Threshold Victoria: Invasion


Character Name: King Oberon of the Shining Kingdom
Traits:
Disguised, Foggy, Glamour

Motivations

1.
Create and foster glamour in Victoria, while weakening the grip of mundanity upon it.

2.
Convince members of the High Aristocracy to visit the Shining Kingdom.

3.
Prevent Victoria from becoming unbearably hideous.

	        Body:
5

        Mind:
4

        Soul:
6

        Power: 
6
	Origin:

The Shining Kingdom

Occupations:
Adventurer (3), Artist (3), Socialite (3), Spiritualist (3)

Offices:
Emissary Of The Shining Kingdom, Faerie King, Lord Of Travel, Magician


Properties And Flaws

Property: Glamorous Shroud – You may use your base Soul and/or spend Soul attribute points to help defend against Abilities that target your Body.  Does not apply to combat challenges.

Property: I’ve Seen Many Strange Things (“Animal”, “Bloody”, “Dark”, “Dead”, “Disguised”, “Foggy”, “Glamour”, “Glittering”, “Horror”) - Each level of I’ve Seen Many Strange Things is a Trait that you can automatically recognize in others because you’ve encountered it before in your travels.

Property: Art Appreciation (Dance, Music, Theatre, Visual)

Property: As I Seem (3)

Property: Skilled Conversationalist (3) – Add +1 to your side’s total in all Social challenges that you’re participating in per level of Skilled Conversationalist.

Property: Mind Games - All Mind challenges in which you are a main participant, including Mind-based initiative and Mind combat, count as Social challenges for both sides.

Property: Philosophical Discussion - After talking with someone about his/her beliefs for a few minutes, you may determine his/her Soul score, his/her quantity of Soul attribute points, and any Soul effects that he/she is currently suffering from.

Property: Finding The Ways (6) - You may ignore one requirement to enter a Location (Obscurity, Security, Trait requirement, etc) per level of Finding The Ways.  You must select the Location and restriction at the beginning of each session.

Property: Faerie King – You may issue commands to those with the “Emissary Of The Shining Kingdom” Office, which they must obey.

Property: Trailing Illusions – You may expend a point of Power to disengage yourself from a combat challenge after the Initiative round is resolved.  You select a new main participant from those on your side of the challenge; if no one was on your side, then the combat challenge is over unsuccessfully, though you may leave the Location before it ends.

Flaw: Technology Is Unpleasant - You may not use the Recoveries of Locations with the “Charged”, “Mechanical”, or “Virtual” Properties.

Flaw: Walk In Grace - You must first expend a point of Soul to enter and to use any Recovery of a Hideous Location.

Flaw: The Delicate And Subtle – You may only directly affect characters with the “Glamour” Trait.  Others have trouble even holding your interest, though they may affect you as usual.

Abilities And Attacks

Ability: Lift The Spirits [mind] (Mind vs. Soul Challenge) - Social.  Requires you to have been attempting to lighten the target’s mood prior to using this Ability.  The challenge is only necessary if the target is resisting being cheered up; otherwise, success is automatic.  If your target has the “Dark” Trait, he/she loses it until end of session.  Once per target per session.

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: Leading Questions [mind] (Mind vs. Mind Challenge) – Social.  If successful, say a number between one and three; the target must tell you that Motivation.  Once per target per session.

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.

Ability: Awe [soul] (No Challenge) - When you have won a Social challenge against someone, you may activate this Ability to add your base Soul to your total in all subsequent Social challenges against that person for the remainder of the session.  Multiple uses do not stack.

Ability: Curiosity [soul] (Soul vs. Soul Challenge) – Social.  If successful, learn how your target feels about a topic of your choice (may be another character) in some detail.  Once per target per session.  Requires conversation.

Ability: Air Of Dignity [soul] (No Challenge) - Instead of expending attribute points to add to your side’s total in a Social challenge, you may activate this Ability to add (your Soul attribute) to your total.

