Threshold Victoria: Invasion


Vera Sutherland

Lucid Dreamer

Background

You remember little of much of your life; but then, your dreams have always been more important to you than the world’s mundane happenings, and you always remember them, however faintly.  They provided you with an escape from the world, a sleeping paradise.  One day, though, they ceased to be the beautiful Eden that they once were.  You began to dream of unpleasant things, and much to your horror, these often turned out to be true – indeed, the worse the dream, the more likely it was to pertain to the waking world.  Many nights you would wake up in a cold sweat, screaming out to nobody in particular, but there was never anybody there to calm you as your mother once did when you were young.  Only the streetlamps and back alleys heard your cries.  

Then, one day, a person who heard you scream dared to ask why.  When you told him of your dream and how you knew that it must be true, he gave you a sad, knowing smile and asked if you wouldn’t mind coming with him to report it to the police.  Glad that he took you seriously, you followed.  It was only later, when you were dragged kicking and screaming to the Breaks, that you realized he didn’t believe a word.  Maybe if you had had a family or money, he would have looked at you with kinder, believing eyes,  but you had none of that.  You were destitute and alone in the world.  What little money you had was given to you by people who would not remember your face minutes after dropping their few precious coins.

You spent a relatively short time in that dismal enclosure before Synovea Ashburn brought you to the Royal Sanitarium, and you are glad that you remember so little of your time there.  All you really recall is pain and humiliation.  Your weekly sessions with Dr. Ashburn were supposed to help you get rid of your prophetic dreams, and they were going well.  You still had dreams, but there were more often the pleasant dreams of your youth than the more recent nightmares.  But within the past few days, just when you thought that your torment had gone away for good, you had a series of horrible dreams that have nearly torn your mind apart.  Maybe Dr. Ashburn will know what to make of them, and maybe she’ll believe you, and maybe she can find a way to cure you for good.  Maybe.

The Dream

When the dream started, you were standing in front of the Clock Tower with a man who referred to himself as Tock Tick.  Quietly, you asked him for the time, but he only responded to you in a series of ticks and tocks and chiming sounds that you couldn’t make heads or tails of.  As he talked, his head was replaced by a miniature version of the Clock Tower’s face, and you heard his noises merge with those of the Tower behind you.  His eye then began to glow with an eerie black light, and you turned and ran.

At some point you stumbled into the fence surrounding the Black Lake and saw the Baron of Blood emerging from within.  From his shoulder a large black tumor was growing and mutating as you watched.  It looked as though it would consume him as he walked purposefully towards the Great Hall.

There, he approached the Queen, who was deep in conversation with Sir Jonathan Spegley and a woman emitting a faint white glow.  He reached towards them, but collapsed in a puddle of black water at their feet.  Each of them took a step back, and the woman began to cry black tears.  When you looked closer, you saw all three of them joined together by glittering lines, and the woman appeared to be missing a piece of her body.  While you were oddly comforted by their presence, you ran when the Queen asked a guard you had not seen before to escort you out.

You then bumped into a woman whose body was ever-changing, and who spoke of herself by many names.  Sanjya was one of these, you believe.  She was accompanied by a demon or horrible devil of some kind, though it was clear that she didn’t notice its presence.  Of the demon you could only see a dark reflection of another form too encased in light for you to make it out.  Fearing the demon would see you, you fled once more.

As you ran, you found yourself transformed into a small orphan girl.  You passed some sort of clinic, and an odd woman introduced herself as Switch and offered you a bit of candy.  You hadn’t had candy for a while, so you followed her inside.  Once in, she gave you the candy she promised.  After taking a couple of bites, you felt everything becoming disjointed and started to awaken, but your last impression was of pain.

People You Know

Synovea Ashburn – The doctor who personally removed you from the Breaks, and has since released you from the Royal Sanitarium with a clean bill of mental health.  You admire her and appreciate all that she has done for you; and you are certain that if anyone will listen to your most recent dream, which burns inside you as though it must be told, she will.  You feel that the dream is important somehow, but are at a loss as to what should be done about it.

Character Name: Vera Sutherland
Traits:
Destitute, Victorian

Motivations

1.
Tell Synovea Ashburn of your dream.

2.
Find a way to stop having such dreams.

3.
Ensure that other sufferers of your ailment are not imprisoned for their condition in the future.

	        Body:
2

        Mind:
2

        Soul:
3
	Origin:

Lower Class

Occupations:
Spiritualist 1, Streetwalker 2

Offices:



Properties And Flaws

Property: Unimpressed (2) - You may add your level of Unimpressed to your total whenever you are defending against a Social challenge initiated by someone who is clearly upper class.

Property: Philosophical Discussion - After talking with someone about his/her beliefs for a few minutes, you may determine his/her Soul score, his/her quantity of Soul attribute points, and any Soul effects that he/she is currently suffering from.

Property: Fearsome Determination – You may expend points of Soul as well as Body to add to your total in Body combat, but only if it is directly related to one of your Motivations.

Flaw: Unsophisticated - You may not use the Recoveries of Upper-Class Locations.

Abilities And Attacks

Ability: Air Of Dignity [soul] (No Challenge) - Instead of expending attribute points to add to your side’s total in a Social challenge, you may activate this Ability to add (your Soul attribute) to your total.

Ability: Wary Gaze [mind] (No Challenge) – Name one of the three attributes.  Your target must reveal his/her number for that attribute.  He/she must also indicate whether he/she has an Attack for that attribute, and if so, he/she must name it.  Once per target per session.

Attack: Take Pity On Me (Soul) – Your target feels awful for your plight, and must try and help you as best he/she can in some reasonable respect that you specify.

Recoveries

Recovery: This Is My Home - You may use the “once per session” Recoveries of all Lower-Class Locations once per hour instead.

Influence And Modifiers

Influence: Religion (1)

Modifier: Religion → Spiritual Cleansing - You may expend a point of Influence: Religion to remove from the target (who may be yourself) a Soul effect that you saw visited upon him/her or detected using Philosophical Discussion.  Recovery may not be complete, and there may be side-effects; the target should speak with a GM between sessions to see.

