Threshold Victoria: Invasion


Character Name: “Lady Abbey Malkin”
Player Name: Kristen McFadyen
CP Total:
57

CP Spent:
55

Traits:
Bloody, Broken, Dark, Device, Disguised, Foggy, Glamour, [Victorian], Wired

Motivations

1.


2.
Help “Bismark” as much as possible.

3.


	        Body:
1

        Mind:
4

        Soul:
4

        Power:
3
	Origin:

Extracted Fey Mimic

Occupations:
Artist 3, Socialite 3, Spy 3

Offices:
Broken Squadrons, Emissary Of The Shining Kingdom, Magician, Marquess Of Winds, Touched By The Black Lake


Properties And Flaws

Property: Blood 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.  This Property gives you the “Wired” Trait.

Property: Clever Pretension (1) - At any given point in time, you have up to (level of Clever Pretension) extra Traits other than those you actually have.  Determine these at the beginning of the session; you may switch during a session, but it takes one minute of concentration per Trait to do so.

Property: As I Seem (1) - For each level of As I Seem, you may add an adjective to your name tag.  You appear to embody the essence of these adjectives to all whom you interact with, assuming your behavior is not dramatically at odds with them.  These adjectives may change from session to session.

Property: Well-Informed (1) - Whenever you would draw from the Rumor Deck, draw one additional card per level of Well-Informed, subject to the same restrictions and advantages that may apply to your base draw.

Property: Jack Of All Trades (7) - Every CP spent on Jack Of All Trades may be allocated to other Occupations, dynamically shifting between sessions depending on who you are pretending to be at the moment.  This CP may not be spent within Spy, however, and it may not extend beyond the first level of any Occupation that you have not already bought higher in, yourself.

Property: Power (2) - You effectively have a fourth attribute, Power, at a level equal to your level of this Property.  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.

Property: Veil Of Illusions – You may expend a point of Power to disengage yourself from a combat challenge in which you are a main participant after the Initiative round is resolved.  You select a new main participant from those on your side of the challenge; if no one was on your side, then the combat challenge is over unsuccessfully, though no Default Attack is applied to anyone and you may leave the Location before it ends.

Property: The Marquess Of Winds – You may target Queen Victoria with your Abilities and Attacks.  Furthermore, you may always ask anyone whether they have the “Disguised” Trait if you are alone with that person.

Property: The Will Of Winds - Your Mind score is increased by 1.

Flaw: Tragic Temperament – Whenever you Recover Soul, you are listless and depressed for a few minutes afterwards.  You may opt not to take a Soul Recovery in order to negate this effect for the next two times afterward.

Flaw: Superficiality - You always have the “Disguised” Trait, even if you are not in disguise.

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: Delicacy - You automatically fail when attempting to defend against Abilities that target your Body.  Does not affect combat challenges.

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.

Flaw: Hopeless Longing - Having been in the Shining Kingdom, the world of men seems dull and mundane.  Unless you visit it periodically, you will find yourself pining away more and more, grasping desperately at every last trace of glamour to satisfy your craving.  This will start to affect your ability to Recover.

Flaw: Flighty – None of your Social Abilities may be used on the same target twice in a row; that is, after using each of them on a character, you must use that Ability on someone else before he/she is a valid target for it again.

Abilities And Attacks

Ability: Everyday Objects [soul] (No Challenge) - Become hidden in a Location.  Your Obscurity is equal to your Mind + Soul.  This effect lasts for up to (your base Soul) minutes, at which point you must activate the Ability again to remain hidden.

[JoaT] Ability: Lift The Spirits [mind] (Mind vs. Soul Challenge) - Social.  Requires you to have been attempting to lighten the target’s mood prior to using this Ability.  The challenge is only necessary if the target is resisting being cheered up; otherwise, success is automatic.  If your target has the “Dark” Trait, he/she loses it until end of session.  Once per target per session.

Ability: Isn’t It Lovely? [mind] (Mind vs. Mind Challenge) – Social.  If successful, you convince your target that something (or someone) is aesthetically pleasing in the extreme.  Lasts until end of session.

[JoaT] 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: Snooping Around [mind] (No Challenge) - Draw a card from the Rumor Deck, then replace it and shuffle after reading it.

[0/1] One Use: Beautification (Requires Soul vs. Integrity Challenge) - After succeeding unassisted in a Soul vs. Integrity challenge, you may activate this Ability to permanently give a Location the “Pretty” Property.  You may also add a line or two to its description to reflect changes that you are making.

One Use: Paths Through The Fog [one use] (No Challenge) – You may activate this Ability to depart for the Shining Kingdom with up to (your base Soul) other people who wish to go along with you.  At least one of these characters must have the “Foggy” Trait.

Attack: Shift (Soul) - Take on the target’s appearance, changing the name on your name tag to his/hers.  This lasts for the remainder of the session, though you may drop this effect at any time to return to your normal appearance (either your “true” form or any form you have obtained that has not yet expired).  Using this Attack replaces any previous instance of it that you had active.  This gives you the “Disguised” Trait.

[JoaT] Attack: Preservation (Soul) - One of the target’s Motivations (his/her choice) is replaced by “Protect what is beautiful” until end of session.  Once per target per session.

