Threshold Victoria: Invasion


Character Name: Sir Jonathan Spegley
Player Name: Jerry Steinhofer
CP Total:
60

CP Spent:
58

Traits:
[Bloody], Dark, Dead, Glittering, Horror, Ticking, Victorian, Wired

Motivations

1.
Destroy hope and those who have devoted themselves to its perpetuation.

2.


3.


	        Body:
1

        Mind:
3

        Soul:
5
	Origin:

Bone Horror

Occupations:
Artist 3, Socialite 3

Offices:
Blessing Of The Woman In White, Bone Mask 7, Ghost Carnival, Ghost Train, Servant Of The Mirror, Touched By The Black Lake, Wings Of The Mirror


Properties And Flaws

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: Soul Of An Artist - All Soul Ability challenges in which you are a main participant count as Social challenges for both sides.

Property: Skilled Conversationalist (1) – Add +1 to your side’s total in all Social challenges that you’re participating in per level of Skilled Conversationalist.

Property: Mind Games - All Mind Ability challenges in which you are a main participant count as Social challenges for both sides.

Property: Purified - You may never have the “Bloody” Trait for any reason, and any effect that would give you the “Bloody” Trait simply fails to work on you.

Property: A Second Face - You may not willingly remove the Mask, but it may not (except under entirely exceptional circumstances) be removed from you.

Property: City Of Flesh (5) - When alone with someone, you may ask him/her if he/she has the “Dead” Trait.  If so, you are at +2 per level of City Of Flesh in any challenge in which you and that person are opposing main participants.

Flaw: A Thing Not Meant To Be - Your true form inspires terror and loathing.  If anyone glimpses it, you must describe the hideous creature that you are.  This Flaw is assumed unless otherwise specified by a GM.

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: Center Of Attention - You may never willingly become hidden for any reason.

Flaw: Touched By Darkness - You are at a -1 penalty to your total in all Soul challenges in Hideous Locations.  This applies both when you are assisting and as a main participant.  This may not reduce your total below zero.

Flaw: Blackened - Whenever you use a power of any kind from this Office, you experience a surge of clammy nausea and a sensation of disgust.  For the remainder of the Scene afterwards, you may not spend attribute points to boost your total in any challenge, even as an assisting participant, unless you first expend a point of Soul.  You receive no Flaw Points for this Flaw unless you have purchased a power from this Office.

Flaw: Creepy - You are at -1 in all Social challenges in which you are a main participant.

Flaw: Restless - You have the “Dark” Trait, a sign of the Mask’s sinister origins.  If anyone detects this Trait and you do not have it from other sources, tell him/her that he/she largely feels it upon the Mask; it extends only a little into the rest of you.

Flaw: Hollow - Whenever you would Recover Soul from a personal Recovery, you must instead Recover Body or Mind, your choice.

Flaw: Unwell - You have the “Bloody” Trait, a sign of inherent “wrongness” that the Mask bears.  If anyone detects this Trait and you do not have it from other sources, tell him/her that he/she largely feels it upon the Mask; it extends only a little into the rest of you.

Flaw: Possessed - One of your Motivations each session is determined by the Mask rather than yourself.  The number of this Motivation will change.

Flaw: Marked - You have the “Horror” Trait, a sign of the Mask.  If anyone detects this Trait and you do not have it from other sources, tell him/her that he/she largely feels it upon the Mask; it extends only a little into the rest of you.

Flaw: Abyssal Beacon - Things of the Darkness can sense your familiarity from far away, and will actively seek you out for various unwholesome purposes.

Flaw: Dreamstalker - Every session, if you do not currently have a dream from a different source (such as Eater Of Dreams), you must ask the GMs for a dream.  This affects how you perceive the world, and if you have Blurring The Lines, who you are for the session as well.  You may not willingly act in a way that would prevent your current dream from being true.

Abilities And Attacks

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.

Ability: Awe [soul] (No Challenge) - When you have won a Social challenge against someone, you may activate this Ability to add your Soul attribute to your total in all subsequent Social Ability challenges against that person for the remainder of the session.  Multiple uses do not stack.

