Threshold Victoria: Invasion


Character Name: A. David Brandington
Player Name: Ben Sherman
CP Total:
50

CP Spent:
48

Traits:
Bloody, Dark, Dead, Horror, Murky, Wealthy

Motivations

1.


2.


3.
Bring the city of Victoria to its knees before the might of the Black Lake.

	        Body:
1

        Mind:
4

        Soul:
4
	Origin:

The Black Lake

Occupations:
Businessman 2, Businessman: Manufacturing, Socialite 2

Offices:
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: Clique - While attending a social event, you may use the Location’s base Population score in place of your base attribute value in all Social challenges in which you are a main participant.

Property: Hired Bodyguard - You are at a +2 to your personal total when defending as a main participant in Ability challenges against your Body.  Additionally, you do not suffer the first Body Attack each session that would otherwise affect you.  You must write “(Bodyguard)” on your name tag.

Flaw: Murky Chains (1) - 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: The Vagaries Of The Market (2) - Depending on the economic state of Victoria as a whole, it sometimes becomes more difficult for you to perform influence actions of any kind.  How bad it can be for you, and how sensitive your wealth is to these fluctuations, depends on how much of your money is tied up in stocks and bonds, which is in turn determined by your level of The Vagaries Of The Market; this may not be purchased above the total number of Influence points from the Businessman Occupation and its offshoots that you have.

Flaw: The Bottom Line (1) - For each level of The Bottom Line, you must complete one commerce-related influence action between sessions or future influence actions may become more difficult for you.  May not be purchased higher than your total amount of Influence.

Flaw: Gullible – Whenever you draw cards from the Rumor Deck, you must act as though you think that one of them is true for the remainder of the session.

Flaw: Creeping Madness (2) - After you have set your Motivations for a session, you must bring them to the GMs, who may make certain alterations to them.  The severity and deleteriousness of these alterations depends on your level of Creeping Madness.

Abilities And Attacks

Ability: Pardon Me, If I May [mind] (Mind vs. Security Challenge) - Social.  If successful, enter a Secure Location alone.  You may not be assisted in this challenge.

Ability: Curiosity [soul] (Soul vs. Soul Challenge) – Social.  If successful, learn how your target feels about a topic of your choice (may be another character) in some detail.  Once per target per session.  Requires conversation.

[1/3] One Use: Vested Interest (Soul vs. Integrity Challenge) - If you are able to perform the challenge successfully without being assisted, you may activate this Ability to take ownership of a Location.  That Location gains the “Owner: (Your Name)” Property.  If someone else owned that Location previously, he/she no longer does.  Once per session maximum.

Attack: Scapegoat (Mind) - Your target is confused and disoriented by your wit.  Any Abilities that succeed against you for the remainder of this Scene, you may cause to target the victim of this Attack instead if he/she is still present.  No combat is necessary if the target willingly agrees to take your falls for you.

Recoveries

Recovery: Decorated Just How I Like It - You may use the Recoveries of Locations that you own once per hour instead of once per session.

Recovery: Words Of Praise - Every time you are complimented, you may recover a point of Soul.  Once per complimenter per session.

Influence And Modifiers

Influence: The Black Lake (2)

Modifier: The Black Lake → Sacrifice Of Appeasement - You may expend one or more points of Influence: The Black Lake while offering something to the dark waters to perform a sacrifice to what dwells within.  Its response may vary, depending upon the nature of the sacrifice, but you may be granted great power.

Influence: Wealth (4)

Influence: Commerce (2)

Influence: Goods (2)

Modifier: Goods → Sales Arrangements - You may treat points of any Influence as though they were Influence: Wealth.

Influence: Rumors (2)

Influence: Socializing (1)

Influence: Horror (1)

Modifier: Horror → Things Better Left Unspoken - You may expend a point of Influence: Horror to gain +3 in any Ability challenge in which you are trying to prevent someone from finding out something about you.  (If successful, the target is too overcome by the fear and urgency evident on your demeanor to continue investigating.)  Multiple expenditures stack.

