Threshold Victoria: Invasion


Count Alessandro de Cagliostro

Master of Magic in the Age of Reason

Background

Though you were born Giuseppe Balsamo, a poverty-stricken lad mired in unenviable circumstances, you have never been content with your circumstances.  You strove to escape your humble beginnings, first by taking charge of a street gang, then by swindling increasingly well-to-do gentlemen and ladies with all manner of enticements, and most recently by cultivating a reputation as “Count Alessandro de Cagliostro, one of the most powerful alchemists and occultists who has ever lived.”

Until recently, it was all a sham – you no more harbored vast spiritual power than you were the nephew of the Duke Of Steel a few months before.  Then you stumbled upon the necklace, which had been brought to you so that you could ascertain whether it was in fact “cursed,” as the owner seemed to believe.  There you were, muttering the usual made-up incantations over it, when the ruby-red gemstone glittered and you saw something most extraordinary.

A red-tinged, translucent figure hung suspended in the air before you, a young boy in red with a pained expression.  He whispered, “You who have touched the jewel for which my blood was spilled must now submit to the consequences.”  The figure vanished, leaving you trembling and sweating, but your client seemed not to have noticed anything unusual.

You told him that you must keep the necklace for a few days, to further delve into its spiritual characteristics, in order to buy yourself a little bit of time.  Unfortunately, time is running out for you in other respects, since you have begun to see the boy in red more and more often.  He follows you around and leers at you expectantly, distracting you at the most inopportune moments.

Stranger still, you have begun to glimpse other figures dwelling beyond the pale, to acquire a true sense for the supernatural.  Though it is useful in some ways, many of the things you have witnessed are terrifying beyond description, and by now you desire only to rid yourself of this agonizing burden.  You must pawn off the accursed pendant on the highest bidder.  Of course, you will not tell your buyers of its curse; you will mention only the occult power that it shall provide them.  Once it’s out of your hands, it’s no longer your problem, as far as you’re concerned.

Character Name: Count Alessandro de Cagliostro
Traits:
Bloody, Dark, Disguised, Victorian

Traits in italics disappear when you get rid of the necklace.

Motivations

1.
Use your occult power to benefit all.

2.
Get rid of the necklace.

3. Make as much money as possible.

4. Deceive others into thinking you possess vast occult power.

Italicized Motivation is a deception – something that you appear to want, but not in fact one of your character goals.

	        Body:
2

        Mind:
4

        Soul:
3
	Origin:

Lower Class

Occupations:
Socialite 3, Spy 1

Offices:
Bearer Of The Ruby Pendant


Properties And Flaws

Skilled Conversationalist (2) – Add 2 to your total in all Social challenges.

Something Funny Going On – If someone succeeds in a Social challenge against you, he/she gets the sense that there’s something a little off about the way your character is acting.

Abilities And Attacks

Ability: A Glimpse Of The Beyond [mind] (Mind vs. Soul Challenge) – If successful, glimpse the appearance of someone near you who is “not here.”  Once per Scene.  You lose this Ability when you get rid of the pendant.

Ability: Curiosity [soul] (Soul vs. Soul Challenge) – Social.  If successful, learn how your target feels about a topic of your choice (may be another character) in some detail.  Once per target per session.  Requires conversation.

One Use: Subtle Manipulation (No Challenge) – Social.  After talking with someone for a little while, find out one of his/her Motivations (name a number between 1 and 3).  Change any one word in this Motivation to any word you please.

Attack: Blood-Red Gaze (Soul) – The target is profoundly disturbed by what he/she sees in your eyes as you gaze upon him/her.  He/she may not initiate challenges of any kind against you for the remainder of the session, and should roleplay moderate terror.  You lose this Attack when you get rid of the pendant.

