	1: Edward Stills

Upper Class

1, T: Remove an Influence token from a Horror character.
	2: Jacalyn Quillor

Lower Class, Progressive, Upper Class

T: Move an Influence token from a controlled Upper Class character to a controlled Lower Class character.
	2: Royce Perillant

Upper Class

1, T: Increase the cost of an Event card targeting a Location by 1 as it is being played.  If the Player no longer wishes to play the Event card, it is discarded.  This Ability may be used on other Players’ turns.

	3: Solomon Grest

Foggy, Occult, Upper Class

1, T: Look at another Player’s hand.

1: Move an Influence token from your personal pool onto Solomon Grest.
	2: Mister White

Dead, Horror, Mirrored, Social, Upper Class

T: Move an Influence token between two characters you control, each of whom must be Upper Class or a Horror.

X, T: You gain control of a controlled Upper Class character with X Influence tokens currently on him/her.
	2: Reginald Durving

Machine, Upper Class

1: Reginald Durving is considered to have any one Property until end of turn.  This may be activated in response to any other effect.

	2: Swami Ismohan

Foggy, Machine, Occult, Religious

1, T: Move an Influence token from a female character onto Swami Ismohan.

3, T: Remove all Influence tokens from a Horror character and instantly return that character to the Character Pool.
	1: Anastasia

Foggy, Shining

T: Move an Influence token from a Location with the Glamour Property onto Anastasia.
	1: Trenton Merze

Occult, Religious

1, T: Remove an Influence token from a Dead character.

	2: A Goblin

Foggy

1, T: Move an Item card from a target character onto A Goblin.

T: Move an Item card or Influence token from A Goblin onto a Foggy character you control.
	2: Tock Tick

Mirrored, Upper Class

T: Move an Influence token from a Location with the Time Property onto Tock Tick.

1: Tap or untap target character.
	2: Ella Avery

Foggy, Progressive, Upper Class

If you also control A Goblin, you may move Influence tokens between it and Ella Avery freely during your turn.

T: Tap target male Upper Class character.

	2: George Pratton

Occult, Progressive

T: Move an Influence token from a Location with the Technology Property onto George Pratton.

T: Untap a character you control.
	2: Abbey Malkin

Horror, Lower Class, Mirrored, Social

T: Increase by 1 the cost of an Ability being used by a Social character.  If the target character does not wish to spend the extra Influence, then the Ability is cancelled, though any costs already paid remain expended.
	2: Mark Sweeney

Lower Class, Orphan, Progressive



	2: Pencer

Foggy, Machine

T: Increase the cost of an Event card targeting a character by 1 as it is being played.  If the Player no longer wishes to play the Event card, it is discarded.  This Ability may be used on other Players’ turns.  When you activate this Ability, the player to your left gains control of Pencer.
	2: Ebenezer Adams

Lower Class

1, T: Remove an Influence token from an Upper Class character.
	2: Paul Crews

Lower Class, Mirrored

T: Move an Influence token from a tapped character in play to Paul Crews.

0: Move an Influence token from Paul Crews to an Upper Class character you control.  At most once per turn.

	2: Setton Halsworth

Progressive

0: Setton Halsworth has the “Machine” Property until end of turn.

T: Pay the cost to gain control over a Mirrored or Horror character from Setton’s Influence instead of your own.
	2: Margarette Canton

Mirrored, Social

0: Margarette Canton has the “Foggy” Property until end of turn.

1, T: Remove an Influence token from a Foggy character.
	

	
	
	

	1: Event – Formal Gala

Tap all Upper Class characters.
	1: Event – Riot

Tap all Lower Class characters.
	1: Event – Sabotage

Move an Influence token from a Location with the Technology Property to a Location with the Lower Class Property.  If no Location has this Property, return the token to the general pool instead.

	1: Event – Fogbank

Play on a Location.  That Location now has the Fog Property.
	1: Event – Timekeeping

Play on a Location.  That Location now has the Time Property.
	1: Event – Gathering Place

Play on a Location.  That Location now has the Social Property.

	1: Event – Makeshift Prison

Play on a Location.  That Location now has the Suffering Property.
	1: Event – Gentrification

Play on a Location.  That Location now has the Upper Class Property.
	1: Event – Urban Decay

Play on a Location.  That Location now has the Lower Class Property.

	1: Event – Exploration

Play on a Location.  That Location now has the Victoria Property.
	1: Event – Miracle

Play on a Location.  That Location now has the Spiritual Property.
	1: Event – Gloom

Play on a Location.  That Location now has the Dark Property.

