Threshold Victoria: Invasion


Character Name: Vicks/Gear
Player Name: Nick Phillips
CP Total:
42

CP Spent:
42

Traits:
Machine, Wired

Motivations

1.


2.


3.


	        Body:
5

        Mind:
3

        Soul:
2
	Origin:

Gear Squad

Occupations:
Leader 3, Soldier 1, Worker 2

Offices:



Properties And Flaws

Property: Gear Wired - You have the “Wired” Trait.  When the Gear 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: Crack Shot (2) – Add +1 to your side’s total in Body combat, as a main participant and as an ally, per level of Crack Shot.

Flaw: I’m A Leader, Not A Follower - Whenever you do something that someone else commands you to do, whether willingly or otherwise, you lose a point of Soul if you have one.

Abilities And Attacks

Ability: Restock And Refuel [body] (No Challenge) - The target Recovers all points of Body that he/she just expended in a combat that you also participated in, but only if he/she has the “Machine” Trait.

Ability: Quick Reflexes [body] (No Challenge) – When your side of an Initiative challenge has declared Body Initiative, regardless of whether you are a main or assisting participant, you may activate this Ability once to add your base Body to your side’s Initiative total instead of spending attribute points.  If you are the main participant and your side wins the initiative challenge, however, you may only declare Body combat.

One Use: Extraction (Requires Body Combat) - Instead of using a Body Attack, you may activate this Ability to process the target, reducing him/her to a potent source of power that can be used to create a mighty device.

Attack: Bend To My Will (Mind) - The target must follow your commands to the best of his/her ability for the remainder of the current session.  However, he/she may expend a point of Mind at any time to act in opposition to your bidding for (his/her Mind attribute) minutes.

Attack: Bullet Hole (Body) - The target’s base Body is reduced by one until healed (or until he/she has time to recover between sessions).  If this reduces the target’s base Body to zero, he/she is killed.

Recoveries

Recovery: Record Of Success (2) - For each consecutive combat that you win in a session, whether as a  main or assisting participant, Recover (consecutive combats won) Mind or Soul points in any combination.  This maxes out at twice your level of Record Of Success.

Influence And Modifiers

