Threshold Victoria: Invasion


Character Name: The Boy In The Ruby Pendant
Traits:
Bloody, Dark, Dead, Destitute, Horror

Motivations

1.
Find a way not to return to the Pendant.

2.
Avenge myself on Zelian Videl.

3.
Do the bidding of the Pendant’s bearer.

	        Body:
1

        Mind:
1

        Soul:
5
	Origin:

Blood Horror

Occupations:
Scoundrel 1

Offices:
Ruby Pendant


Properties And Flaws

Property: Fluid - You may use your Body attribute in any Soul challenge, or your Soul attribute in any Body challenge.  This does not change the attribute that the challenge is based on (in terms of allies’ contributions and other effects); just where your number is coming from.

Flaw: Red Thirst (1) - Each hour, on the hour, if you have not used the “Blood Drinking” Recovery in the past hour, you are at a cumulative -(level of Red Thirst) penalty in all Soul challenges until you do so.  If this penalty ever equals your Soul attribute, you should see a GM.

Flaw: Bitterness - The character is extremely angry about the wrongs that have been done him/her.  He/she loses a point of Mind whenever these wrongs are poked at, made worse, or brought up.

Abilities And Attacks

Ability: Commingle The Blood [soul] (Soul vs. Body Challenge) - If successful, you may bestow upon the target a Trait that you have for the remainder of the session.  Alternatively, you may choose to gain a Trait that he/she has, of his/her choice.  Once per person per session.

Ability: Ominous Presence [body] (Body vs. Mind Challenge) – If successful, your target is cowed by your intimidating mien.  He/she may not initiate combat against you until you have left this Location, and is at a –2 penalty to all Ability challenges that he/she initiates against you for the remainder of the session.

Attack: Blood Fusion (Soul) - You and the target each choose a Motivation.  Swap them for the session.

Attack: Blood-Red Gaze (Soul) – The target is profoundly disturbed by what he/she sees in your eyes as you gaze upon him/her.  He/she may not initiate challenges of any kind against you for the remainder of the session, and should roleplay moderate terror.

Recoveries

Recovery: Blood Drinking - You may drink the blood of someone who is willing or unconscious (but not dead), or whom you just defeated in Body combat as a main participant.  This removes a temporary point of Body from the target and allows you to Recover (level of Red Thirst) points of Body and Soul.  Once per hour maximum.

Recovery: Thirst For Revenge (5) - 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: Sacrifice (1)

Modifier: Sacrifice → Blood Of Slaughter - When assisting someone who was victorious in Body combat, you may expend a point of Influence: Sacrifice to offer him/her the following Body Attack: “Blood Of Slaughter - Your opponent is killed in a frenzy of vicious bloodshed.  Find a GM when possible.”  This offer may be turned down, but the Influence is spent regardless.

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.”

