Threshold Victoria: Invasion


“Gandrik Fellway” (Gaway)

Lord of Disastrous Mischance

Background

Your life has progressed steadily from bad to worse.  Though the Shining Kingdom is the only home that you have ever had, it has not been kind to you, and because of your strange tail and ungainly mannerisms, you have often been the butt of the other faeries’ jokes and pranks.  This has left you with a sense of humor that might best be described as “perverse” – you love to see others suffer, because it takes your mind off of your own woes, and it means you’re not the one being taunted.

Your loyalty to Queen Titania stands above all else.  Seeing how miserable you were, she sought you out; and after listening to your litany of misfortunes, missed opportunities, accidents and ailments, she smiled wryly and pronounced you the Faerie Lord of Disastrous Mischance on the spot.  Since then, bad luck has been your dominion and your delight, and your share it with others whenever you can.

Now the Queen is journeying to Victoria.  From what you understand, she intends to wreak havoc among the Machines who have taken up residence there – and so, naturally, she invited you along.  You, unlike most Fey, have nothing against technology despite its tendency to dispel glamour, since complex devices present all sorts of ways for things to go wrong; but you would never turn down an invitation from the Queen, and besides, what could be the harm?  It’s not as though things could get any worse for you.

So, you’ve rummaged up suitable clothing, and begun calling yourself Gandrik Fellway.  Even if there doesn’t turn out to be much fun in meddling amongst the Machines, Victoria itself is overdue for a disastrous little visit.

People You Know

Queen Titania [Sheryl’s NPC] – Your Queen, whom you serve wholeheartedly.  Her mercy is admittedly fickle, and sometimes quite cruel, but you will never forget the good turn she gave you – it’s one of the only ones you have, and you treasure it.

“Lucien” [David Chapin’s NPC] – Alzaer, Lord of Splendid Deceptions (and one of your pitifully few friends in the Kingdom), let you in on a little secret: he’s coming to Victoria as well, and he’s impersonating Lucien, one of the King’s Lords!  He, like you, serves the Queen, and should be up for a cooperative prank or three.  But whatever you do, never, never, never trust anything he tells you.

“Peter Knowlington” [Simon McEntire’s PC] – He serves King Oberon as Lord of Travel.  He’s been back and forth between Victoria and the Kingdom a great deal recently, presumably on the King’s business.

Lady Abbey Malkin [Kristen McFadyen’s PC], Violet Carlyle [Izzy Kunkle’s PC], and Ani [Serin Hale’s PC] – These three Victorians (?) are traveling to the city with you from a recent visit to the Shining Kingdom.

Character Name: “Gandrik Fellway”
Traits:
Dark, Foggy, Glamour

Motivations

1.
Serve Queen Titania.

2.
Share your ample hoard of mischance.

3.
Help others see the levity in misfortune.

	        Body:
2

        Mind:
3

        Soul:
4
	Origin:

The Shining Kingdom

Occupations:
Scoundrel 2

Offices:
Emissary Of The Shining Kingdom, Lord Of Disastrous Mischance


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: True Sight – When alone with someone, you may always ask that person whether he/she has the “Foggy” and/or “Glamour” Traits.

Property: Remorseless - You may never be made to regret or feel bad about anything that you do, although you may pretend to.  Abilities that would work by causing you regret simply fail against you.

Flaw: Bitterness - The character is extremely angry about the wrongs that have been done him/her.  He/she loses a point of Mind whenever these wrongs are poked at, made worse, or brought up.

Abilities And Attacks

Ability: Faerie Gold [mind] (No Challenge) – You may activate this Ability to effectively give yourself a point of Influence: Wealth for the next hour of game time.  If given or traded away, this wealth becomes dust after the time has elapsed.

Ability: Fog Of The Eyes [soul] (No Challenge) – Become hidden until you choose to become unhidden or you are Noticed, whichever happens first.  You may move about between Locations while hidden.  Your Obfuscation is zero – anyone who attempts to Notice you succeeds.

Ability: How Good To See You Again! [mind] (Mind vs. Mind Challenge) – Social.  The target thinks that you and he/she have probably met before, and is inclined to be well-disposed towards you unless you do something that would change his/her opinion of you for the worse.  Lasts for one hour; once per person per session.

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: Star-Crossed Love (Mind) – Your target falls in love with someone of your choice of the appropriate gender (other than yourself).  Lasts for the remainder of the session.

Attack: Carelessness (Mind) – The target character must lose a specified object that he/she has sometime within the next hour.  He/she may not notice that it’s missing until this pointed out, or end of session, whichever comes first.

Recoveries

Recovery: Mischief And Wonder – Whenever you surprise someone, befuddle them, or awe them, Recover a point of Soul.  Once per hour maximum.

Recovery: How Unfortunate (2) – Lose something belonging to someone, turn one of his/her friends against him/her, or otherwise rain on his/her parade and Recover two points of Mind.  Once per person per session.

Influence And Modifiers

Influence: Glamour (2)

Influence: Luck (4)

Modifier: Luck → Just Not Your Day – You may expend a point of Influence: Luck to cause a non-One Use effect that is used successfully on you to also hit anyone else in the room – except for its initiator.

