Threshold Victoria: Invasion


Character Name: Edrick/Watch
Player Name: Dave Ramsden
CP Total:
54

CP Spent:
43

Traits:
Machine, Mirrored, Victorian, Wired

Motivations

1.


2.


3.


	        Body:
2

        Mind:
4

        Soul:
3
	Origin:

Ratchet Squad

Occupations:
Hacker 1, Leader 3

Offices:
Neural Network, Servant Of The Voice In Mirrors, Watch Squad


Properties And Flaws

Property: Ratchet Wired - You have the “Wired” Trait.  When the Ratchet 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: I’m In Command Here - No effect of any kind from the Leader Occupation may be used upon you unless you allow it.  An effect that you do not allow simply fails; its cost is still expended, unless it is a One Use Ability, in which case the user simply takes the Ability back.

Property: Network Space - You carve out space on the Network to form your own squad.  You lose further access to your Origin, but gain an Office which you create.  This is intensive and time-consuming; you can do little else while purchasing this Property.

Flaw: Accustomed To Command - You may expend only one attribute point to assist others in combat (both Initiative and Combat challenges) when you are not a main participant.

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: I’m A Leader, Not A Follower - Whenever you do something that someone else commands you to do, whether willingly or otherwise, you lose a point of Soul if you have one.

Flaw: Unused To Physics (1) - For every level of Unused To Physics, you are at a -1 penalty to your Body when you are a main participant in Body-based challenges of any kind, including combat.  You may not buy this Flaw higher than your base Body.

Abilities And Attacks

Ability: Defensive Tactics [mind] (No Challenge) - Add your base Mind to your total in a Body combat in which you are a main participant.  If you use this Ability, you may use only the Default Attack.  Does not preclude you from spending additional attribute points to add to your total.  Once per combat.

Ability: Inspiring Oration [mind] (No Challenge) - Social.  After giving a speech of significant length on a topic of your choice, up to (your score for this ability) people who listened to it receive one “floating” attribute point which may only be used to increase their (or another’s) challenge total in a challenge directly related to the topic of your speech.  May only be used once per speech, and a person may only have one such “floating” point of any kind at a time.

Ability: I Insist [body] (Body vs. Mind Challenge) - Social.  If successful, the target must follow one order that you give him/her, although this will not cause the target to do anything that runs directly against one of his/her Motivations.  Lasts for the remainder of the session.  Once per person per session.

Ability: Disposable Code [mind] (No Challenge) - Someone who is Wired may use any one Attack, Ability, or Recovery that you have for the remainder of the session.  Each target may only have one instance of Disposable Code active at a time.  You may not use this Ability to give the target the Disposable Code Ability, nor may you give out the same Attack/Ability/Recovery to more than one person in a given session.

[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: Join The Team [one use] (Requires Initiated Soul Combat) - When the target has been defeated in Soul combat that was initiated by you or one of your subordinates, you may activate this Ability instead of using a normal Attack.  If the target does not have the “Victorian” or “Machine” Trait, he/she gains this Trait (which one depends on which side you are recruiting him/her to).  Additionally, he/she must replace a Motivation of his/her choice with one of your own that you give him/her.

One-Use: Squad Initiation - A willing target gains the Office which you have created via Network Space, and loses further access to their Origin.  The target may spend a free CP, or reduce the number of CP they would gain from this session by 1, to give you another use of this ability.

Attack: Forward!  To Victory! (Body) - Each other person on your side of the combat may use a Body Attack on one of your enemies, in an order that you dictate.  No enemy may have more than one Attack used on him/her, so some of your allies may not be able to use an Attack.  You must dictate order without input from your allies; if a person does not possess a Body Attack, he/she simply passes.

Attack: Assist Me (Mind) - The target must help you as he/she is able in any one specified endeavor.  This lasts one hour, and may not be used on the same person twice in a session.  For this duration, the person is considered to be one of your followers.

Recoveries

Recovery: Data Mining – When you would Recover one point of Mind and nothing else, Recover two points of Mind instead.

Recovery: By My Command - Whenever someone does something that you tell him/her to do, Recover a point of Mind.  Once per person per session.

Recovery: Processing Power - Anyone you have used Squad Initiation on may expend a point of Mind to allow you to Recover a point of any attribute.

Influence And Modifiers

Influence: Command (2)

