Notes: The Ghost Train

The train clatters and screeches along into the fog.  None of the Lords and Ladies of these Cities are willing to reveal their names without a hefty price.  They make various offers/gifts of power, but Simeon tries to warn them to begin with that any who take the substance of the Land of the Dead into themselves will always be a part of it, in some sense.  The Lords and Ladies don’t generally see why this would be a problem; after all, everyone ends up in the Land of the Dead, in time.

First Stop: The City Of Sleep

The train stops here because Mark Sweeney catches sight of his father out the window.  Failing that, others see their dreams in the landscape, things they long for.  Failing that, Gnarl just stops the train, indicating that the Fog is too thick to continue for the moment.

Many are sleeping here in the Fog, or rather comatose; these include Darby/Bolt.

After a time, a Nightmarish Creature comes to prey upon the sleeping.  Jarah/Dream shows up to protect them, but asks the travelers’ help; if they are willing to provide it, he will help them in turn, and answer many of their questions.  When this is done, the Fog has cleared somewhat, and they may be on their way.

Second Stop: The City Of Ghosts
Ghosts crowding around the train forces it to stop – doesn’t want to run them over.

Ghosts who flock to Sanjya and the Swami, eager to possess her and desperate for a chance to be heard.

Things start to get dire, but the Lady of the City steps in, glowing and translucent.  She says that Sanjya has strayed far from her home, which is here; and that she must return.  Ghosts in her land fade and fade, but those who have unfinished business tend to fade more slowly, and make more frequent excursions to the Land of the Living.  She can offer rest for any of Sanjya’s spirits, and an answer to the mystery of her existence, and a solution to the Swami’s Carnival difficulties.  But these are always bargains that must be made.

Influence: Perception (3), Influence: Beauty (5), Influence: Representation (2), Influence: The Network (3), Influence: Socializing (2)

Third Stop: The City Of Shadows

Too dark to navigate onward, because the track might branch.

Jack the Ripper

The Lord of this City – a shadow cast against a screen – is willing to relay a message to Miles on behalf of Mark.  He says that they are “acquainted” and “on good terms.”

Influence: The Slums, Influence: Wealth, Influence: The Black Market, Influence: Followers, Influence: Outcasts, Influence: Fear, Influence: The Streets, Influence: Place – The Sewers, Influence: The Underworld, …

Fourth Stop: The City Of Bone

They need to wait until the wheels of the train have ossified, so that it can continue to travel on the bone tracks.

Those who have died in the Breaks are here, their souls slowly ossifying and becoming part of the fabric of the place.

The Lord of this City manifests as a Vampire in a throne of Bone.  Has no reflection.  Sir Harold Fayne has sworn fealty to him; so he is willing to bargain with Lord Sweeney concerning the Breaks.

Influence: …

Fifth Stop: The City Of Flesh

Simeon can pilot the train no further until the curse is lifted.

The Lord of this City will release Simeon from his Curse, in exchange for incarnating a particular individual in Sanjya.  Perhaps another bargain may be struck.

Influence: Darkness (5), Influence: Research (2), Influence: The Human Body (3), Influence: Horror (5), Influence: Fear (3), Influence: Hatred (2), Influence: The Dead (4), Influence: The Occult (4)

Jarah/Dream

[Dark, Dead, Destitute, Disguised, Foggy, Machine, Victorian, Wired]

Body: 2

Mind: 3

Soul: 4

Attack: Subtle Madness (Mind) – Give your target a derangement that does not manifest in obvious ways.

Attack: Guardian Of Sleep (Soul)

Influence: Perception (1)

Influence: The Fog (3)

Influence: Forms And Illusions (3)

A Creature Of Nightmare

Body: 1

Mind: 4

Soul: 6

Insubstantial – Unless you are using the Manifest Ability, you may not initiate combat, nor may you be targeted by Body Effects or Abilities that challenge against your Body.  Furthermore, you may not enter Well-Lit Locations unless you expend a point of Body first.  You may, however, write on mirrors, create faint chilly breezes, whisper very faintly, et cetera.

Remorseless - You may never be made to regret or feel bad about anything that you do, although you may pretend to.  Abilities that would work by causing you regret simply fail against you.

Ability: Manifest [body] (No Challenge) – Assume physical form until you leave your current Location.  While Manifesting, you may initiate combat and be affected by Body Effects and Abilities.  Alternatively, you may Manifest to remain hidden, but gain the ability to move things around in a poltergeist-like manner, turn pages, lift pens, and so on.

One Use: Black Gaze [one use] (Requires Mind Or Soul Combat) - When you have succeeded as a main participant in Mind or Soul combat, you may activate this Ability instead of using an Attack.  […]

Attack: Steely Gaze (Mind) – Your target is severely intimidated, and must try to avoid you for the next hour.

