Threshold Victoria: Invasion


Character Name: His Temperance Lord Mark Sweeney
Player Name: Paul Friedman
CP Total:
61

CP Spent:
56

Traits:
Dark, Dead, Victorian

Motivations

1.
(Devoured.)

2.


3.


	        Body:
2

        Mind:
2

        Soul:
6

        Power:
2
	Origin:

Orphan

Occupations:
Spiritualist 3, Streetwalker 2

Offices:
Baron Of Blood, Bone Mask 3, Ghost Train, Order Of The Arrow, Order Of The Opened Eye


Properties And Flaws

Property: Unimpressed (1) - You may add your level of Unimpressed to your total whenever you are defending against a Social challenge initiated by someone who is clearly upper class.

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: Fearsome Determination – You may expend points of Soul as well as Body to add to your total in Body combat, but only if it is directly related to one of your Motivations.

Property: The Baron Of Blood – You may target Queen Victoria with your Abilities and Attacks.  Furthermore, you may always ask anyone whether they have the “Victorian” Trait if you are alone with that person.

Property: The Will Of Blood - Your base Soul score is increased by 1.

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

Flaw: I’ve Had A Hard Life - You may not use the Recoveries of Upper-Class Locations.

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: Dim Aura - You possess the “Dead” Trait, and are affected by effects that target the Dead.  This does not have the negative ramifications of actually dying in-game, however.  You may not possess this Flaw if you have the “Dead” Trait from another source.

Abilities And Attacks

Ability: Locks Are Like An Invitation [body] (Body vs. Security) – If successful, enter a Secure Location with up to (your base Body) other people.

Ability: Intensity Of Purpose [soul] (No Challenge) – Your target, who may not be yourself, recovers all Soul attribute points that he/she just expended on a single challenge, whether Initiative, Combat or Ability.  Once per target per session.

Ability: City Of Ghosts [soul] (Soul vs. Obfuscation) - If successful, Notice a hidden target.  You may not be assisted in this challenge.  Once per target per Scene.

[0/2] One Use: The Lighting Of The Lamps (Soul vs. Integrity Challenge) – If you challenge successfully, you may either remove the Dark Property from it or give it the Well-Lit Property if it is already not Dark.  No one may assist you in this Challenge.

[0/3] One Use: Staking A Claim (Soul vs. Integrity Challenge) - If you succeed in an unassisted Soul vs. Integrity challenge against a Location, you may give it the “<Your name>‘s Territory” Property, replacing anyone else who had claimed this Location as his/her Territory.  You may have at most (your base Soul) Territories at any given point in time.  You automatically succeed in challenges against Locations that are your Territory, and will find it easier to influence and affect them over time.

One Use: I Will Not Relent (No Challenge) – If you have just lost a combat, after any Attacks have been used on you, instantly Recover all of your Soul and immediately initiate combat against the victor.  You may activate this Ability to initiate combat even after you just died, although the Attack that you are shrugging off returns after this second combat is finished.  You may not use this Ability more than once in a single Scene.

[1/2] One Use: Condemnation [one use] (Requires Soul Combat) – If you have just succeeded in Soul combat against the target, instead of using an Attack, you may activate this Ability to brand your opponent an enemy of the city of Victoria.  The city itself will oppose his/her existence, making it very difficult for him/her to remain there.  Inform a GM when possible.

[0/1] One Use: City Of Bone (Body vs. Integrity Challenge Required) - If successful, you may bestow upon the target Location a Property that any other Location in the game possesses.  You may not be assisted in this challenge.

[0/1] One Use: A Vision Of Progress (No Challenge) - This Ability may only be used when all members of the Order are present, and only when a GM has been given notice prior to the session.  All present experience a revelation (not necessarily visual) of a path that progress in Victoria may take, and a glimpse at what some of the results of this path would be.  It is not possible to specify the type of vision that is obtained, though multiple uses of this Ability will reveal different possibilities.

[0/1] One Use: Dark Summoning (No Challenge) - You may only activate this Ability when a GM is present (these are the only times when you are aware of the pendant spirit’s presence).  He/she manifests as the Ruby Pendant’s vengeance spirit, who will do your bidding as best it is able for the remainder of the Scene.

Attack: Take Pity On Me (Soul) – Your target feels awful for your plight, and must try and help you as best he/she can in some reasonable respect that you specify.

Attack: Petty Theft (Body) – Steal an object that any of your opponents is visibly carrying (or that you know one of them to be carrying).

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: Cutting Out The Sickness (Soul) - You may only use this Attack on someone whom you already know to have the “Bloody” Trait.  He/she loses that Trait, and should speak with a GM, as he/she is forcibly severed from its source.  Note that this is probably going to be very, very unpleasant (and potentially extremely dangerous) for him/her.

Attack: City Of Sleep (Soul) - Your opponent falls asleep for (your Soul attribute) minutes.  He/she may be woken by 30 full seconds of uninterrupted gentle shaking.  He/she may not be challenged while unconscious, but drinks may be poured down his/her throat, and he/she may be moved about at will.

Recoveries

Recovery: Irrepressible Spirit – Whenever things are really looking down for you or something awful has just happened, recover a point of Soul.

Recovery: This Is My Home - You may use the “once per session” Recoveries of all Lower-Class Locations once per hour instead.

Influence And Modifiers

Influence: Wealth (1) [free]

Influence: Purity (6)

Modifier: Purity → Something Unwell In The City - You may expend a point of Influence: Purity during a session to ask a target whether he/she has the “Bloody” Trait.  Those who have this Trait seem somehow very wrong or sick to you.

Influence: The Land Of The Dead (2)

Modifier: The Land Of The Dead → I Have Walked Among The Dead - You may expend a point of Influence: The Land Of The Dead to cause any other influence action that you’re taking in Victoria to be reflected in the Land Of The Dead.  For instance, an influence action to free inmates from the Breaks could also unshackle some of the souls chained in the City Of Bone.

Influence: Visions (1)