	1: Event – Enchantment

Play on a Location.  That Location now has the Glamour Property.
	1: Event – Pollution

Move an Influence token from a Location with the Fog Property to a Location with the Technology Property.  If no Location has this Property, return the token to the general pool instead.
	1: Event – Coronation

Move an Influence token from a Location with the Fog Property to a Location with the Technology Property.  If no Location has this Property, return the token to the general pool instead.

	X: Event – Clever Masquerade

Gain control of a Social character with X Influence tokens on him/her.

One Social character you control may contribute his/her Influence towards the cost of this Event.
	X: Event – Familial Debts

Gain control of an Upper Class character with X Influence tokens on him/her. 

One Upper Class character you control may contribute his/her Influence towards the cost of this Event.
	X: Event – Hiring

Gain control of a Lower Class character with X Influence tokens on him/her. 

One Lower Class character you control may contribute his/her Influence towards the cost of this Event.

	X: Event – Dark Summoning

Gain control of a Horror character with X Influence tokens on him/her. 

One Horror character you control may contribute his/her Influence towards the cost of this Event.
	X: Event – Tides Of Dream

Gain control of a Foggy character with X Influence tokens on him/her. 

One Foggy character you control may contribute his/her Influence towards the cost of this Event.
	X: Event – Network Override

Gain control of a Machine character with X Influence tokens on him/her. 

One Machine character you control may contribute his/her Influence towards the cost of this Event.

	X: Event – Initiation Ritual

Gain control of an Occult character with X Influence tokens on him/her. 

One Occult character you control may contribute his/her Influence towards the cost of this Event.
	X: Event – Blackmail

Gain control of a Religious character with X Influence tokens on him/her. 

One Religious character you control may contribute his/her Influence towards the cost of this Event.
	1: Event – One Duel Too Many

Play on an Upper Class character.  Remove an Influence token from that character.  That character is now also Dead.

	1: Event – Back-Alley Murder

Play on a Lower Class character.  Remove an Influence token from that character.  That character is now also Dead.
	1: Event – Breaking

Play on a Machine character.  Remove an Influence token from that character.  That character is now also Dead.
	1: Event – Devoured By The Darkness

Play on an Occult character.  Remove an Influence token from that character.  That character is now also Dead.

	1: Event – Unholy Vengeance

Play on a Religious character.  Remove an Influence token from that character.  That character is now also Dead.
	1: Event – Expired Of Ennui

Play on a Social character.  Remove an Influence token from that character.  That character is now also Dead.
	1: Event – Bottled

Play on a Shining character.  Remove an Influence token from that character.  That character is now also Dead.

	1: Event – Smog

Play on a Foggy character.  Remove an Influence token from that character.  That character is now also Dead.
	1: Event – The Red Cough

Must initially be played on a Lower Class character.  Whenever The Red Cough is placed on a character, that character is tapped and may not be untapped normally until it is removed.

1: Move The Red Cough to a different character.  You may opt to pay this cost from your personal Influence. 
	1: Event – Artillery Bombard

Remove an Influence token from any Location.

	X: Event – Conspiracy Of Mirrors

Gain control of a Mirrored character with X Influence tokens on him/her. 

One Mirrored character you control may contribute his/her Influence towards the cost of this Event.
	1: Event – The Mirror’s Wrath

Play on a Mirrored character.  Remove an Influence token from that character.  That character is now also Dead.
	1: Event – Heightened Security

Play on a Location.  That Location’s Abilities cost one additional Influence token to activate.

	0: Event – Good Investments

Add an Influence token to a non-Lower Class character.
	2: Event – Assassination

Play on a character.  The target is tapped, loses an Influence token if he/she has one, and has the Dead Property.
	0: Event – The Black Market

Until the end of your next turn, all controlled characters have the following Ability:

“X, T – Obtain an Item in play.  X is that Item’s cost.”

	1: Event – Visitor From Outside

Flip up the top card of the Character Deck under your control.  This character starts with no Influence tokens.
	
	

	
	
	

	1: Item – The Eye Of Dream

Play on a character.  That character is now Foggy.

T: Look at the top card of the Character Deck.
	1: Item – Theobald’s Crystal

Play on a character.  That character is now Social.

T: Prevent an Ability being used by a controlled Horror character.  The cost for that Ability is not paid, but it may not be used again this turn.
	1: Item – A Strange Pocketwatch

Play on a character.  That character is now Mirrored.

