Threshold Victoria: Invasion


Character Name: N1dram
Player Name: Santo Segupta
CP Total:
53

CP Spent:
46

Traits:
Bloody, Dark, Dead, Foggy, Horror, Machine, Murky, Victorian, Wired

Motivations

1.
Replace the Lord of Dreams.

2.
Oversee the corruption of Project Chronosphere being carried out by Silas Brandenburg.

3.
Sacrifice the Woman In White to the Black Lake.

	        Body:
3

        Mind:
1

        Soul:
4

        Power:
1
	Origin:

Black Lake

Occupations:
Scoundrel 3, Worker 3

Offices:
Ghost Train, Left Hand Of Dream, Servant Of Dream, Touched By The Black Lake


Properties And Flaws

Property: Denizen Of The Deep - When a GM is present and unoccupied, you may make the “telepathy” sign to communicate with what dwells within the Black Lake, seeking to tap into its inhuman knowledge or learn what it wishes of you.

Property: Skulking - When alone in a Dark Location, you may expend a point of any attribute to become hidden, with Obfuscation equal to your base Soul attribute.  This effect ends when you are Noticed or when you leave the Location.

Property: Remorseless - You may never be made to regret or feel bad about anything that you do, although you may pretend to.  Abilities that would work by causing you regret simply fail against you.

Property: Scheming (2) - Inform the GMs at the beginning of each session of your current mad scheme.  Add your level of Scheming to your total in all challenges, including combat, in which you are a main participant that are directly related to accomplishing your scheme.

Property: City Of Flesh (2) - 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.

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: You Have Not Seen What I Have Seen - You may defend against Mind and Social Ability and Combat challenges using your Soul.  (If your opponent is using Mind, or it is a Social challenge for you.)

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.

Flaw: Murky Chains (3) - One of your Motivations per level of Murky Chains is determined each session by what dwells within the Black Lake instead of by you.

Flaw: Doomed - The character’s villainous ways will inevitably bring about his/her downfall, though how this will occur remains to be determined.

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

Abilities And Attacks

Ability: Lest The Abyss Gaze Into You [soul] (No Challenge) - You may activate this Ability in any challenge in which you are a main participant, including combat, after sides are chosen but before participants have decided on their totals.  Each of your opponents, individually, is at a -1 penalty for each of the following that he/she has: the “Dark”, “Bloody”, “Dead”, “Horror”, and “Murky” Traits, and the “Touched by the Black Lake” Office.

Ability: Furious Rant [soul] (No Challenge) - Activate this Ability when someone has won combat against you, and is about to use an Attack.  For as long as you continue to rant and rail against the injustices that have been visited upon you, nothing may be done against you; once you have finished, or (your base Soul) minutes have elapsed, this effect ends and you suffer the Attack.  You may not leave the Location while you are ranting, but neither may your audience.

Ability: Exert [body] (No Challenge) - Instead of expending attribute points to add to your total as a main participant in a non-combat Body challenge, you may activate this Ability to add your base Body.

Ability: Harvesting Resources [body] (Body vs. Integrity Challenge) - If successful, you stand a chance of acquiring whatever unique resources a Location may provide (communicate with a GM between sessions to see what turns up).  These will typically take the form of materials such as gems and ores, but anything is possible.  Over time, this will significantly degrade the quality and integrity of a Location.  Roleplaying this effect is a must.  Once per Location 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.

[0/1] One Use: Extraction (Requires Body Combat) - Instead of using a Body Attack, you may activate this Ability to process the target, reducing him/her to a potent source of power that can be used to create a mighty device.

Attack: Black Feast (Soul) - Choose a number between one and three.  The target loses that Motivation for the remainder of the session, and no longer wishes to accomplish it, nor may he/she replace that Motivation with anything until the beginning of the next session.  You instantly recover a point of Soul when you use this Attack.

Attack: Adaptation (Soul) - The target may not use any of his/her Attacks against you, nor may you be affected by his/her Attacks if they are being used by a different main participant, for (your Soul) sessions, including the current one.  He/she may still affect you by using someone else’s attacks.  This also prevents One Use Abilities from working on you, although they are not used up when someone attempts to activate them and they fail in this manner.

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.

Attack: Consume Essence (Soul) - If the target’s base Soul attribute is greater than one, it is permanently reduced by one and your base Soul attribute is permanently increased by one.  If successful, this causes you to immediately Recover a point of Soul.  You must specify to the victim that this effect is not detectable or curable as a Soul effect.

Recoveries

Recovery: Clouded Blood - You may immerse yourself in or drink the water of the Black Lake for ten seconds to Recover all of your Soul, but you may not initiate or assist in any challenges for five minutes after doing so; the shivering sensation that overcomes you is too intense.  Once per hour.

Influence And Modifiers

Influence: The Black Lake (1)

Modifier: The Black Lake → Sacrifice Of Appeasement - You may expend one or more points of Influence: The Black Lake while offering something to the dark waters to perform a sacrifice to what dwells within.  Its response may vary, depending upon the nature of the sacrifice, but you may be granted great power.

Influence: Fear (1)

Influence: Hatred (1)

Influence: The Land Of The Dead (1)

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: Horror (1)