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: Cleansing Light [soul] (No Challenge) - If desired, the target may effectively drop one Trait of his/her choice for the remainder of the session (after which the Trait returns).  If the target does not wish to drop a Trait, he/she may instead Recover a point of an attribute of his/her choice.  You may only use this Ability once per person per session.

Ability: Expressionless Stare [soul] (No Challenge) - When someone would find out one of your Motivations, you may activate this Ability to tell him/her that it is blank.

Ability: Walking The Tain [body] (No Challenge) - You may activate this Ability to travel very rapidly “not here” from one Location with the “Mirror” Property to another.  Anyone watching will see you stepping through.

Ability: It Goes Like This [mind] (Mind vs. Mind Challenge) – Social.  If successful, give your target a one-word descriptor indicating how he/she should act during this Scene, according to the dream that you are currently realizing.  So someone may act “Violent” during a nightmare, or “Respectful” during a pleasant dream.

One Use: Hideous Form (No Challenge) – Reveal yourself for a moment as the hideous creature that you are!  Everyone in the room who does not have the “Dark” Trait faints with fright for one minute.  If no one is left conscious, you must slip away and go somewhere else.  This can be used to pre-empt a challenge being made against you.

[0/1] One Use: A True Masterpiece (No Challenge) - You may only use this Ability if the GMs have been notified of your intention to do so well in advance.  Create something both beautiful and powerful, be it a performance or a work of art, with unique effects on those who experience it depending on its nature.

[2/3] One Use: Glittering Touch (Willing Target Only) - Someone who has met the Woman In White and is interested in receiving her blessing obtains the “Glittering” and “Wired” Traits.  He/she may no longer ever have the “Bloody” Trait for any reason, and any effect that would give him/her the “Bloody” Trait simply fails to work on him/her.  This gives him/her this Office, and will also add something to the Office itself.

One Use: Horror Mark (Requires Combat) - You may activate this Ability instead of using any Attack.  Your target gains the “Horror” Trait.  Additionally, you are at a bonus to all challenges that you initiate against him/her (including initiative and combat challenges if you initiated the combat) equal to your Soul attribute.
[0/1] One Use: Fortune-Teller (No Challenge) – When you have a willing volunteer, you may draw a Tarot card to tell his/her future.  Though the fate dictated by the card will not manifest immediately, you may be assured that it will come to pass sooner or later.

[1/2] One Use: Hollow Tread (Requires Soul vs. Integrity Challenge) – If you succeed in the challenge, with which you may not be assisted, then you may activate this Ability to permanently remove a Property from a Location.

Attack: Unliving Marrow (Soul) - Ask your target whether he/she has either the “Dead” or “Horror” Trait.  If so, name a number between one and three.  Replace that Motivation of his/hers with one of your own, of your choice.  You continue replacing a Motivation at the beginning of each session for up to (your Soul - 1) additional sessions.  You may not do this again to the same character until it has worn off.

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.

Attack: Eater Of Dreams (Soul) – The target must tell you about a dream that his/her character has had recently; he/she no longer remembers this dream.  Additionally, the target will no longer dream for a number of sessions (including this one) equal to your Soul attribute.  No Attack is necessary if the target allows you to do this willingly.  This is now considered to be your dream for the session (see Dreamstalker).  You are subject to any dreams and dreamlike effects that your target would receive during this time.

Recoveries

Recovery: Elegant Surroundings - You may use the Recoveries of Pretty Locations once per hour instead of once per session.

Recovery: Remanence - You may use the Recoveries of the Graveyard Location once per hour instead of once per session.

Influence And Modifiers

Influence: Bone (2)

Modifier: Bone → Hard And Cold - When someone else initiated combat against you, and whoever won initiative declares Body or Soul combat, you may expend points of Influence: Bone before the combat challenge to add +2 to your total in the challenge per point spent.

Influence: Scenes (1)

Modifier: Scenes → That’s Not How It Goes - You may expend a point of Influence: Scenes when someone is attempting to initiate combat against you and losing the combat would not be appropriate to the dream that you are currently making true.  The attack against you does not occur, and the attacker’s motivations for harming you simply aren’t there.  They will begin to return gradually after you are out of sight.

