Threshold Victoria: Invasion


Leland Briggs

Master of the Undercity

Background

The trick to politics is guessing what people want and promising them each other’s aid, then skimming a little off of every transaction.  You figured out ages ago that people rarely come straight out and say what they’re aiming for, and no one’s ever satisfied with what, to any objective observer, is an equitable bargain.  This understanding has gotten you far, and you’ve advanced in Victoria’s dominant underworld organization from errand boy to black market entrepreneur to master of the undercity – a designation that covers many disparate responsibilities, and has yielded more rewards even than you had hoped.

You report directly – or as directly as anyone, at least – to the single most enigmatic and powerful political figure in Victoria, a man who is called “Miles” by almost everyone because his actual name is lost to the shadows.  You never speak to him face-to-face, nor even exchange letters with him (they might be lost or stolen), but rather whisper your reports into and receive your instructions from a certain tiny crack in the wall of a well-hidden abandoned sewer tunnel.  It’s your understanding that other higher-ups in his organization communicate by speaking with sewer rats or scrawling well-ciphered messages in places where they will be washed away within an hour.  This is simply how things are with “Miles.”  Though every Victorian knows that he exists, or should know, he prefers that very few understand how extensive is his control of the city, and how powerful is his organization.  It would not be unreasonable to say that the city belongs to him, just as it belongs to its citizens, and that he humors those who claim to rule it because they make it easier for his influence to remain unnoticed.

In recent months there has been a great deal of tumult in the city of Victoria.  Machines have wandered in, and (as is to be expected with any large group) some of them have caused trouble.  Unfortunately, they chose to cause trouble with the two individuals who were sent by your organization to deal with them.  One fellow, Bartholomew Barrows, was sent to see what kind of trade he could get for a certain exotic jade totem; and they knocked him out in an alley, stole the totem, and somehow made him forget the whole incident.  “Miles” wouldn’t even know it happened if not for a loyal pigeon who happened to witness the incident.

The other man, Grant Guiles, had been sent a month or so before to speak with the High Aristocrats on behalf of “Miles,” and to let the Machines know where they stood with regards to your leader.  They saw fit to shoot him to pieces, then grind him up in some kind of device – a process apparently known as “extraction.”  Though Grant was not a member of the inner circle of the organization, as you are, he was a skilled and trusted individual.  Those are hard to find.  The matter is further complicated by the man’s wife, Bette Guiles, who subsequently went mad and has been confined to the Royal Sanitarium; and his son, Gregory Guiles, who (through the hidden intervention of “Miles”) has been placed within the Royal Orphanage.

Even in the best of circumstances, “Miles” does not tolerate attacks upon his peoples’ well-being and theft of his belongings.  But this… this was beyond unbelievable.  Foreigners (for whom “Miles” feels no responsibility, as he does for Victoria’s citizens, especially those of the lower classes) had just treated his representatives, who came in peace and commerce, with entirely unwarranted hostility.  As far as he was concerned, they had declared war upon his empire, and he would not rest until every last one of them was dead in a gutter.

You, though loyal beyond doubt, have intervened ceaselessly to prevent this from becoming a reality.  For one thing, you are a businessman at heart, and you know that there’s nothing worse for commerce than armed conflict in the streets.  But more importantly, you believe that the Machines as a whole should not be punished for the actions of a few individuals’ transgressions.  You are very interested in seeing justice done, though you doubt that any such thing will occur through official channels, Victoria’s government being the collection of self-satisfied incompetent slobs that it is.  You want nothing more than to protect the interests of “Miles,” but you are convinced that a peaceful solution would be best for everyone, including him.  This may not be possible until those who committed the acts in question have been punished, but you highly doubt that each and every one of the hundred or so Machines in the city participated in the theft and murder.

So you begged “Miles” to give the Machines a last chance to make things right before sweeping them from the streets of Victoria like so much rubbish, and he acquiesced, on two conditions: that you yourself personally broker any arrangement, and that certain minimal demands of his be met by the Machines.  These are:

∙ The specific individuals responsible for the deeds come forward and take responsibility for them.

∙ These individuals or their superiors offer a reparation of some kind, of comparable value to the jade idol and the services of Grant Guiles.

∙ All Machines involved in the incident swear not to cross anyone claiming to be a representative of “Miles,” nor to set foot within the sewers, on pain of death.

