Threshold Victoria: Invasion


Character Name: Pencer/Grid – Lazarus/Dream
Player Name: Ethan Gafford
CP Total:
61

CP Spent:
58

Traits:
Destitute, Device, Foggy, Glamour, Machine, Mirrored, Ticking, Victorian, Wired

Motivations

1.
Ensure that Lazarus/Dream’s plan for the Chronosphere comes to successful completion.

2.
Mitigate agents of the Mirror and the Black Lake, by recruitment or destruction as feasible.

3.
Uncover enemies of Operation: Lucid Dream.

	        Body:
4

        Mind:
4

        Soul:
2
	Origin:

Bolt Squad

Occupations:
Academic 1, Academic: Chronologer, Soldier 3, Spy 3

Offices:
Emissary Of The Shining Kingdom, Grid Squad, Pencer 3, Servant Of The Mirror


Properties And Flaws

Property: Bolt Wired - You have the “Wired” Trait.  When the Bolt 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.

[JoaT] Property: Timely (1) - Your side is at a +1 bonus in all Initiative challenges that you participate in per level of Timely.  If you become Timely from a different source, it stacks with this Property.

Property: Jack Of All Trades (13) - Every CP spent on Jack Of All Trades may be allocated to other Occupations, dynamically shifting between sessions depending on who you are pretending to be at the moment.  This CP may not be spent within Spy, however, and it may not extend beyond the first level of any Occupation that you have not already bought higher in, yourself.

Property: Grid Wired - This Property requires you to have the “Wired” Trait before you may purchase it.  You may access the Network if any squad’s Network has been instantiated, regardless of which squad.

Property: True Sight – When alone with someone, you may always ask that person whether he/she has the “Foggy” and/or “Glamour” Traits.

Property: Traces Of Lazarus (1) – When speaking one-on-one with someone, you may always ask whether he/she has the “Ticking” Trait if you do not yet know.  You are at (your level of Traces Of Lazarus) to all challenges against someone you know to have this Trait.

Property: Reincarnation of Lazarus – You are at a bonus equal to your base Mind attribute in all time-related Ability challenges, regardless of whether you initiated them and whether you are a main participant or just assisting.

Flaw: Invasive Monitoring (1) - When any Network is instantiated in Victoria, Grid Squad will be monitoring some of your activities.  The extent and reliability of this monitoring depends upon your level of Invasive Monitoring, which may be bought up to level 3.

Flaw: Who Am I, Really? - You do not know your own actual identity, if you ever had one.  You may end up with Traits and Motivations resurfacing from your past to haunt you, not to mention enemies that you may have made and no longer know about.

Flaw: Hopeless Longing - Having been in the Shining Kingdom, the world of men seems dull and mundane.  Unless you visit it periodically, you will find yourself pining away more and more, grasping desperately at every last trace of glamour to satisfy your craving.  This will start to affect your ability to Recover.

Flaw: Obsession - You may only Recover Mind in time-related ways.

Flaw: Fracture – Every full hour that has gone by, on the hour, if you have not used one of your personal Recoveries in the past hour, you lose a point of an attribute of your choice.  If you have no attribute points when this occurs, bad things start to happen – see a GM.

Flaw: Treading The Serpent’s Tail - As Pencer recovers more and more of his identity, he stands at the threshold of the very virally damaging knowledge that first destroyed the project he was involved with at the Ivory Tower.  This will result in a series of GM actions during the session that may result in his destruction, and that of those connected with him, if left unchecked.

Abilities And Attacks

[JoaT] Ability: Timeslip [mind] (No Challenge) – Add your base Mind score to your total in the Initiative challenge of any combat in which you are a main participant.  Usable once per combat; precludes you from spending any additional attribute points to add to your Initiative total.

[JoaT] Ability: Snooping [body] (Body vs. Security Challenge) – If you succeed in your Challenge, you and up to (your base Body) people with you may enter a Secure Location.

Ability: The Perfect Position [body] (No Challenge) – Become hidden with an Obfuscation equal to your Body score until you leave the current Location.  When someone attempts to Notice you, you may spend Body points to further boost your total in the challenge.

Ability: Dim Recollections [mind] (No Challenge) - Pencer remembers something he does not, but his player does.

