Threshold Victoria: Invasion


Doctor William Gull

Ghostly Murderer

Background

In life you were Doctor William Gull, Royal Physician by appointment to the Queen.  You served Her Majesty and Victoria faithfully, but in time you discovered a greater calling.  Your occult delvings into ancient physicians’ anatomical writing suggested a surprising course of action: to open the way for Reason’s continued triumph over the Darkness out of which civilization was created, it was necessary to perform a number of sacrifices.  These ritualistic offerings of the city’s prostitutes – embodiments of Lust and Moral Turpitude – would charge the city itself with a great Power.  Its very stones would enforce its traditions and virtues for generations to come.

Your work was completed, though in time your identity was revealed, and you were hung on the gallows – a murderer’s death, not a hero’s.  But then, you did not expect that the importance of your deeds would be understood, or appreciated, in your own time.  You watched Victoria from the place of blood and shadows to which you had fallen in death, and you waited.

The city has grown and changed.  New institutions have arisen, not all of which you approve of, and many of the old venerable power structures have become broken down, their might dissipated.  Your sacrifices brought the spirit of the modern age kicking and screaming into birth, but since you lived, it has become weary and jaded.  It needs renewal.

You have been called upon by the Lord of the City of Shadows to resume your great work, and in the process, to rid the city of Victoria of a terrible scourge.  People calling themselves “Machines” have flooded your home, and they roam the streets unimpeded, killing whom they please and rebuilding all in their own image.  They must be eradicated for daring to destroy what they don’t begin to understand.

Your scalpel sharpened, you have been at work these past few weeks, preparing the way.  One final sacrifice is needed; one death, to engrave your name upon the face of Victoria forever, and to deal the “Machines” a blow that they will not soon forget.

Character Name: Doctor William Gull
Traits:
Dark, Dead, Victorian

Motivations

1.
Ritually sacrifice someone who embodies the powers threatening Victoria’s identity.

2.
Teach the “Machines” a lesson.

3.
Make certain that you and your work are never forgotten.
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Occupations:
Academic 1, Academic: Anatomist, Scoundrel 3, Spiritualist 3

Offices:



Properties And Flaws

Property: 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.

Property: 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.

Property: Power (2) - You effectively have a fourth attribute, Power, at a level equal to your level of this Property.  You start the session at full Power, though you may not Recover it except as indicated by special Recoveries.  You may spend points of Power as though they were points of any attribute.

Flaw: 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.

Abilities And Attacks

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.

Ability: Ominous Presence [body] (Body vs. Mind Challenge) – If successful, your target is cowed by your intimidating mien.  He/she may not initiate combat against you until you have left this Location, and is at a –2 penalty to all Ability challenges that he/she initiates against you for the remainder of the session.

One Use: In Cold Blood (Requires Body Combat) - You may only activate this Ability in place of using a Body Attack, and only when you were the one to initiate the combat, and only when you and the target have been the only people to occupy the Location for at least five minutes.  The target is killed, and should see a GM.

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

Attack: Trussed Like Pigs (Body) - All of your opponents are tied up and left in the current Location, helpless.  Anyone may free them, but they may do nothing but talk until someone does (or fifteen minutes have elapsed, at which point they may work their way free of their restraints).

Attack: Ritual Sacrifice (Body) - The target is incapacitated, and may only look on in horror as you begin to perform a ritual utilizing his/her life energy.  This ritual must be at least five minutes in length, during which time anyone who did not assist the target in combat may free the target if allowed to approach him/her unhindered.  If the target is freed, the ritual is interrupted, potentially with disastrous consequences.  Otherwise, the target is killed and the results of the ritual will be potent indeed.  If you have not purchased Rituals, then the effect is only death for the target at the end of the ritual.

Recoveries

Recovery: Don’t Try Me – Whenever you threaten someone, Recover a point of Body.  Once per person per session.

Recovery: Small-Minded Fools – Recover a point of Soul whenever someone chastises or insults you.  Once per person per session.

Recovery: Gathering Strength - Recover a point of Power when you would otherwise Recover an attribute that is currently full.

Influence And Modifiers

Influence: Fear (3)

Modifier: Fear → Things Better Left Unspoken – You may expend a point of Influence: Fear and say something ominous and terrifying to cause a target to be afraid of you for the next hour.  He/she may not initiate or assist in combat against you during that time.  If he/she has the “Dark” Trait, the duration of this effect is halved.

