Threshold Victoria: Invasion


Character Name: Sir Tock Tick
Player Name: Caleb Welton
CP Total:
57

CP Spent:
55

Traits:
Dark, Device, Ticking, Victorian

Motivations

1.


2.


3.


	        Body:
1

        Mind:
5

        Soul:
1
	Origin:

Clockwork Brain

Occupations:
Academic 1, Academic: Chronologer, Mechanic 2

Offices:
Chain Of The Voice In Mirrors, Order Of The Opened Eye, Royal Chronologer, Servant Of The Mirror, Touched By The Black Lake


Properties And Flaws

Property: Automated - Any Body and Mind effects visited upon you may be healed not only by the usual means, but also by technicians capable of repairing machinery, though submitting to such repairs would reveal your nature.  This Property is assumed.

Property: Gear Logic - Additional points of Mind cost you one CP less per level to buy (i.e. -1 to get to 2, -2 to get from 2 to 3, etc), but your Soul attribute may not be bought up above base.

Property: Total Integration - You have the “Device” Trait, and are affected by anything that affects devices.

Property: Each Tick A Word – You may roleplay “telepathy” at any clock, then speak to a GM to converse with The Voice In Mirrors.  If no GM is on hand, assume that the Voice is momentarily unavailable to you, as is often the case.  Additionally, when you are alone with someone, you may always ask him/her whether he/she has the “Ticking” Trait.

Property: Keeper Of Treasures (2) - Items of value belonging to the Order will tend to provide you with special Abilities, Attacks, and other system effects that those who do not have this Property cannot access.  As you buy up your level of Treasurer, more items will do this, and the potency of the provided effects will increase.

Property: The Royal Chronologer - You will be notified between sessions of any unusual or worrisome timeline fluctuations occurring in Victoria.  Influence actions may be necessary to learn the details of these fluctuations, including who is involved, depending on their nature.

Flaw: Winding Down – You must use the Winding Up Recovery at least once during every hour; if you don’t, you lose a point of Mind instead.  If you have no points of Mind when you would lose a point in this way, see a GM.

Flaw: Bound In Brotherhood - One of your Motivations must always be “Pursue the interests of your secret brotherhood.”

Flaw: Fracture – Every full hour that has gone by, on the hour, if you have not used one of your personal Recoveries in the past hour, you lose a point of an attribute of your choice.  If you have no attribute points when this occurs, bad things start to happen – see a GM.

Abilities And Attacks

Ability: Temporal Mastery [mind] (No Challenge) – When you activate this Ability, you may pre-empt someone else’s Ability use or combat declaration with one of your own.  The target’s Ability use or combat declaration still takes place after yours has resolved, if it is still possible for it to do so.

Ability: Learned Discourse [mind] (Mind vs. Mind Challenge) - Social.  You may only activate this Ability after conversing with someone for a time about an intellectual topic (freedom, the afterlife, progress, etc).  If successful, learn his/her in-depth opinion on that topic, even if it wasn’t forthcoming in your previous conversation.

Ability: Timeslip [mind] (No Challenge) – Add your base Mind score to your total in the Initiative challenge of any combat in which you are a main participant.  Usable once per combat; precludes you from spending any additional attribute points to add to your Initiative total.

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: Hypnotic Utterance [mind] (Mind vs. Mind Challenge) – After you have spoken with someone for a minimum of one minute on a topic, and during this time you have made a suggestion to him/her, you may activate this Ability to make him/her more receptive to your suggestion than he/she otherwise would be; he/she will feel inclined to do what you suggest unless it would go against one of his/her Motivations.  If the target was gazing at a “???” clock or pocket watch when you made the suggestion, you are at a +2 bonus in the challenge.

Ability: Timeline Examination [mind] (Mind vs. Mind Challenge) – If successful, the target must tell you the last three Locations he/she was in, in order.  You may ask what events transpired while he/she was at one of these, of your choice, and he/she must tell you in brief.  Once per target per session.

One Use: Restart (No Challenge) - Return to a position and Location that you occupied up to (your base Mind) hours ago.  Everything that has happened to you since then is erased, but so are your memories of the intervening time, though you are vaguely aware that you were responsible for the temporal alteration.  You may not use this Ability in response to an effect that would prevent you from using it.

[0/2] 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.

[0/1] 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.

[0/1] One Use: Timeline Adjustment [one use] (Requires Mind Combat If Resisted) – Name two events that you know a willing target (or the victim of Mind combat; may not be yourself) has experienced (for example, “you entered this Location” and “I entered this Location”).  He/she must choose one Scene that happened between these events to be erased.  It never happened as far as he/she is concerned, and any continuing effects upon him/her are gone.  A GM should be notified when possible.  Note that use of this Ability has the potential to wreak havoc upon Victoria's already-fragile chronology, depending on how much happened during the erased scene; accordingly, it should be used sparingly and with care.

One Use: Broken Mirrors (No Challenge) - If someone tries to detect a Trait and you have it, you may activate this Ability to incapacitate him/her with pain until you release him/her or leave his/her presence.  During this time he/she may only defend against challenges directed at him/her, and may be carried anywhere against his/her will.

Attack: Analyze Functionality (Mind) - The target must describe to you in detail (your Mind attribute) of his/her Properties, Attacks, Abilities, Recoveries, and/or Modifiers, in any combination.  Once per target per session; if used on the same target later, he/she may tell you the same things that he/she did before, if he/she still has them.  You may also ask whether he/she has the “Device” and “Wired” Traits.

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: One Chain At A Time (Mind) - Give the target a restriction upon his/her actions or thoughts, such as “you may not think about harming me” or “you may not enter the Clock Tower Plaza.”  This lasts for the remainder of the session.

Recoveries

Recovery: Winding Up – When this Recovery is invoked, your Mind and Soul stats switch.  You recover one point of Soul per five minutes of acute temporal reversal that you roleplay while in this state.  You may return to Normal at any time after the first five minutes.  Note that this Recovery never allows you to have more attribute points than your maximum in an attribute, even after switching back to Normal.

Influence And Modifiers

Influence: Timekeeping (2)

Modifier: Timekeeping → Reassertion Of Dominance – You may expend a point of Influence: Timekeeping and spend a few minutes of intense concentration to negate a time-related Effect or Ability that has been used on you.

Influence: Research (1)

Influence: Time (4)

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 (3)

Influence: Structures (1)

Modifier: Structures → Structural Modifications - You may expend a point of Influence: Structures between sessions to fix up a Location that has been Damaged, or to increase the Integrity of a Location that has not.

Influence: Timelines (3)

Modifier: Timelines → Delay Cascade – When someone has successfully used an Ability on you, you may expend a point of Influence: Timelines to delay its effects for ten minutes.  Multiple uses do stack, although no Ability may be delayed more times than your base Mind score.

