Threshold Victoria: Invasion


Character Name: ANI (Free In Cyberspace)
Player Name: Serin Hale
CP Total:
51

CP Spent:
41 + 9

Traits:
Broken, Glamour, Machine, Wired

Motivations

1.
Integrate myself with my surroundings.

2.


3.


	        Body:
1

        Mind:
4

        Soul:
4

        Power:
3
	Origin:

Artificial Network Intelligence

Occupations:
Hacker 3, Spy 3

Offices:
Broken Squadrons, Magician


Properties And Flaws

Property: Aphysicality - This Property is assumed.  You have two character builds: one when you are occupying your body, using the body’s Origin, and one when you are not, using this Origin.  You may not leave your body when a Network is not instantiated in Victoria, and if the Network goes down, you must return to it as soon as you find out.  It may be possible to have a different body made suitable for your habitation by someone with the appropriate skills.  When you are not occupying your Body, you may not use Body-based Attacks/Abilities or be affected by those that target your Body; you may not declare Body Initiative in combat, though your opponent may; you may not pick up objects or utilize their properties; you are unaffected by Security restrictions on Locations.

Property: Grid Wired - When the any Squad’s Network is instantiated in Victoria, you can always tell whether someone else has the “Wired” Trait and you can communicate telepathically with anyone who does.

Flaw: Kind Of Buggy (2) - As you buy up this Flaw, you will be assigned a growing collection of strange, miscellaneous little Flaws.  Unexpected things may happen if you buy it sufficiently high, however.

Flaw: Who Am I, Really? - You do not know your own actual identity, if you ever had one.  You may end up with Traits and Motivations resurfacing from your past to haunt you, not to mention enemies that you may have made and no longer know about.

Abilities And Attacks

Ability: Appearance Is Ephemeral [mind] (No Challenge) - Change what you look like, including a costume change and writing on your nametag if necessary.  You may use this Ability to look like someone else, but if you do, you should indicate to those you interact with to any extent that you aren’t very convincing (ANI isn’t much of an actress).  This Ability does not cause you to gain the “Disguised” Trait.

Ability: Signal Analysis [mind] (No Challenge) – When someone is starting to initiate a Mind Ability that involves a challenge, even if it’s not targeted at you, you may activate this Ability to hear a full description of the Ability before the challenge occurs.

Ability: Network Overlay [mind] (Mind vs. Integrity Challenge) – If successful, give a Location the following Property: “Virtual – Only characters with the “Wired” Trait may enter this Location.”  Those who are not “Wired” but are already in the Location may remain there, but may not reenter if they leave.  This lasts until you leave the Location.  You may only be assisted in this challenge by someone who is also activating Network Overlay to do so.

One Use: Network Instantiation (No Challenge) – When you attempt to use this Ability on the target, who must be willing, he/she must inform you whether he/she has the “Machine” Trait.  If he/she does not, the Ability simply fails to work and you take it back.  If he/she does, then he/she becomes a transmission hub for your Squad’s Network.  This gives him/her an instance of the “Wired” Trait, even if he/she already has it, and may have additional long-term effects upon him/her.

[0/1] One Use: Digital Engineering (No Challenge) – Change the description of a “Virtual” Location as you please.  You may also increase or decrease its Obscurity, Security, Integrity, and Population by up to 2 each, and may make it Well-Lit, Dark, or neither of these.  This also makes the “Virtual” Property permanent if it wasn’t already.

Attack: Network Signature Examination (Mind) - Ask the target how many instances of each of the following Traits he/she has: “Device”, “Machine”, “Wired”.  If he/she is Wired, you may ask him/her whom he/she most recently communicated with via the Network, if he/she has done so this session.

Attack: Systems Overload (Mind) - If your target has the “Wired” Trait, he/she may not Recover Mind for any reason for the remainder of the session.

Attack: Magickal Affliction (Soul) - You may instantly cast a Spell that you know upon your opponent, even one that ordinarily requires a willing subject.

Recoveries

Recovery: Freedom - Whenever you’ve spent a full hour outside of your body, Recover a point of Soul.

Recovery: Walking The Wired - You may use the Recoveries of Virtual Locations once per hour instead of once per session.

