Threshold Victoria: Invasion


Character Name: Jinx
Traits:
Destitute, Foggy, Machine, Victorian, Wired

Motivations

1.


2.


3.


	        Body:
3

        Mind:
4

        Soul:
3
	Origin:

Capacitor Squad

Occupations:
Hacker 3, Mechanic 3

Offices:
Servant Of Dream


Properties And Flaws

Property: Security Protocols (2) – If someone initiated combat against you, and it turns out to be Mind combat, add your level of Security Protocols to your total in the combat challenge.

Property: Virtualization - You may use one of your Body Attacks when you (or someone you were assisting) just succeeded in Mind combat.  This even applies to Attacks granted to you by devices and other such external sources, though you may not use the Body Attack of someone who assisted you in combat.

Property: Dream Squad – You can always tell when someone is communicating wordlessly (“telepathy” symbol), although not what they are saying.  Furthermore, if a GM is nearby and unoccupied, you may “telepathically” communicate with Morpheus/Dream at will; if not, he is unavailable, as is frequently the case.  This Property gives you the “Wired” Trait.

Flaw: Arrogance - If you have defeated or helped to defeat someone in Mind combat, you may never spend attribute points to defend (or help defend) against them in Mind combat until such a time as they have beaten you.

Flaw: Signs Of Suffering - You may not use the Recoveries of Locations with the “Damaged” Property.

Abilities And Attacks

Ability: Maintenance [mind] (No Challenge) - If a device that you own and use on a semi-regular basis has become broken, you may activate this Ability to repair it.

Ability: Static Burst [soul] (Soul vs. Mind Challenge) – If your target has the “Wired” Trait, he/she experiences about 30 seconds of intense mental overload, during which he/she can only defend against challenges.  Can be used to pre-empt Abilities and Attacks being used against you.

Ability: Repairs [body] (No Challenge) - Repair a broken or malfunctioning device.  This may also be used on a willing (damaged) character who has the “Device” Trait, although results are somewhat unpredictable.

Ability: Reverse Engineer [mind] (No Challenge) - Examine a device to learn what it does, what it could be made to do, how it was made, and how to make it.  If a GM is not available to give you this information, then it takes you until a GM is available to process the data you have obtained.

One Use: Network Instantiation (No Challenge) – When you attempt to use this Ability on the target, who must be willing, he/she must inform you whether he/she has the “Machine” Trait.  If he/she does not, the Ability simply fails to work and you take it back.  If he/she does, then he/she becomes a transmission hub for your Squad's Network.  This gives him/her the “Wired” Trait if he/she does not already have it, and may have additional long-term effects upon him/her.

One Use: City Of Dream (Requires Soul vs. Integrity Challenge) – No one may assist you in this challenge.  If successful, you may activate this Ability to make any alterations you like to the description of a Location.  This does not allow you to change its Properties.

Attack: Override (Body) - If your opponent is carrying a device that you suspect has an Attack, you may use Override to cause that device’s Attack to affect your opponent.  If you were wrong, and the device has no Attack (or it is inapplicable), then Override does nothing.

Attack: Gearslip (Body) – An obviously mechanical device that someone is carrying ceases to function until repaired.  You may also use this on someone who is clearly a device, in which case see a GM upon success, but if that person turns out not to have the “Device” Trait, your Attack was wasted.

Attack: Analyze Functionality (Mind) - The target must describe to you in detail (your Mind attribute) of his/her Properties, Attacks, Abilities, Recoveries, and/or Modifiers, in any combination.  Once per target per session; if used on the same target later, he/she may tell you the same things that he/she did before, if he/she still has them.  You may also ask whether he/she has the “Device” and “Wired” Traits.

Recoveries

Recovery: Creator - When you create or repair a device, Recover a point of Mind or Soul, your choice.  Once per hour maximum.

Recovery: Guardians At The Fringe – Do something to protect or support Dream Squad or Victoria and Recover a point of Soul.  At most once per hour.

Influence And Modifiers

Influence: Production (4)

Influence: Data (2)

Modifier: Data → Query - During a session, you may expend one or more points of Influence: Data to perform a search on a given topic and see what turns up.  It may take several minutes for the search to complete, depending on GM availability.

Influence: The Network (5)

Modifier: The Network → Opening Organic Dataports - You may expend a point of Influence: The Network to give someone an instance of the “Wired” Trait for the remainder of the session.  Until this expires, he/she may detect whether others are “Wired” and may communicate telepathically with those who are.  You may use this on yourself if desired.

Influence: Tools (2)

Modifier: Tools → The Right Tools For The Job - You may expend a point of Influence: Tools to gain a number of “floating” attribute points equal to your total level of Influence: Tools.  You may spend these attribute points only to activate Mechanic or device Abilities.  Any unused floating points disappear at the end of the session.

Influence: Machines (2)

Modifier: Machines → Redirection - You may expend a point of Influence: Machines to redirect the target of an Ability or Attack that is granted by a device.  This takes place before the Ability/combat challenge, although it is not then possible for the initiator to back out of the challenge.

