Threshold Victoria: Invasion


Horace Barnes

Arcadia Survivor

Background

The last thing you remember was faltering upon the shore of Arcadia’s Black Lake, watching as so many of those you knew walked determinedly to their deaths.  You were unable to flee and unable to step forward and join them, fixed in place by a profound hesitation as surely as though a post had been driven through your body.  You clutched Miriam’s figurine as though it were life itself.

Perhaps, in a sense, it was.  You do not know what happened in Arcadia, nor what brought you here; but you imagine that the figurine, with its strange alter ego, must have rescued you from something.  Now, though, you feel stiff and unsteady, and it grows more difficult to move by the minute.  Your flesh is white, and less yielding than you would expect.  You can feel it creeping into every crevice, every reach of your body and soul.  You know, instinctively, that you must get rid of it; and also that, as before, you cannot simply leave it on the ground.  It would return to you.  No, you must give it to someone, for it has saved your life and now seeks a return on the bargain.

You must give it away, and leave Victoria before it can find you again.  Your preliminary inquiries as to a way to leave (once the figurine is in safer hands) suggest that a fellow named Peter Knowlington may be able to help you, as may the Duke of Steel.

Something strikes you as you start to explore the city – it has a familiar smell, a smell in the air that it did not possess when you were last there.

Character Name: Horace Barnes
Traits:
Dark, Foggy, Wealthy

Motivations

1.
Tell the citizens of Victoria what you saw and heard in Arcadia.

2.
Give the Ivory Figurine to someone.

3.
Find a way to leave Victoria.

	        Body:
3

        Mind:
4

        Soul:
2
	Origin:

Arcadia

Occupations:
Businessman 2, Businessman: Black Market

Offices:
The Ivory Figurine


Italicized system disappears when you get rid of the figurine.

Properties And Flaws

Property: Cold White Smile (2) – You are at a +4 bonus to your total when defending against Soul Abilities being used on you.

Flaw: Traceable Ties (1) – As this Flaw is bought up, it becomes easier and easier for those investigating your activities and transactions to detect the illicit side of things.

Flaw: Becoming Bone – You are at a –1 penalty in all Body challenges.  Over the course of the hour, you are slowly ossifying, making movement increasingly difficult.  This is detectable as a Soul effect; if it is cured, this Flaw is negated for five minutes, after which it quickly returns to its previous severity.

Abilities And Attacks

Ability: Finding The Goods [mind] (Mind vs. Mind Challenge) - Social.  The target must tell you whether he/she possesses the specified item or type of item, and if not, then where he/she thinks it could be obtained.

One Use: Sentinel (No Challenge) - For as long as you stand perfectly still, you are invulnerable, and may not be targeted or affected by any challenges or effects.  You may activate this Ability in response to a challenge being initiated against you.

Attack: Forms In The Darkness (Mind) – Your target becomes aware, for a brief moment, of the hideous terrible hidden things that stalk Victoria’s fog.  He/she gains the “Foggy” Trait permanently if he/she does not already have it.  If he/she does not have the “Dark” Trait, then he/she must roleplay extreme terror for the next ten minutes or so.

Attack: Seal The Joints (Body) - Your opponent must stand perfectly still until you leave the Location or five minutes have passed, whichever happens first.

Recoveries

Recovery: A Distant Home – Recover a point of Soul when you tell someone who hasn't heard of Arcadia about your homeland.  Once per other person ever.

Influence And Modifiers

Influence: Arcadia (2)

Influence: Wealth (2)

Influence: Dread (1)

Modifier: Dread → The Raging Of Forgotten Gods - You may expend as many points of Influence: Dread as you desire to add +3 to your side’s total in Soul combat per point spent.
