Threshold Victoria: Invasion


Character Name: Violet Carlyle
Player Name: Isabel Kunkle
CP Total:
55

CP Spent:
51

Traits:
Foggy, Glamour, Victorian

Motivations

1.


2.
Leave no crime uninvestigated, no criminal unpunished.

3.
Pursue the interests of your secret brotherhood.

	        Body:
3

        Mind:
4

        Soul:
3

        Power:
2
	Origin:

Lower Class

Occupations:
Investigator 3, Streetwalker 1

Offices:
Emissary Of The Shining Kingdom, Magician, Order Of The Arrow


Properties And Flaws

Property: I Know My Way Around - You may automatically find any Location whose Obscurity is equal to or less than your base Mind attribute.

Property: True Sight – When alone with someone, you may always ask that person whether he/she has the “Foggy” and/or “Glamour” Traits.

Property: Power (2) - You effectively have a fourth attribute, Power, at a level equal to your level of this Property.  You start the session at full Power, though you may not Recover it except as indicated by special Recoveries.  You may spend points of Power as though they were points of any attribute.

Flaw: Overdeveloped Sense Of Justice – One of your Motivations is always “Leave no crime uninvestigated, no criminal unpunished.”

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

Abilities And Attacks

Ability: Snooping [body] (Body vs. Security Challenge) – If you succeed in your Challenge, you and up to (your base Body) people with you may enter a Secure Location.

Ability: Detective’s Intuition [soul] (Soul vs. Mind Challenge) – Someone with whom you have talked for a few minutes must tell you one of his/her Motivations (declare a number between 1 and 3).  Once per target per session.

Ability: Fog Of The Eyes [soul] (No Challenge) – Become hidden until you choose to become unhidden or you are Noticed, whichever happens first.  You may move about between Locations while hidden.  Your Obfuscation is zero – anyone who attempts to Notice you succeeds.

Ability: Aura Reading [mind] (Mind vs. Soul Challenge) - If successful, learn up to (your Mind attribute) Traits that the target has, of his/her choice.  You have only a vague impression as to what exactly these entail (i.e. the GMs will not tell you what the words mean).

One Use: Forensics [one use] (No Challenge) – At a single glance, take in the details of the scene of a crime, deducing many facts about its perpetrator.  Talk to a GM.

Attack: Guards! (Body) – Someone who has been reported as acting criminally is taken away by the police for questioning, and possibly imprisonment.  The effectiveness of this Attack depends largely upon the amount of evidence available to convict the target, including the number of cooperating eyewitnesses.

Attack: Who Do You REALLY Work For? (Mind) – Force the target to answer one question truthfully to the best of his/her knowledge, in as much detail as you desire.

Attack: Giveaway Details (Mind) - The target must tell you, in brief, where he/she has been this session and what he/she has been up to while there, paying particular attention to any major events, crimes, and combats.

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: Trail Of Clues (1) – Whenever you find out a significant piece of information that is clearly related to a crime you are investigating, Recover an amount of Mind equal to your level of Trail Of Clues.

Influence And Modifiers

Influence: Truth (2)

Modifier: Truth → I Could Tell He Was Holding Back - You may expend a point of Influence: Truth to determine whether something that someone just said to you was a lie as far as he/she knows, and if not, whether he/she was not giving you the whole story.

Influence: Justice (1)

Modifier: Justice → Righteous Fervor - You may expend a point of Influence: Justice to add +(level of Influence: Justice) to your total in the Initiative and/or main challenge of a combat against someone whom you know to have committed a serious crime.

Influence: The Streets (1)

Influence: Glamour (2)