T: Tap target Foggy character.

2, T: Remove an Influence token from target Foggy character.

	1: Item – Queen Titania’s Fan

Play on a character.  That character is now Shining.

T: Move an Influence token from a Social character you control to a Shining character you control, or vice versa.
	1: Item – Ring Of Steel

Must initially be played on a male character.

Whoever possesses Ring Of Steel is considered to be Upper Class and to have one additional Influence token on him/her at all times, though this last token may not be spent, nor taken away.
	1: Item – Glittering Wand

Must initially be played on a female character.

Whoever possesses Glittering Wand is considered to be Upper Class and to have one additional Influence token on him/her at all times, though this last token may not be spent, nor taken away.

	1: Item – Blood Of Victoria

Must initially be played on a male character.

Whoever possesses Blood Of Victoria is considered to be Upper Class and to have one additional Influence token on him/her at all times, though this last token may not be spent, nor taken away.
	1: Item – Explosives

Play on a Machine character.

1, T: Discard a Location in play and Explosives.
	

	
	
	

	Location: The Clock Tower

Social, Time, Victoria

Integrity: 3

0: Move an Influence token from The Clock Tower to a Mirrored character you control.  At most once per turn.
	The Great Hall

Social, Upper Class, Victoria

Integrity: 2

0: Move an Influence token from The Great Hall to a Social you control.  At most once per turn.
	Victoria’s Cathedral

Spiritual, Victoria

Integrity: 2

0: Move an Influence token from Victoria’s Cathedral to a Religious character you control.  At most once per turn.

	Location: The Mills

Lower Class, Technology, Victoria

Integrity: 2
	The Fog

Fog, Victoria

Integrity: 3

0: Move an Influence token from The Fog to a Foggy character you control.  At most once per turn.
	The Breaks

Lower Class, Suffering, Victoria

Integrity: 2

	Location: The Sewers

Dark, Lower Class, Victoria

Integrity: 2
	Location: The Shining Kingdom

Fog, Glamour

Integrity: 1

0: Move an Influence token from a Foggy or Shining character you control onto The Shining Kingdom, or vice versa.  At most twice per turn.
	Location: The Black Lake

Dark, Fog, Suffering

Integrity: 2

1: Move an Influence token from any Occult character in play onto The Black Lake.

0: Move an Influence token from The Black Lake onto a Horror character you control.  At most once per turn.

	Location: The Ivory Tower

Learning, Time

Integrity: 1

0: Move an Influence token from The Ivory Tower to a Location with the Learning Property, or vice versa.  Once per turn.
	Location: Arcadia

Fog, Suffering

Integrity: 1

1: Move an Influence token from any Foggy character in play onto Arcadia.

0: Move an Influence token from Arcadia to a Location with the Fog Property.  Once per turn.
	Location: A Streetlamp

Dark, Lower Class, Victoria

Integrity: 1

0: A Streetlamp loses the Dark Property.

0: A Streetlamp gains the Dark Property.

	Location: The Royal Orphanage

Lower Class, Victoria

Integrity: 2

0: Move an Influence token from The Royal Orphanage to an Orphan character you control.  At most once per turn.
	Location: The Graveyard

Dark, Victoria

Integrity: 2

0: Move an Influence token from The Graveyard to a Dead character you control.  At most once per turn.
	Location: Halsworth’s Laboratory

Technology, Victoria

Integrity: 2



	Location: The Royal Sanitarium

Victoria

Integrity: 2

0: Move an Influence token from a Suffering Location onto The Royal Sanitarium.  At most once per turn.
	Location: Meridia Farnham’s Carival Of Exotic Delights

Dark, Victoria

Integrity: 0

1: Place an Influence token on Meridia Farnham’s Carnival Of Exotic Delights and give it a Property of your choice.  These Properties last until the end of the round.
	Location: Whitey’s Alehouse

Social, Upper Class, Victoria

Integrity: 2

0: Move an Influence token from Whitey’s Alehouse to an Upper Class character you control.  At most once per turn.

2: Tap target non-Lower Class character.

	Location: The Brazen Bear

Lower Class, Social, Victoria

Integrity: 2

0: Move an Influence token from The Brazen Bear to a Lower Class character you control.  At most once per turn.

2: Tap target non-Upper Class character.
	Location: Victoria University

Learning, Victoria

Integrity: 2

0: Move an Influence token from Victoria University to a Progressive character you control.  Once per turn.

