Threshold Victoria: Invasion


Sir Harold Fayne

Curator of The Breaks

Background

You consider yourself Victoria’s most faithful servant; and you have always striven, even through the greatest adversity, to do your duty to her.  You have suffered through trials unimaginable to most in your pursuit of this end, but it has garnered you little in the eyes of others, who time and time again have used you to further their own foolish agendas.

Your family has governed the Breaks since long before anyone can remember; likely since the prison’s construction.  It is more than a prison, though: it is a madhouse, an oubliette, a necessary evil.  It is where those who must be lost and forgotten are interred in perpetuity.  It is therefore no surprise that your family, most noble in heritage and title, has become as obscure and loathed as those unfortunates who have been placed into its care.  And you have also become mad, to a degree; a subtle thing, creeping through the generations, a need to inflict pain transcending reason.

It has been your practice, therefore, to mark those who have come into your care.  They cannot keep their names; those are for the outside world.  You give them a symbol instead, a pattern of wounds carved into their bodies and souls, to signify them.  It is a humiliation, yes, but they must understand that they are no longer people as they once were.  They have become Nameless.

In any case, you were content to operate the Breaks, as was your birthright, allowing a pharmaceutical company to experiment upon a few prisoners to pay expenses; but at a certain point, the new High Aristocrats took it upon themselves to interfere, making ridiculous demands of you.  You have the utmost disdain for them – progressives all, with no respect for the proper and traditional order of things.  Unfortunately, their power within the political structure of the city is undeniable, and things almost came to a most unfortunate head.

This was averted, however, when Lord Mark Sweeney struck a bargain with a certain very influential and enigmatic patron of your family.  When it is necessary to refer to this creature by name, the word whispered is “Sabhemu”.  It dwells within the deepest, coldest dungeons of the Breaks, where those prisoners whose will has been broken and who are truly without hope are interred.  You have never seen it face-to-face, of course; it sends pale, emaciated messengers to communicate with you.  It has always been understood that your family and this creature rule the Breaks together, you the upper half and it the lower.

The nature of the bargain that Lord Sweeney negotiated was that you would no longer allow the experiments, and the city’s government would pay the operating costs of the prison.  (This they have done.)  Additionally, they would cease to meddle in your affairs; and this promise, too, has been kept to.  Accordingly, you have gained a certain measure of grudging respect for them – at least they are honorable men, and their word can be relied upon.

Recently, there have been a number of sudden changes, none of them desirable.  A man named Mr. Last remodeled the Breaks as an office of some kind (by whose authorization, you don’t know); and then, disastrously enough, a newly-wealthy, gauche businessman named Mr. Brandington purchased your institution!  This is a disaster of almost unprecedented proportions.  The Breaks are a cornerstone of Victoria’s government, not some business to be run for profit – your job requires the utmost devotion to the city’s ideals.  No amount of money could compel the same measure of dedicated service from anyone, of that you are certain.

Your horror was magnified when you saw what was being done within the very edifice that you have always considered your home.  The prisoners were being force-fed some kind of goopy, murky black fluid!  You protested, as this arrangement would cause you to renege on your side of the bargain with the High Aristocrats; but Brandington and his associate, a Machine (a Machine!  Running The Breaks!  Appalling!) named Coil, just laughed.  Then she reached forward and melted your mouth closed, wielding some manner of electrical energy.

Unable to speak, you escaped into the unfamiliar open air; and you must now seek Lord Pratton, to inform him as you can without speech what has happened.  You fear that Brandington and Coil are plotting doom for the city, and all that you hold dear.  They must be stopped, and you will help him as you are able; for though this falls primarily within your responsibility, your duty to Victoria is unparalleled, and you must take back your home.

People You Know

Lord George Pratton – Though you loathe his progressive policies, he has proven himself an honorable man, and he is now your best recourse in recovering what has been taken from you.  You believe that he genuinely wishes the best for the city, so surely he must see the logic in your tale.

