Threshold Victoria: Invasion


Character Name: First Middle Last
Player Name: Chris Mastrangelo
CP Total:
48

CP Spent:
46

Traits:
Broken, Dark, Dead, Foggy, Machine, Victorian, Wealthy, Wired

Motivations

1.


2.


3.


	        Body:
1

        Mind:
4

        Soul:
4
	Origin:

The Fog

Occupations:
Businessman 2, Businessman: Manufacturing, Spiritualist 2

Offices:
Broken Squadrons, Dream Squad, Touched By The Black Lake


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: Rock-Solid Accounting - No effect of any kind from the Businessman Occupation (not including Industry Leader specializations) may be used upon you unless you allow it (although influence actions may still, as always, be performed against you).  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 takes the Ability back.

Property: Pioneering New Markets (1) - Each level of Pioneering New Markets is a type of unique good that you have found a way to mass-produce without someone else providing you with the plans.

Property: The Scent Of Decay - When you are alone with a character, you may always ask him/her whether he/she has the “Dead” Trait.  Characters with this Trait may speak to you regardless of what their physical state may be.

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: Dream Squad – You can always tell when someone is communicating wordlessly (“telepathy” symbol), although not what they are saying.  Furthermore, if a GM is nearby and unoccupied, you may “telepathically” communicate with Morpheus/Dream at will; if not, he is unavailable, as is frequently the case.  This Property gives you the “Wired” Trait.

Property: Copper Hand (2) - If you would Recover Soul, but have as many points of it as you can manage, you may store up to two at any time in your hand.  These discharge into your attribute pool as soon as you can hold them, and as they do so, you also experience a rush of negative emotion that lasts for the duration of the Scene.

Flaw: The Bottom Line (2) - 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: Dogma - You have a hard time tolerating other points of view or belief systems than your own, and whenever someone espouses such a point of view, you must either argue vehemently for a time or lose your next Mind or Soul Recovery.

Flaw: Picking Up The Pieces - You are incapacitated with a nasty headache for one minute after using any Attack or Ability that relates to the Network (requires you to have the Wired Trait, targets those with the Wired Trait, etc).  During this time, you may not initiate challenges of any kind or use Recoveries, though you may defend against challenges.  You may only purchase this Flaw if you have the Wired Trait.

Flaw: Hateful Glass - You may not use the Recoveries of Locations with the “Mirror” Property.

Abilities And Attacks

[1/2] 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.

[0/1] One Use: Production (No Challenge) - Begin manufacturing a type of good that your factories have the plans for.  You can keep producing each subsequent session as long as you continue to spend Influence points to fuel the manufacture.  The quantity and quality of the goods depends on the amount and type of Influence spent.

One Use: City Of Dream (Requires Soul vs. Integrity Challenge) – No one may assist you in this challenge.  If successful, you may activate this Ability to make any alterations you like to the description of a Location.  This does not allow you to change its Properties.

Attack: You Dare Disturb A Speaker For The Dead? (Mind) – Convince your target that a horrible curse has been placed upon him/her.  He/she thinks that he/she must complete a task that you set for him/her, or something unspeakably terrible will happen!

Attack: Lay To Rest (Soul) – If your target has the “Dead” Trait, he/she is banished from the world of the living by the power of your faith and should see a GM.  Note that this is a last resort for you – you would prefer that such creatures be dealt with peacefully.  Additionally, particularly powerful Dead characters may require multiple uses of this Attack on different occasions to fully and finally dispel.

Attack: Haunted Gaze (Soul) - The target is struck by the profound emptiness that haunts your gaze.  He/she is moved to pity, and may not participate in or initiate any combat against you for the remainder of the session.

Recoveries

Recovery: Solitude And Contemplation – Spend a few minutes alone to Recover a point of Mind, at most once per hour.

Influence And Modifiers

Influence: Goods (1)

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

Influence: Division (3)

Modifier: Division → From The Ashes - You may expend points of Influence: Division as though they were points of Influence: Change.

Influence: The Fog (1)

Influence: Horror (2)

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.

