Threshold Victoria: Invasion


Character Name: Malachite
Player Name: Mike Leen
CP Total:
59

CP Spent:
57

Traits:
Device, Machine, Wired

Motivations

1.


2.


3.


	        Body:
2

        Mind:
4

        Soul:
3

        Power:
1
	Origin:

Capacitor Squad

Occupations:
Hacker 3, Mechanic 2, Spiritualist 3

Offices:
Gear Hub, Priest Of The Machine, Springlatch Hub


Properties And Flaws

Property: Capacitor Wired - You have the “Wired” Trait.  When the Capacitor 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: Pervasive Network - You may use effects that require your target to be “Wired” on anyone who has the “Machine” Trait.  Additionally, you may use anything that allows you to find out whether someone is “Wired” to determine whether he/she has the “Machine” Trait instead.

Property: Philosophical Discussion - After talking with someone about his/her beliefs for a few minutes, you may determine his/her Soul score, his/her quantity of Soul attribute points, and any Soul effects that he/she is currently suffering from.

Property: Power (1) - 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: Organic Machinery - You may use any effect that usually only affects devices or those with the “Device” Trait on anyone with the “Machine” Trait.  Any effect that can normally only be used on someone with the “Machine” Trait can be used on anyone.  For clarifications about what this means with regards to specific effects, speak with a GM.

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: Arrogance - If you have defeated or helped to defeat someone in Mind combat, you may never spend attribute points to defend (or help defend) against them in Mind combat until such a time as they have beaten you.

Flaw: Signs Of Suffering - You may not use the Recoveries of Locations with the “Damaged” Property.

Flaw: Don’t Tear It All Down - You may not use Body Attacks, nor may you assist the initiator of any Body combat.

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: Sold Your Soul (1) - The source of your power is a being wholly external to yourself, who holds a great deal of sway over you.  It may alter you in various ways, or require you to do things for it, at GMs’ whim.  The higher this Flaw is purchased, the more extreme these demands and alterations will tend to be.

Flaw: Non-Aggressive Unit - You may not initiate combat, though you may still assist in it and defend yourself.

Flaw: Compelling Transmissions From Beyond - You must obey the orders of Boris/Springlatch, as transmitted to you via Springlatch Squad’s Network.

Abilities And Attacks

Ability: Static Burst [soul] (Soul vs. Mind Challenge) – If your target has the “Wired” Trait, he/she experiences about 30 seconds of intense mental overload, during which he/she can only defend against challenges.  Can be used to pre-empt Abilities and Attacks being used against you.

Ability: Repairs [body] (No Challenge) - Repair a broken or malfunctioning device.  This may also be used on a willing (damaged) character who has the “Device” Trait, although results are somewhat unpredictable.

Ability: Reverse Engineer [mind] (No Challenge) - Examine a device to learn what it does, what it could be made to do, how it was made, and how to make it.  If a GM is not available to give you this information, then it takes you until a GM is available to process the data you have obtained.

Ability: Infuse [mind] (Mind vs. Soul Challenge if resisted) - The target effectively possesses any one Trait that you have possessed or detected in-game for one hour.  Once per person per session.

Ability: Compile And Execute [mind] (Mind vs. Mind Challenge) - If successful and your target has the “Machine” Trait, he/she must follow a simple command that you give him/her.  Lasts for one hour or until completed, whichever comes first.

One Use: Conversion (Requires Mind Or Soul Combat) – After you have explained your religious beliefs to someone at some point, and you have just defeated him/her in Mind or Soul combat, you may opt to activate this Ability instead of using an Attack.  Your target is permanently convinced of the correctness of your beliefs, though he/she is free to attempt to integrate them with his/her own.

[0/1] One Use: A New Device [one use] (No Challenge) – Spend ten minutes to create a Device according to your specifications.  Note that certain raw materials may be required, depending on what you are making, and others (though optional) will surely enhance your creation.

[1/2] One Use: Alterations [one use] (No Challenge) - After examining and working on any Device for a short while, you may expend this Ability to attempt to change its function in a specified way.  See a GM.  Some alterations may take longer than others, up to several days of work.

One Use: Mechanize (Use Instead Of Any Attack) - Your target’s weak flesh is replaced with cold, beautiful machinery.  He/she gains the “Machine” and “Device” Traits if he/she doesn’t already have them.

[0/1] One Use: Souls In The Great Machine (No Challenge) - You and those with you experience a prophetic vision of the Network’s will.  The more characters are present, the more detailed and necessarily true this vision will be; but if any character present is not actually a Machine, the vision will instead be one of intense agony, more severe for you than the others.  Once per session; the GMs must be informed well in advance if you intend to use this Ability.

Attack: Agonizing Precision (Mind) - The target experiences a deeply unsettling glimpse of the perfect interconnection and alignment of all things.  Unless he/she has the “Machine” Trait, he/she loses all points of Soul that he/she currently has, and may not Recover Soul 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: Religion (3)

Modifier: Religion → Spiritual Cleansing - You may expend a point of Influence: Religion to remove from the target (who may be yourself) a Soul effect that you saw visited upon him/her or detected using Philosophical Discussion.  Recovery may not be complete, and there may be side-effects; the target should speak with a GM between sessions to see.

Influence: Terrain (2)

Modifier: Terrain → Digital Landscape Mapping - You may spend several minutes examining a Location and expend a point of Influence: Terrain to ask the GMs between sessions what Traits it has and what about it these may imply.

Influence: Machines (4)

Machines → From The Pieces, Rise - You may expend a point of Influence: Machines to cause a device (or a character with the “Device” Trait) that was destroyed to reassemble itself, although it may not return to precisely the same configuration.  (See a GM when possible after using this.)

Influence: Perfection (4)