(3x) One Use: Faerie Blessing (No Challenge) - Grant a willing target who has done you some service or favor a blessing of the Shining Kingdom.  This has no immediate effect, but will surely manifest in some beneficial way as time progresses.

One Use: A Lucky Find (No Challenge) - Automatically discover the whereabouts of an Obscure Location, no matter how Obscure it is.

One Use: Guest Of Honor (No Challenge) - Automatically enter a Secure Location, or be effectively invited to a party or social gathering.

One Use: Context Is Everything (No Challenge) - Write an As I Seem adjective that is currently on your name tag on someone else’s name tag as well.  It remains there for (your Soul) sessions, including the current one.

One Use: Subtle Manipulation (No Challenge) – Social.  After talking with someone for a little while, find out one of his/her Motivations (name a number between 1 and 3).  Change any one word in this Motivation to any word you please.

(x3) One Use: Sigil Of Marking [one use] (Requires Mind Or Soul Combat) - When victorious in Mind or Soul combat, in addition to any other Attack that you may impose, your target gains a unique Trait that you invent (although later Sigils Of Marking must utilize the same Trait).  You may now purchase Influence: <That Person> at normal cost, and may affect that person far more easily with Rituals.

One Use: Strange Journeys (No Challenge) - Make up a place, anything you can imagine, and take up to (your Soul) other people there with you between sessions.  However, note that it may contain things other than those that you describe as well, so there may be unexpected dangers.

Attack: Fascination (Mind) - Your art is almost hypnotic in its beauty.  Your target may initiate no Challenges or Attacks against you, nor may back away from you at anything faster than a very slow walk, until the effect is broken by something jarring, including someone else challenging you, someone else challenging the target, a loud noise, etc.  While your target is Fascinated, all Social Ability challenges you initiate against him/her are at +(your Mind).

Attack: Star-Crossed Love (Mind) – Your target falls in love with someone of your choice of the appropriate gender (other than yourself).  Lasts a number of sessions, including the current one, equal to your margin of success.

Attack: Intriguing Smile (Soul) - The target is intrigued, even obsessed, with you; he/she finds you fascinating and delightful to be around, and will be inclined to do what you suggest so long as it doesn’t conflict with any of his/her Motivations.  Lasts for (margin of success) sessions, including the current one.

Attack: Come Away With Me (Soul) - The target experiences an intense desire to travel to the Shining Kingdom until the beginning of next session.  You may only use this Attack on someone to whom you have described the Shining Kingdom.

Recoveries

Recovery: Easily Distracted – Whenever you go and do something interesting but unrelated to your Motivations, Recover a point of Mind.  Once per hour maximum.

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

Recovery: Words Of Praise - Every time you are complimented, you may recover a point of Soul.  Once per complimenter per session.

Recovery: Gathering Strength - Recover a point of Power when you would otherwise Recover an attribute that is currently full.

Recovery: Wide-Eyed Victorians (3) - When someone who has not been to the Shining Kingdom before agrees to travel with you there, Recover a point of each attribute per level of Wide-Eyed Victorians.

Influence And Modifiers

Influence: The Faeries (6)

Modifier: The Faeries → Pixie Dust - You may expend a point of Influence: The Faeries to give someone the “Foggy” and “Glamour” Traits until end of session, if he/she did not already possess them.

Influence: Adventure (3)

Influence: The Occult (3)

Influence: Paths (4)

Influence: Glamour (6)

Modifier: Glamour → Magickal Touch - You may expend a point of Influence: Glamour to cause any other influence action that you are undertaking succeed automatically.  Its effects will likely be more ephemeral and more unpredictable than otherwise, however.

Modifier: Glamour → Spells - You may expend one or more points of Influence: Glamour, and as many points of Soul, to cast a spell.  The effects of your spells are potentially unlimited, though the effects are sometimes not precisely what was intended and rarely permanent; and there tend to be unwanted side-effects much of the time.

