Threshold Victoria: Invasion


Character Name: Silas Brandenburg
Player Name: Kyle Ricks
CP Total:
50

CP Spent:
48

Traits:
Bloody, Broken, Dark, Horror, Machine, Mirrored, Murky, Ticking, Victorian, Wired

Motivations

1.
Sabotage Project Chronosphere.

Use the Chronosphere to triumph over the forces of Dream.

2.
Cast into ruin the followers of the Mirror.

_______________________________________________________

3.
Aid the Black Lake and its Servants.

_______________________________________________________

	        Body:
3

        Mind:
4

        Soul:
3
	Origin:

Lens Squad

Occupations:
Academic 1, Academic: Chronologer, Mechanic 2

Offices:
Broken Squadrons, Reflection Of The Voice In Mirrors, Servant Of The Mirror, Touched By The Black Lake


Properties And Flaws

Property: Lens Wired – You have the “Wired” Trait.  When the Lens 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: 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: 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: Identicality – One of your Motivations per level of Identicality is determined each session by the Voice In Mirrors.

Flaw: Sacrificed – Having been cast into the waters of the Black Lake, you now have three Motivations set by it and the “Bloody,” “Horror,” and “Murky” Traits (all italicized).  This is detectable as a Soul effect, and each time it is cured, you may drop one Trait and one Motivation of your choice, replacing the Motivation with one that you set at the beginning of the session.  After three cures, this Flaw goes away.  You may tell those who know Silas well that he seems to be struggling and failing to resist a compulsion, rather than acting on his own will.

Abilities And Attacks

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.

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.

[0/3] One Use: A New Device [one use] (No Challenge) – Spend ten minutes to create a Device according to your specifications.  Note that certain raw materials may be required, depending on what you are making, and others (though optional) will surely enhance your creation.

[0/4] 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.

Attack: Rewind (Mind) – Everyone who fought against you in this combat must “rewind” to the moment they entered the room.  They do not remember anything that has happened since they entered, although any attribute points that they have expended since arriving are still gone.  Any Effects and Abilities that they have used on the victors since arriving vanish, although those used on other people in the Location remain.  You are the arbiter of any disputes or confusions related to this Attack, although you are welcome to consult a GM.

Attack: Gearslip (Body) – An obviously mechanical device that someone is carrying ceases to function until repaired.  You may also use this on someone who is clearly a device, in which case see a GM upon success, but if that person turns out not to have the “Device” Trait, your Attack was wasted.

Attack: Haunted Gaze (Soul) – The target is struck by the profound emptiness that haunts your gaze.  He/she is moved to pity, and may not participate in or initiate any combat against you for the remainder of the session.

Flaw: Obsession – You may only Recover Mind in time-related ways.

Recoveries

Influence And Modifiers

Influence: Images (1)

Modifier: Images → Optical Capture – You may expend a point of Influence: Images to take a particularly high-quality image of your surroundings.  This may be transmitted via the Network to anyone else who is Wired.

Influence: Research (4)

Influence: Time (2)

Modifier: Time → Revisitation Of Youth / Premonition Of Old Age (3) - 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: Tools (1)

