Threshold Victoria: Invasion


Ceridwen (or Bizmark)

Extract Card in a Mechanical Body

Background

Your memories remain somewhat spotty, but you’ve decided that it’s probably better that way.  You wish you could block out much of what you can remember, but it doesn’t seem to work that way.  At some point in the past, you experienced pain so intense that you could not maintain a grasp on the life that you had until that time been living.  When the pain had receded enough for consciousness to return to you, you found that everything had changed.  You had no body, no control and no relief.  The pain has never completely gone away since then, but you’ve devoted countless hours learning how to work around it, with fairly good results.  Once you finally regained the ability to keep track of time, you began to piece together what happened before and after that moment of unimaginable pain, which you have since learned was caused by what the Machines euphemistically call “extraction.”

Before you were extracted, you lived in a small city surrounded on all sides by water.  One way was the ocean, and the other two sides were bordered by a river as it formed a delta and joined the sea.  On the inland side of the delta, a thick forest grew, keeping your city fairly well isolated from outsiders.  Your father was the local ruler, so you lived with him in the castle.  Though you loved your father dearly, the most important person in your life has always been your twin sister, Caerlie.  The two of you formed a link before being born that has held ever since.  No matter where she is or what she looks like, you know her.  You can feel if she is hurt, and she feels the same from you.  In a way, the two of you always seemed to complement one another, each making the other whole.  In fact, early in your lives nobody – not even your father – could tell the two of you apart unless you appeared in the same room together, despite the rather obvious differences in appearance that you know you must have.  You were the light haired child with pale skin that almost seemed to shimmer blue at times, and she was the dark one.  It seemed only natural to the two of you that you would spend your days by the sea while she walked among the trees.  Perhaps your mother would have been able to tell you apart, had she survived your birth.  You were the first born, whereas the doctors had to pull Caerlie from your mother’s dead body when she refused to emerge.  Your father never let either of you forget that.

One day, when the two of you were around 16, Caerlie didn’t return home from her usual wanderings in the forest.  At that time, you could still feel where she was no matter how far away, and you knew that she was still alive.  But you could feel her growing more and more distant, and you knew that she would never return on her own.  For a long time, you refused to go anywhere near the forest or to talk about her with your father.  You spent more and more time by the sea, letting your tears fall into it and swimming in it for longer and longer intervals as the souls of those dissolved in it lapped against your feet.  You felt as though your soul were torn in two, never to be whole again without your sister.  At some point, a creature quite different from the other souls of the water called out to you, asking why you swam in the sea yet were not a part of it.  You told it that you kept hoping to one see your sister again, for all that you knew that she would never return.  You told it how your father’s kingdom was beginning to crumble as he wept for the loss of your sister, and for what he knew would be your loss as well.  You told it of the soul-bond growing weaker and weaker, and of your fear that you would not recognize your sister if you ever saw her again.  And, after you told it all these things, it told you that it could arrange for you to see her once again if you never left the ocean, joining the souls inhabiting the water.  Glad to have any hope, however faint, you accepted the offer after bidding your father farewell.

For a long time you remained in the sea.  You watched your father’s kingdom crumble and become forgotten.  You watched the sea come in and take over bits and pieces of the land that was once your home, but still you could not find your sister.  One day, something happened that changed everything.  You can’t remember the exact process, only the pain, but you know that the Machines fished you from the water and “extracted” you, forcing you into a small card filled with suffering.  As a result of this, you have developed a hatred of the Machines and everything that they stand for and create.  At first, they attached you to various devices of theirs to power them, and for a while you were unable to curb the flow of energy from you into the machinery.  You felt bits and pieces of yourself get sucked away.  After a long time, however, you managed to learn to control how much of yourself you let out and even – in some rare instances – the effects that your energy had on whatever device you powered.  While connected to the last device that they ever used you on, you perfected your control.  You didn’t understand exactly what it did, but you noticed that it relied on just the right blending of signals from the Machines who were connected to it.  You learned how to block some of them out, supplying them with too little of your power, while overloading other users.

After one particularly bad burnout, you were removed from this device and given to a Machine named Professor Upside-Down Duck/Capacitor.  Since that time, he has been trying to get you to talk to him.  You can’t imagine why he would want to do such a thing, but you’ve always assumed that it was some sort of Machine trick.  On the other hand, you’ve found him quite useful.  You learned how to access the Network through him.  It has proven a wonderful source of information, and you’ve learned a great deal from it about the Machines.  You found out about the extraction process this way, though you have yet to completely understand how it works or how to correct it.

Then Professor Duck somehow introduced you to your sister!  You can’t imagine how they know each other, but there she was.  She seems to be going by the name “Abbey” right now, so you will call her that in front of others, of course.  No point in breaking her disguise.  Unfortunately, you quickly realized that something was very wrong with her.  She doesn’t seem to remember your home at all.  She didn’t recognize you, and that is worrying.  You were always the stronger of the two of you, but you had been sure that nothing could break the bond shared by the two of you.  What’s worse, she has been talking with Machines!  Perhaps they have corrupted her in some way.  You have to discover just how distorted she has become, and find a way to heal her.  You don’t know how you might possibly accomplish this, but you must make her realize that she’s your sister, if only to reestablish the bond you once shared.  Your soul can never be whole without her.

