Threshold Victoria: Invasion


Character Name: Manifestation of the Black Lake
Traits:
Bloody, Dark, Dead, Destitute, Horror, Murky

Motivations

1.
Provide those willing to pay the price with my power.

2.
Chain the world to my will.

3.
Have an innocent sacrificed to me.

	        Power:
10
	Origin:

Dead Star

Occupations:
Academic 2, Academic: Anatomist, Academic: Historian, Leader 3, Scoundrel 3, Spiritualist 3

Offices:
Ruby Pendant, Touched By The Black Lake


Properties And Flaws

Property: Celestial Might – You have only one attribute, “Power,” which you may buy up at normal cost, and which you must use instead of Body, Mind, or Soul in all challenges.  Whenever you would normally Recover points of Body, Mind, or Soul, Recover that much Power instead.

Property: The All-Seeing Eye – You are automatically aware of the presence of those who are Obfuscated or Not Here, and may initiate challenges against them and target them with effects as though they were present, though those who have not detected them may not participate in any such challenge.  Furthermore, you may manifest at will in any Location, regardless of its Security or Obscurity.

Property: City Of Flesh (5) - When alone with someone, you may ask him/her if he/she has the “Dead” Trait.  If so, you are at +2 per level of City Of Flesh in any challenge in which you and that person are opposing main participants.

Property: I’m In Command Here - No effect of any kind from the Leader Occupation may be used upon you unless you allow it.  An effect that you do not allow simply fails; its cost is still expended, unless it is a One Use Ability, in which case the user simply takes the Ability back.

Property: Remorseless - You may never be made to regret or feel bad about anything that you do, although you may pretend to.  Abilities that would work by causing you regret simply fail against you.

Property: Philosophical Discussion, Property: The Scent Of Decay

Flaw: Ward Of The Righteous – You may only initiate challenges of any kind against those you know to have the “Dark,” “Dead,” “Bloody,” “Horror,” “Murky,” or “Wired” Traits, which you may detect at will.

Flaw: Antiquated - The character is old-fashioned and resistant to change.  He/she may never use (or, if possible, even interact with) anything more technologically advanced than a fountain pen.

Flaw: Cad (4) - You are at a -1 penalty in all Social challenges for each level of Cad, whether assisting or as a main participant.  You may not buy this Flaw higher than your lowest attribute.

Flaw: Doomed - The character’s villainous ways will inevitably bring about his/her downfall, though how this will occur remains to be determined.

Flaw: Beyond The Veil (3) - Your dabblings in the world of the dead have made it more difficult for you to affect the world of the living, to an extent determined by your level of Beyond The Veil.  Initially this makes your influence actions in the world of the living less effective, but at higher levels may also affect your ability to make challenges against non-Dead characters.

Flaw: Blinding Of Vision – You are at a –4 penalty to your personal total in all challenges in which you and the Woman In White are main participants.

Abilities And Attacks

Ability: Cosmic Scream [power] (Power vs. Soul Challenges) – Challenge, individually, everyone in the Location.  Those who fail this challenge are overcome by unearthly terror, which gradually recedes over the course of the Scene.  Until it does, they may initiate and assist in no challenges; nor, in most cases, may the initiator of Cosmic Scream.  This counts as a Soul effect, and may be cured as such.

Ability: Mystical Channeling [body] (No Challenge) [4] – Target character Recovers 4 attribute points of his/her choice if and only if he/she has the “Dead” Trait.

Ability: Infuse [mind] (Mind vs. Soul Challenge if resisted) - The target effectively possesses any one Trait that you have possessed or detected in-game for one hour.  Once per person per session.

One Use: Necromantic Summoning [one use] (No Challenge) - Attempt to return someone’s (or something’s) remains to a kind of life under your control.  Most effective if used upon someone who has recently died.  Side-effects may occur.

One Use: Dark Summoning (No Challenge) - You may only activate this Ability when a GM is present (these are the only times when you are aware of the pendant spirit’s presence).  He/she manifests as the Ruby Pendant’s vengeance spirit, who will do your bidding as best it is able for the remainder of the Scene.

