Threshold Victoria: Invasion


Horace deGiules

The Keymaker

Background

Every lock, by its shape, defines a key.  The trick is learning how to read the lines of its form, to hear the subtle indications in its clicks, to find the key-shape that will undo it.  This is your knack, and has always been; though it takes time to forge a proper key, even for you.

Time.  The difficulty is always Time.  Time keeps you imprisoned in its Tower, when it can, in a room with no walls.  It is very difficult to create a door when you have no walls to work with.  Oh, you always manage, eventually; at the moment, for instance, you just managed to work your way free.  Time will recapture you in a day or a month or a year or a century, as it always does, but until then you have time.  You are free to do your work.

Though you forge keys purely for the pleasure of it, and because it is your calling, there is high demand for your wares.  Unspeakably high.  So you play a little game, a diversion to keep your work queue reasonable – a bidding game.  Who needs his key the most?  Who has the most to offer?  This is how the tumblers spin, and at the end of the day, the lock always opens.

It is not just quantity of influence that you are after, however.  Some kinds are more valuable to you than others, and some clients more desirable; ultimately, it is a judgment call on your part whom you will forge a key for.  But for power that would help you free yourself from Time… that, above all, you would value.

Character Name: Horace deGiules
Traits:
Destitute, Mirrored, Victorian

Motivations

1.
Forge Keys for those who desire them.

2.
Free yourself from Time’s imprisonment.

3.
Obtain as much (and as useful) power as possible in exchange for your services.

	        Body:
1

        Mind:
5

        Soul:
3
	Origin:

The Keymaker

Occupations:


Offices:



Properties And Flaws

Property: Forging An Entrance – You may spend one minute roleplaying key creation immediately outside of a Secure Location to enter it with any number of other people.

Abilities And Attacks

Ability: Hidden Doors [mind] (Mind vs. Integrity Challenge) – You may activate this Ability within a Location to open a door in its wall that leads to a Location of your choice on the same floor.  Anyone you choose may come with you, though unwelcome guests may not unless they are hidden from your sight.

Recoveries

Recovery: No Lock Unkeyed – Accept Influence from someone in exchange for making a Key and Recover a point of Mind.

Influence And Modifiers

Influence: Keys (8)

Modifier: Keys → Keymaking – You may expend two points of Influence: Keys between sessions to create a Key that will open any one specified door or lock, or allow entry into any one place.

