Threshold Victoria: Invasion


Tiberius Brickwater

Psychotic Taxidermist Turned Rajah

Background

Day One, Around Noon

Sometimes you just have to burn your bridges and go looking for a giant monster to kill, as Count Rumfort always used to say.  Or was it Lady Midge?  Anyhow, I’m leaving - the Machines bagged Samantha, so there’s not much to live for really, but I’ve never been the type to get my hopes down, what.  Could be the start of a bold new era in monster-hunting, just like at University but better.  No more dallying!  I’m off!

Day Five, Middle-Afternoon

Adventurer’s life overrated.  Still can’t believe I ever left Victoria.  Pfaugh!  Air is gritty.  No food or edible monsters in sight.  Everything is rust-colored; eyes burning from smoke.  Baggage unbearably heavy; already had to leave emergency catheter and moustache wax behind.  Not exactly a glorious start to my adventure.

Day Nine, High Tea

Crumpets all gone; am down to last biscuit tin.  Vision blurry; I see Samantha everywhere.  Is that the Queen?  Does not respond to ‘Your Majesty’; looked at me strangely, belched fire, and hopped away.  Must learn proper form of address for clockwork fire-breathing toad automata that may or may not be Queen Victoria.  Samantha?  If I die, and this journal is found... I hope you know I always loved you...

Day Seventeen, Just Woke Up

Well, everything’s back on track, what.  Passing squad of philanthropic Machines made everything better; ‘terribly sorry for that invading Victoria thing, old chap, what,’ he says, and I say, ‘Samantha?  Is that you?’ and before you know it, they’ve hooked me up to more morphine than I can rightly say I’ve ever seen before in one place.  Delightful chaps they are; dreadfully well-mannered, versed in arts and letters, and loyal to the Queen!  If Samantha had fallen in with a lot like this one, she’d probably be Queen by now instead of dead, what.

Day Thirty-Two, Bright And Early

Made good time to mountain range, thanks to motorized scooter-bike.  “Where there’s mountains, there’s monsters,” as the notable theorist Leland McKellan wrote, although I think that’s from his book of cooking recipes.  Have already vanquished one monster; it was very small.  Something tells me The Big One is just ahead.

Day Seventy-Four, Darkish

Big One still nowhere to be found, but taxidermy collection growing steadily.  Stuffed muskrat was beginning to exude foul odor - have since plugged nose with candle wax.  Not a problem any more.  Machine rations were lost when scooter-bike was swallowed whole by rampaging giant butterfly, but fortunately I then found Charles, my native assistant.  Has the mind of a beast (unable to communicate except in grunts and squeaks), but cooks up a good bark tea, what.  (Named him after notable philosopher Charles Barberry.)  Carries most of baggage too.  Accepts colored beads as wages - no one works that cheap in Victoria!

Day One Hundred And Forty-Six, Before Breakfast

Ran out of ink; writing with insect bits.  Also running out of colored beads.  Rugged, what.  Every waking thought fixated on Big One.  Charles seems distracted lately; think he’s catching some of my enthusiasm finally.  Very stubborn - he keeps wanting to go up mountain - but loyal to the end.  Have been finding droppings from that bird of his everywhere, damnable beast.

Day One Hundred And Seventy-Three, Twilight Or Sunrise (not sure; was sleeping)

Finally got Charles to go up mountain with me, despite his savage superstitions.  Honestly not sure why I keep him around (except for baggage issue).  Arrived in “Rock Heart” yesterday with no fanfare, preparing for ascent.  Town is crawling with unsavory characters; not sure about that mercenary fellow Charles has taken up with, but another baggage-boy always good.  Must locate guide who knows the mountain; no use coming all this way to fall into a pit or somesuch, what.  Big One can’t be far.

*

*

*

Day Two Hundred Some-Odd, Cloudy
Things’ve settled down a bit, wot, since that Big One debacle.  Kingdom established; bloody middle of nowhere, I say, but Charles seems to like it.  His simplicity is charming, really; the littlest river and he’s off, clucking and gurgling like certain housewives I might mention.  But won’t.  Where was I?