Attack: Cruel Words (Soul) - The target is at a penalty equal to your margin of success to every other Soul challenge in which he/she is a main participant, including combat, for the remainder of the session.

Modifier: Fright → Spook - You may expend a point of Influence: Fright to choose a target.  If this person does not have the “Dark” Trait, he/she is at a penalty to subsequent combats and other challenges equal to your base Mind score until you or your target leaves the current Location, you stop Spooking the target, or you Spook someone else.

Influence: Fright (4)

Influence: Horror (2)
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Invisible – Unless you are using the Manifest Ability, you are considered to be hidden at all times except in Dark Locations, where you may choose to Manifest at no cost.  Notice Abilities challenge against your Soul to see you.  You may also ignore Security restrictions on Locations.

Insubstantial – You’re a ghost.  That makes it pretty hard for you to interact physically with the world.  Unless you are using the Manifest Ability, you may not initiate combat, nor may you be targeted by Body Effects or Abilities that challenge against your Body.  Furthermore, you may not enter Well-Lit Locations unless you expend a point of Body first.  You may, however, write on mirrors, create faint chilly breezes, whisper very faintly, et cetera.

Attack: Haunting (Soul) – You may for the remainder of the session teleport to wherever the target is and follow him/her around “not here.”  You may talk at him/her “telepathically” and see all that is happening around him/her.  Furthermore, you may support those who are challenging against the target, but may not help the target him/herself.  You may only Haunt one person at a time.  You may initiate combat against someone for the purpose of using this Attack from stealth; but if you do, and whoever wins the initiative challenge does not declare Soul combat, then you are considered to have lost the combat and suffer the Default Effect.  If you do this, then only someone who has Noticed you may assist you, while anyone present may assist your target.

Ability: Manifest [body] (No Challenge) – Assume physical form until you leave your current Location.  While Manifesting, you may initiate combat and be affected by Body Effects and Abilities.  Alternatively, you may Manifest to remain hidden, but gain the ability to move things around in a poltergeist-like manner, turn pages, lift pens, and so on.

One Use: Taking Up Residence [one use] (No Challenge) – If you come across a corpse in game, you may activate this Ability to inhabit his/her body permanently.  There are additional systematic effects to this – see a GM.  You may also attempt to Take Up Residence in someone you are Haunting, but this is considerably riskier and more difficult.

Modifier: Fright → Spook - You may expend a point of Influence: Fright to choose a target.  If this person does not have the “Dark” Trait, he/she is at a penalty to subsequent combats and other challenges equal to your base Mind score until you or your target leaves the current Location, you stop Spooking the target, or you Spook someone else.

Influence: Fright (1)

Background: Simeon Gnarl

Once, long ago, you were one of the most famous train conductors in Victoria.  The name “Simeon Gnarl” was synonymous with efficiency and panache.  But that was long ago, and times changed, bringing with them other means of transportation and trains so advanced that the conductor hardly had any work to do at all.  Your skills were no longer needed, so you retired and eventually died, alone and unloved; your only request was that you be buried near the Train Station, and this was done.

Now, however, they have unwittingly exhumed your grave while digging the foundations for the Crystal Palace.  The curse that was placed upon you so long ago during a brief stopover at the train station in exotic Galpaja has come to fruition – you have become a rampaging zombie, an undead horror fixated on revenge, spreading your malfeasance to all you touch!

You cannot rest until you have avenged yourself upon Lord George Pratton, the trainmaster whose excavations awoke you.  Until this has been done (or the curse’s one-hour duration has elapsed), you must roam the streets in search of him, moaning “TRAAAIIIINS…” and longing desperately to return to the sweet embrace of death.

[Insert spiel about Samantha…]

Simeon Gnarl

[Bloody, Dead, Victorian]

Body: 4

Mind: 1

Soul: 2

Motivations

1.
Find a remedy for my unfortunate condition.

2.
If not 1., then return to the sweet embrace of death.

3.
TRAAAAIIIINS.

Rotted Brain – You may not be targeted by Mind and Social Ability challenges.  Anyone targeting you with such an effect may take back the cost of the Ability as it becomes clear that no part of it is getting through to you.

Single-Minded – One of your Motivations must always be something that rhymes with “BRAAAAIIIINS.”

Attack: Tie You To The Tracks (Body) - Take your now-helpless victim to the Train Station and roleplay tying him/her to the tracks.  You must then leave the Location, and indeed the general area, to attend to other matters.  Anyone may untie the target, but if no one has done so in five minutes, he/she is killed.

