Threshold Victoria: Invasion


Charles Ruthe

Master Thief

Background

Stealing things has never struck you as particularly difficult; it’s not as though anyone keeps half so close an eye on their belongings as they ought to.  Their own fault, really, if the things disappear.  You managed to locate others who felt the same way, and it turned out that they already had quite a “business” established in Victoria.  You rose within its ranks quickly.  Though the pressures of the Black Market never really appealed to you, you found your calling in a related discipline: the art of theft.

Your employer, Miles, is always looking for good recruits; nearly anyone’s fair game, excepting the Duke Of Steel, of course, and his friends.  (He’s the one responsible for cracking down on this sort of thing.)  In general, those of the lower classes have been the most successful in Victoria’s shady underworld, but there are always exceptions.  Miles treats his many employees exceptionally well, and will always look after someone who works for him, assuming they don’t betray him.  Those who do… well, it doesn’t bear thinking about.

Aside from this general recruitment, you’re interested in finding someone to train as your successor.  You’re not as young as you used to be, after all, and it’s a dangerous business that you’re in.  You have to figure out who has aptitude for it, though, so here’s what you’re going to do: give a valuable-looking (though actually all-but-worthless) semi-precious gem to someone.  Anyone you like, really.  Tell them that it’s a gift.  Then tell everyone who you think has a shot at the job – that’ll be many of the same people as above, which is fine – that someone in Victoria has this stone.  If one of them can figure out who, excellent; the first person to send word to you will get the job.  If one of them can actually bring you the stone, that’s another matter entirely, and you’ll award that person the position on the spot.

Finally, Miles had a special job for you last time you talked with him.  He wants to keep better tabs on the goings-on of the upper classes, and what better way to accomplish this than hiring the orphans who are finding their ways into so many adoptive homes to spy on their new families?  While they’re at it, they can be paid to steal all sorts of interesting things.  It’s the perfect arrangement – everybody wins.  Except for their families, of course, but those aristocrats have too much money as it is.

People You Know

Vicks/Gear – It’s your understanding that Archibald Moore, a colleague of yours in the Black Market, recently recruited this fellow to work for him.  A very promising candidate; you should approach him early on.

Character Name: Charles Ruthe
Traits:
Victorian, Wealthy

Motivations (Apparent)

1.
Recruit trustworthy people.

2.
Find a worthy successor and begin training him/her.

3.
Hire orphans to do morally upstanding work for the good of Victoria.

Motivations (Actual)

1.
Recruit trustworthy people to work for Miles.

2.
Find a worthy successor and begin training him/her.

3.
Bribe orphans to spy on their adoptive families and steal interesting things for you.

	        Body:
3

        Mind:
3

        Soul:
3
	Origin:

Lower Class

Occupations:
Spy 1, Streetwalker 3

Offices:
Master Thief


Properties And Flaws

Property: Mysterious (2) - For each level of Mysterious, you may move one of your Motivations to slot 4/5/6 and replace the slot it used to occupy with a Motivation relevant to how your character is acting or the person he/she is appearing to be.

Property: Hidden Pockets – If you are carrying objects small enough that they are not visible, it is impossible for anyone to find out that you have them on you, even by means of powers that would normally reveal this information.

Flaw: Wanted (2) - For one reason or another, your activities have managed to attract the attention of the authorities... or perhaps someone far, far worse.  Level 3 is the highest level of Wanted, at which point it may be impossible for your character to pursue a normal career or even interact with certain other PCs without being arrested.

Abilities And Attacks

Ability: Pay No Mind [body] (No Challenge) – In an Upper-Class Location, you may activate this Ability to become hidden.  Your Obfuscation is equal to the Population of the Location.  This effect ends when you are noticed or leave the Location.

Ability: Larceny [body] (Body vs. Security Challenge) – If you succeed in your Challenge, you and up to (your base Body) other people may enter a Secure Location.

Ability: Things Slip Away [mind] (Mind vs. Mind Challenge) – If the target has anything of value, he/she must choose one such object to misplace sometime in the next twenty minutes.  He/she simply leaves it in a Location and doesn’t notice its absence for one hour, at which point he/she may reclaim it if it’s still there.

Attack: Pay No Mind (Mind) - The target no longer finds you very interesting, and may not initiate challenges against you for the next hour unless you do something to attract his/her attention (such as challenging him/her).

Attack: Petty Theft (Body) – Steal an object that any of your opponents is visibly carrying (or that you know one of them to be carrying).

Recoveries

Recovery: Greed - When you obtain a potentially valuable item that you’ve never had before, Recover one point each of Mind and Soul.

Recovery: This Is My Home - You may use the “once per session” Recoveries of all Lower-Class Locations once per hour instead.

Influence And Modifiers

Influence: The Slums (2)

Modifier: The Slums → Friends In Low Places (3) - You may expend a point of Influence: The Slums to become hidden in the first-floor hallway with an Obfuscation equal to the square of your level of Friends In Low Places.  This effect ends when you leave the first floor or enter a Location.

Influence: Theft (2)

Modifier: Theft → Quick Hands, Quick Feet – You may expend one or more points of Influence: Theft to add +2 to your personal total as a main participant in Body Combat per point spent.  If you do this, however, you may only use the Petty Theft Attack if you are victorious.

Influence: Wealth (1) [stolen]

