Threshold Victoria: Invasion


Gregory Guiles

Gang Leader

Background

During the day you’re on your best behavior, and the teachers at the Royal Orphanage don’t know you from the others.  That’s the way you like it, because ever since the Machines put Da’ in a box and ground him up (that’s the way you heard it, anyhow – you weren’t there, but you wish you were, because you would’ve shown ‘em then!), Mum hasn’t been right in the head, and they put her away in the Sanitarium.  That’s why you’ve been in the Orphanage, where the good orphans go, the ones who’re quick and healthy.

But at night you sneak out and find your gang, the Scuttlers, the ones what may not be so much healthy, but they’re sure as certain tougher than the Orphanage folk.  They know what it means to survive, just get by, none of that pampering and soft beds for them, no sir.  You’ve locked knife-edge with the best of ‘em, and shown ‘em what you’re worth, and they respect you.  You get first  cut of the loot and first crop of the ladies – when there are ladies, anyway – and the best thing is, the big-ups at the Orphanage are too overworked to notice a thing, even when you come back black and blue from head to toe.

Anyhow, you’ve got it in for the Machines generally, on account of what happened to your Da’ (Grant Guiles).  You heard there’s a trial or what-have-you tonight, so you’re going to drop in if they let you and tell ‘em the round and square of it.  Even if they won’t let you – grown-ups are like that sometimes, haven’t a clue – you’re pretty sure you can take down a Machine or two, or at least steal what they’ve got – as a trophy, like.  You’re not afraid of anything.

People You Know

Ed (Ion’s PC) – He’s not from the Orphanage, and knows his way ‘round the streets; that’s what you hear, anyhow, having never met him.  If he’s as savvy as they say – and proves it by helping you out with the Machines – you should invite him to join the Scuttlers.

Sir Royce Perillant (Aaron’s PC) – Head of the Orphanage.  “Royal Orphan-Master,” or whatever.  If you make a show of helpin’ him out, it’ll probably be worth your while in the long run, but you want to avoid doing it in front of any other orphans, ‘cause you’d look soft.

Character Name: Gregory Guiles
Traits:
Destitute, Victorian

Motivations

1.
Testify about the death of my father.

2.
Show the Machines what for!

3.
Secretly impress the Royal Orphan-Master.

	        Body:
4

        Mind:
2

        Soul:
4
	Origin:

Orphan

Occupations:
Leader 1, Streetwalker 3

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.

Property: I Know My Way Around - You may automatically find any Location whose Obscurity is equal to or less than your base Mind attribute.

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.

Property: A Face In The Crowd - You may at any time become hidden in a Lower-Class Location.  Your Obfuscation is equal to the Location’s Population.  If you are Noticed, you are no longer hidden and may not use A Face In The Crowd again for the remainder of the Scene.  You may not speak or interact with others while hidden in this way.

Flaw: I’m A Leader, Not A Follower - Whenever you do something that someone else commands you to do, whether willingly or otherwise, you lose a point of Soul if you have one.

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: Ducking Into The Sewers [body] (No Challenge) - Travel "instantly" from any Open Air Location or street to any other Open Air Location or street with up to (your base Body) other people.

One Use: I Will Not Relent (No Challenge) – If you have just lost a combat, after any Attacks have been used on you, instantly Recover all of your Soul and immediately initiate combat against the victor.  You may activate this Ability to initiate combat even after you just died, although the Attack that you are shrugging off returns after this second combat is finished.  You may not use this Ability more than once in a single Scene.

Attack: Petty Theft (Body) – Steal an object that any of your opponents is visibly carrying (or that you know one of them to be carrying).

Attack: A Glint In The Shadows (Mind) (1) - Your target must spend a point of Soul whenever he/she wants to enter a Lower-Class Location for (your level of A Glint In The Shadows) sessions, including the current one.

Attack: A Sharp Knife (Body) – An opponent of your choice takes a level of Body injury, reducing his/her Body attribute by one until healed or end of session.  If this reduces his/her Body to zero, he/she has been killed, and a GM should be found.

Recoveries

Recovery: Irrepressible Spirit – Whenever things are really looking down for you or something awful has just happened, recover a point of Soul.

Recovery: Splendid Assistance - Whenever at least one of your followers helps you win a combat by contributing to your total, Recover a point of Body.

Recovery: Greed - When you obtain a potentially valuable item that you've never had before, Recover one point each of Mind and Soul.

Influence And Modifiers

Influence: Gang – The Scuttlers (3)

Modifier: Gang → All The Secret Places - You may expend a point of Influence: Gang to automatically learn of the existence and location of an Obscure Location.  Once per session.

Influence: Followers (1)

Modifier: Followers → Be Strong - You may expend a point of Influence: Followers to allow one of your followers to Recover two points in any combination of attributes.

