Threshold Victoria: Invasion


Garris Sarraj

Avatar Of The Black Lake

Background

It began a long time ago, when you lived in lands far from Victoria and Arcadia both.  The Holy Princess mistrusted you, as did many of her eunuchs, for your father was a “foreign devil” and you yourself had been overheard disparaging the tyranny of the ruling line.  Accordingly, feeling that your position was precarious, you began researching the forbidden techniques of the Promised Blade.  You learned how to cut oaths into the bodies of those who swore them, so that they should never be broken.  With this capability, you were able to obtain quite a bit of resentful influence at the Palace, but it was all in vain – your occult investigations were discovered, and you and your wife, Yasmine, were forced into an indefinite exile, leaving your children to be raised by another.  It was the most overpowering sorrow of your life, and even now, though your blood swims with the essence of something greater, it is never far from your mind.

Eventually you and Yasmine settled in Arcadia, a small, fogbound town on the shore of a Black Lake.  What knowledge of the occult that you possessed informed you that all was not as placid as it seemed here, but you no longer wished to delve into such matters; you wanted to settle down with your sorrows and perhaps have another several children before parting the veil.  It was not to be, however.

The people of Arcadia – and particularly the Judge of the town – would not accept you as one of their own.  Their ridicule and spite drove you to take long walks on the Lakeside moors, where you stumbled across something unexpected: a group of ritualists, in robes, performing some kind of midnight ceremony by the water.  You watched silently, then approached them afterwards, inquiring as to what you had encountered.

What they revealed to you was startling and terrifying, and it took you some years to fully accept it: the Black Lake was indeed a sentient force of some kind, and in fact a malevolent one, which must be kept sleeping by means of a virgin sacrifice every generation or so.  If this were not to occur and it awoke, the countryside for miles around would be plunged into ruin.

Though you did not believe what they told you offhand, and acquiesced to a vow of secrecy before going on your way, your own subsequent analyses confirmed what they had told you.  Knowing this, and learning that Yasmine was again pregnant, you vowed that you would aid these occultists, lest all be plunged into darkness.  After all, you are first and foremost a rational man, and you have always done what you thought best.

The ritual sacrifice that was soon to follow did not proceed as planned, however.  The proposed victim was rescued at the last moment by a wayward, unwitting sailor, and so the Church Of The Drowned God (as the occultists called themselves) was left without a sacrifice.  You were left with a choice: cast your own wife and unborn child into the waters, or watch all of Arcadia (including those two unfortunates) be torn asunder.

You did what you had to do, though you regret it to this day.  Her fingernails left scars on your face that still have not faded, though it is decades later, as you carried her to the bonfire.  Soon it was done, and it felt as though you had only a hollow where your heart had been.

In the days that followed, you weighed your options carefully.  There was little to keep you here now, except that the Church that told you that the Black Lake came to dwell, to whatever degree, within all who lived in Arcadia long enough.  Perhaps it had already taken up residence within you; if so, you would not carry it someplace new.  That would be unconscionable.  Accordingly, you would stay; and if you would stay, then what did it matter to what degree the Lake was within you?  What was imperative was that the Church carry on its work through the generations to come, that it not fall prey to the vagaries of time, that its secrets not be revealed.

And so you arranged to take some portion of the Lake’s essence into your own body, to see with its sight, in exchange for a certain degree of immortality and invincibility.  It has served you well – in recent skirmishes, you would have been crippled or killed if not for its protection.  But the cost has been higher than you anticipated, and with every passing year, your own will submerges more deeply into its murky intentions.

At last the time came around again for the sacrifice to be performed, but something went wrong, something you failed to comprehend or interpret – for the Black Lake did not understand what was being done to it, and your own senses have become quite eroded by this time.  All you knew was that you could not remain in Arcadia, for the transmutation that the Lake was undergoing would be quite destructive to what you have become.  In truth, you do not remember a great deal of those last few days; that part of your memory has been bleached crystal-clear, and is no longer visible to you.

