Threshold Victoria: Invasion


Silas Carsburg

Famous Adventurer

Background

After you awoke and saw all of your companions had vanished once again, a sort of madness overtook you.  How dare that winged beast take away your good name once again!  You had so many nobles with you, it would be impossible to cover up this nightmare.  Instead, the urge to kill overcame you, and you began to follow the tracks of the beast through the fog.  Only sheer determination kept you going through that long trek.  Many times you thought you had lost the trail, only to find it what seemed like ages later.  Faithfully, you tracked it and tracked it, never seeming to come any closer.  Then, you noticed something odd – you saw the path of the beast begin to parallel a trail of human footsteps.  At first, you feared that you would find a bloody corpse at the end of the human trail, but that was not the case.  Where the two paths joined, a single trail emerged, and the footsteps that you observed were human rather than those of the beast.

Such a curious occurrence warranted further investigation, so you stooped to study these human prints.  Upon careful investigation, you noticed a pattern in the way this person must have walked.  Whoever made these prints clearly walked in such a way as to leave a perfectly even distribution of dirt below the front toe.  Clearly, the maker of these prints was a woman.  Not believing that any woman could withstand this beast, you followed her trail straight back to Victoria.  “So,” you thought to yourself, “The beast has come to the city.  It shall not elude me here.”

Character Name: Silas Carsburg
Traits:
Foggy, Victorian, Wealthy

Motivations

1.
Track down and kill the Winged Lion.

2.
Attempt to reclaim your good name.

3.
Retire gracefully after taking care of this last bit of business.

	        Body:
4

        Mind:
2

        Soul:
3
	Origin:

Upper Class

Occupations:
Adventurer 3

Offices:



Properties And Flaws

Item: A Family Heirloom – Add +1 to your side’s total in Body Combat as a main participant or ally when using your father’s elephant gun.

Property: Tracking (2) - 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.

Property: I’ve Seen Many Strange Things (“Animal”) - Each level of I’ve Seen Many Strange Things is a Trait that you can automatically recognize in others because you’ve encountered it before in your travels.  This does not require a challenge of any kind to use.

Abilities And Attacks

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.

Ability: Can You Imagine? [soul] (Soul vs. Mind) – Social.  You may activate this Ability after relating a fantastic tale.  If successful, your target is so fascinated by the story that he/she must attempt to find another person who hasn’t heard it to relate it to.

One Use: Guest Of Honor (No Challenge) - Automatically enter a Secure Location, or be effectively invited to a party or social gathering.

Attack: Deafening Report (Body) – Your target is blasted into unconsciousness by the force of your gunshot.  If your target has the “Animal” Trait, he/she is killed; otherwise, he/she awakens in a few minutes’ time.  He/she may not be attacked or affected by Abilities while unconscious.

Attack: Fearsome Reputation (Soul) – Your target is so impressed by your renown that he/she gains the additional temporary Motivation “try to impress (your name)” until end of session.

Recoveries

Recovery: Constitutional - You may take a walk about the city to recover a point of Body, once per hour.  You may be accompanied.  Requires you to traverse the entire Setting of the game, not including individual Locations.

Recovery: Fabulous Tales – Make up a substantial story of a grand adventure that you’ve had to an audience of at least two other people and Recover one point each of Mind and Soul.  Once per hour; each tale must be different.

Influence And Modifiers

Influence: Title (1)

Modifier: Title → Inheritance - You may always expend points of Influence: Title as though they were points of Influence: Wealth.

Influence: Travel (2)

Modifier: Travel → A Sense Of Familiarity - You may spend points of Influence: Travel to reduce the effective Obscurity of any Location for you by 2 per point spent.  Lasts for the duration of the session.