If you can bargain for more, all the better, but these demands absolutely must be satisfied or “Miles” will not accept the treaty.  There are a few things that you personally are willing to offer the leaders of the Machines to sweeten the deal: you may intercede in the upcoming Trial on the Machines’ behalf; you may attempt to acquire goods or information of any kind for them in the future; and/or you may lobby with “Miles” to protect them against the unlawful violence of other Victorians, assuming that the Machines themselves do not begin a new feud.  These things are valuable, and you will not offer them lightly, but the Machines should consider your willingness to even discuss them to be a sign of your personal good faith.

And after all, the Machines have a lot to thank you for.  Most of them would probably already be assassinated if not for your intervention, and certainly no one else was about to risk his own neck trying to bargain with them after what they’ve done.  In an ideal case, they will pay you for your services in negotiating this treaty with lucrative exclusive contracts – a cut off of their technological imports into the city, for example – and you should hint that you expect this from them, assuming the bargaining goes well.

Meanwhile, “Miles” has business with the puppets who pretend to rule Victoria.  Lord George Pratton has recently constructed railroads to several foreign lands, and “Miles” desires to buy occasional passage for his underlings on these trains.  You don’t intend to mention that this is so he can start infiltrating said lands with his agents, and acquiring their goods by less-than-entirely-sanguine means.  You can assure Lord Pratton that he will be well-repaid for this service, and may take any requests for the form that this payment should take back to “Miles.”

As you understand it, Lord Mark Sweeney is a personal friend of “Miles” – they go way back, presumably to before your boss was quite so reclusive.  Mark has repeatedly requested a chance to talk with “Miles,” but that’s obviously not possible without a serious security issue, so “Miles” has sent you to chat with him in his place.  Apparently Mark might express some concern about the fondness that “Miles” has for shadows and darkness, Lord Sweeney being a lamplighter; and also the affiliation that “Miles” has with an associate of his who may be referred to as “the Lord of the City of Shadows.”  What you are to tell Mark is that there is a place for darkness and a place for light, and it is the opinion of “Miles” that these should exist in balance in Victoria.  So long as he has his share of places where his servants can move freely, unseen by prying eyes, he doesn’t care how bright Mark wants to make the rest of the city.  His relationship with “the Lord of the City of Shadows” is an amicable business accord, and nothing more.

Hopefully you will be able to put an end to the violence and misunderstandings that have plagued the streets of Victoria recently.  Hopefully the Machines will be willing to trust you and realize how much you have risked and are risking on their behalf.  Hopefully the High Aristocrats will be willing to bargain with you, and will understand how integral “Miles” and his operation are to the well-being of the city.  Hopefully.

People You Know

Lord George Pratton, the Duke of Steel (Ben Philip’s PC) – Lord Pratton is strong-willed and stubborn, but he may be relied upon to act honorably.  He had an unpleasant interaction with someone who called himself “Jeremy” a few months ago; you suspect that this may have been “Miles” or someone in his organization, but you don’t know for sure, and at this point it hardly matters.  He pretty much owns the railroads, which could be an extraordinarily useful asset to “Miles” – who, incidentally, is indirectly behind the recent reappearance of a long-dead Royal Physician, who is currently haunting the trains.  Getting rid of this ghost could be part of what “Miles” offers in exchange for more benign use of the trains from time to time.

Lord Mark Sweeney, the Baron of Blood (Paul Friedman’s PC) – He was once an orphan, and now he’s widely hailed as one of the High Aristocrats of Victoria.  Quite a remarkable rise to fame.  Rumor would have it that Mark has always kept the common people in mind.  If he wants to repay “Miles” for an old favor, he could always join his organization; you’re certain that “Miles” wouldn’t mind having a High Aristocrat in his pocket, so to speak.

Queen Victoria (Rachel Orsinger’s PC) – This Queen is weak, and generally does whatever the three High Aristocrats tell her to.  It’s probably not even worth talking to her, unless one of them insists.

Tom Canty (Ion Yannopolous’ PC) – An orphan in the Royal Orphanage who has some special favor with the Marquess of Winds, so you hear.  Since the orphans have been especially xenophobic, you might want to talk to him about trying to rein them in.  Also, if he seems capable and discreet, “Miles” can always use another agent.

Gregory Guiles (Kyle Ricks’ One-Hour NPC) – The orphaned son of the fellow who was “extracted.”  He probably doesn’t know who got him placed in the Royal Orphanage, but “Miles” always takes care of his own (and their families).  He’s probably pretty angry, so you should keep an eye on him if possible to make sure that he doesn’t ruin your peacekeeping attempt.

