Threshold Victoria: Invasion


Character Name: Peter Underman Cornelius Knowlington
Player Name: Simon McEntire
CP Total:
52

CP Spent:
50

Traits:
Foggy, Glamour

Motivations

1.


2.


3.


	        Body:
3

        Mind:
3

        Soul:
4

        Power:
1
	Origin:

The Shining Kingdom

Occupations:
Servant 3, Spy 1

Offices:
Emissary Of The Shining Kingdom, Lord Of Travel, Magician


Properties And Flaws

Property: Glamorous Shroud – You may use your base Soul and/or spend Soul attribute points to help defend against Abilities that target your Body.  Does not apply to combat challenges.

Property: Whispers In The Servants’ Quarters - You may draw additional Rumors from the Rumor Deck at the beginning of the session, but as with the first one, you must believe that the Rumors you draw in this way are true.

Property: Finding The Ways (2) - You may ignore one requirement to enter a Location (Obscurity, Security, Trait requirement, etc) per level of Finding The Ways.  You must select the Location and restriction at the beginning of each session.

Property: Veil Of Illusions – You may expend a point of Power to disengage yourself from a combat challenge in which you are a main participant after the Initiative round is resolved.  You select a new main participant from those on your side of the challenge; if no one was on your side, then the combat challenge is over unsuccessfully, though no Default Attack is applied to anyone and you may leave the Location before it ends.

Flaw: Technology Is Unpleasant - You may not use the Recoveries of Locations with the “Charged”, “Mechanical”, or “Virtual” Properties.

Flaw: Obsequious - You must at least attempt to do, or make a show of doing, everything that is asked of you by those who are of higher social standing.  Should these requests conflict, you may choose which to obey.

Flaw: Something Funny Going On - If you are pretending to be someone other than yourself and someone succeeds in a Social challenge against you, he/she gets the sense that there’s something a little “off” about the way your character is acting.

Flaw: Sought By Places Unknown - Those from all manner of strange (and sometimes horrible) places will tend to seek you out for aid in getting to and from Victoria, knowing that you are the Lord Of Travel and that this is your domain.  Some will be pleasant and some will not, but all will seek to draw upon your strengths for their own ends.

Abilities And Attacks

Ability: Faerie Gold [mind] (No Challenge) – You may activate this Ability to effectively give yourself a point of Influence: Wealth for the next hour of game time.  If given or traded away, this wealth becomes dust after the time has elapsed.

Ability: Duck Out Of Sight [body] (No Challenge) - Become hidden until you leave the current Location.  Your Obfuscation is equal to your Body score; however, you may spend additional points of Body when you activate this Ability to boost your Obfuscation by twice the number of extra points spent.

Ability: Fog Of The Eyes [soul] (No Challenge) – Become hidden until you choose to become unhidden or you are Noticed, whichever happens first.  You may move about between Locations while hidden.  Your Obfuscation is zero – anyone who attempts to Notice you succeeds.

Ability: Nonexistent Shortcuts [mind] (No Challenge) - Travel “instantly” to any place in the game that you are able to enter.

One Use: Paths Through The Fog [one use] (No Challenge) – You may activate this Ability to depart for the Shining Kingdom with up to (your base Soul) other people who wish to go along with you.  At least one of these characters must have the “Foggy” Trait.

Attack: Bad Luck (Soul) – The target is at a penalty equal to your Soul attribute to every third challenge he/she participates in, including combat (and assisting others in combat), for the remainder of the session.  This can put him/her into the negative numbers, in which case he/she actually detracts from his/her side’s total when assisting.

Attack: You Seem To Need Assistance (Mind) - Insinuate yourself onto the target’s payrolls as one of his/her personal servants.  At the end of the session, he/she may choose to continue employing you or to discharge you.  Once per session.

Attack: Pay No Mind (Mind) - The target no longer finds you very interesting, and may not initiate challenges against you for the next hour unless you do something to attract his/her attention (such as challenging him/her).

Attack: Star-Crossed Love (Mind) – Your target falls in love with someone of your choice of the appropriate gender (other than yourself).  Lasts for the remainder of the session.

Recoveries

Recovery: You’ll Never Guess What I Heard - Recover a point of Mind when you overhear, while hidden or “not here,” something that seems important and was not meant for your ears.  Once per Scene.

Recovery: Mischief And Wonder – Whenever you surprise someone, befuddle them, or awe them, Recover a point of Soul.  Once per hour maximum.

Influence And Modifiers

Influence: Service (2)

Modifier: Service → Capitalizing On Disloyalty - You may expend points of Influence: Service between sessions to seek to turn someone’s servants against him/her, causing them to disrupt his/her activities and make his/her influence actions more difficult.

Influence: Paths (2)

Modifier: Paths → They Know My Tread - You may expend one or more points of Influence: Paths to travel to the Shining Kingdom between sessions with up to one other person per point of Influence: Paths spent.

Influence: Glamour (2)

Modifier: Glamour → Spells – You may devise as many different spells as you have levels of Influence: Glamour.  The exact nature of these spells varies; you may propose spells with a desired effect to the GMs for approval.  Each spell will have a cost in points of Influence: Glamour and Power to cast it during a session.  The effects that a spell could have are potentially unlimited, though they are sometimes not precisely what was intended and rarely permanent; and there tend to be unwanted side-effects much of the time.  Spell-casting generally requires a few minutes of time, and may often be aided by material components.

Spells

A Spell of Cleansing

Cost: 2 Influence: Glamour, 1 Power

Requires the caster to stand (with the object or person to be cleansed) in a Well-Lit Location and sprinkle water upon him/her/it at intervals for one minute, murmuring, “(Name), may you be cleansed of all impurities.”  After this is done, the target loses the “Bloody,” “Horror,” and “Murky” Traits, if he/she has them, until end of session or he/she uses a power from an Origin or Office that bestows any of these Traits.