So you left, seeking what you have finally found: another instance of the Black Lake, carried to Victoria in the blood of some unwitting traveler.  You must ensure that the proper sacrifices of purity are performed, lest this Lake, too, awaken.  You must teach the ritual of appeasement to any who will learn it.  You must find Victoria’s occultists, and with them found a new Church Of The Drowned God.

*

*

*

Time is running out.  The Black Lake is awakening in earnest, and its presence wanders the city of Victoria; by your estimation, it will require two months at the very most to consume all that it beholds.  Clearly the Ritual of Appeasement must be performed as soon as possible; by two months from now, even the purest sacrifice may not be sufficient to stand against the Lake’s tenebrous might.

You have been occupied, seeking to evade the Lake’s ever-greater scrutiny and learning how to slip past the meager guards whom this city’s rulers have posted at the water’s edge.  Time passes strangely here; the situation somehow did not seem so desperately urgent until this current crisis was upon you.  Now you must locate Sir Trenton Merze, on the assumption that he has found at least one person suitable for the sacrifice by now.  You must first renew his oath to you, which otherwise would fade with time, and then seek out those he has chosen, verifying their fitness for the ritual.  Finally, you must take him to the edge of the Lake itself, and immerse him in its water.  Only when anointed in this manner will he be capable of performing the Church’s traditional Sacrifice of Appeasement.  It is possible that he could develop a ritual of his own, to go about the thing in a different way; but such a ritual is extremely unlikely to be successful by comparison, and would likely pit his power directly against the Lake’s.  Your method is altogether to be preferred.

There is one last matter, something that has only recently come to your attention.  It would seem that the restless ghost of your wife, Yasmin Sarraj, has followed you here.  You have not yet seen what vessel it may occupy, but you dread confronting her again; it was difficult enough to condemn her to death for the greater good of Arcadia.  Still, you do not want all of Victoria to suffer from what should rightfully have remained in the past.  You will take it upon yourself to lay her uneasy spirit to rest, if you can; though perhaps that will not be necessary.  You can hope, even now.

People You Know

[Kendra’s PC] – Upon glimpsing this individual, you know that Yasmin’s soul is contained within.  It is your hope that she will listen to reason; that if she has found a new life of some sort, it will not be necessary to shackle her with eternal sleep once more.  Certainly you never wished her harm – it was duty and misfortune that forced your hand before.

Horace Barnes [Paul Friedman’s one-hour NPC] – You know this man from Arcadia, though he lived there a generation after your heyday, and you aren’t certain in what capacity you know him – your recollections of your last days in the town are fleeting, to say the least.  You don’t feel particularly well-inclined towards him, for what it may be worth.

Character Name: Garris Sarraj
Traits:
Bloody, Dark, Horror, Murky

Motivations

1.
Reinforce Sir Trenton Merze’s oath, verify the purity of any whom he has chosen, and prepare him for what must be done.

2.
Lay your wife’s ghost to rest, if time allows it.

3.
Obey the direct commands of the Black Lake.

	        Body:
4

        Mind:
3

        Soul:
4

        Power:
4
	Origin:

The Black Lake

Occupations:
Scoundrel 3, Spiritualist 3, Streetwalker 1

Offices:
The Promised Blade, Touched By The Black Lake


Properties And Flaws

Property: Eyes Like Black Water – You may expend a point of Power while gazing upon someone to determine whether he/she possesses the “Glittering” Trait.  Those who do would make an ideal sacrifice of appeasement.

Property: Skulking - When alone in a Dark Location, you may expend a point of any attribute to become hidden, with Obfuscation equal to your base Soul attribute.  This effect ends when you are Noticed or when you leave the Location.

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: The Scent Of Decay - When you are alone with a character, you may always ask him/her whether he/she has the “Dead” Trait.  Characters with this Trait may speak to you regardless of what their physical state may be.

Property: Power (4) - 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.

Property: Promised Edge – You may expend points of Soul to add to your total in Body combat.

