Threshold Victoria: Invasion


Grant Guiles

“Representative” Of “Miles”

Background

After a while, the Breaks becomes more of an entity than anything else you you’ve ever known.  You go there assuming you will never get out, knowing that what you did was so bad that nobody would ever want to let you free.  But there she was – you’re pretty sure her name is Synovea – standing in front of your cell, telling you that she could find no reason to keep you locked up.  You laughed silently all the way to the front gate.  How could she not have heard of the trouble you caused?

For most of your life you worked as a “representative” for a fellow who went by “Miles,” “Jeffrey,” and any number of other appellations.  Your job has always been to convince people that they want to do exactly what Miles wants.  After a while, you became – shall we say – overzealous in your task.  And that was why they caught you.  You pushed it a little too far, blinding and maiming someone while (unbeknownst to you) the police looked on.  And you were locked up for what promised to be an eternity of agonized screaming.  But now you’re out again, you managed to get in touch with “Miles,” and he has already given you a task.  He’s warned you not to push too hard, not yet at least.  You are simply to deliver a verbal message, along with a written proof of your representative-ness, to Lord George Pratton, the Duke Of Steel.  The message is simple enough: don’t mess with “Miles.”  Letting prisoners from the Breaks go is wonderful, especially if they can manage to let Kelvin Dyer, Payton Gunn, Tague Wall, and Dunstan Scorer out.  Those blokes have been quite useful before and earned a special place in “Miles”’ heart.

This idea of imposing rigid social order, however, is quite out of the question, especially given what you’ve heard about a new Special Branch of the Scotland Yard.  Victoria wouldn’t be Victoria without the crime, after all.  So you were sent to talk some sense into this new Duke.  You’ll do your best to keep it to talking, though you don’t imagine it’ll be easy.  Oh, one other thing – as far as His High-Poobah Grandness Mister Pratton knows, “Miles”’ name is “Jeremy”; you wouldn’t want him telling Mark Sweeney that “Miles” was behind the Mills bombing, now would you?  Nope, as far as Pratton goes, it’s “Jeremy” through and through.

Then there’s the case of Mark Sweeney.  Wonderful chap.  Managed to go from lighting street lamps to being the Baron of Blood.  You’d love to shake his hand for all his effort.  It seems that “Miles” would as well – that’s the name this time, “Miles” – for he has asked you to talk with Mark and congratulate him on what a good job he’s been doing.  He also wants you to remind him of his origins, but only in a friendly fashion.  After all, Mark is like you: one of his own.

*
*
*

Miles was not pleased, to say the least, with your inability to really strike fear into Lord Pratton’s heart and to track down Mark Sweeney for a heart-to-heart.  Fortunately, he’s giving you another chance, and you count yourself lucky that he is – most people in your line of work don’t get two.  This time, he’s sending you with enough support that Lord Pratton should have a hard time of it if he tries to impress you again; and you should tell him right off that the same trick won’t do it twice.

The message that you’re delivering to Pratton this time is even better than it was before.  Now that you’ve made some headway in instilling order on the ruffians he was kind enough to release from the Breaks, it’s time to instill the order of the underworld on the aristocracy, for they have yet to learn it.  And what better way to go about it than by blowing up this decadent “Crystal Palace” they have under construction?

Well, actually, you aren’t involved in that part of the deal at all.  But it’s your job to go to the High Aristocrats and find out how much they are willing to pay to see this Palace built uneventfully.  You know for a fact that if Pratton doesn’t find a way to pay “Jeremy” off, the Crystal Palace will meet with an unpleasant incident involving the unfortunate explosion of a bomb in the middle of the work area.  You’ve got to find out how much he’ll give to stop this, and you won’t take any less than a small fortune [3 points Influence: Wealth].

You’re also supposed to find Mark Sweeney and deliver a message from Miles (this time by his own name): Miles thinks he’s doing fantastically, regrets that he can’t attend one of his parties, and needs his help with something, if he’s willing to provide it.  Seems that Miles has a strong interest in recruiting the newly-arrived Machines to work for him – they’re living on the streets, too, most of them, so naturally Miles wants to look after them like he looks after his own, and give them gainful (if perhaps somewhat shady) employment.  Because he’s technically the Baron Of Blood, Mark is in a uniquely good position to extend Victoria’s hand to them in welcome.  As it is now, they’re useless vagrants instead of useful ones, and they’re disrupting Miles’ business.  Something really must be done.

Finally, you have a personal matter to attend to.  It seems that you are to have some religious instruction from the Royal Chaplain in payment for the chain that you put into the auction at the Sanitarium.  Not really your thing, ordinarily, but hey – it could be interesting as a change of pace.

Character Name: Grant Guiles
Traits:
Dark, Victorian

Motivations

1.
Recruit the Machines for Miles.

2.
Deliver “Jeremy”’s message to the Duke of Steel.

3.
Have a friendly chat with Mark Sweeney.

	        Body:
4

        Mind:
2

        Soul:
2
	Origin:

Lower Class

Occupations:
Scoundrel 2, Streetwalker 1

Offices:



Properties And Flaws

Property: Unimpressed (2) - 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.

Flaw: Unsophisticated - You may not use the Recoveries of Upper-Class Locations.

Abilities And Attacks

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.

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!”).

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.

One Use: We Common Folk Must Stick Together (No Challenge) - You may expend this Ability to add the Population of any non-Upper Class Location to your total in any challenge, including an Initiative or combat challenge.

Recoveries

Recovery: Odd Jobs – Accomplish a task that someone you’re working for (or pretending to work for) asks you to do and Recover a point each of Body and Soul.  Once per employer per session maximum.

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

Influence And Modifiers

Influence: The Slums (2)

Influence: Fear (1)

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: Victoria’s Underworld (4) [temporary]

