Threshold Victoria: Invasion


Gilbert Guy

“Negotiator”

Background

You were once like any other orphan running around the streets, purposeless and alone.  One day you ran into trouble with one of the gangs, and ended up bleeding to death in a dark alley.  That was how Miles found you – starved and half dead.  Since then, you’ve been in his employ.  He noticed very early on that you enjoyed repaying the “kindnesses” that others showed you as a child, so you learned the art of “negotiating” when mere talk wouldn’t suffice.  People respect you for your talents now, especially when they are bound to a post with a spike a few inches from their head and a litanty of their mistakes has been carved into their bodies.  Yes, people are much more willing to talk then.  It’s also good job security to work for the man who truly runs this city; not that Miles would want such information spread around to those who don’t already know it.

Miles has been in quite a foul mood recently, and not without good cause.  It’s your job to deal with what has been causing him so much grief.  It seems as though some of the Machines have not been playing by the rules recently at all.  They even went so far as to attack someone working for Miles out in the open and steal one of the fellow’s valuables, a jade totem of some kind.  Needless to say, Miles does not allow this sort of disrespect to be shown to him.  He sent you out with only three orders: learn who currently carries the object that the Machines stole, reacquire it, and teach the Machines a lesson they won’t forget.  You are prepared to “negotiate” with them in a language that they will understand.

People You Know

Edrick/Ratchet – Maybe if you speak with him on the matter, he will understand the full gravity of what he has done.  This is highly unlikely, but you want to at least make a show of reasonability.

Pencer – From what you’ve heard, he was the other Machine directly involved in the “incident” in question.  You can begin your search for the totem with either Pencer of Edrick, for they are the most likely to have it.

Character Name: Gilbert Guy
Traits:
Dark, Victorian

Motivations

1.
Learn who currently carries what that the Machines stole.

2.
Reacquire the jade totem.

3.
Teach the Machines a lesson they won’t forget.

	        Body:
4

        Mind:
2

        Soul:
3
	Origin:

Orphan

Occupations:
Scoundrel 3, Streetwalker 2

Offices:



Properties And Flaws

Property: Unimpressed (3) - You may add your level of Unimpressed to your total whenever you are defending against a Social challenge initiated by someone who is clearly upper class.

Property: Fearsome Determination – You may expend points of Soul as well as Body to add to your total in Body combat, but only if it is directly related to one of your Motivations.

Flaw: I’ve Had A Hard Life - You may not use the Recoveries of Upper-Class Locations.

Flaw: Wanted (1) - 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: Locks Are Like An Invitation [body] (Body vs. Security) – If successful, enter a Secure Location with up to (your base Body) other people.

Ability: Threats And Promises [body] (Body vs. Mind Challenge) – If successful, the target is convinced of a threat that you are making against him/her (i.e. “uh oh, if I betray him he really will kill me!”).

One Use: Dread Gaze (Requires Mind Or Soul Combat) - When you have defeated someone in Mind or Soul combat, you may activate this Ability instead of using an Attack to give him/her the additional temporary Motivation “Don’t anger <your name>“ for (higher of base Mind and Soul) sessions, including the current one.

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: 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: I’ll See You Again (Soul) - At some point up to (margin of success) sessions from now, including the current one, you may go out of game and indicate to the target (or have a GM do this for you) that he/she feels powerfully drawn to a specified Location (where your character is) and must attempt to go there immediately.

Recoveries

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

Influence And Modifiers

Influence: Fear (2)

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 combat against you during that time.  If he/she has the “Dark” Trait, the duration of this effect is halved.

Influence: Hatred (1)

Modifier: Hatred → Loathing - You may expend a point of Influence: Hatred to negate a Social effect that has just been used on you.

