Threshold Victoria: Invasion


Pencer/Grid

Super-Secret Agent

Background

[You know your backstory better than we do at this point.]

You accompanied Register/Grid to Victoria, under orders to guard him as he delivers the mission objective obtained in Paris to a designated contact.  At that point, new orders will presumably be available.

There was something of a hitch, in that the Network – at least as generally perceived – was down in the fog, and continues to be down in the city proper.  Your memories of what may have happened to you on your way in are hazy (in several respects).  Nothing for it but to pick up where memory leaves off, just like you always do, and try to find the man you’re supposed to protect.

Initial Motivations

1.
Protect and aid Register/Grid.

2.
[Blank]

3.
[Blank]

Body: 4

Mind: 2

Soul: 3

Traits: Destitute, Device, Foggy, Machine, Victorian, Wired

Properties

Ping – When you are alone with someone, you may ask him/her whether he/she has the “Wired” Trait.  Furthermore, you may communicate “telepathically” with anyone you know to be Wired.  You may not use this Property until you become aware that a Network has been established in Victoria.

Ridiculous Badass – You are at +1 to all Body combat challenges, even when only a supporting participant.

RSI – If a GM is readily available, you may ask him/her for a new Motivation (minimum half an hour between uses).  This new Motivation replaces a Motivation of yours that he/she indicates, unless you already have it.  If no GM is on hand and available, you may not use this Property; the protocol is experimental, and doesn’t always work well enough to get a full Motivation.  If you find yourself in a situation such that two or more of your Motivations conflict, you may choose which takes precedence, but you also lose a point of Mind if you have any.

Cognitive Dissonance – You must activate Dim Recollections every hour, on the hour, if you have not had a dose of Lethe or another memory-removing effect in the intervening time.  If you lack the Mind to do this, you must activate the Ability with Soul and gain the “Dark” Trait until you lose some memories.  If you lack the Soul, you must use Body and gain the “Bloody” Trait until you lose some memories.

Don’t Move. (Body Attack) – Hold your gun to the head of any one person on the opposing side of the combat.  If anyone takes further hostile action against you or those with you, you may indicate that you are about to shoot this person dead; if they persist, you may do so.  The person you are holding at gunpoint may not challenge you until you release him/her, which you must do when you leave the Location, but he/she may act (even initiate combat) to prevent someone from taking an action that would cause you to kill him/her.

Abilities

Network Override [one use] (No Challenge) – Give one of your Motivations to someone you have Pinged.  He/she must choose one of his/her own to replace with it.

Laying Low [body] (No Challenge) – Become hidden with Obfuscation equal to your Body, plus twice the number of additional attribute points you choose to spend when activating this Ability.

The Element Of Surprise [body] (No Challenge) – If using Body for Initiative, add your Body to your Initiative total instead of spending attribute points to increase it.  Only usable when attacking from hiding.

Dim Recollections [mind] (No Challenge) – Pencer remembers something he does not, but his player does.

Recovery

Sweet Addiction – When you Recover attribute points by taking Lethe, Recover a point of Soul as well.

Mission Accomplished – Make achieve something directly related to one of your Motivations and Recover a point of any attribute.