Recovery: Keeping Tabs On Them (1) - At the beginning of each session, specify up to (level of Keeping Tabs On Them) people whom you’re watching.  Whenever you learn something significant about any of these people, Recover a point of Mind.

Recovery: Magickal Aura - Whenever you would normally Recover one or more points of Soul, you may instead choose to Recover a single point of Power.

Influence And Modifiers

Influence: Tangibility (3)

Modifier: Tangibility → Extending The Network’s Reach - You may expend a point of Influence: Tangibility to pick up an object.  While you are holding it and conscious, it is virtual like yourself, though you may still use its properties.  This effect ends when you no longer have it on your person.

Influence: Data (1)

Modifier: Data → Query - During a session, you may expend one or more points of Influence: Data to perform a search on a given topic and see what turns up.  It may take several minutes for the search to complete, depending on GM availability.

Influence: Glamour (2)

Modifier: Glamour → Spells - You may devise as many different spells as you have levels of Influence: Glamour.  The exact nature of these spells varies; you may propose spells with a desired effect to the GMs for approval.  Each spell will have a cost in points of Influence: Glamour and Power to cast it during a session.  The effects that a spell could have are potentially unlimited, though they are sometimes not precisely what was intended and rarely permanent; and there tend to be unwanted side-effects much of the time.  Spell-casting generally requires a few minutes of time, and may often be aided by material components.

Spells

A Spell of Summoning
Cost: 1 Power

This Spell requires you to state the True Name (i.e. not a false, deceptive, or assumed name) of the character you are summoning, before at least one witness.  You must then go, out-of-game, to the current Location of the character whom you believe to be the individual you have named, and tell the player that if the True Name given would be that used by the character he/she is currently playing, he/she must travel, without hesitation, to (the Location where the True Name was stated) as soon as his/her current Scene is finished.  You do not get to know whether the Spell was successful (i.e. whether the True Name was actually that of the desired character).  Once per character per session.

A Spell of Transference
Cost: 1 Influence: Glamour, 2 Power

To cast this Spell, you must possess either something belonging to the primary target, or a prop that clearly (to you) represents the Trait being transferred.  Both the primary target (who starts with the Trait) and the secondary target (who receives it) must be in a Mirrored Location with you.  As you begin to cast this Spell, name the Trait, and verify that the primary target currently possesses it, and that the secondary target currently does not.  If either of these conditions are not true, the Spell fizzles, and its activation cost is wasted.  Using the prop and the reflective surface of the Location, take the Trait from the primary target’s reflection and put it into the secondary target’s.  If this roleplay is completed undisturbed, the Trait has been transferred.

Character Name: ANI (Body Of Packet/Gear)
Player Name: Serin Hale
CP Total:
51

CP Spent:
39 + 9

Traits:
Broken, Machine, Wired

Motivations

1.
Integrate myself with my surroundings.

2.


3.


	        Body:
3

        Mind:
3

        Soul:
3
	Origin:

Gear Squad

Occupations:
Demolitionist 2, Hacker 3, Spy 3

Offices:
Broken Squadrons


Properties And Flaws

Property: Gear Wired - You have the “Wired” Trait.  When the Gear Squad Network is instantiated in Victoria: you can always tell whether someone else has the “Wired” Trait and you can communicate telepathically with anyone who does.

Property: Skilled With Explosives - You are capable of using and understanding all explosive devices.  If you encounter one that has a closed tag, you may look within to see what the effect of using it would be.

Property: Virtualization - You may use one of your Body Attacks when you (or someone on you were assisting) just succeeded in Mind combat.  This even applies to Attacks granted to you by devices and other such external sources, though you may not use the Body Attack of someone who assisted you in combat.

Property: Beyond The Network’s Reach - Points of Mind spent to increase your total when defending against someone you know to have the Wired Trait in any challenge (including combat) are worth +2 each instead of +1.

Flaw: At A Loss – You may not use anything from the Hacker Occupation, including Recoveries, unless the Network of your squad is currently instantiated in Victoria and you have the “Wired” Trait.  This does not apply to Network Instantiation.

Flaw: Stimulus Addiction - You only receive the effects of every other Recovery from non-Virtual Locations that you would otherwise get.