Day Something-Or-Other, Entirely Too Dark; Possibly Evil, Wot

Something wrong with Big One.  Stares at me constantly.  Must evade baleful gaze with alacrity and cunning.  Especially cunning.  It knows when I’ve been good or bad, I tell you, and I don’t like it one bit.  On the up side, have manifested quite a roar, wot.  Excellent.

Leaving
Time to venture forth.  Clear my head, eh?  Charles having none of it; appears to have gone even more native.  For shame.  Will put him in baggage if necessary; it simply wouldn’t do.  Destination still flagrantly unclear.

Victoria
Have arrived.  World’s Fair?  What poppycock is this?  Bloody hell, it’s hunting and diplomacy for me.  Just like University days!

People You Know

[Kendra’s Character] – Her voice, her mannerisms… how could it be?  This is, without question, Samantha, your beloved long-dead wife; though she looks nothing alike.  Perhaps some elaborate practical joke, or miracle of taxidermy?  Only one way to find out, wot.

N’gl’a – Your faithful native assistant, Charles!  He’s been with you through the thick and thin, and other consistencies to boot.  Fellow’s been rather uppity recently; you should never have let him put down your baggage, wot.

Character Name: Tiberius Brickwater
Traits:
Bloody, Victorian, Wealthy

Motivations

1.
Bag an unusual beast, wot.

2.
Samantha?  Is that you?

3.
Foster political what-not!  Relations!  Political relations!

	        Body:
4

        Mind:
1

        Soul:
4

        Power:
4
	Origin:

Upper Class

Occupations:
Academic 1, Academic: Anatomist, Adventurer 3, Leader 1

Offices:
Bagger Of The Big One, Rajah Of The Eastern Wastes


Properties And Flaws

Property: Influential (3) - Each level of Influential acts as a free point of Influence added to an influence action of your choice between sessions.  You may not use two points of Influential on the same influence action.  If you use these points on influence actions unbecoming your position, your peers will almost certainly take notice.

Property: Genus Distinctions - You may always ask if someone has the “Animal” Trait.

Property: The Power Of Dread Dark Behemoth (Or, “The Big One”) – You effectively have a fourth attribute, Power, at level four.  You start the session at full Power, though you may not Recover it except as indicated by special Recoveries.  You may spend points of Power as though they were points of any attribute.  This Property gives you the “Bloody” Trait.

Flaw: Wanderlust – For every session in which you don’t go to a Location you’ve never been before, Recovery in subsequent sessions is cumulatively more difficult.

Flaw: Retired - You may no longer go on any Grand Adventures, nor purchase anything more from the Adventurer Occupation.  Extraordinary circumstances may allow you to buy off this Flaw.

Flaw: I’m A Leader, Not A Follower - Whenever you do something that someone else commands you to do, whether willingly or otherwise, you lose a point of Soul if you have one.

Abilities And Attacks

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 Challenge) – 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: A Lucky Find (No Challenge) - Automatically discover the whereabouts of an Obscure Location, no matter how Obscure it is.

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.

Attack: Roar Of The Behemoth (Soul) – Up to four opponents of your choice take one level of Soul injury, reducing their base Soul attribute by one until end of session or healed.  If this reduces a character’s Soul to zero, that character is killed, and a GM should be found.  Anyone injured in this way has the “Bloody” Trait until the injury is healed.

Recoveries

Recovery: One For The Textbooks - Discover a person possessed of physiognomic features that you have never encountered before and Recover a point of Mind.  Once per such person.

Recovery: Splendid Assistance - Whenever at least one of your followers helps you win a combat by contributing to your total, Recover a point of Body.

Influence And Modifiers

Influence: Title (4)

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

Influence: Travel (2)

Influence: Fame (2)

Modifier: Fame → Universally Respected - You may expend a point of Influence: Fame to add (your level of Influence: Fame) to your total in a Social challenge, once per challenge.

Influence: Followers (2)

Modifier: Followers → Be Strong - You may expend a point of Influence: Followers to allow one of your followers to Recover two points in any combination of attributes.

Influence: The Eastern Wastes (4)