2: Draw a card.
	Location: The Royal Library

Learning, Upper Class, Victoria

Integrity: 2

0: Move an Influence token from The Royal Library to an Occult character you control.  At most once per turn.

	Location: Esselford

Learning, Technology

Integrity: 1

0: Move an Influence token from Esselford to a Location with the Technology Property, or vice versa.  Once per turn.
	Location: Brickwater’s Raj

Fog

Integrity: 1

0: Move an Influence token from Brickwater’s Raj to a Location with the Victoria Property, or vice versa.  Once per turn.
	


	Player – The Fog

You may gain control of an uncontrolled Foggy character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Fog Property.
	Player – The Mirror

You may gain control of an uncontrolled Mirrored character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Time Property.

	Player – The Black Lake

You may gain control of an uncontrolled Horror character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Suffering Property.

1: Move an Influence token from a Dark or Suffering Location to any character you control.

2: Put a number of Influence tokens on a Horror  character you control equal to that character’s Power.
	Player – The Woman In White

You may gain control of an uncontrolled Social character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Social Property.

	Player – The Network
You may gain control of an uncontrolled Machine character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Technology Property.
	Player – “Miles”
You may gain control of an uncontrolled Lower Class character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Lower Class Property.

	Player – The Faerie Court
You may gain control of an uncontrolled Shining character by transferring one less Influence token than his/her Power.

At the beginning of your turn, you may acquire one Influence token from a Location with the Glamour Property.

1: Discard a card from your hand and draw a card.

2: Switch the controllers of any two characters in play.
	


	Session: Masquerade


	Session: Grand Opening



	Session: World’s Fair

All players who have any Item cards in their hands must keep these cards face-up in front of them.  On a given player’s turn, he/she may acquire any Item from another player by expending a point of Influence from one of his/her Characters.

Whichever player(s) end this Session with the most Items in their hands gain a Victory Point.
	Session: The Dam Breaks

Every time a player plays a targeted Event on another player’s Character, he/she may draw a card.

The player(s) whose characters have been targeted least often gain a Victory Point each at the end of this Session.

	Session: Concordance
Any player may spend Influence to draw cards.

The player with the most cards at the end of this Session gains a Victory Point.
	Session: Ever After
Players can discard cards to gain (some amount) of personal influence.

The player with the most personal influence at the end of this Session gains a Victory Point.

	Session: Succession
Players may spend Influence to move the Duke of Steel, Marquess of Winds, and Baron of Blood Offices to a character they control.  If a player controls one of these Offices already, he/she may spend Influence to obtain the Queen Victoria Office for a character who does not possess one of the above three Offices.

If a player ends the Session in control of the Queen Victoria Office, he/she gains a Victory Point.
	Session: Uninvited Guests



	Session: Times Change


	Session: Fickle Fortunes




Rules – Threshold Victoria: Invasion CCG

At the beginning of the game, assign each Player a Player Card and place a number of initial Locations and Characters each equal to the number of Players.  Players begin with a number of Influence tokens in their personal pools equal to the number of Players in the game.

Both Players and Locations accumulate Influence tokens at a rate of one per Round.  (A Round consists of one turn for each Player.)  Additionally, at the beginning of a Round, the Character Pool is refilled with individuals from the Character Deck to its maximum size (the number of Players), and one new Location is drawn (with initial Influence placed on it equal to its Integrity).

At the beginning of a Player’s turn, he/she untaps any tapped characters he/she controls.

During a Player’s turn, he/she may (in any order):

Gain control of at most one Character from the Character Pool by putting an amount of Influence tokens from his/her personal Influence pool on that character equal to the character’s Power (as indicated before his/her name).

Play any number of Event and Item cards by paying their listed cost in personal Influence.

Activate a character’s Ability by tapping that character (if specified by the “T” symbol) and paying the specified amount of that character’s influence.  Some Abilities may also be used on other players’ turns, when indicated.

Activate a Location’s Ability by expending the specified amount of personal influence.

At the end of each Round, all controlled Characters with no Influence tokens are returned to the Character Pool and all Locations with no Influence tokens are discarded.  The game is over at the end of a Round if any Player has ten Influence tokens on characters he/she controls (in which case all such Players are declared the winner(s)), or if no Influence tokens remain in the general pool.  In this latter case, the winner(s) are determined by who has the most influence tokens on characters he/she controls.

