Threshold Victoria: Invasion


Character Name: Sir Trenton Merze
Player Name: Jamey Patton
CP Total:
56

CP Spent:
54

Traits:
Dark, Mirrored, Victorian

Motivations

1.
Weaken the Black Lake.

2.
Increase the power of my secret Brotherhood.

3.
Make the sinners of Victoria regret their actions.

	        Body:
2

        Mind:
3

        Soul:
5

        Power:
3
	Origin:

Upper Class

Occupations:
Leader 2, Spiritualist 3

Offices:
Ghost Carnival, Ivory Figurine, Order Of The Opened Eye, Royal Chaplain, Scar Of The Voice In Mirrors, Servant Of The Voice In Mirrors, Touched By The Black Lake


Properties And Flaws

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: Strong Man (1) - You are at +1 to your total in all Body Ability challenges per level of Strong Man.

Property: You Have Not Seen What I Have Seen - You may defend against Mind and Social Ability and Combat challenges using your Soul.  (If your opponent is using Mind, or it is a Social challenge for you.)

Flaw: Snooty - You may not use the Recoveries of Lower-Class Locations.

Flaw: Haunted - The tragic incidents of your role’s past will manifest from time to time in your own life, sometimes with unpleasant repercussions.

Flaw: Becoming Bone (2) – At level one, you must costume unnaturally pale skin.  At level two, you have difficulty moving quickly, and are at a -1 penalty in all Body challenges.  At the third and final level, you are slowly turning into an ivory statue, and have one session in which to give away or sell the figurine before ossifying entirely.

Flaw: Creeping Madness (1) - After you have set your Motivations for a session, you must bring them to the GMs, who may make certain alterations to them.  The severity and deleteriousness of these alterations depends on your level of Creeping Madness.

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

Flaw: Unforgivable Transgressions – When you have done something sinful (theft, deception, failing to aid someone in need, et cetera), you lose your next Recovery – when you would next Recover, you don’t, but must instead wait until the Recovery after that.  Multiple Unforgivable Transgressions stack atop one another, so be careful.

Abilities And Attacks

Ability: I Insist [body] (Body vs. Mind Challenge) - Social.  If successful, the target must follow one order that you give him/her, although this will not cause the target to do anything that runs directly against one of his/her Motivations.  Lasts for the remainder of the session.  Once per person per session.

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: Lighten The Burden [mind] (No Challenge) – The target, who may not be yourself, may Recover a point of Mind or Soul, his/her choice.

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.

One Use: Get Up, Damn You [one use] (No Challenge) - The target, who may not be yourself, may ignore (for the rest of the session) all effects that have so far been imposed on him/her that would directly prevent him/her from aiding you in something that you are trying to do.  This can even keep a person from dying immediately, if you are there when he/she is killed.

[3/4] One Use: Sentinel (No Challenge) - For as long as you stand perfectly still, you are invulnerable, and may not be targeted or affected by any challenges or effects.  You may activate this Ability in response to a challenge being initiated against you, in which case the challenge does not take place (and any activation costs are refunded).

[0/1] One Use: Witness Of Deeds (No Challenge) – Automatically Notice someone who is hidden without needing to make a challenge.

[2/2] One Use: Righteous Anger (Requires Initiative Victory) - When you won the Initiative challenge in combat against someone who poses a threat to the Church of Victoria and/or your central moral beliefs, you may activate this Ability to add your base Soul attribute to your side’s total after numbers have already been revealed.

(3x) One Use: Visions Of Purity (No Challenge) - Ask the target character whether he/she has the “Glittering” Trait.

Attack: The Blood Is On Your Hands (Mind) – You may only use this Attack on someone whom you know to have committed a great sin.  He/she is convinced of the horrible wrongness of that deed, and must try to earn the forgiveness of those wronged by it.

Recoveries

Recovery: The Good Work – When you ease someone’s mind or lift a spiritual burden from him/her, Recover a point of Soul.  Once per person per session.

Recovery: Restoration – Recover all of your attribute points whenever you use the Sentinel Ability.

Influence And Modifiers

Influence: Religion (2)

Modifier: Religion → Spiritual Cleansing - You may expend a point of Influence: Religion to remove from the target (who may be yourself) a Soul effect that you saw visited upon him/her or detected using Philosophical Discussion.  Recovery may not be complete, and there may be side-effects; the target should speak with a GM between sessions to see.

Influence: The Occult (3)

Modifier: The Occult → Rituals - Between sessions, you may design rituals for any specified purpose, specifying desired effects, any items required, and a minimum number of participants.  Once the GMs have okayed a ritual, you may expend one or more points of Influence: The Occult to perform it in-game.  Results may vary, depending on various factors.

Influence: Vision (2)

Influence: Sin And Forgiveness (1)

