Threshold Victoria: Invasion


Simeon Gnarl

Train Zombie

Background

Once, long ago, you were one of the most famous train conductors in Victoria.  The name “Simeon Gnarl” was synonymous with efficiency and panache.  But that was long ago, and times changed, bringing with them other means of transportation and trains so advanced that the conductor hardly had any work to do at all.  Your skills were no longer needed, so you retired and eventually died, alone and unloved; your only request was that you be buried near the Train Station, and this was done.

Now, however, they have unwittingly exhumed your grave while digging the foundations for the Crystal Palace.  The curse that was placed upon you so long ago during a brief stopover at the train station in exotic Galpaja has come to fruition – you have become a rampaging zombie, an undead horror fixated on revenge, spreading your malfeasance to all you touch!

You cannot rest until you have avenged yourself upon Lord George Pratton, the trainmaster whose excavations awoke you.  Until this has been done (or the curse’s one-hour duration has elapsed), you must roam the streets in search of him, moaning “TRAAAIIIINS…” and longing desperately to return to the sweet embrace of death.

Character Name: Simeon Gnarl
Traits:
Bloody, Dead, Victorian

Motivations

1.
Find passengers willing to ride on your Ghost Train.

2.
Return to the sweet embrace of death.

3.
TRAAAAIIIINS.

	        Body:
4

        Mind:
1

        Soul:
2
	Origin:

Zombie

Occupations:
Businessman 1, Businessman: Railroads

Offices:



Properties And Flaws

Property: Rotted Brain – You may not be targeted by Mind and Social Ability challenges.  Anyone targeting you with such an effect may take back the cost of the Ability as it becomes clear that no part of it is getting through to you.

Flaw: Single-Minded – One of your Motivations must always be something that rhymes with “BRAAAAIIIINS.”

Abilities And Attacks

Attack: Tie You To The Tracks (Body) - Take your now-helpless victim to the Train Station and roleplay tying him/her to the tracks.  You must then leave the Location, and indeed the general area, to attend to other matters.  Anyone may untie the target, but if no one has done so in five minutes, he/she is killed.

Character Name: Train Ghost
Traits:
Dark, Dead, Destitute, Victorian

Motivations

1.
Find living people willing to ride on the Ghost Train.

2.
Haunt the Crystal Palace.

3.
Speak with your descendants among the living.

	        Body:
1

        Mind:
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        Soul:
3
	Origin:

Ghost

Occupations:
Businessman 1, Businessman: Railroads

Offices:



Properties And Flaws

Flaw: Insubstantial – You’re a ghost.  That makes it pretty hard for you to interact physically with the world.  Unless you are using the Manifest Ability, you may not initiate combat, nor may you be targeted by Body Effects or Abilities that challenge against your Body.  Furthermore, you may not enter Well-Lit Locations unless you expend a point of Body first.  You may, however, write on mirrors, create faint chilly breezes, whisper quietly, et cetera.

Abilities And Attacks

Ability: Manifest [body] (No Challenge) – Assume physical form until you leave your current Location.  While Manifesting, you may initiate combat and be affected by Body Effects and Abilities.

One Use: You Are My Descendant (Soul vs. Soul Challenge) – Before challenging, ask the target whether he/she has the “Victorian” Trait.  If not, you may not use this Ability on him/her.  If so, and you succeed in the challenge, the target is someone descended from you in some unspecified way.  If this makes no sense whatsoever, go with it – perhaps you traveled among the Machines for a time, or it’s a metaphorical kind of ancestry, or whatever.  You may for the remainder of the session teleport to wherever the target is and follow him/her around “not here.”  You may talk at him/her “telepathically” and see all that is happening around him/her.  Furthermore, you may support the target in any challenges against him/her.

Influence And Modifiers

Influence: Fright (1)

Modifier: Fright → Spook - You may expend a point of Influence: Fright to choose a target.  If this person does not have the “Dark” Trait, he/she is at a penalty to subsequent combats and other challenges equal to your base Mind score until you or your target leaves the current Location, you stop Spooking the target, or you Spook someone else.

