Threshold Victoria: Invasion


Character Name: Queen Titania of the Shining Kingdom
Traits:
Dark, Disguised, Foggy, Glamour

Motivations

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

2.
Enjoy good company and conversation.

3. Gather compliments on my unearthly beauty.
4. Warn those worth protecting of the rising darkness in Victoria.

5. Engineer a grand trick to be played upon the Machines in Victoria.

	        Body:
4

        Mind:
5

        Soul:
6

        Power: 
6
	Origin:

The Shining Kingdom

Occupations:
Artist (3), Scoundrel (2), Socialite (3), Spy (3)

Offices:
Emissary Of The Shining Kingdom, Faerie Queen, 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: Art Appreciation (Dance, Music, Poetry, Theatre, Visual)

Property: As I Seem (3)

Property: Soul Of An Artist - All Soul Ability challenges in which you are a main participant count as Social challenges for both sides.

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 Ability challenges in which you are a main participant count as Social challenges for both sides.

Property: Mysterious (2) - For each level of Mysterious, you may move one of your Motivations to slot 4/5/6 and replace the slot it used to occupy with a Motivation relevant to how your character is acting or the person he/she is appearing to be.

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

Property: Veil Of 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 no Default Attack is applied to anyone and you may leave the Location before it ends.

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

Flaw: Center Of Attention - You may never willingly become hidden for any reason.

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

Flaw: Pervasive Mundanity - You may not use anything from the Magician Office, including Power, in Locations with the “Charged”, “Mechanical”, or “Virtual” Properties.

Abilities And Attacks

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

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.

Ability: Small Deceptions [mind] (No Challenge) - You may activate this Ability to lie when someone asks you whether you have a specific Trait.

Ability: Aura Reading [mind] (Mind vs. Soul Challenge) - If successful, learn up to (your Mind attribute) Traits that the target has, of his/her choice.  You have only a vague impression as to what exactly these entail (i.e. the GMs will not tell you what the words mean).

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: 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: 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.

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.

Attack: Bad Luck (Soul) – The target is at a penalty equal to your Soul attribute to every third challenge he/she participates in, including combat (and assisting others in combat), for the remainder of the session.  This can put him/her into the negative numbers, in which case he/she actually detracts from his/her side’s total when assisting.

Attack: Preservation (Soul) - One of the target’s Motivations (his/her choice) is replaced by “Protect what is beautiful” until end of session.  Once per target per session.

Attack: Steely Gaze (Mind) – Your target is severely intimidated, and must try to avoid you for the next hour.

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 will be inclined to do what you suggest so long as it doesn’t conflict with any of his/her Motivations.  Lasts for the remainder of the current session.

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: Magickal Aura - Whenever you would normally Recover one or more points of Soul, you may instead choose to Recover a single point of Power.

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: Beauty (4)

Modifier: Beauty → The Eye Of The Beholder (3) - Whenever a Social challenge is occurring anywhere near you, whether you are involved in it or not, you may expend one (and only one) point of Influence: Beauty to give either side +3 to its total before numbers are revealed.

Influence: Fear (4)

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: Socializing (3)

Modifier: Socializing → Targeted Remarks - When you are victorious in Mind combat, you may expend a point of Influence: Socializing to target a supporting opponent (rather than the main opponent) with your Attack.

Influence: Identity (2)

Influence: Glamour (6)

Modifier: Glamour → Spells - You may devise as many different spells as you have levels of Influence: Glamour.  The exact nature of these spells varies; you may propose spells with a desired effect to the GMs for approval.  Each spell will have a cost in points of Influence: Glamour and Power to cast it during a session.  The effects that a spell could have are potentially unlimited, though they are sometimes not precisely what was intended and rarely permanent; and there tend to be unwanted side-effects much of the time.  Spell-casting requires a few minutes of time, and may often be aided by material components.

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.