Sir Royce Perillant (Aaron Boyden’s PC) – The Royal Lamplighter, also in charge of the Royal Orphanage.  If nothing else, he may be able to rein the orphans in if they become too unruly.

Edrick/Watch (Dave Ramsden’s PC) – Supposedly the leader of many of the Machines in Victoria.  If he isn’t interested in what you have to say, skip him and go straight to the underlings; you’ll have to talk with as many Machines as possible anyway, to try to get a feel for how loyal they are to him and to what extent they pose a continuing threat to “Miles.”
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Motivations

1.
Broker an arrangement between “Miles” and all relevant Machines.

2.
Converse and bargain with the city’s theoretical leaders on behalf of Miles.

3.
Prevent further violence between Machines and Victorians.
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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: A Carefully-Maintained Front (2) - As this is bought up, the character’s apparently respectable business makes it more difficult for his/her illegal activities to be traced back to him/her.

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: 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.

Property: Friend Of The People (2) - You are at a +1 bonus per level of Friend Of The People to your personal total in all challenges that take place in Lower-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.

Flaw: The Gaudy Roar - You must expend a point of Soul to enter any Upper-Class Location.

Flaw: Alienation - When using the Recovery of a Light or Upper Class Location, always Recover one fewer attribute point (of your choice) than you usually would.  If the Location is both, Recover two fewer attribute points.

Abilities And Attacks

Ability: Scrutiny [mind] (No Challenge) - The target must name one type of Influence that he/she has, if any.  Once per person per session, but if you’ve used this on a person previously, he/she must name an unscrutinized type of Influence if he/she has one.

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.

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.

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.

Ability: Dragged Into The Sewers [body] (Body vs. Body Challenge) - You may only use this Ability in an Open Air Location.  You and your opponent disappear from the Location and may use one of the “Random Estates/Apartments” Locations to represent a Dark place beneath the city.  This counts as a separate Scene.  He/she may not leave until you do, or you permit him/her to, or he/she has won a combat against you.  To find where you are, seekers must defeat the Location’s Obscurity of 20.

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 that you are in to your total in any challenge, including an Initiative or combat challenge.

One Use: Protections Racket (No Challenge) - The target must either agree to pay for your protection indefinitely, in which case you receive an Influence point of his/her choice each session but must aid him/her if he/she is attacked; or he/she may refuse your protection, in which case you always add +1 to your side’s total when attacking or helping to attack him/her.

Attack: You Look Like Just The Person For The Job (Body) – Unless the target is able to pursue a relevant influence action between sessions, he/she is bullied into accepting a position as one of your employees for a number of sessions (including the current one) equal to your margin of success.  He/she has to take orders from you that relate to this occupation.  He/she may hold another job at the same time, although his/her job with you will cut into his/her available time for other activities.

Attack: Hired Goons (Body) - Your thugs drag the target off and dump him/her in the “Back Alley” Location.  His/her base Body is lowered by one for the remainder of the session or until healed, whichever comes first.  If this lowers his/her Body to zero, he/she is dead and should see a GM when possible.

Attack: A Glint In The Shadows (Mind) - 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: This Is His City (Mind) - Your opponent must give you (your Mind attribute) points of Influence.  These must be Influence: Wealth, if he/she currently has any.  Once his/her Wealth is exhausted, he/she must give you points of any other type of Influence that he/she possesses.

Recoveries

Recovery: Copious Wealth - Whenever someone gives you a point of their Influence to use, Recover a point of Body or Soul, your choice.  Once per person per session.

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

Recovery: This Is My Home - You may use the “once per session” Recoveries of all Lower-Class Locations once per hour instead.

Recovery: Shadowy Substance - When you use a Recovery of a Dark Location, Recover a point of Body in addition to whatever else you Recover.

Influence And Modifiers

Influence: The Slums (2)

Modifier: The Slums → Friends In Low Places (3) – You may expend a point of Influence: The Slums to become hidden in the first-floor hallway with an Obfuscation equal to the square of your level of Friends In Low Places.  This effect ends when you leave the first floor or enter a Location.

Influence: Wealth (3)

Influence: The Black Market (3)

Influence: The Streets (2)

Modifier: The Streets → Word On The Street – You may expend a point of Influence: The Streets to draw a Rumor from the Rumor Deck, then put it back when you are done reading it.

Influence: The Underworld (4)

Influence: Shadows (2)

