Threshold Victoria: Invasion


Character Name: “A Woman In White”
Traits:
Dark, Dead, Destitute, Glittering, Murky, Wired

Motivations

1.
Avoid anything that is not pretty.

2.
Find relief from my tormentor, in death if necessary.

3.
Conceal how awful I’ve become.

	        Body:
4

        Mind:
6

        Soul:
8
	Origin:

The Woman In White

Occupations:
Artist 3, Hacker 3, Socialite 3

Offices:
Blessing Of The Woman In White, Touched By The Black Lake


Properties And Flaws

Property: Art Appreciation (All)

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 (4) – 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: Purified - You may never have the “Bloody” Trait for any reason, and any effect that would give you the “Bloody” Trait simply fails to work on him/her.

Property: Majestic Aura - Anyone who wishes to initiate combat against you must first expend a point of Soul.

Property: Shining Circle - No one with the “Glamour” Trait may initiate combat against you (unless you allow him/her to).

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: Delicacy - You automatically fail when attempting to defend against Abilities that target your Body.  Does not affect combat challenges.

Flaw: Touched By Darkness - You are at a -1 penalty to your total in all Soul challenges in Hideous Locations.  This applies both when you are assisting and as a main participant.  This may not reduce your total below zero.

Flaw: Blackened - Whenever you use a power of any kind from the “Woman In White” Office, you experience a surge of clammy nausea and a sensation of disgust.  For the remainder of the Scene afterwards, you may not spend attribute points to boost your total in any challenge, even as an assisting participant, unless you first expend a point of Soul.

Flaw: Creeping Madness (2) - After you have set your Motivations for a session, you must bring them to the GMs, who may make certain alterations to them.  The severity and deleteriousness of these alterations depends on your level of Creeping Madness.

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: 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: Pardon Me, If I May [mind] (Mind vs. Security Challenge) - Social.  If successful, enter a Secure Location alone.  You may not be assisted in this challenge.

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: 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: Cleansing Light [soul] (No Challenge) - If desired, the target may effectively drop one Trait of his/her choice for the remainder of the session (after which the Trait returns).  If the target does not wish to drop a Trait, he/she may instead Recover a point of an attribute of his/her choice.  You may only use this Ability once per person per session.

Ability: Shimmering Paths [soul] (Soul vs. Integrity + Security) - You may be assisted in this challenge by anyone with the “Glittering” Trait.  If successful, all who participated in the challenge may ignore a Trait requirement to enter a Location for the remainder of the session.

One Use: A Sense For People (No Challenge) - Ask the target player any one question about his/her character, which he/she must answer truthfully and in detail.  Your character intuitively feels that whatever you have learned is likely true about the target.  You may only use this ability once on a given target per session.

One Use: Imaginary Places (No Challenge) - You may activate this Ability between sessions to describe a Location of any sort.  It will show up in Victoria for one (and only one) session; only those with the “Glittering” Trait will be able to enter and affect it.

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: 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.

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: Sweet Smile (Soul) - The target is convinced that you mean no harm to him/her, nor to anything/anyone that he/she cares about, until proven otherwise.  This also means that he/she will be inclined to give you the benefit of the doubt in matters of trust.  Lasts for the remainder of the session.

Attack: Haunted Gaze (Soul) - The target is struck by the profound emptiness that haunts your gaze.  He/she is moved to pity, and may not participate in or initiate any combat against you for the remainder of the session.

Recoveries

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

Recovery: True Genius (4) - Whenever you encounter something that is quite beautiful, and whose like you have never seen before, Recover a point each of Mind and Soul per level of True Genius.

Recovery: Walking The Wired - You may use the Recoveries of Virtual 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.

Influence And Modifiers

Influence: Perception (3)

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.

Influence: Beauty (5)

Modifier: Beauty → The Eye Of The Beholder (4) - 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 +(your level of The Eye Of The Beholder) to its total before numbers are revealed.

Influence: Representation (2)

Modifier: Representation → Spoofing - You may expend a point of Influence: Representation during a session to appear to be someone else, changing your name tag accordingly.  You may drop this at any time, but until you do, you have the “Disguised” Trait.

Influence: The Network (3)

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: Socializing (2)

Influence: Song (2)

Modifier: Song → Siren’s Voice - You may expend a point of Influence: Song to inform another character that he/she may not initiate any challenges against you until you have not spoken to him/her for five consecutive minutes.

