Threshold Victoria: Invasion


Character Name: Tom Canty
Player Name: Ion Yannopoulos
CP Total:
56

CP Spent:
34

Traits:
Victorian

Motivations

1.


2*.


3.


	        Body:
3

        Mind:
4

        Soul:
3
	Origin:

Orphan (Twin)

Occupations:
Spy 3, Streetwalker 1

Offices:
Ghost Train


Properties And Flaws

Property: Twinned – At any given time, you are playing either Ed or Tom; although for simplicity’s sake these two share a single pool of Attribute Points, you should write two sets of Motivations.  However, Motivation number 2 must always be the same for both characters; and if it is altered for one of them, then it is altered for both.  Otherwise, Effects only work on the twin they were used on.  Ed and Tom have a mental link, although when actively using it, you should make the “telepathy” symbol, even if simply muttering under your breath.  You may travel rapidly out-of-game between the twins’ current locations.

Property: Well-Informed (1) - 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: 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.

Abilities And Attacks

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

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: 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: Keeping Tabs On Them (1) - At the beginning of each session, specify up to (level of Keeping Tabs On Them) people whom you’re watching.  Whenever you learn something significant about any of these people, Recover a point of Mind.

Recovery: You Must Certainly Be Mistaken - Whenever someone is obviously confusing you for someone else, Recover a point of Mind or Soul, your choice.  Once per other person per session.

Influence And Modifiers

Influence: Information (1)

Modifier: Information → Spreading Misinformation - You may expend a point of Influence: Information to write a Rumor and put it into the Rumor Deck.

Influence: The Streets (1)

Modifier: The Streets → Word On The Street – You may expend a point of Influence: The Streets to draw a Rumor from the Rumor Deck, then put it back when you are done reading it.

Character Name: Edward Tudor
Player Name: Ion Yannopoulos
CP Total:
56

CP Spent:
33

Traits:
Destitute, Victorian

Motivations

1.


2*.


3.


	        Body:
3

        Mind:
3

        Soul:
4
	Origin:

Orphan (Twin)

Occupations:
Spy 1, Streetwalker 3

Offices:



Properties And Flaws

Property: Twinned – At any given time, you are playing either Ed or Tom; although for simplicity’s sake these two share a single pool of Attribute Points, you should write two sets of Motivations.  However, Motivation number 2 must always be the same for both characters; and if it is altered for one of them, then it is altered for both.  Otherwise, Effects only work on the twin they were used on.  Ed and Tom have a mental link, although when actively using it, you should make the “telepathy” symbol, even if simply muttering under your breath.  You may travel rapidly out-of-game between the twins’ current locations.

Property: Unimpressed (1) – You may add your level of Unimpressed to your total whenever you are defending against a Social challenge initiated by someone who is clearly upper class.

Property: Fearsome Determination – You may expend points of Soul as well as Body to add to your total in Body combat, but only if it is directly related to one of your Motivations.

Flaw: I’ve Had A Hard Life - You may not use the Recoveries of Upper-Class Locations.

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.

Abilities And Attacks

Ability: Ducking Into The Sewers [body] (No Challenge) - Travel “instantly” from any Open Air Location or street to any other Open Air Location or street with up to (your base Body) other people.

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: 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.

Recovery: You Must Certainly Be Mistaken - Whenever someone is obviously confusing you for someone else, Recover a point of Mind or Soul, your choice.  Once per other person per session.

Influence And Modifiers

Influence: Concealment (1)

Modifier: Concealment → Laying Low - You may spend a point of Influence: Concealment to make it impossible for you to be followed to a Location by all specified people.  Wears off once you have arrived there.

Influence: The Underworld (1)

Modifier: The Underworld → Where The Streets Have No Name - You may expend a point of Influence: The Underworld during a session to cause a Location to go from “Upper-Class” to classless, or from classless to “Lower-Class”.  This change is sometimes permanent and sometimes not, depending.

