Threshold Victoria: Invasion


Character Name: Sanjya Aparajita
Player Name: Kendra Tornheim
CP Total:
52

CP Spent:
49

Traits:
Dark, Dead, Foggy, Glamour, Victorian

Motivations

1.


2.


3.


	        Body:
2

        Mind:
3

        Soul:
4

        Power:
4
	Origin:

Corporeal Soul Conglomerate

Occupations:
Spiritualist 3, Spy 3

Offices:
Bone Mask 2, Emissary Of The Shining Kingdom, Ghost Train


Properties And Flaws

Property: Many Lives (3) - Although you tend to have one dominant personality surfacing at a time, you are in fact a conglomeration of many people, each of whom has strengths and weaknesses (as well as different goals).  Each level of Many Lives models an additional backstory that the GMs have given you; you may have as many different character builds as you have levels of Many Lives, each with their own CP expenditures and Motivations, and you may expend a point of Soul during a session to switch from your dominant personality to a submerged personality for up to one hour.  When you do this, your attributes points are not refreshed to the new personality’s maximum amounts; indeed, you may lose attribute points if you have more in an attribute than you can now hold.  Any Mind and Social effects that one personality is suffering from do not affect the others, though non-Social Body and Soul effects are pervasive for you.

Property: Philosophical Discussion - After talking with someone about his/her beliefs for a few minutes, you may determine his/her Soul score, his/her quantity of Soul attribute points, and any Soul effects that he/she is currently suffering from.

Property: The Scent Of Decay - When you are alone with a character, you may always ask him/her whether he/she has the “Dead” Trait.  Characters with this Trait may speak to you regardless of what their physical state may be.

Property: Power (3) - You effectively have a fourth attribute, Power, at a level equal to your level of this Property.  You start the session at full Power, though you may not Recover it except as indicated by special Recoveries.  You may spend points of Power as though they were points of any attribute.

Property: Well-Informed (2) - Whenever you would draw from the Rumor Deck, draw one additional card per level of Well-Informed, subject to the same restrictions and advantages that may apply to your base draw.

Flaw: A Great Clamoring In My Mind (2) - Whichever personality is currently dominant at any point in time must replace one Motivation per level of A Great Clamoring In My Mind with a Motivation from a submerged personality.  You may not use more than one Motivation from the same submerged personality, nor may you buy this Flaw above level 3.

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: 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: Creepy - You are at -1 in all Social challenges in which you are a main participant.

Flaw: Restless - You have the “Dark” Trait, a sign of the Mask’s sinister origins.  If anyone detects this Trait and you do not have it from other sources, tell him/her that he/she largely feels it upon the Mask; it extends only a little into the rest of you.

Abilities And Attacks

Ability: Air Of Dignity [soul] (No Challenge) - Instead of expending attribute points to add to your side’s total in a Social challenge, you may activate this Ability to add (your Soul attribute) to your total.

Ability: Snooping Around [mind] (No Challenge) - Draw a card from the Rumor Deck, then replace it and shuffle after reading it.

Ability: Small Deceptions [mind] (No Challenge) - You may activate this Ability to lie when someone asks you whether you have a specific Trait.

Ability: City Of Ghosts [soul] (Soul vs. Obfuscation) - If successful, Notice a hidden target.  You may not be assisted in this challenge.  Once per target per Scene.

Attack: Lay To Rest (Soul) – If your target has the “Dead” Trait, he/she is banished from the world of the living by the power of your faith and should see a GM.  Note that this is a last resort for you – you would prefer that such creatures be dealt with peacefully.  Additionally, particularly powerful Dead characters may require multiple uses of this Attack on different occasions to fully and finally dispel.

Attack: Blackmail (Soul) – The target is convinced that you know his/her darkest secret, whatever it may be.

Attack: Unliving Marrow (Soul) - Ask your target whether he/she has either the “Dead” or “Horror” Trait.  If so, name a number between one and three.  Replace that Motivation of his/hers with one of your own, of your choice.  You continue replacing a Motivation at the beginning of each session for up to (your Soul - 1) additional sessions.  You may not do this again to the same character until it has worn off.

Recoveries

Recovery: Born Of Shadow – You may use the Recoveries of Dark Locations once per hour instead of once per session.