Attack: Test Subject (Body) - The target is considered to be a willing participant for the purpose of any one Attack, Ability, or One Use that you may choose to perform upon him/her.

One Use: Adjusting Some Features (Requires Body Combat If Resisted) - This Ability may only be used on a cooperating target, or in place of a Body Attack.  You may change the target’s physical description (name tag) as desired.  This is considered a Body effect for purposes of diagnosis and removal.

One Use: Black Gaze [one use] (Requires Mind Or Soul Combat) - When you have succeeded as a main participant in Mind or Soul combat, you may activate this Ability instead of using an Attack.  The target, overcome by the maddening gaze of the Black Lake, will receive the “Touched By The Black Lake” Office between sessions.  Notify a GM when possible.

One Use: Dread Gaze (Requires Mind Or Soul Combat) - When you have defeated someone in Mind or Soul combat, you may activate this Ability instead of using an Attack to give him/her the additional temporary Motivation “Don’t anger <your name>“ for (higher of base Mind and Soul) sessions, including the current one.

Attack: Dark Hunger (Soul) – All opponents are at –1 to their base Soul attribute until end of session (or healed).  If they now have more Soul attribute points than they can hold, they lose one.  If this reduces anyone to zero Soul, he/she has died.

One Use: Devoration Of The Soul (Requires Soul Combat) - When you have won a Soul Combat, you may activate this Ability to choose a number between one and three.  The target loses that Motivation permanently, and no longer wishes to accomplish it.  Additionally, you may choose a Trait that you know or suspect the target to have, removing it from him/her permanently.  Finally, Recover all of your Soul.

Recoveries

Recovery: Souls Consigned To The Void (5) – When you use Black Gaze, Devoration Of The Soul, or Dark Hunger successfully, Recover a point of Power per level of Souls Consigned To The Void.

Recovery: Burgeoning Ranks - When someone joins your cause or commits to following your orders, Recover a point of each attribute.  Once per person ever.

Recovery: Don’t Try Me – Whenever you threaten someone, Recover a point of Body.  Once per person per session.

Recovery: Small-Minded Fools – Recover a point of Soul whenever someone chastises or insults you.  Once per person per session.

Recovery: Thirst For Revenge (1) - Whenever you avenge yourself upon someone in a significant way, Recover a point of each attribute per level of Thirst For Revenge.

Influence And Modifiers

Influence: Darkness (5)

Modifier: Darkness → Echoing Screams – In Initiative and Combat challenges in which you are a main participant, all opponents with the “Dark,” “Dead,” “Bloody,” “Horror,” “Murky,” and “Wired” Traits are at a –1 penalty to their totals in the challenge per Trait possessed.  Those who are Touched By The Black Lake are a further –1.  This must be specified before totals are decided upon, and may not reduce anyone’s total in the challenge below zero.

Influence: The Human Body (3)

Influence: Horror (5)

Modifier: Horror → Things Better Left Unspoken - You may expend a point of Influence: Horror to gain +3 in any Ability challenge in which you are trying to prevent someone from finding out something about you.  Multiple expenditures stack.

Influence: Fear (3)

Modifier: Fear → Things Better Left Unspoken – You may expend a point of Influence: Fear and say something ominous and terrifying to cause a target to be afraid of you for the next hour.  He/she may not initiate combat against you during that time.  If he/she has the “Dark” Trait, the duration of this effect is halved.

Influence: Hatred (2)

Modifier: Hatred → Loathing - You may expend a point of Influence: Hatred to negate a Social effect that has just been used on you.

Influence: The Dead (3)

Influence: The Occult (4)

Influence: Vengeance (2)

Modifier: Vengeance → Grim Satisfaction – You may expend a point of Influence: Vengeance to grant someone who has agreed to kill one of your enemies for you the following Attack.  This attack lasts for one hour or until used successfully, whichever comes first.  “Overpowering Guilt (Soul) – Overcome by guilt for his crimes, [the target]’s heart stops, killing him/her instantly.”

