Threshold Victoria: Invasion


Berakah/Dream

The Right Hand Of Dream

“Time works differently in dreams.  It’s a series of moments strung together, and sometimes you can choose which moments come next.  Sometimes the dream wins, though, because they have a will all their own.  I don’t give anyone anything, I just let their dreams pass through me and into the world – or, if not their dreams, then Dream, which has the strongest will of all.  My only enemy is Disbelief, and also Mundanity, its other face.”

Background

“Chains and prisons cannot hold in the fog.  Nor, for that matter, can they keep it out.”  That is what Morpheus/Dream told you when he lifted you out of The Breaks as easily as a child is extricated from a bramble.  You didn’t know what he meant at the time because you couldn’t remember about language because they made you forget that.  They made you forget a lot of things when they were trying to help you.  They just pushed it all further and further in like a cork into a wine bottle until you fell all the way in and then they took you away, but then they couldn’t find you anymore, because you were floating inside the bottle, and you couldn’t find them either or the world or your daughter or anything.  And all because they were trying to help you.

That’s not how you help people.  You don’t push anything, you just open up their dreams and let the fog in.  Some people are full of fog, but other people hide inside boxes and clocks and try to blow and blow and blow the fog away.  You think that’s pretty silly.  It just comes back, and anyway, it’s a lot prettier when there’s fog inside.

The Dream really likes you, and you like helping people and are good at it, so Morpheus made you his Right Hand and named you Berakah.  He says it means “blessed.”  Anyway, it sounds nice; like wind in an alleyway or like a snake.  Then Morpheus introduced you to Kadura, who’s the Left Hand, and you like him a lot even though he’s always gloomy all the time.  He says he’s happier when you’re around though, so you always try to cheer him up, and he doesn’t seem to mind.  You try not to talk about his problem, which is that he can’t make good dreams, only bad ones, because if you had that problem then you wouldn’t like it if other people talked about it all the time.

He helps you do the things you have to do for Morpheus and you help him, because it’s all really important and sometimes you need him to scare someone with bad dreams and sometimes he needs you to help them with good dreams.  Right now you’re supposed to find someone who you think is really great and give them a special Gift.  Someone who wants to help Dream.  And also Morpheus says there’s someone who just came into the city from outside, and you should try to find that person, because they’re important and Morpheus says they’re carrying important Gifts.

Anyway, you’re really glad that Dream took you away from that prison.  Sometimes you wonder how you ended up there, but you really don’t know.  Probably more people trying to help you.  Too bad they didn’t know how to do it right, you guess.  Maybe they’ll let you show them how if you ever run across them; but you probably wouldn’t recognize them if you did.  And anyway, who wants to dwell on things like that?

Motivations

1. Protect and aid Kadura/Dream.

2. Find someone to whom you can grant your special Gift and find the newly-arrived traveler from outside of Victoria.

3. Decrease the mundanity of the world.

People You Know

Morpheus/Dream – The Dream in the fog who lifted you out of Hell and gave you a new life.  You would do anything he asked of you without hesitation.

Kadura/Dream, The Left Hand Of Dream – Your counterpart, your double.  He is all that you could never be, and vice versa.  Between the two of you, there is very little that is impossible.

“The Traveler” – People don’t generally go in or out of Victoria, but apparently this person did.  Morpheus says this person bears some special Gifts.

Abelard Morton – Kadura tells you that this man ended up with something that belongs to Dream.  Help him retrieve it if you have a chance.

Lord Harvey Markham – When you first run across him, he seems extremely familiar, although you can’t for the life of you put your finger on why. 

Synovea Ashburn – She too is familiar in some way, although you have strong negative associations with her for some reason.

Silas Carsburg – You’ve given him many a dream of adventure; you like him, because he tries so hard to reach beyond the small, small world of Victoria.

Body: 2

Mind: 3

Soul: 4

Traits: Disguised, Foggy, Machine, Victorian, Wired

Properties

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 otherwise occupied, as is frequently the case.

Visions In Fog – You need never challenge against a Foggy Location; you always succeed in such challenges.

Lovely Delusions (Mind Attack) – Give your target a pleasant derangement (i.e. “you think that the Clock Tower Plaza is a beautiful garden!”).  This Effect lasts a number of sessions beyond the current one equal to your MoS.

Be *Happy*! (Soul Attack) – Your target is in a really good mood for the next hour.  He/she may not initiate combat, and is not considered to have the “Dark” Trait if he/she has it.

Abilities

A Special Gift [one use] (No Challenge) – Give someone the sealed envelope that you have.  The target gains whatever Property is contained within.

Fogbank [body] (Body vs. Integrity Challenge) – If successful, increase the Obscurity of your current Location by your Soul + Body.  If it is not Foggy, it becomes so.  This effect ends when you leave it.

Empathy [mind] (Mind vs. Mind Challenge) – If successful, tell the target one of your Motivations.  He/she must choose one of his/her own to tell you.  You may then spend another point of Mind to do this with the target again, and so on; continue until you wish to stop or run out of Mind or Motivations.

Glimpses In Dream [mind] (Mind vs. Mind Challenge) – Your target must tell you whether he/she has the “Foggy” Trait.  You like fog.

A Pleasant Daydream [soul] (No Challenge) – Your target, who may not be yourself, Recovers a point of Mind or Soul, his/her choice.  If he/she has the “Foggy” Trait, he/she Recovers twice in this manner.  You may not use this Ability on the same target twice in a row.

Recovery

It’s Not So Bad – Roleplay another character into a better mood and Recover a point each of Mind and Soul.  Once per target per session.

Creating Worlds – Get a character to tell you about a dream or fantasy that he/she has had and recover an attribute point of your choice.  Once per target per session.