Recovery: Solitude And Contemplation – Spend a few minutes alone to Recover a point of Mind, at most once per hour.

Recovery: Gathering Strength - Recover a point of Power when you would otherwise Recover an attribute that is currently full.

Recovery: City Of Shadows - Whenever you use the Recovery of a Dark Location, Recover an additional point of Soul.

Influence And Modifiers

Influence: The Dead (2)

Modifier: The Dead → Seance - You may expend one or more points of Influence: The Dead during a session to hold a seance to part the veil and speak with one who has passed on.  The more influence points spent, and the more people participate, the more likely the seance will fully succeed and the more articulate the person in question will be able to be.

Influence: The Land Of The Dead (1)

Character Name: Sanjya Aparajita (Erdine Lancaster Carlyle)
Player Name: Kendra Tornheim
CP Total:
52

CP Spent:
40

Traits:
Dark, Dead, Victorian

Motivations

1.


2.


3.


	        Body:
2

        Mind:
3

        Soul:
4
	Origin:

Corporeal Soul Conglomerate

Occupations:
Spy 3

Offices:
Emissary Of The Shining Kingdom, Ghost Train


Properties And Flaws

Property: Many Lives (2) - Although you tend to have one dominant personality surfacing at a time, you are in fact a conglomeration of many people, each of whom has strengths and weaknesses (as well as different goals).  Each level of Many Lives models an additional backstory that the GMs have given you; you may have as many different character builds as you have levels of Many Lives, each with their own CP expenditures and Motivations, and you may expend a point of Soul during a session to switch from your dominant personality to a submerged personality for up to one hour.  When you do this, your attributes points are not refreshed to the new personality’s maximum amounts; indeed, you may lose attribute points if you have more in an attribute than you can now hold.  Any Mind and Social effects that one personality is suffering from do not affect the others, though non-Social Body and Soul effects are pervasive for you.

Property: Well-Informed (2) - Whenever you would draw from the Rumor Deck, draw one additional card per level of Well-Informed, subject to the same restrictions and advantages that may apply to your base draw.

[1 free] Property: Jack Of All Trades (12) - 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.

[JoaT] 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.

[JoaT] Property: Skilled Conversationalist – Add +1 to your side’s total in all Social challenges that you’re participating in per level of Skilled Conversationalist.

[JoaT] Property: I Know My Way Around - You may automatically find any Location whose Obscurity is equal to or less than your base Mind attribute.

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

Flaw: A Great Clamoring In My Mind (2) - Whichever personality is currently dominant at any point in time must replace one Motivation per level of A Great Clamoring In My Mind with a Motivation from a submerged personality.  You may not use more than one Motivation from the same submerged personality, nor may you buy this Flaw above level 3.

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: 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.

[JoaT] Flaw: Gullible – Whenever you draw cards from the Rumor Deck, you must act as though you think that one of them is true for the remainder of the session.

[JoaT] 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.

Abilities And Attacks

Ability: Snooping Around [mind] (No Challenge) - Draw a card from the Rumor Deck, then replace it and shuffle after reading it.

Ability: Small Deceptions [mind] (No Challenge) - You may activate this Ability to lie when someone asks you whether you have a specific Trait.

[JoaT] 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.

[JoaT] Ability: Pardon Me, If I May [mind] (Mind vs. Security Challenge) - Social.  If successful, enter a Secure Location alone.  You may not be assisted in this challenge.

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.

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: Blackmail (Soul) – The target is convinced that you know his/her darkest secret, whatever it may be.

Recoveries

Recovery: Born Of Shadow – You may use the Recoveries of Dark Locations once per hour instead of once per session.

[JoaT] Recovery: Easily Distracted – Whenever you go and do something interesting but unrelated to your Motivations, Recover a point of Mind.  Once per hour maximum.

[JoaT] Recovery: Gossip – Tell someone about two Rumors that you drew from the Rumor Deck and Recover a point of Mind.  You may not Gossip about the same Rumor twice, nor may you Gossip with the same person twice in a session.

Influence And Modifiers

[None.]

Character Name: Sanjya Aparajita (Laraine Wrench)
Player Name: Kendra Tornheim
CP Total:
52

CP Spent:
39

Traits:
Dark, Dead, Victorian

Motivations

1.


