Threshold Victoria: Invasion


Character Name: Professor Giskard Raventlov
Player Name: Matt Weber
CP Total:
62

CP Spent:
60

Traits:
Ticking

Motivations

1.


2.


3.


	        Body:
2

        Mind:
5

        Soul:
2
	Origin:

Ivory Tower (Scholar)

Occupations:
Academic 2, Academic: Chronologer, Academic: Historian, Academic: Numericist

Offices:



Properties And Flaws

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: The Living Past (1) - The historical facts that you research have a tendency to show up and affect the present-day, for better or for worse.  The manner in which they do so is more dramatic as your level of The Living Past increases.

Property: Vedmar’s Gambit (3) - When you are a main participant in a challenge, including combat, your level of Vedmar’s Gambit is your “ideal number” of people to have on your side.  Alter your personal total in the challenge by (half your level of Vedmar’s Gambit, rounded up) minus (the discrepancy between your level of Vedmar’s Gambit and the total number of participants on your side of the challenge).  So if you have Vedmar’s Gambit at 4 and you are being assisted by two people (3 total people on your side of the challenge), you would get a bonus of 2 - 1 = +1.  If you had seven people, you would actually be penalized: 2 - 3 = -1.

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.

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.

Abilities And Attacks

Ability: Data Collection [mind] (Mind vs. Mind) - Social.  Target character must attempt to answer one question about his/her past that you pose fully and to the best of his/her knowledge.  You must consider this question potentially of historical significance.

Ability: Probability Matrix (2) [mind] (No Challenge) - Before each side in an Ability challenge has decided on its values, you may declare that you are using the laws of probability to your advantage.  Instead of using your base attribute value in the challenge (and instead of spending attribute points to boost your total), roll a number of d6 equal to your level of Probability Matrix.

Ability: Prestige [mind] (Mind vs. Security Challenge) - Social.  If successful, you may enter a Secure Location.  You may be assisted only by members of the academic community in this challenge.

One Use: Labyrinthine Way Of Thinking (No Challenge) - You may activate this Ability to prevent a Mind effect of any kind that you would otherwise suffer from affecting you.

[1/2] One Use: That’s Preposterous [one use] (No Challenge) - If something is being done to you that, according to your research, is literally impossible, you may activate this Ability to negate its effects.  You may not do this after the fact.  This may not be used to negate another One Use Ability.  Once per session maximum.

[1/2] One Use: Inverse Functions (No Challenge) - You may declare after totals are decided upon but before they are revealed in any challenge that a flip-flop is occurring: each side ends up with the other’s total.  Anyone who is able to boost totals after they are revealed may still boost his/her side’s new total in the challenge.  Once per session.

Attack: Allude (Mind) - Name two ideas or concepts (for instance, “Progress” and “Famine”).  The target now associates these in his/her thoughts for (your Mind) sessions, including the current one.

Attack: Memory Deceives (Mind) - Tell the target something about the past.  He/she thinks this is true until such a time as he/she encounters extremely convincing evidence to the contrary.

Recoveries

Recovery: Building A Reputation - Whenever someone expresses strong interest in one of your ideas, or agrees with a theory that you are proposing, Recover a point of Mind.  Once per hour maximum.

Recovery: Fascinating! - When you learn something new related to a field of study in which you are Specialized, Recover a point of Mind.

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.

Influence And Modifiers

Influence: Ideas (1)

Influence: Research (2)

Influence: The Academic Community (1)

Influence: Time (3)

Modifier: Time → Revisitation Of Youth / Premonition Of Old Age (1) - You may expend a point of Influence: Time to force your target to either lose or Recover one attribute point of his/her choice per level of this Modifier.  Once per target per session.

Influence: History (3)

Modifier: History → Genealogies And Origins - Between sessions, a single point of Influence: History will be sufficient to discover a great deal of information concerning the origins of a person, place, or object that you have seen or heard of.

Influence: Probabilities (2)