Attack: Star-Crossed Love (Mind) – Your target falls in love with someone of your choice of the appropriate gender (other than yourself).  Lasts for the remainder of the session.

Attack: Distracting Chatter (Mind) – Your opponent loses track of what he/she was doing.  Tell him/her what he/she is doing here.

Recoveries

Recovery: Troublemaker - Intentionally complicate someone else’s life and Recover a point of Mind or Soul, your choice.  Once per Scene maximum.

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

Recovery: You Must Certainly Be Mistaken - Whenever someone is obviously confusing you for someone else, Recover a point of Mind or Soul, your choice.  Once per other person per session.

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: Wealth (1) [free]

Influence: Appearances (2)

Modifier: Appearances → Permanence - You may expend a point of Influence: Appearances to extend the duration of a form that you currently have to the rest of the session.  You may also expend a point of Influence: Appearances to keep this form between sessions.

[JoaT] Influence: Beauty (1)

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 Identity Confusion

Cost: 1 Influence: Glamour, X Power

Requires the caster to speak with the intended target for at minimum one minute about another person, and to get the intended target to speak that person’s name; after which, the target believes that he/she is that person for (Power spent * 15) minutes.  This may be detected and healed as a Mind effect.

A Spell of Cleansing

Cost: 2 Influence: Glamour, 1 Power

Requires the caster to stand (with the object or person to be cleansed) in a Well-Lit Location and sprinkle water upon him/her/it at intervals for one minute, murmuring, “(Name), may you be cleansed of all impurities.”  After this is done, the target loses the “Bloody,” “Horror,” and “Murky” Traits, if he/she has them, until end of session or he/she uses a power from an Origin or Office that bestows any of these Traits.

Character Name: Lady Abbey Malkin
Player Name: Kristen McFadyen
CP Total:
57

CP Spent:
52

Traits:
Dark, Glamour, Victorian

Motivations

1.


2.


3.


	        Body:
1

        Mind:
4

        Soul:
4
	Origin:

Doll

Occupations:
Socialite 3, Spy 2

Offices:
Magician, Mask of the Voice in Mirrors, Servant of the Voice in Mirrors, Touched By The Black Lake


Properties And Flaws

Property: Innocent Smile (2) - You are at +2 per level of Innocent Smile to your total when defending against Social Ability challenges.

Property: Well-Informed (2) - Whenever you would draw from the Rumor Deck, draw one additional card per level of Well-Informed, subject to the same restrictions and advantages that may apply to your base draw.

Property: Another Self – You may converse with The Voice In Mirrors out loud using a mask, doll, or other prop if a GM is on hand.  If no GM is readily available, assume that the Voice is momentarily unavailable to you, as is often the case.

Flaw: Not Real - You may not Recover Soul by means of other characters’ powers.

Flaw: Delicacy - You automatically fail when attempting to defend against Abilities that target your Body.  Does not affect combat challenges.

Flaw: Something Funny Going On - If you are pretending to be someone other than yourself and someone succeeds in a Social challenge against you, he/she gets the sense that there’s something a little “off” about the way your character is acting.

Abilities And Attacks

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.

Ability: Leading Questions [mind] (Mind vs. Mind Challenge) – Social.  If successful, say a number between one and three; the target must tell you that Motivation.  Once per target per session.

Ability: Snooping Around [mind] (No Challenge) - Draw a card from the Rumor Deck, then replace it and shuffle after reading it.

Ability: Aura Reading [mind] (Mind vs. Soul Challenge) - If successful, learn up to (your Mind attribute) Traits that the target has, of his/her choice.  You have only a vague impression as to what exactly these entail (i.e. the GMs will not tell you what the words mean).

[2/2] One Use: Subtle Manipulation (No Challenge) – Social.  After talking with someone for a little while, find out one of his/her Motivations (name a number between 1 and 3).  Change any one word in this Motivation to any word you please.

Attack: Love Me (Soul) – Only usable if you did not initiate combat.  While trying to attack you, the target finds you too beautiful to hurt.  He/she gains the temporary Motivation “please Abbey Malkin” until end of session.

Attack: Oh, That Doesn’t Sound Like A Good Idea To Me At All (Mind) - You will find out what influence actions the target will be attempting between sessions, and may select one to veto.  You may use this Attack as many times as you like in a session, but only the most recent use will have any effect.

Attack: Reflective Mark (Soul) - The target has the “Mirrored” Trait permanently (or until healed).  This may have various effects, including allowing the Voice In Mirrors to communicate with him/her; inform a GM when possible.

Recoveries

Recovery: Restitching (1) - If you can get someone else to sew up your seams for a minute, Recover one point of Body or Soul per level of Restitching.  Once per person per session.

Recovery: Gossip – Tell someone about two Rumors that you drew from the Rumor Deck and Recover a point of Mind.  You may not Gossip about the same Rumor twice, nor may you Gossip with the same person twice in a session.

Influence And Modifiers

Influence: Dolls (2)

Influence: Rumors (2)

Influence: Socializing (2)

Influence: Information (2)

Influence: Mirrors (2)

