Threshold Victoria: Invasion


Character Name: Coil
Player Name: Emily Bond
CP Total:
57

CP Spent:
53

Traits:
Bloody, Broken, Dark, Dead, Destitute, Horror, Murky

Motivations

1.
Sacrifice the Woman In White and her followers to the Black Lake.

2.
Oversee the sabotage of Project Chronosphere.

3.
Direct the corrupted prisoners against the Machines.

	        Body:
2

        Mind:
3

        Soul:
4

        Power:
2
	Origin:

The Black Lake

Occupations:
Academic 1, Academic: Anatomist, Surgeon 3

Offices:
Broken Squadrons, 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: Genus Distinctions – You may always ask if someone has the “Animal” Trait.

Property: Let’s Have A Look At You – After examining a willing or subdued target for about ten seconds, you may determine his/her Body score, his/her quantity of Body attribute points, and any Body effects that he/she is currently suffering from.

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.

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: Dark Familiar – While you are holding I/O, you are at +2 to your personal total in all challenges (combat and otherwise) in which you expended at least one point of Power to add to your total.

Flaw: Murky Chains (3) – 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: Physiognomic Determinism – When you have used Strange Discrepancies on someone, you will be unwilling to believe anything about him/her that is in the least respect at odds with the features that you have discovered.  Requires Strange Discrepancies.

Flaw: Addiction (2) [Waters of the Black Lake] – Your well–being is dependent upon your access to a drug or other substance.  The precise effects of going without depend on the nature of the drug, but the higher this Flaw is purchased, the more often you will need to partake of it (and the more of your supply is consumed each time you do so).  Level 3 is the highest level of this Flaw.

Abilities And Attacks

Ability: Lest The Abyss Gaze Into You [soul] (No Challenge) - You may activate this Ability in any challenge in which you are a main participant, including combat, after sides are chosen but before participants have decided on their totals.  Each of your opponents, individually, is at a -1 penalty for each of the following that he/she has: the “Dark”, “Bloody”, “Dead”, “Horror”, and “Murky” Traits, and the “Touched by the Black Lake” Office.

[1/2] One Use: Adjusting Some Features (Requires Body Combat If Resisted) – This Ability may only be used on a cooperating target, or in place of a Body Attack.  You may change the target’s physical description (name tag) as desired.  This is considered a Body effect for purposes of diagnosis and removal.

[1/2] One Use: I Will Not Lose A Patient (No Challenge) – If you can get to someone who has apparently died soon enough after their death, you can perform surgery for two minutes then expend this Ability to keep them alive, undoing the effect that killed them.  They return to life with no attribute points, however.

[1/2] One Use: Lobotomization (Requires Willing Or Subdued Patient) – When performing Lobotomization upon a willing or subdued patient, spend several minutes explaining to everyone present what you are doing as you work (you must have at least one conscious person on hand – this is an experimental procedure, after all).  This Ability has some leeway, but you are essentially able to remove one specific aspect of the target’s personality (curiosity, anger, all feelings towards [and ability to have feelings about] a specific person, creativity, etc), leaving nothing in its place.  This is generally a permanent effect.

Attack: I Am A Respected Medical Professional! (Mind) – Your target, realizing the importance of your position, must not Attack you or use any non–Social Abilities on you for the duration of the session.

Attack: Tranquilizer (Body) – Your target is injected with a sedative that prevents him/her from initiating challenges or moving faster than a very slow walk for five minutes.  He/she may still defend against challenges, but must go wherever he/she is taken during this time.

Attack: The Memory Of Pain (Soul) – The target may no longer use his/her personal Recoveries for the duration of this session.  Locational Recoveries and powers that allow Recovery still work.

Recoveries

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

Recovery: Stimulants (3) – A number of times per session equal to your level of Stimulants, you may instantly Recover a number of points in any combination of Body and Mind equal to your level of Stimulants.

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 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: The Human Body (3)

Modifier: The Human Body → Strange Discrepancies – After analyzing a willing or incapacitated subject for a little while, you may speak with a GM to determine what unusual anatomical features he/she possesses and what these might imply about him/her.

Modifier: The Human Body → The Biological Bases Of Thought – You may use and trade points of Influence: The Human Body as though they were Influence: The Human Mind.

Influence: The Practice Of Medicine (4)

Modifier: The Practice Of Medicine → Fix That Right Up – You may expend a point of Influence: The Practice Of Medicine to remove from the target (who may be yourself) a Body effect that you saw visited upon him/her or detected using Let’s Have A Look At You.  Recovery may not be complete, and there may be side–effects; the target should speak with a GM between sessions to see.

Influence: Power (1)

Modifier: Power → Mutable World – You may expend points of Influence: Power to add to any Influence action of any kind.

