Threshold Victoria: Invasion


Archibald Moore

Jeweler Turned Fence

Background

You were fifteen when you discovered that Edmund Canterbury, the jeweler you had been apprenticed to as a youth, was heavily involved in the Black Market of Victoria.  You found the stolen goods in an unmarked crate, tucked away in the corner of the storage room; and opening more crates, you found that he possessed a fortune in illegally traded items.  You agonized over the options that lay before you, but at last decided against notifying the authorities, partially because you still respected your employer and partially because you feared what reprisals you might bring upon yourself in doing so.

You opted to confront Mr. Canterbury instead, indicating outright that you had discovered his dirty little secret and that you would not betray his confidence regardless.  Considering what you had told him, he at last made you an offer: join his organization and suffer nothing for your accidental breach of privacy.  Alternatively, you could swear to breathe not a word of the affair and leave his employ, squandering your years of apprenticeship, but if at some later point you were found to have reneged on this agreement…

You took the easy way; in many respects, the safer way.  You joined Victoria’s thriving underground.  It’s not always easy, but there’s a lot less labor to it, and it’s certainly more lucrative; you’ve already made a few inroads into entrepreneurship with the funds you’ve acquired, now that you’re nearly as well-established among the less-than-legal as Mr. Canterbury himself (though he remains your immediate superior, something that you and he agreed to from the outset to prevent unnecessary friction).

Your interest in jewelry has continued, if perhaps not precisely in its original form.  So as not to conflict with Mr. Canterbury’s extant operations, you elected to specialize in the business of importing fine metals and gemstones from Foreign Lands, smuggling them into Victoria through the sewer system to avoid having to use the closely-monitored railway system (and also to avoid the city’s outrageous import taxes).  Accordingly, you’ve developed quite a network of associates in many regions, though you’re always looking to expand your operations.

At the moment, you’re looking to hire an assistant to help you track and manage your assets, since your rapidly-expanding trade is becoming somewhat difficult for one person to oversee.  Rather than choosing one of your current subordinates – none of whom, frankly, you trust in the least – for the job, you’ve decided to hold a kind of contest to see who in the city would be best-suited for it.

You have obtained a particularly valuable collection of opals, which you will arrange to have passed secretively from person to person over the course of the evening – although you must take great care that it does not end up in the hands of someone who will simply keep it, nor in the hands of one of the contestants, for ideally you yourself will be able to retrieve it once the contest has ended.  You will show the opals to those who seem like they could be reasonable candidates before beginning the contest, indicating that if they know the collection’s location at the end of the evening, they will have a very good chance at obtaining lucrative employment with you.  Then you will give the opals to someone, requiring that he/she pass it to someone else within fifteen minutes for the contest to continue, and so on.  It seems to you that this is the best way of discovering who in Victoria really knows how to track wealth: have them track it.

You have other business to pursue, as well.  The sewer systems are advantageous, but also quite dangerous, and you have lost a steadily-increasing number of men to them over the past few years.  Perhaps it is time to pursue other options.  The current Duke Of Steel appears to have a great deal of influence over the railroads, and he is by all accounts a progressive; as long as you are suitably circumspect, you should be able to convince him to lend you the use of the occasional rail-car (the collection of opals should suffice to purchase this, you’d imagine, though you can also offer to perform a favor or obtain a metal or gemstone of any imaginable kind for him in the future if more is needed).  You must be careful in your dealings with him, however, for he is also technically the chief executor of the law in Victoria; if he finds out about your real business, you stand to lose a great deal indeed.

People You Know

Tock Tick – A watchmaker of some note, and now the Royal Chronologer.  He is still believed to be a competitor of Mr. Canterbury’s jewelry business.  It might be to everyone’s benefit if you were to arrange a direct feed of some of his merchandise into the Black Market, since you would eliminate the middleman and lower prices.

Silas Brandenburg – The owner of an independent watchmaking business, you understand he’s recently assumed some responsibilities within Tock Tick Timepieces.  Perhaps if Tock Tick won’t work with you, Silas will.  Or perhaps he could skim a little extra out without his employer noticing?

Lord George Pratton – The Duke Of Steel, by all accounts a very forthright and upstanding fellow.  But that doesn’t mean he can’t be manipulated.

Character Name: Archibald Moore
Traits:
Dark, Victorian, Wealthy

Motivations

1.
Further the interests of your business.

2.
Run your contest successfully.

3.
Learn of additional Foreign Lands that you might trade with.

	        Body: 
2

        Mind:
4

        Soul:
2
	Origin:

Middle Class

Occupations:
Businessman 1, Businessman: Black Market

Offices:



Properties And Flaws

[None.]

Abilities And Attacks

Ability: Finding The Goods [mind] (Mind vs. Mind Challenge) - Social.  The target must tell you whether he/she possesses the specified item or type of item, and if not, then where he/she thinks it could be obtained.

Attack: Hired Goons (Body) - Your thugs drag the target off and dump him/her in the “Back Alley” Location.  His/her base Body is lowered by one for the remainder of the session or until healed, whichever comes first.  If this lowers his/her Body to zero, he/she is dead and should see a GM when possible.

Recoveries

Recovery: Nice Doing Business With You - Sell someone something that was obtained illegally and Recover a point of Mind.  Once per person per session.

Recovery: Practicality - Accomplish one of your Motivations and Recover two attribute points of your choice.  Once per Motivation per session.

Influence And Modifiers

Influence: Wealth (1)

Influence: The Black Market (2)

Modifier: The Black Market → Anything For A Price - You may expend points of Influence: The Black Market to obtain goods that are being sold illicitly in Victoria.  Usually this is only possible between sessions, though if the item is sufficiently common, it may be possible to do so during a session as well.  The range of things that may be acquired in this manner is far greater than with most other commerce abilities, although so is the cost.