A. David Brandington – A loathsome nouveau riche businessman who believes that he can buy the world, and then do what he wishes with it.  He is a threat to the social order, and has earned your everlasting ire, which is not easily satisfied.

Coil – Not only a Machine, but a violator of the natural order of things!  Her foreign arts and manipulative devilry have altered your body, and you believe that she is behind what is being done to the prisoners.  You are not certain of the nature of her connection to Mr. Brandington.

Conradin Crane – He was briefly a prisoner in the Breaks, being comatose at the time; but he returned to consciousness not long after his interment, and was released.

Character Name: Sir Harold Fayne
Traits:
Dark, Victorian

Motivations

1.
Find someone who can heal what has been done to my body.

2.
Undo what has been done to the Breaks, and restore it to the service of Victoria.

3.
Unleash all possible torment and ignominy upon those who ousted me from my home.

	        Body:
3

        Mind:
4

        Soul:
3
	Origin:

Upper Class

Occupations:
Academic 1, Academic: Anatomist, Scoundrel 3

Offices:



Properties And Flaws

Property: Remorseless - You may never be made to regret or feel bad about anything that you do, although you may pretend to.  Abilities that would work by causing you regret simply fail against you.

Flaw: Snooty - You may not use the Recoveries of Lower-Class Locations.

Flaw: Bitterness - The character is extremely angry about the wrongs that have been done him/her.  He/she loses a point of Mind whenever these wrongs are poked at, made worse, or brought up.

Flaw: Mouth Sealed Shut – You may not speak or open your mouth.  No liquid may be poured down your throat, nor may you drink willingly.  This may be detected and cured as a Body effect.

Abilities And Attacks

Ability: Have You No Honor? [soul] (Soul vs. Soul Challenge) – Social.  You may only use this Ability on someone whom you know to have acted dishonorably.  If successful, he/she must seek to make appropriate amends and reparations for his/her misdeeds.  Once per target per session.

Ability: Ominous Presence [body] (Body vs. Mind Challenge) – If successful, your target is cowed by your intimidating mien.  He/she may not initiate combat against you until you have left this Location, and is at a –2 penalty to all Ability challenges that he/she initiates against you for the remainder of the session.

Ability: Threats And Promises [body] (Body vs. Mind Challenge) – If successful, the target is convinced of a threat that you are making against him/her (i.e. “uh oh, if I betray him he really will kill me!”).

One Use: Adjusting Some Features (Requires Body Combat If Resisted) - This Ability may only be used on a cooperating target, or in place of a Body Attack.  You may change the target’s physical description (name tag) as desired.  This is considered a Body effect for purposes of diagnosis and removal.

One Use: Dread Gaze (Requires Mind Or Soul Combat) - When you have defeated someone in Mind or Soul combat, you may activate this Ability instead of using an Attack to give him/her the additional temporary Motivation “Don’t anger <your name>“ for (higher of base Mind and Soul) sessions, including the current one.

One Use: In Cold Blood (Requires Body Combat) - You may only activate this Ability in place of using a Body Attack, and only when you were the one to initiate the combat, and only when you and the target have been the only people to occupy the Location for at least five minutes.  The target is killed, and should see a GM.

Attack: Hamstring (Body) - The target may not move faster than a slow limp for the remainder of the session or until cured.

Attack: Steely Gaze (Mind) – Your target is severely intimidated, and must try to avoid you for the next hour.

Attack: Cruel Words (Soul) - The target is at a penalty equal to your level of Cruel Words to every other Soul challenge in which he/she is a main participant, including combat, for the remainder of the session.

Recoveries

Recovery: Tradition – Protect Victoria’s traditions and customs against those who would violate them in a substantial way and Recover one point of each attribute.

Recovery: Don’t Try Me – Whenever you threaten someone, Recover a point of Body.  Once per person per session.

Influence And Modifiers

Influence: Title (3)

Influence: The Human Body (2)

Influence: Outcasts (1)