It seems to you that she must remember something.  She helped you convince Professor Duck to give you a body so that you can walk around without having to rely on him.  She is even allowing you to work for her and live with her.  Professor Duck seems to think that this will help make you happy, and happiness is a key to efficiency – something that all Machines seem to strive for.  Somehow, you must keep this from happening to you.  You cannot become efficient.  You must be the least efficient that you can be while still reconnecting with Caerlie and retaining your body.  And you must learn more about this form that you now inhabit.  Machines made it, so there must be something wrong with it.  It will break down at the wrong time, or they are trying to trick you into powering a new device.  You cannot let this happen; accordingly, you must find someone who can help you learn whether the body you’re in is truly to be trusted.

People You Know

“Lady Abbey Malkin, The Marquess of Winds” [Kristen McFadyen] – Your sister, Caerlie, but not your sister.  It seems to depend on the moment.  It’s all very odd, really.  Not only can she not quite remember who she is, but there are times when she seems to be less there than before.  But you know that she must be your sister, so you must get her to realize it as well.

Professor Upside-Down Duck [Jon Salomon] – A Machine.  Specifically, the Machine who has been trying to work out your “psychological issues” for months.  You can’t imagine what “psychological issues” he seems to think you have, but they apparently stem from the fact that you don’t have enough efficiency, which he defines as “the intersection of one’s own personal happiness with the skills and abilities that one has.”

Character Name: Ceridwen
Traits:
Bloody, Destitute, Device, Disguised, Wired

Motivations

1.
Reconnect with your sister.

2.
Undermine anything done by the Machines.

3.
Find a way to ensure that you have total control over your body.

	        Body:
5

        Mind:
2

        Soul:
4
	Origin:

Extracted Oceanic Fey

Occupations:
Artist 2, Demolitionist 3, Worker 2

Offices:



Properties And Flaws

Property: Blood Wired - When the any Squad’s 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.  This Property gives you the “Wired” Trait.

Property: Bonds Of Sisterhood - You can always tell who Caerlie is (whomever Kristen McFadyen is currently PCing), no matter what she looks like.  Furthermore, you may ask her at any time whether she is suffering from any Body, Mind, or Soul effects, and if so, what they are.

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: Endurance (3) - Each level of Endurance allows you to store one more point of Body than your base Body score otherwise would.  You start each session with your endurance fully stocked, and may restore and expend it through the usual means.

Flaw: Remembered Agony - Your memories are still somewhat hazy, and your existence in extract card form is pervaded by a great deal of pain.  You only receive every other Mind Recovery that you otherwise would.

Flaw: Tragic Temperament – Whenever you Recover Soul, you are listless and depressed for a few minutes afterwards.  You may opt not to take a Soul Recovery in order to negate this effect for the next two times afterward.

Flaw: Superficiality - You always have the “Disguised” Trait, even if you are not in disguise.

Flaw: Self-Destruction Systems (2) [Remote Detonation Control] - Upon a certain trigger (a detonation device, in this case), explosives implanted in the character’s body explode, slagging it.

Abilities And Attacks

Ability: Distracting Lies [mind] (Mind vs. Mind Challenge) - You may only activate this Ability if someone is asking you questions about who you are.  You may make up something about your past or your identity, and if your challenge is successful, he/she is inclined to believe that it’s true unless presented with clear evidence to the contrary, even if you told him/her something different before.

Ability: Isn’t It Lovely? [mind] (Mind vs. Mind Challenge) – Social.  If successful, you convince your target that something (or someone) is aesthetically pleasing in the extreme.  Lasts until end of 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: Exert [body] (No Challenge) - Instead of expending attribute points to add to your total as a main participant in a Body Ability challenge, you may activate this Ability to add your base Body.

One Use: Blood Of The Ocean (Requires Soul Combat) - Instead of using a Soul Attack, you may activate this Ability unless your opponent has the “Device” Trait, in which case this Ability fails (and is not expended), and you use only the Default Attack.  Your opponent dissolves into a torrent of blood and is effectively killed, and a GM should be found.  Meanwhile, using this Ability sends you into a maddened frenzy of pain, which lasts until someone wins a combat against you.

[0/1] One Use: EMP Blast (No Challenge) - All devices in the Location (including cybernetics) are damaged, rendering them nonfunctional until they are repaired.  If any character present has the “Device” Trait, he/she is knocked unconscious for five minutes.  This may not be used if a challenge is in the midst of occurring anywhere in the Location.  This includes devices that you possess, and also knocks you unconscious.

Attack: Intuition (Soul) - You may ask you opponent’s player (your Soul attribute) yes/no questions about your opponent’s personality, or what he/she has been up to, which the player must answer truthfully to you alone.  Once per character per session.

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: Immobilize The Threat (Body) - The target must expend a point of Body to change Locations or initiate a challenge of any kind until you release him/her or (your Body * 5) minutes have passed.

Recoveries

Recovery: Troublemaker - Intentionally complicate someone else’s life and Recover a point of Mind or Soul, your choice.  Once per Scene maximum.

Recovery: Elegant Surroundings - You may use the Recoveries of Pretty Locations once per hour instead of once per session.

Recovery: Delight In Ruin (2) - 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: Devices (4)

Modifier: Devices → Power Source - You may expend a point of any attribute, or of Influence: Devices, to fuel an Ability granted by a Device (no matter which attribute it normally uses).  You may also fuel such Abilities for others, such that they do not need to spend an attribute point of their own to activate the Ability.

Influence: Perception (2)

Modifier: Perception → An Eye For Color - You may expend a point of Influence: Perception to initiate a Notice challenge against someone who is hidden.  You may choose which attribute this challenge is based on; additionally, you are at +1 per point of Influence spent.

