “He wronged me first.”  “You don’t understand what it’s like.”  “It’s not my fault,” “it’s not my fault,” and “it’s not my fault,” respectively, but that’s where they’re wrong.  If you could live through the death of your father before you were born, the murder of your mother, and a series of abusive employers and foster parents without committing any crimes, you’re not about to give some two-pence criminal any slack.  The city of Victoria has laws, and it has them for a reason; no one can give you your childhood back, but it’s within your power to stop such misfortunes from happening to others.

Your good intentions aren’t offering you much of a salary, though, so you can’t exactly afford to choose your battles.  You take what work you can get, and it’s still barely enough to scrape by.  All too often, that means you earn your rent by trying to catch some wealthy man’s unfaithful wife in the act or by chasing after young hooligans for the Duke Of Steel.  Recently, a mysterious client has also hired you to look for a madwoman who escaped from The Breaks some time ago, but no one’s seen anyone who matches her description in the intervening time, so you’re kind of at a dead end there.  Then there’s the matter of a lookalike of the Marquess Of Winds who turned up dead – savaged by some kind of beast, it would appear.  The Marquess herself has hired you to look into the case, indicating that it was likely an attempt on her life that mistook a similar-looking commoner for its actual target.

If you can manage to solve one of those crimes, then you won’t have to worry about rent for another month or so and you’ll have more time to focus on the things that really bother you.  There’ve been a number of murders recently, all quite similar – a long, jagged slash across the throat that looks to you like it wasn’t made by a knife.  The victims seem to span all social classes and levels of wealth.  You don’t have much else to go on yet, but it’s clear this killer needs to be stopped.  Possibly related are a string of very recent incidents wherein someone has been breaking into peoples’ homes and clawing out one or both of their eyes, then escaping into the night.  Another set of cases seem to relate to forcible mutilations inflicted on a number of people by a barely-glimpsed “hideous” assailant.  Deeply bizarre, and not the kind of thing anyone wants going on in their city.  Although you haven’t been hired to solve these crimes, you might see if someone’s willing to pay you, since you’re working on it anyway; failing that, you can probably finagle a reward out of the Duke, who’s been pleased with your work in the past.

Motivations

1. Find additional investigation work.

2. Solve the cases of the stymied streetlamp, the Breaks breakout, and the murdered Marquess.

3. Find the person or persons killing people, mutilating people, and stealing eyes.

People You Know

Lord Royce Perillant, The Duke Of Steel – He’s hired you in the past to track down vandals and petty thieves.  You’re willing to bet that he’d up the ante if you manage to bag a serial murderer or someone along those lines.  He’s also the one who’s sent you to look into this business with the streetlamp and report back to him.

Lord Harvey Markham – You’re not sure why, but your detective’s intuition grabs your attention the first time you see him.  Although there are no features that are quite the same, he could perhaps be a distant relative of the woman who escaped from the Breaks, given the description you received?

Setton Halsworth – Although you’re none too pleased at the prospect of working for someone with such a shady reputation, a meal’s a meal.  He says he has a job for you, but you haven’t had a chance to speak with him about it yet.

Her Grace Lady Tess Rudworth, The Marquess Of Winds – Seems like more and more of your cases are coming from the aristocracy; not a bad thing, especially in terms of pay, but their assumptions of superiority get a little trying.  In any case, you’re supposed to help protect her person as you are able to while tracking down the person (or, more likely, animal) that killed her predecessor.

Violet Carlyle
You’ve spent much of the last month attempting to track down the answers to all of the questions that have been haunting you.  You decided to start by looking into the matter of the Marquess’s double.  None of the nobles had heard about her before, so you started looking around in the slums.  You had almost given up hope when you entered one of the city’s more disreputable establishments – a house of ill repute.  The minute you entered, you heard a woman whom you could only assume to be the owner of the establishment complaining about business.  It seems that business had declined, and she was blaming it on the departure of one of her girls.  This didn’t seem all that unusual until she continued her rant; it seems that this girl, named Jacalyn Quillor, was extraordinarily popular due to her remarkable resemblance to the ex-Marquess.  She had begun to disappear for up to a day at a time, then finally went missing for good – only a matter of days, you realized, before the body of the Marquess’s double was found!  The last thing anyone knew of her was that she had to leave to take care of a personal matter that would take a little while to deal with.  Sadly, you weren’t able to get any more information out of the woman, but you wonder whether the Queen happens to know anything about this prostitute lookalike of hers.

