Threshold Victoria: Invasion


Zelian Videl

Slave Of The Black Lake

Background

You awoke within the murky waters to the touch of the Dark Sleeper upon your mind.  For a time, as always before, you struggled to impose language upon its dreams; and then, as always before, you relented, allowing the raw impressions to burrow into your psyche.

When the touch removed itself from your mind, you began to piece together what it had told you.  A Woman In White walked the city above.  She must be sacrificed to the Dark Sleeper, that it might finally cleanse itself and awaken.  She or those she had touched must be infused with the Lake’s essence now, to make the sacrifice easier to accomplish when its time was at hand.  If you fear that you are not capable of this task alone, one whom the Sleeper has already touched lives above, one who can be tormented if he does not cooperate.

You considered the task that lay before you as your body (what little remained of it) drifted in the amniotic depths.  You would need to surface in order to communicate with these individuals, to find their White Mistress and prepare her for a sacrifice.  But if you surfaced in your current form, none would dare approach you; your origin would be detected prematurely.  Accordingly, you set about gathering for yourself a body, harvesting the slowly decaying skin, hair, and eyes of those the Lake had swallowed.  You clothed your withered form in these, shaping and fitting them until you appeared nearly human once again, after so many years.

Once, so long ago that it has nearly vanished from your sleep-sotted memory, you were a powerful occultist, a summoner of the highest order, in lands far from these.  It seemed that all of nature submitted itself to your will.  You had crafted for yourself a most efficacious artifact, a Ruby Pendant of great power, and bound into it the spirit of a Fey boy.  This was the source of no small part of your strength.

You became overconfident, however, and when you discovered a Black Lake of the most extraordinary characteristics in a town called Arcadia, you did not hesitate to try to master it.  Oh, what a fool you were… how little you knew of what really lurked within those depths.  The power that it possesses is beyond even your considerable imagination, though it is sealed within the lake by magicks far greater than the most powerful that you yourself have ever wielded.  Only those such as yourself, who once dwelled above, are truly able to pass through the water’s surface – accordingly, the Lake hungers for those from the surface, for they allow it to extend its influence far beyond its liquid confines.

You discovered this truth only at great cost to yourself, for once you had entered the waters to bind the being with your magick, you discovered that it was you who were instead ruled by its power.  It opened your lungs to its filthy essence and filled you, and for a time you knew no more.  Since then you have served it, however unwillingly, when you were awake at all, feeling your soul drift deeper into the murk with every passing aeon of slumber.  Now, once again, you pull yourself to the surface to do its bidding, knowing that this may be the last time you ever breathe air.

There is some small hope for you: perhaps you will find someone who can unshackle its bonds, though they have by this time settled so deeply into you that you are no longer certain where the Lake ends and you begin.  Or perhaps you will find your pendant in the world above, to which it has vanished; with its strength you might stand a chance of freeing yourself.  Or perhaps this sacrifice of the Woman In White, if you are able to arrange it, will truly satisfy or cleanse the Dark Sleeper, and it will no longer have need of you.  Perhaps then you will be free, after so long, to seek your death.

*

*

*

The time of the sacrifice has arrived, or nearly, and the Lake has grasped you with its chill hand once more and dragged you, wailing and weeping in the murky depths, to sentience.  You must do as it commands, though every fiber of your being rebels against it.  You must walk alongside it through the streets of this strange city, and battle she whom you have already touched with darkness, bringing her low before its cruel power.

You would like to think that there is some hope for you, some chance of restoration, but that hope grows dimmer every moment that you pass in the timeless waters.  If you had your Pendant… perhaps… perhaps with another’s help… it is a desperate man’s gambit, and you know it, but it’s the only chance you have.

People You Know

“A Woman In White” – The Lake dictates that she must be brought low before it, and who may resist its will?  You will help it destroy her, and if necessary, her followers.  You have no choice.

Sir Trenton Merze – The person in Victoria whom the Black Lake has touched most deeply.  If he does not cooperate with you fully, the Dark Sleeper has the power to torment and eventually annihilate him at its leisure.

