Threshold Victoria: Invasion


Character Name: Switch/Sprocket
Player Name: Sue Brassard
CP Total:
55

CP Spent:
49

Traits:
Broken, Machine, Wired

Motivations

1.


2.


3.


	        Body:
2

        Mind:
4

        Soul:
1
	Origin:

Sprocket Squad

Occupations:
Hacker 3, Surgeon 2

Offices:
Broken Squadrons, Ratchet Hub


Properties And Flaws

Property: Sprocket Wired - You have the “Wired” Trait.  When the Sprocket 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: Pervasive Network - You may use effects that require your target to be “Wired” on anyone who has the “Machine” Trait.  Additionally, you may use anything that allows you to find out whether someone is “Wired” to determine whether he/she has the “Machine” Trait instead.

Property: Let’s Have A Look At You - After examining a willing or subdued target for about ten seconds, you may determine his/her Body score, his/her quantity of Body attribute points, and any Body effects that he/she is currently suffering from.

Property: Beyond The Network’s Reach - Points of Mind spent to increase your total when defending against someone you know to have the Wired Trait in any challenge (including combat) are worth +2 each instead of +1.

Flaw: Stimulus Addiction - You only receive the effects of every other Recovery from non-Virtual Locations that you would otherwise get.

Flaw: I Care Too Much - Whenever someone who seems to need it turns down medical aid from you, you must lose a point of Soul if you have one.  If not, act dejected for a few minutes.

Abilities And Attacks

Ability: Go, Go, Go! [body] (No Challenge) - The target, who may not be yourself, Recovers a point of Body or Soul, your choice.  May not be used in the midst of other challenges, such as during Combat.

Ability: Network Overlay [mind] (Mind vs. Integrity Challenge) – If successful, give a Location the following Property: “Virtual – Only characters with the “Wired” Trait may enter this Location.”  Those who are not “Wired” but are already in the Location may remain there, but may not reenter if they leave.  This lasts until you leave the Location.  You may only be assisted in this challenge by someone who is also activating Network Overlay to do so.

One Use: Emergency First Aid (No Challenge) - Remove all Body effects currently affecting the target character.  May not be used to prevent a character from dying.

One Use: Network Instantiation (No Challenge) – When you attempt to use this Ability on the target, who must be willing, he/she must inform you whether he/she has the "Machine" Trait.  If he/she does not, the Ability simply fails to work and you take it back.  If he/she does, then he/she becomes a transmission hub for your Squad's Network.  This gives him/her an instance of the “Wired” Trait, even if he/she already has it, and may have additional long-term effects upon him/her.

[1/2] One Use: Digital Engineering (No Challenge) – Change the description of a “Virtual” Location as you please.  You may also increase or decrease its Obscurity, Security, Integrity, and Population by up to 2 each, and may make it Well-Lit, Dark, or neither of these.  This also makes the “Virtual” Property permanent if it wasn’t already.

Attack: Protocol Disruption (Mind) – Your target loses an instance of the “Wired” Trait if he/she has it until this effect is removed.  If he/she has lost all instances of the “Wired” Trait, he/she is no longer considered to be connected to the Network.

Attack: Manual Override (Mind) – If your target has the “Wired” Trait, you take control of his/her body for (margin of success) minutes.  This person controls his/her speech, facial expressions, et cetera; but you may move his/her body about as you like, and even force him/her to initiate or assist in Body challenges (though he/she determines how many attribute points to expend).

Attack: I Am A Respected Medical Professional! (Mind) – Your target, realizing the importance of your position, must not Attack you or use any non-Social Abilities on you for the duration of the session.

Recoveries

Recovery: Walking The Wired - You may use the Recoveries of Virtual Locations once per hour instead of once per session.

Recovery: Stimulants (3) - A number of times per session equal to your level of Stimulants, you may instantly Recover a number of points in any combination of Body and Mind equal to your level of Stimulants.

Influence And Modifiers

Modifier: The Human Body → The Biological Bases Of Thought - You may now use and trade points of Influence: The Human Body as though they were Influence: The Human Mind.

Influence: The Network (2)

Modifier: The Network → Opening Organic Dataports - You may expend a point of Influence: The Network to give someone an instance of the “Wired” Trait for the remainder of the session.  Until this expires, he/she may detect whether others are “Wired” and may communicate telepathically with those who are.  You may use this on yourself if desired.

Influence: Drugs And Chemicals (2)

Modifier: Drugs And Chemicals → The Synthesis and Use of Classified Mutagens - You may now use and trade points of Influence: Drugs and Chemicals as though they were Influence: Mutation.

Influence: Division (4)

Modifier: Division → From The Ashes - You may expend points of Influence: Division as though they were points of Influence: Change.