Having exhausted that lead, you started to look into the wounds that were inflicted on the body of the Marquess’ double.  After getting an order to have the body exhumed, you found that they were definitely inflicted by the same creature that had attacked the ex-Queen.  Either there was more than one of these creatures, or the same thing had attacked both women.  After looking at the body, however, you became almost certain that Mister White had nothing to do with it.  The wounds were too savage, too unplanned.  Something with bestial claws would have to have done this, and if there was one thing that he didn’t have, it was claws that would leave such a mark.  So the question remains: what was that beast and who sent it?  No matter how hard you look, you can’t seem to come up with a single lead there.  It would seem that Silas Carsburg, the man who led both deadly expeditions, has disappeared – perhaps someone knows something useful about him?

Frustrated, you’ve started looking into the whole strange thing with Lord Markham, or rather Lady Avery.  It appears that Lady Avery’s father had been killed in a duel of some sort, and her mother was indeed driven mad as a result.  She was supposed to have been put in the Breaks, but you’ve heard too many rumors that she had escaped to think that she might still be inside.  You can’t imagine where she could have gone, though you hear that Ms. Ashburn was the one treating her before she was sent to the Breaks.  Maybe she has some sort of lead there.


The mutilations you’d noticed before continue – the strange carvings on peoples’ faces and bodies.  One person’s head was recently torn off in its entirety!  Utterly bizarre, all of it.  At least there haven’t been any new reports of stolen eyes, for all that you’d love to get that goblin back for what he did to you.  Last you heard of Mister White, he’d been sent to the Breaks with no proof of any actual crime; that’s going to come back around and bite someone unless they get their hands on some kind of evidence, you can only imagine.  You’d still like to talk with Mister White and see if you can extract some proof, but you’ll need to get the Duke Of Steel’s permission to go in and have a little talk with him.


You’re not sure what to do about the increase in crime in the slums.  You’ve been asking some of the usual questions, and it seems like there are some people on the loose who had been consigned to the Breaks years ago, many as a result of your own investigations.  That does not bode well for the future of Victoria; who could be releasing them?  Finally,  you’ve heard that a criminal from some other place entirely has arrived in Victoria to wreak havoc, although you don’t know who it could be.  Ah, well – no time like the present to start finding out.

Motivations

1. Let no criminal go unpunished.

2. Resolve the matter of the murdered Marquess.

3.
Gain a reputation worthy of your new position.

Body: 3

Mind: 4

Soul: 2

Traits: Victorian

Properties

Missing An Eye – One of your eyes is gone!  You are at a –1 penalty to all Social and Notice challenges.  This counts as a Body Effect for purposes of diagnosis and removal.

Overdeveloped Sense Of Justice – You may not willingly leave a crime uninvestigated, a criminal unpunished.

I’m Taking You In (Body Attack) – The person you have defeated cannot initiate Abilities or Attacks and must follow you wherever you go.  If you use any of your Abilities on this person, your Challenges are automatically successful.  This Effect wears off after ten minutes, at which point the person may slip away and leave.

Who Do You REALLY Work For? (Mind Attack) – Force the target to answer one question fully to the best of his/her knowledge, in as much detail as you desire.

Abilities

? Forensics [one use] (No Challenge) – At a single glance, take in the details of the scene of a crime, deducing many facts about its perpetrator.  Talk to a GM.

What’s A Little Larceny? [body] (Body vs. Security Challenge) – If you succeed in your Challenge, you and up to three people with you may enter a Secure Location.

Word On The Street [mind] (No Challenge) – Draw a Rumor at random from the Rumor Deck, then put it back when you are done reading it.

Something Strange About Them [mind] (No Challenge) – The target must tell you whether he/she currently has the “Disguised” Trait.

Giveaway Details [mind] (Mind vs. Mind Challenge) – On successful challenge, you may ask the target what he/she has been up to in the past three Locations he/she has been in, including the current one.  Once per target per session.

A Keen Eye [mind] (Mind 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.

I Know My Way Around [mind] (Mind 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.

Detective’s Intuition [soul] (Soul vs. Soul Challenge) – Someone with whom you have talked for a few minutes must tell you one of his/her Motivations, of his/her choice.  Once per target per session.

Recovery

I’ll Get Right On It – Whenever you take on a new job for someone, Recover one point of each attribute.

Trail Of Clues – Whenever you find out a significant piece of information that is clearly related to a crime you are investigating, Recover two points of Mind.

