Threshold Victoria: Invasion


N’gl’a

Master Of Beasts

Background

You get along really well with animals.  When most people say that, they mean that animals can stand to tolerate their very presence for a time, but it’s not that way with you: animals really like you.  They understand that you’re their friend, and you respect their ways and livelihoods.  You are willing to hunt them for food, of course - animals themselves do that.  But you will not kill for sport, or for pelts; that is not respecting the animal’s right to live.  Tiberius, however, seems to do little else.

Tiberius Brickwater, Esquire, is a moron.  But he is a useful moron, even if he does insist on calling you Charles.  No one pays you and Selina much mind when he’s around; even he hardly seems to notice you, fixated as he is on his Great Hunt.  Of course, it helps things that you don’t talk except in the growling, squawking, clicking language of animals - you gave Selina your tongue many years ago because she wanted to know what human language was like.  Not that a talking Dryhawk doesn’t turn some heads, but she’s smart enough to keep quiet around strangers most of the time.  She gave you one of her eyes in return, and now you can see what she sees whenever you need to gain a little perspective.

You and Selina go way back.  She saved your life from a Predatory Sloth that jumped you while you were cooking dinner one night; she swooped down like a screaming banshee from the sky and dug her claws into the beast.  You’re amazed that the sloth attacked you at all - usually the animals have too much respect for beast masters such as yourself to go around attacking them.  That was only the first time, however: things have gotten worse and worse in this area as the years have passed.  And that’s why you’re here.

The animals speak of a great monster, a twisted creature that does not obey the natural laws.  Its presence in this mountain has been poisoning the area for miles around, and the hunting has become worse and worse.  You don’t necessarily act on behalf of the animals most of the time - you’re content to follow your rules and let them follow theirs, allowing each to deal with his own problems - but this has gotten out of hand.  None of the animals will act on their own; they’re all too afraid of this monstrous creature.  Behemoth, is what they call it.

So you went looking for help, and finally ran across Tiberius; completely off his rocker as he seems most of the time, he’s turned out to be fairly good at what he does, and what he does is compulsively hunt giant beasts.  You’ve spent a few months around him, accompanying him on strange and arbitrary adventures and generally earning his trust, and now you’ve subtly influenced him to go after Behemoth, or “The Big One” as he calls it.  You were smart enough to enlist the help of Red, a mercenary for hire, as well, offering him a scaly cloak that you made in exchange for his services - you know this isn’t going to be easy.  And here you are at Rock Heart, looking for a guide to take you to the monster’s lair, into its very jaws, as it were, to steal back the livelihood of the mountain.

*

*

*

Things were going well.  At the Crystal Spirit’s urging, Tiberius founded his Rajah.  You even managed to convince him to build his great city near a river, though he seemed hell-bent on the middle of the desert for a while.  Through your ambassadorial intervention, many of the nearby tribes responded peacefully to the new kingdom’s presence; some even joined trade agreements with it.  Tiberius himself began to spend more and time alone in his rooms, so you were all but running the place.

Then Tiberius started to sicken in a way that you find very difficult to understand; it is not a kind of suffering that animals experience normally.  Indeed, it is more akin to the effects of the monster Behemoth upon the creatures of the mountain.  You came to realize that the  creature was still exerting its unwholesome influence upon Tiberius, and endeavored with little success to pry him from its clutches; as he fell, so did his kingdom fall, the plants and animals succumbing alongside their ruler.

At last you got Tiberius’ attention by reminding him of your adventures; you’ve awakened some degree of the old wanderlust in him, though you think he might be starting to resent your guidance.  Well, nothing to be done about that; hopefully you can find someone in Victoria to tend to him.  They probably have places to put people like him, though you can only hope that not all of his countrymen are so insane.

Meanwhile, you have business of your own to attend to.  One of the tribes near Brickwater’s Rajah, the Ice Tribe, has agreed to submit itself to your – er, Tiberius’ – rule if you ensure that an assassination is performed for them in Victoria.  You would never do such a thing yourself, of course; too many animals rely on you for their well-being.  But you have trained a serpent and a number of poisonous frogs to give to anyone who will take the job.  The trick is paying them; you have so little to offer.  Perhaps you can finagle some of Tiberius’ nigh-unlimited resources from him to give to the people you hire?

People You Know

Tiberius Brickwater – The tainted monstrosity that he stuffed during your last adventure appears to be getting to him; and through him, to all the creatures in his domain.  And the stench of that decaying rat of his is thoroughly intolerable.  He must be dealt with, preferably nonviolently.  The man still insists on calling you “Charles”.

Swami Ismohan – The man who is to be killed, by the will of Ice Tribe.  You hesitate to leave the city until he is dead, though you will depart early if Tiberius starts causing trouble for you.

Character Name: N’gl’a
Traits:
Destitute

Motivations

1.
Obtain some of Tiberius Brickwater’s wealth and influence.

2.
Hire and equip one or more assassins to kill Swami Ismohan.

3.
Have Tiberius Brickwater put away in a madhouse or prison, for your sanity and the good of the world.

	        Body:
4

        Mind:
3

        Soul:
4
	Origin:

Beast Master

Occupations:
Adventurer 2

Offices:



Properties And Flaws

Property: Empathic Communication – You can always tell whether other characters have the “Animal” Trait.  You may speak “telepathically” with anyone who has the this Trait, and they may respond to you in kind.

Property: Tracking (3) - At the beginning of each session, choose up to (level of Tracking) characters.  Whenever you decide to look for one of these characters, you may wander around in-character peeking into various Locations until you discover where that character is; you know that character is there, even if the Location is Obscure and/or Secure.  If the Location is Obscure, you discover its whereabouts automatically.

Flaw: Silence – You may not speak in sounds comprehensible to humans.  When Selina is around, she has a fairly good understanding of what you mean to say, and sometimes attempts to translate; but not if she thinks it might get you or her in trouble.

Abilities And Attacks

Ability: Soothing Touch [soul] (No Challenge) – The target may Recover a point of Body, Mind, or Soul, his/her choice.  Once per target per session.

Ability: Urban Exploration [body] (Body vs. Obscurity Challenge) – If successful, you may find a hidden Location.  You need not look for it again this session, even if its Obscurity increases.

Ability: Always Alert [body] (Body vs. Obfuscation Challenge) – If successful, you become aware of the presence of someone who is hidden, and may initiate challenges of any kind against that person.

Attack: Tongue Of Mastery (Soul) – If your target, who may be any of your opponents, has the “Animal” Trait, then he/she must obey the spirit of one command that you issue him/her for the remainder of the session.

Recoveries

Influence And Modifiers

Influence: Animals (3)

Modifier: Animals → Aid Of The Wilds – You may expend a point of Influence: Animals to give you a bonus equal to your level of Influence: Animals to your total in Body Combat, once per combat.