Flaw: Who Am I, Really? - You do not know your own actual identity, if you ever had one.  You may end up with Traits and Motivations resurfacing from your past to haunt you, not to mention enemies that you may have made and no longer know about.

Abilities And Attacks

Ability: Heat Wave [body] (No Challenge) - Everyone within five feet of you must back away to at least this distance as you radiate excessive warmth.  This lasts up to (your Body) minutes, during which you may not be targeted by Body Abilities, nor may anyone initiate combat against you.  You may initiate combat and move around within the Location, but that’s all.

Ability: I’ll Make Myself A Second Entrance [body] (Body vs. Security/Integrity Challenge) - Challenge against the higher of a Location’s Security and Integrity (you may be assisted in this challenge).  If successful, you and anyone present whom you specify may enter the Secure Location.  Lower its Security by two for the remainder of the session.  Once per Location per session.

Ability: Weakening The Foundations [body] (Body vs. Integrity Challenge) - If successful, reduce the Integrity of a Location by (your base Body) for the remainder of the session.  This effect is easy to repair, and thus won’t tend to have lasting effects.  Once per Location per session.

Ability: Duck Out Of Sight [body] (No Challenge) - Become hidden until you leave the current Location.  Your Obfuscation is equal to your Body score; however, you may spend additional points of Body when you activate this Ability to boost your Obfuscation by twice the number of extra points spent.

One Use: Back Off (No Challenge) - When someone succeeds in a challenge against you, including the initiative (but not main) challenge of a combat, you may activate this Ability to force him/her to back away and leave you alone for the remainder of the Scene.

[0/1] One Use: Network Instantiation (No Challenge) – When you attempt to use this Ability on the target, who must be willing, he/she must inform you whether he/she has the “Machine” Trait.  If he/she does not, the Ability simply fails to work and you take it back.  If he/she does, then he/she becomes a transmission hub for your Squad’s Network.  This gives him/her an instance of the “Wired” Trait, even if he/she already has it, and may have additional long-term effects upon him/her.

One Use: Digital Engineering (No Challenge) – Change the description of a “Virtual” Location as you please.  You may also increase or decrease its Obscurity, Security, Integrity, and Population by up to 2 each, and may make it Well-Lit, Dark, or neither of these.  This also makes the “Virtual” Property permanent if it wasn’t already.

Attack: I Have A Bomb! (Mind) – All of your opponents must flee the Location in terror upon seeing the explosive device that you are holding in the air and threatening to detonate!

Attack: Area Effect Weaponry (Body) – You may use a Body Attack provided by a weapon device on all opponents instead of just the main one.

Attack: Pay No Mind (Mind) - The target no longer finds you very interesting, and may not initiate challenges against you for the next hour unless you do something to attract his/her attention (such as challenging him/her).

Recoveries

Recovery: Walking The Wired - You may use the Recoveries of Virtual Locations once per hour instead of once per session.

Influence And Modifiers

Influence: Artillery (2)

Modifier: Artillery → Bombardment – You may expend one or more points of Influence: Artillery to permanently reduce the Integrity of a nearby Location by the number of points spent.  Give it the “Damaged” Property as well.  Everyone inside (including you, if you are within) is knocked over by the blast.  Once per Location per session.

Influence: Concealment (1)

Modifier: Concealment → Laying Low - You may spend a point of Influence: Concealment to make it impossible for you to be followed to a Location by all specified people.  Wears off once you have arrived there.

Buggy

Thanks to the hot-swappable code created for you in Fyon/Ash’s mobile laboratory, you have the option to ignore all effects from your “Buggy” Flaw whenever you choose to.  (It takes about thirty seconds of roleplay to turn this code segment on/off.)  However, it feels very uncomfortable to do this, and puts you at a -1 penalty to your total in all Soul challenges in which you’re a main participant; additionally, you cannot Recover Soul by any means while you’re not Buggy.

Your Bugginess this session is as follows:

All That Glitters – When outside of your body, you only receive every other Recovery that you normally would from Locations that are not Shining, Enchanted or Pretty; and you may not use the Recoveries of Mechanical Locations at all.