Flaw: Murky Chains (2) - One of your Motivations per level of Murky Chains is determined each session by what dwells within the Black Lake instead of by you.

Flaw: Sold Your Soul (4) - The source of your power is a being wholly external to yourself, who holds a great deal of sway over you.  It may alter you in various ways, or require you to do things for it, at GMs’ whim.  The higher this Flaw is purchased, the more extreme these demands and alterations will tend to be.

Flaw: Scars - You still bear the marks of the promises that you have sworn.  You are at a -1 penalty to any Social challenge that you initiate, and must put the adjective “Scarred” on your name tag.

Abilities And Attacks

Ability: Lest The Abyss Gaze Into You [soul] (Soul vs. Mind Challenge) - The target is overcome by unearthly terror, which gradually recedes over the course of the next (your base Soul) minutes.  Until it does, he/she is at a penalty of (your base Soul) to all challenges, including combat.  Once per target per Scene.

Ability: Infuse [mind] (Mind vs. Soul Challenge if resisted) - The target effectively possesses any one Trait that you have possessed or detected in-game for one hour.  Once per person per session.

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: Oathcutting [body] (Body vs. Body Challenge) – If successful, your target is bound by a promise that he/she just made.  The cut that you make as you use this Ability begins to bleed copiously if he/she deviates from that oath, draining an attribute point every fifteen minutes; if this would drain him/her below zero, he/she should see a GM.

Ability: Startled Recognition [mind] (Mind vs. Soul Challenge) - Choose one: ask the target whether he/she has the “Dark,” “Bloody,” or “Murky” Trait.  Once per target per session.

One Use: Black Gaze [one use] (Requires Mind Or Soul Combat) - When you have succeeded as a main participant in Mind or Soul combat, you may activate this Ability instead of using an Attack.  The target, overcome by the maddening gaze of the Black Lake, will receive the “Touched By The Black Lake” Office between sessions.  Notify a GM when possible.

One Use: Bloodwriting (Requires Body Combat If Resisted) - You may activate this Ability instead of a Body Attack, if its target is unwilling.  Write a word of your choice on the target’s name tag.  This may be detected as a Body Effect, and healed accordingly; but such cures last only for one session before the word returns.

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 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.

Attack: Compel The Word (Body) - Your target must swear an oath to you that you specify, which you may then reinforce using Oathcutting.

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

Attack: Lay To Rest (Soul) – If your target has the “Dead” Trait, he/she is banished from the world of the living and should see a GM.  Particularly powerful Dead characters may require multiple uses of this Attack on different occasions to fully and finally dispel.

Recoveries

Recovery: Clouded Blood - You may immerse yourself in or drink the water of the Black Lake for ten seconds to Recover all of your Soul, but you may not initiate any challenges for five minutes after doing so; the shivering sensation that overcomes you is too intense.

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

Recovery: Solitude And Contemplation – Spend a few minutes alone to Recover a point of Mind, at most once per hour.

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

Recovery: Fettering - Recover one point of each attribute that you have (including Power) when you successfully use Oathcutting on someone.  Once per target per session.

Influence And Modifiers

Influence: The Black Lake (3)

Modifier: The Black Lake → Sacrifice Of Appeasement - You may expend one or more points of Influence: The Black Lake while offering something to the dark waters to perform a sacrifice to what dwells within.  Its response may vary, depending upon the nature of the sacrifice, but you may be granted great power.

Modifier: The Black Lake → Near-Immortality - You may expend a point of Influence: The Black Lake to purge all Body Attacks currently affecting you, even those that would otherwise kill you.  If a One-Use Ability was used to kill you, this Modifier may still be used, but there are unpleasant consequences for you after the fact.

Influence: The Occult (3)

Modifier: The Occult → Rituals - Between sessions, you may design rituals for any specified purpose, specifying desired effects, any items required, and a minimum number of participants.  Once the GMs have okayed a ritual, you may expend one or more points of Influence: The Occult to perform it in-game.  Results may vary, depending on various factors.

Influence: Promises (1)