Ability: Temporal Calculations [mind] (No Challenge) - Draw the top card of the Clock Tower pile and take its effect, then replace and shuffle as usual.

Ability: Universal Timekeeping [mind] (Mind vs. Integrity Challenge) - If successful, add or remove the “Clock” Property to/from a Location.  You may not be assisted in this challenge.

[1/2] One Use: Network Override (No Challenge) - Give one of your Motivations to someone you know to be Wired.  He/she must choose one of his/her own to replace with it.  Lasts only for the current session, but may be used in response to an action someone else is taking in hopes of stopping him/her from doing it.

[0/2] One Use: Traveling The Pathways (No Challenge) - You may activate this Ability between sessions to seek along the lines of interconnection between Pencer’s memory and others’, in search of memories related to a specified topic (“The Clock Tower” or “Synovea Ashburn,” for instance).

One Use: Blending In (No Challenge) - When you activate this Ability, you effectively replace a Trait of your choice that you have with any Trait that you don't.  This lasts until such a time as you choose to drop the effect.

[JoaT] One Use: Right Between The Eyes (Requires Use Of Sniping) – You may only activate this Ability if you would otherwise have used Sniping on your target.  He/she is killed.

[JoaT] One Use: I Know What My Orders Are (No Challenge) – If something psychological or emotional has happened to you that would prevent you from pursuing one of your Motivations, you may activate this Ability to cancel all such effects that are currently active.

One Use: Set The Clock (Requires Mind vs. Integrity Challenge) - You may communicate with the GMs between sessions to create a special Property of your choice (though reasonability will be enforced).  You may activate this Ability during a session to give the Clock Tower Plaza Location that Property permanently.  You must announce to the room that you are doing this; anyone present may assist either side of the challenge.  At most once per session.

[JoaT] Attack: Sniping (Body) - You may only use this Attack if you initiated combat after aiming your gun (visibly or otherwise) at the target for a full minute.  He/she is Incapacitated, and may not move more quickly than a crawl under his/her own power until healed.  Additionally, when he/she is using his/her Body in a challenge of any kind, he/she uses a base value of 0 instead of his/her base Body.

Attack: A Different Victoria’s Time (Mind) - Give the target a temporal offset up to (session number) hours forward or backward from the actual time.  He/she thinks it is actually this much earlier/later than it is.  This effect goes away only when healed or when the target uses the “Clock Face” Recovery of the Clock Tower Plaza.

Attack: Archive Access (Mind) - Specify any number of parameters related to the target’s memories (i.e. “you were armed, your father was there, and the number of people present was between 3 and 4”).  If the target can think of any memories that his/her character has that match these parameters, then he/she must share one with you.

Attack: Alignment (Mind) - You may declare that any one opponent does or does not have the “Ticking” Trait permanently.  This does not count as a Mind effect, and may not be detected and cured accordingly.

Recoveries

[JoaT] Recovery: Intriguing Perspectives – Discuss the philosophy of time with someone for around five minutes to Recover a point of Mind or Soul, your choice.  Once per other person per session.

[JoaT] Recovery: To The Point (3) – Complete one of your Motivations and Recover a point of any attribute per level of To The Point.

Recovery: Charting the Sequence (1) – The “Clock Face” Recovery of the Clock Tower Plaza is twice as effective for you as it would normally be.  At the second level of Charting The Sequence, it is three times as effective, etc.

Influence And Modifiers

Influence: Forgetting (1)

Modifier: Forgetting → Mnemonic Decay - You may expend a point of Influence: Forgetting to cause someone who was just involved in a challenge against you (in which you were both main participants) to forget something that you, as a player, believe he/she knows about Pencer.  Once per target per session.

Influence: Memory (1)

Modifier: Memory → Mnemonic Trigger - You may expend a point of Influence: Memory to cause someone who was just involved in a challenge against you (in which you were both main participants) to remember something that you, as a player, believe he/she does not know about Pencer.  This is not necessarily something that Pencer knows about himself, but it must be something that you know about him, ala Dim Recollections.

Influence: The Clock Tower (1)

Modifier: The Clock Tower → Time And Memory - You may expend points of Influence: Forgetting, Influence: Memory, and Influence: The Clock Tower interchangeably.

