Threshold Victoria: Invasion


Character Name: Sir Royce Perillant
Player Name: Aaron Boyden
CP Total:
60

CP Spent:
58

Traits:
Mirrored, Victorian

Motivations

1.


2.


3.


	        Body:
6

        Mind:
2

        Soul:
3
	Origin:

Upper Class

Occupations:
Leader 2, Soldier 1

Offices:
Claw Of The Voice In Mirrors, Royal Lamplighter, Servant Of The Voice In Mirrors


Properties And Flaws

Property: Commanding Presence (1) - You are at a bonus equal to your level of Commanding Presence in any Ability challenge in which you are trying to command someone to do something.

Property: Crack Shot (1) – Add +1 to your side’s total in Body combat, as a main participant and as an ally, per level of Crack Shot.

Property: Twisted Claw (1) – Add +1 to your side’s score in Body combat per level of Twisted Claw.  Applies when you are aiding someone else as well as when you are the primary combatant.  Note that using this bonus means that your… abnormality… will be quite apparent to those who behold it.

Property: Orphan Assistants - You are at +1 in all Body Ability challenges in which you are a main participant.  Additionally, your first point of Body spent to assist someone else in all such challenges is worth +2 instead of +1.

Property: Mirrorspeech – You may roleplay “telepathy” at any mirror while speaking with a GM to converse with The Voice In Mirrors.  If no GM is readily available, assume that the Voice is momentarily unavailable to you, as is often the case.  This Property gives you the “Mirrored” Trait.

Flaw: Keep It Simple - When you are assisting someone in Mind Combat, you may not offer up a Mind Attack for him/her to use.

Flaw: Quite A Handful - Orphans are notoriously difficult to keep track of, and attempting to do so severely cuts into the time that you have between sessions to deal with other things and undertake influence actions.

Abilities And Attacks

Ability: Have You No Honor? [soul] (Soul vs. Soul Challenge) – Social.  You may only use this Ability on someone whom you know to have acted dishonorably.  If successful, he/she must seek to make appropriate amends and reparations for his/her misdeeds.  Once per target per session.

Ability: I Insist [body] (Body vs. Mind Challenge) - Social.  If successful, the target must follow one order that you give him/her, although this will not cause the target to do anything that runs directly against one of his/her Motivations.  Lasts for the remainder of the session.  Once per person per session.

Ability: Quick Reflexes [body] (No Challenge) – When your side of an Initiative challenge has declared Body Initiative, regardless of whether you are a main or assisting participant, you may activate this Ability once to add your base Body to your side’s Initiative total instead of spending attribute points.  If you are the main participant and your side wins the initiative challenge, however, you may only declare Body combat.

Ability: Walking The Tain [body] (No Challenge) - You may activate this Ability to travel very rapidly "not here" from one Location with the “Mirror” Property to another.  Anyone watching will see you stepping through.

One Use: In Cold Blood (Requires Body Combat) - You may activate this Ability only instead of using a Body Attack, and only when you were the one to initiate combat.  The target is killed, and should see a GM as soon as possible.

Attack: Bullet Hole (Body) - The target’s base Body is reduced by one until healed (or until he/she has time to recover between sessions).  If this reduces the target’s base Body to zero, he/she is killed.

Recoveries

Recovery: Satisfaction (1) – Recover one point of each attribute per level of Satisfaction whenever you physically injure someone (includes effects that do someone physical harm without reducing his/her base Body attribute).

Recovery: The Rewards Of Service - You may utilize the Recoveries of the Royal Orphanage Location once per hour instead of once per session.

Influence And Modifiers

Influence: Title (7)

Modifier: Title → Inheritance - You may always expend points of Influence: Title as though they were points of Influence: Wealth.

Influence: Weapons (1)

Modifier: Weapons → Specialist (Large Conventional Firearms) – When using a large (two-handed) conventional firearm in conjunction with the Bullet Hole Attack, and your margin of success was at least 3, the target’s Body is reduced by an additional one.  This effect counts as part of the same injury for purposes of healing.

Influence: Orphans (1)

Orphans → A Network Of Spies (2) - You may expend a point of Influence: Orphans to draw a number of cards from the Rumor Deck equal to your level of A Network Of Spies, read them, replace them, and shuffle.

