Spirit Possession

[The following spirit enters into your mind and body.  Though you are still yourself, you are also this person until released from its influence or the end of the session, whichever comes first.  Furthermore, you feel powerfully drawn to the Fairground Location at midnight; to resist this pull requires an expenditure of one point of Soul per five minutes, until 12:30 AM.  This effect may not be cured by normal means.]

Gurnis, The Strong Man

You were always the strongest one in your family.  None of your friends could beat you at wrestling, though you weren’t a particularly good athlete otherwise – you couldn’t run very quickly, or jump very high.  Fortunately, you found employment with a carnival, the best in the city – Meridia Farnham’s Carnival Of Exotic Delights.  All you had to do was lift heavy things above your head and break massive chains, and soon almost everyone in Victoria knew you by sight.

But it couldn’t last.  Mr. Farnham, the proprietor, had managed the money badly and fallen into severe debt.  You knew he was trying his hardest to make the carnival continue, so you decided to help him by volunteering for various medical experiments.  They paid you well, but the chemicals soon sapped your great might and unflappable stamina, and before very long you could no longer heft even the tiniest barbell.

Your career in the Carnival ended very suddenly, when it was time to perform and you simply could not break the heavy chain that you had been given.  Though you perished soon afterwards, you could not rest; you were tormented by thoughts of your failure, of the weakling that you had become.  Now the Carnival is happening one last time, and you have a chance to break the chain and make things right.

[You have the following Ability while you are Gurnis:]

Ability: Break The Chain [body] (Body vs. Strength Challenge) – You may initiate this challenge against a chain to break it.  Most chains have a Strength of 10, but the chain you failed to break so many years ago was much stronger.
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Balo, The Clown

In your prime, you could make an entire audience laugh with only a word; your smile was echoed in dozens of faces as you performed, shining light into the lives of everyone who watched you.  That was before the series of disastrous liaisons, the opium that you sought out for succor, the murders of several of your friends, and finally the bankrupting of the entire Carnival.  Oh, Mr. Farnham (the proprietor) did everything that he could to keep it running, but every year it was a little more run-down and fewer people came.

You aren’t sure when the breaking point came, but finally you couldn’t take it anymore.  Why was everyone so happy when the world was so bleak?  You stopped even trying to entertain them; you just stared at them glumly when you got onstage, and wept a single perfectly-round tear, and it didn’t take long before they were crying too.  But you were only giving them what they deserved; how many others had they made miserable or overlooked?  They were only crying because despite what they might tell anyone, their smiles were only painted on.  They were secretly as unhappy as you.

In time, you could stand it no more; you took your own life.  But the suffering that you had caused lived on, and you found that your spirit could not rest.  You were haunted by a memory: once, just once, when you stared unhappily out at the crowd, you met the eyes of a little girl who was not frowning back at you.  She was smiling.  If only that could happen again; it would fill you with new hope and ease your soul if just one more time, someone would not be depressed by your own unhappiness.  Now the Carnival is happening one last time; perhaps things will work out for you.  But you doubt it.

[You have the following Ability while you are Balo:]

Ability: Depressing Stare [soul] (Soul vs. Soul Challenge) – Social.  If successful, your target feels extremely glum, and has the “Dark” Trait until end of session.
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Pinjanu The Grand, Contortionist

Since you were young, you had been able to bend and move your body in ways that others found impossible, or even distressing.  Thankfully, you found a way to use your eerie flexibility to your advantage; in Meridia Farnham’s Carnival Of Exotic Delights, nearly everyone was as strange as you in one way or another.  The audience genuinely seemed to appreciate your talents, and Mr. Farnham himself congratulated you on your increasingly daring escapes.

The glorious days of the Carnival could not last, however; its audience became increasingly rude and boorish as the money ran out and the show itself became more run down.  One day, after a particularly sullen audience contributed to a less than pleasing performance, two broad-shouldered men tracked you down behind one of the performers’ tents.  While calling you “freak” and “scoundrel,” they bludgeoned you heavily with fists and canes, breaking many of your bones.  Though you eventually recovered, you never regained your flexibility.

Though you tried to resume your job, you could no longer slip away from audience volunteers as you once did, and your performances drew only boos and hisses.  When the Carnival itself was forced to close, you were left penniless, and starved to death soon after.  Your aching spirit could not rest; if, just once, you could recapture the glory of those grand days at the Carnival, you’re certain that you would no longer be forced to roam the city, a disconsolate shade without even a body.  Tonight, the Carnival is happening one last time; perhaps you will have your chance.

[You have the following Ability while you are Pinjanu:]

Ability: Break The Hold [body] (Body vs. Initiative Challenge) – You may use this Ability if someone has just won Initiative against you, and both of you were using Body Initiative.  Challenge against the other side’s Initiative total.  If you succeed, you in fact have won Initiative instead.
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The Mysterious Thembult, Fortune-Teller

Matters of the occult had always fascinated you, but imagine your surprise when you found that Fate had provided you with the gift of revealing others’ fortunes!  You would never seek to read the fate of one who did not wish it, of course, for often your cards would reveal portents of great disaster.  Though these disasters would inevitably come to pass, regardless of whether their victims had warning, you learned very quickly that not everyone desired to know what would befall them – all the more since it could not then be prevented.

You decided that this talent would be most useful at a carnival or faire, since those attending such events were often curious what their future would hold.  Accordingly, you joined Meridia Farnham’s Carnival Of Exotic Delights, performing great acts of prognostication for its attendees.  All was well for a time, but due to some disastrous financial ventures on Mr. Farnham’s part, the quality (and audience) of the Carnival began to degrade.  Soon the attendees were more interested in throwing edibles at the caged tigers than in knowing their futures.

It was when you entered your own bedroom and found The Tower lying atop your pillow that you knew it was going to end in ruin.  (You had not drawn the card.)  When the great tent caught fire, you were trapped within, with only your cards to keep you company in your final moments.  Desperate, you told your own fortune, drawing The Wheel Of Fortune – repetition and cycles.  Sure enough, though you were reduced to ash, your spirit has been trapped in Victoria, awaiting the time when the Carnival might rise again.  If three will volunteer to have their fortunes told, the cycle will be complete, and you will be freed from your imprisonment.  But the fate that is revealed for them may not be pleasant, and you will not doom anyone with such knowledge without their consent.

[You have the following Ability while you are Thembult:]

(3x) One Use: Fortune-Telling (No Challenge) – When you have a willing volunteer, you may gaze into your scratched mirror and draw a Tarot card to tell the target’s future.  Though the fate dictated by the card will not manifest immediately, you may be assured that it will come to pass sooner or later.