Lord Mark Sweeney – You feel a strange sense of kinship with this man.  You are even somewhat inclined to do as he says, though not if it conflicts in any way with your Motivations.  When you see him, you will instantly become aware that he now bears your pendant, not the Swami.  You must retrieve it from him if at all possible; its strength is now surely the only thing that could allow you to break (or at least weaken) your bonds of servitude.

Character Name: Zelian Videl
Traits:
Bloody, Dark, Dead, Destitute, Disguised, Horror, Murky

Motivations

1.
Cast the Woman In White into darkness.

2.
Obey the commands of the Black Lake.

3.
Reclaim your Ruby Pendant.

	        Body:
2

        Mind:
4

        Soul:
5

        Power:
4
	Origin:

The Black Lake

Occupations:
Scoundrel 2, Spiritualist 3

Offices:
Hand Of Darkness, Touched By The Black Lake


Properties And Flaws

Property: Denizen Of The Deep - When a GM is present and unoccupied, you may make the “telepathy” sign to communicate with what dwells within the Black Lake, seeking to tap into its inhuman knowledge or learn what it wishes of you.

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.

Property: The Scent Of Decay - When you are alone with a character, you may always ask him/her whether he/she has the “Dead” Trait.  Characters with this Trait may speak to you regardless of what their physical state may be.

Property: You Have Not Seen What I Have Seen - You may defend against Mind and Social Ability and Combat challenges using your Soul.  (If your opponent is using Mind, or it is a Social challenge for you.)

Flaw: Murky Chains (2) - One of your Motivations per level of Murky Chains is determined each session by what dwells within the Black Lake instead of by you.

Flaw: Cad (2) - You are at a -1 penalty in all Social challenges for each level of Cad, whether assisting or as a main participant.  You may not buy this Flaw higher than your lowest attribute.

Flaw: Beyond The Veil (2) - Your dabblings in the world of the dead have made it more difficult for you to affect the world of the living, to an extent determined by your level of Beyond The Veil.  Initially this makes your influence actions in the world of the living less effective, but at higher levels may also affect your ability to make challenges against non-Dead characters.

Flaw: Sold Your Soul (3) - The source of your power is a being wholly external to yourself, who holds a great deal of sway over you.  It may alter you in various ways, or require you to do things for it, at GMs’ whim.  The higher this Flaw is purchased, the more extreme these demands and alterations will tend to be.

Abilities And Attacks

Ability: Lest The Abyss Gaze Into You [soul] (Soul vs. Mind Challenge) - The target is overcome by unearthly terror, which gradually recedes over the course of the next (your base Soul) minutes.  Until it does, he/she is at a penalty of (your base Soul) to all challenges, including combat.  Once per target per Scene.

Ability: Infuse [mind] (Mind vs. Soul Challenge if resisted) - The target effectively possesses any one Trait that you have possessed or detected in-game for one hour.  Once per person per session.

Ability: The Mark Of The Woman In White [mind] (Mind vs. Soul Challenge) – The target must tell you whether he/she has the “Glittering” Trait, a sign that the Woman you are seeking leaves upon those she has touched most closely.

One Use: Necromantic Summoning [one use] (No Challenge) - Attempt to return someone’s (or something’s) remains to a kind of life under your control.  Most effective if used upon someone who has recently died.  Side-effects may occur.

Attack: Black Feast (Soul) - Choose a number between one and three.  The target loses that Motivation for the remainder of the session, and no longer wishes to accomplish it, nor may he/she replace that Motivation with anything until the beginning of the next session.  You instantly recover a point of Soul when you use this Attack.

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

Recoveries

Recovery: Clouded Blood - You may immerse yourself in or drink the water of the Black Lake for ten seconds to Recover all of your Soul, but you may not initiate any challenges for five minutes after doing so; the shivering sensation that overcomes you is too intense.

Recovery: Gathering Strength - Recover a point of Power when you would otherwise Recover an attribute that is currently full.

Recovery: Drawn To The Dark Waters - You may use the Recoveries of the Black Lake Location once per hour instead of once per session.

Influence And Modifiers

Influence: The Occult (4)

