Threshold Victoria: Invasion


Character Name: Professor Maximilian Richterstein Xavier von Rorshark/Capacitor
Player Name: Jon Salomon
CP Total:
53

CP Spent:
50

Traits:
Machine, Wired

Motivations

1.


2.


3.


	        Body:
2

        Mind:
4

        Soul:
2
	Origin:

Capacitor Squad

Occupations:
Academic 2, Academic: Psychologist, Mechanic 3

Offices:
Sprocket Hub, Watch Squad


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: Well-Read - When you spend Influence points from the Academic Occupation (including areas of specialty) to do things between sessions, you are considered to have spent one additional Influence point on each Influence action than you actually did.

Property: Inkblots And Leading Questions - After examining a willing or subdued target for about ten seconds, you may determine his/her base Mind score, his/her quantity of Mind attribute points, and any Mind effects that he/she is currently suffering from.

Property: Logic (1) - For each level of Logic, you may select one multiple-use Ability that you may use once at no activation cost per session (additional attribute costs, such as those demanded by multiple uses of Overclock, still apply).  You may select the same Ability more than once.  You may change which Abilities this is applied to between sessions.

Flaw: Over-Reliant (2) - You are at a penalty to your total equal to your level of Over-Reliant in any initiative or combat challenge in which you are not directly assisted by a device.  May not be purchased higher than your lowest attribute.

Flaw: Bookish - The character is at -1 to his/her base Body score in Body combat, and must expend an additional Body point for each increase to his/her side’s total when assisting in Body combat.

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: Towards A Greater Whole - You may never initiate combat (or willingly allow any of your Attacks to be used) against someone whom you know or strongly suspect to be a Machine.

Abilities And Attacks

Ability: Freudian Slip [mind] (Mind vs. Mind Challenge) - Social.  If successful, the target character must let slip something that he/she is thinking about but doesn’t want to talk about.  Once per target per scene.

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.

(Logic) Ability: Overclock [mind] (No Challenge) – In the target’s next challenge (as a main participant only), every attribute point that he/she spends to increase his/her total is worth two.  The second time you Overclock the same person in a session, it costs you two points of Mind; the third, three.  You may not exceed (your Mind attribute) uses on a single person in a session.

One Use: Diagnose (Requires Mind Combat) - Instead of using a Mind Attack on someone, you may activate this Ability to give him/her a strange and exotic affliction.  All potential afflictions must be cleared by a GM *between sessions* before they can be used, although it is not necessary to decide which approved affliction will be used when this One Use is purchased.

[0/3] 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.

[1/2] One Use: Refit (No Challenge) - After working on the target, who may be yourself, for a few minutes, he/she recovers all of his/her attribute points.  Once per target per session.

Attack: Analyze Functionality (Mind) - The target must describe to you in detail (your Mind attribute) of his/her Properties, Attacks, Abilities, Recoveries, and/or Modifiers, in any combination.  Once per target per session; if used on the same target later, he/she may tell you the same things that he/she did before, if he/she still has them.  You may also ask whether he/she has the “Device” and “Wired” Traits.

Attack: Sprocket Squad Needs You (Soul) - The target gains the “Machine” Trait and must act as your subordinate for the remainder of the session; afterwards, he/she may choose whether to keep this Trait and replace his/her Origin with Sprocket Squad, or to return to the way he/she was before.  Once per target ever.

Recoveries

Recovery: Creator - When you create or repair a device, Recover a point of Mind or Soul, your choice.  Once per hour maximum.

Recovery: Tune-Up (1) - You may spend a few minutes working on yourself to Recover an amount of Body equal to your level of Tune-Up.  No more than once per hour.

Recovery: One For The Team - When you gain a new recruit for Sprocket Squad, even temporarily, Recover a point of each attribute.  Once per person ever.

Influence And Modifiers

Influence: Production (3)

Modifier: Production → Acquisition - You may expend points of Influence: Production between sessions to attempt to get ahold of any kind of device that Capacitor Squad produces.

Influence: The Mind (4)

Modifier: The Mind → Psychotherapy - You may expend a point of Influence: The Mind to remove from the target (who may be yourself) a Mind effect that you saw visited upon him/her or detected using Inkblots And Leading Questions.  Recovery may not be complete, and there may be side-effects; the target should speak with a GM between sessions to see.

Influence: Structures (1)

