Threshold Victoria: Invasion


Character Name: Wheep/Sprocket
Player Name: Paul Saldarriaga
CP Total:
48

CP Spent:
45

Traits:
Animal, Device, Machine, Wired

Motivations

1.


2.


3.
Wake up; or failing that, escape this dream by any means possible.

	        Body:
5

        Mind:
1

        Soul:
3
	Origin:

Mechanized Experimental Snowshrew

Occupations:
Demolitionist 3, Soldier 2

Offices:
Capacitor Hub


Properties And Flaws

Property: Sprocket Wired - You have the “Wired” Trait.  When the Sprocket 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: Skilled With Explosives - You are capable of using and understanding all explosive devices.  If you encounter one that has a closed tag, you may look within to see what the effect of using it would be.

Property: Destructive (1) - When a main participant in a Body combat that you initiated, you are at a bonus equal to your level of Destructive to your total.  However, if you did not initiate the Body combat, you are instead at a penalty equal to your level of Destructive.  You may not buy this Property above the level of your lowest attribute.

Property: Smoldering Wrath - Your base Mind is decreased by one and your base Body is increased by one.  This is applied after your attributes are purchased as high as desired.

Property: Stubborn – You may use any one attribute to defend in Mind combat and Ability challenges that target your Mind.  Note that this does not change Mind combat into a different kind of combat for you.

Property: Passive Radar (1) - You may activate Radar Unit at no cost once per session per level of Passive Radar.

Property: A Strange Awareness - You may use Radar Unit to attempt to Notice someone (other than a GM) who is “not here,” as well as those who are hidden, challenging against the target’s Soul.

Property: Nightmarish Wrath - The “Flip Out” One-Use also applies to Soul challenges.

Flaw: Unstable DNA - The experiments done to make you intelligent did not necessarily have the soundest theoretical bases.  Over time, you will begin to mutate in somewhat unpredictable ways, possibly causing changes in your Motivations, Traits, and elsewhere.

Flaw: Hair Trigger - If someone initiates a Body-based Ability challenge against you, you must respond by pre-empting him/her by initiating combat.

Flaw: Self-Destruction Systems (0) – The character may voluntarily choose to activate explosives implanted in his/her body, killing him/her.  The value of this Flaw depends on what the trigger is.

Flaw: Keep It Simple - When you are assisting someone in Mind Combat, you may not offer up a Mind Attack for him/her to use.

Abilities And Attacks

Ability: Too Cute To Hurt [soul] (Soul vs. Soul Challenge) - Social.  If you lost a combat as a main participant and had at least one ally, you may activate this Ability; if successful, your opponent in the combat must target one of your allies instead of yourself with his/her Attack.

Ability: Radar Unit (2) + Passive Radar (1) + A Strange Awareness [mind] (Level Of Radar Unit vs. Obfuscation/Soul Challenge) – Your total in the challenge is equal to your level of Radar Unit.  If successful, Notice someone who is hidden (challenge vs. Obfuscation) or “not here” (challenge vs. Soul).  You may not be assisted in this challenge, nor may you increase your total.  You have one free activation of this Ability per session.

Ability: I’ll Make Myself A Second Entrance [body] (Body vs. Security/Integrity Challenge) - Challenge against the higher of a Location’s Security and Integrity (you may be assisted in this challenge).  If successful, you and anyone present whom you specify may enter the Secure Location.  Lower its Security by two for the remainder of the session.  Once per Location per session.

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 + 1 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.

Ability: Iron Will [soul] (No Challenge) – When someone is using a Social Ability on you that might jeopardize your ability to pursue a Motivation, you may activate this Ability (once per challenge) to add your base Soul to your total in the challenge.  This is in addition to any other expenditures that you may make.

[3/4] One Use: Flip Out + Nightmarish Wrath (No Challenge) - For the next fifteen minutes, your personal total (even as an assisting character) is doubled in all Body and Soul challenges, including Body and Soul Initiative and Combat.  You may activate this Ability in response to someone initiating a challenge against you.  You may ignore the results of all Social challenges against you during this time, but may not initiate them.

Attack: Ridiculously Adorable (Soul) - The target is charmed by your excessive cuteness, and may not do anything that he/she thinks would adversely affect you for the remainder of the session (unless you harm him/her).

Attack: Area Effect Weaponry (Body) – You may use a Body Attack provided by a weapon device on all opponents instead of just the main one.

Attack: Detonation (Body) - All of your opponents are injured, reducing their Body score by 1 for the remainder of the session or until healed.  If this reduces anyone to 0 Body, he/she is killed, and a GM should be found.

Attack: Stunning Bolt (Body) - The target is jolted unconscious for (margin of success) minutes.  He/she may not be challenged during this time, though objects may be taken from him/her and concoctions poured down his/her throat.

Recoveries

Recovery: Wheep! - Make a character go “Awww!” or otherwise be silly about how cute you are and Recover a point of Soul.  Once per person per session.

Recovery: Delight In Ruin (5) - When you destroy something, or your side in a combat is victorious, Recover one point of Body or Soul (in any combination) per level of Delight In Ruin.

Influence And Modifiers

Influence: Mechanized Body (2)

Modifier: Mechanized Body → Escape Hatch - You may expend a point of Influence: Mechanized Body to escape your mecha instantaneously.  This frees you from all Body effects suffered while occupying it until your return, but reduces your Body attribute to 1 in the meantime.

Unstable DNA

Ever since the Dream Smith worked on you, you’ve had a funny feeling that nothing is real; that the passage of time is an illusion, and though there may be an actual, transcendent Truth out there, it’s elusive.  If you could only wake up from this haze of fog and conflict before it’s too late!  (Empathic Sensitivity is gone; you now have the following Flaw.)

Flaw: Glimpse Of Transcendence - One of your Motivations must be, “Wake up; or failing that, escape this dream by any means possible.”