2.


3.


	        Body:
2

        Mind:
3

        Soul:
4
	Origin:

Corporeal Soul Conglomerate

Occupations:
Spy 3

Offices:
Emissary Of The Shining Kingdom, Ghost Train


Properties And Flaws

Property: Many Lives (2) - Although you tend to have one dominant personality surfacing at a time, you are in fact a conglomeration of many people, each of whom has strengths and weaknesses (as well as different goals).  Each level of Many Lives models an additional backstory that the GMs have given you; you may have as many different character builds as you have levels of Many Lives, each with their own CP expenditures and Motivations, and you may expend a point of Soul during a session to switch from your dominant personality to a submerged personality for up to one hour.  When you do this, your attributes points are not refreshed to the new personality’s maximum amounts; indeed, you may lose attribute points if you have more in an attribute than you can now hold.  Any Mind and Social effects that one personality is suffering from do not affect the others, though non-Social Body and Soul effects are pervasive for you.

Property: Well-Informed (2) - Whenever you would draw from the Rumor Deck, draw one additional card per level of Well-Informed, subject to the same restrictions and advantages that may apply to your base draw.

Property: Jack Of All Trades (12) - 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.

[JoaT] Property: Skilled Conversationalist (2) – Add +1 to your side’s total in all Social challenges that you’re participating in per level of Skilled Conversationalist.

[JoaT] Property: I Know My Way Around - You may automatically find any Location whose Obscurity is equal to or less than your base Mind attribute.

Flaw: A Great Clamoring In My Mind (2) - Whichever personality is currently dominant at any point in time must replace one Motivation per level of A Great Clamoring In My Mind with a Motivation from a submerged personality.  You may not use more than one Motivation from the same submerged personality, nor may you buy this Flaw above level 3.

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: 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.

Abilities And Attacks

Ability: Snooping Around [mind] (No Challenge) - Draw a card from the Rumor Deck, then replace it and shuffle after reading it.

Ability: Small Deceptions [mind] (No Challenge) - You may activate this Ability to lie when someone asks you whether you have a specific Trait.

[JoaT] Ability: Pardon Me, If I May [mind] (Mind vs. Security Challenge) - Social.  If successful, enter a Secure Location alone.  You may not be assisted in this challenge.

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.

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: Blackmail (Soul) – The target is convinced that you know his/her darkest secret, whatever it may be.

[JoaT] Attack: Take Pity On Me (Soul) – Your target feels awful for your plight, and must try and help you as best he/she can in some reasonable respect that you specify.

[JoaT] Attack: Surely It’s So (Mind) - Tell your target two Rumors that you have drawn.  He/she must choose one to believe is absolutely true and one to believe is certainly false.  Lasts for the remainder of the session.

[JoaT] Attack: Petty Theft (Body) – Steal an object that any of your opponents is visibly carrying (or that you know one of them to be carrying).

Recoveries

Recovery: Born Of Shadow – You may use the Recoveries of Dark Locations once per hour instead of once per session.

[JoaT] Recovery: Odd Jobs – Accomplish a task that someone you’re working for (or pretending to work for) asks you to do and Recover a point each of Body and Soul.  Once per employer per session maximum.

[JoaT] Recovery: Gossip – Tell someone about two Rumors that you drew from the Rumor Deck and Recover a point of Mind.  You may not Gossip about the same Rumor twice, nor may you Gossip with the same person twice in a session.

[JoaT] Recovery: Greed - When you obtain a potentially valuable item that you’ve never had before, Recover one point each of Mind and Soul.

Influence And Modifiers

[None.]

Sanjya’s spiritual coherence is starting to destabilize.  Instead of having a single “main personality” this session, you should switch every hour until 11:00, then every half hour until 1:00.  From that point, you are blurring from one spirit to another very rapidly, and if nothing is done, your body will fall lifeless at 1:30, and the spirit-meld that composes Sanjya will return to the City of Ghosts.  Feel free to roleplay moderate to significant discomfort (dizzy spells, a physical sensation of tearing, etc.) as this process accelerates.  The effect may be detected by those who ask you whether you are under any Soul effects, but it is not curable as a Soul effect, and this should be obvious to them.

