Threshold Victoria: Invasion


[Unnamed]

A Child of Dream

Background

You have been born, remembering only the dreams from which you were fabricated, and knowing only the will of your Father – Morpheus, or Dream Himself, the Lord of the Fog and the one who has dreamed this city into existence.

You are to craft a beautiful and fantastical new dream, and to find those who wish to inhabit it, that you may take them with you.  For this dream is ending, and not all may wish to awaken – or to be pulled instead into some darker, less pleasant sleep.  You offer them a new beginning, a rebirth of hope, and a way out.

Those who serve your Father – “Dream Squad,” as they are often called – may help you with your work, and they and those whose dreams you already know should perhaps be your first choices, particularly if their dreams are interesting and potentially fruitful.  But you are willing to take with you anyone who especially desires it, and who might make a good inhabitant of the dream that is to come.

[Out of game, this character exists primarily to provide a smooth narrative exit to some characters who may otherwise lack one.  Keep an eye out for those who seem particularly aimless or bored, particularly towards the end of the session, and be sure to offer them your “out.”  You will be unwilling to aid those whom you consider “enemies of Dream,” however, and particularly eager to help those who seem to be “friends of Dream.”

When you arrive, the GMs will give you a journal prop, which does not exist in-game, but contains the dreams that you already know at the start of the session.  When you’re ready to go in-game, find Pencer (Ethan Gafford’s character) and tell him that the Egg he has been carrying hatches; you materialize from it, coming together from wisps of fog.]

People You Know

Pencer [Ethan Gafford] – A Servant of your Father, and the bearer of the Egg from which you just hatched.

[Kristen McFadyen] – No matter whom she may appear to be, you can recognize that there are two people here: one, on the surface, whom you very much wish to take away to your new dream; and another, who is needed here.  If she acquiesces, you may use “Depart This Dream To Begin Another” to separate out the surface character and send her elsewhere, to the dream that you are beginning.

Conradin Crane [Matt Mitchell] – He seems, on first glance, to be particularly prone to beautiful and elaborate imaginings.  You would very much like to take him with you, if he can be convinced.

Character Name: A Child of Dream
Traits:
Destitute, Foggy, Machine, Victorian, Wired

Motivations

1.
Find those willing to leave this dying dream and populate another.

2.
Aid the friends and servants of Dream as you are able.

3.
Collect ideas (and Influence) from which to construct your new world.

	        Body:
2

        Mind:
3

        Soul:
4
	Origin:

The Fog

Occupations:
Artist 1

Offices:
Child of Dream, Servant of Dream


Properties And Flaws

Property: Visions In Dream – You may ask each other character once whether he/she possesses a) the “Foggy” Trait; b) the “Mirrored” or “Ticking” Trait; or c) both or neither.  You consider them friends of Dream, enemies of Dream, and neither, respectively.

Property: 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 unavailable, as is frequently the case.  This Property gives you the “Wired” Trait.

Flaw: This Dream Has Grown Old – You may not use the Recoveries of Locations that lack the “Foggy” Property.  (Open Air Locations possess this Property, since they have the Setting’s Properties.)  Locations without it seem stagnant and worthless to you.

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: The Fabric Of Imagination [soul] (No Challenge) – You may activate this Ability to convert a point of any type of Influence into a point of Influence: Dreams.

Ability: Like Fog [soul] (No Challenge) – You may travel about hidden in Foggy Locations that are not Well-Lit for (your base Soul) minutes after activating this Ability.  This effect also ends if you enter a non-Foggy or Well-Lit Location.  Your Obfuscation is equal to your Body plus Soul.

One Use: City Of Dream (Requires Soul vs. Integrity Challenge) – No one may assist you in this challenge.  If successful, you may activate this Ability to make any alterations you like to the description of a Location.  This does not allow you to change its Properties.

Attack: Curse Of Vanishing (Body) - For an amount of time that you specify, up to one hour, the target is hidden.  He/she may not speak, initiate challenges, or reveal him/herself, except to someone who has Noticed him/her.

Attack: Tap The Dreams (Soul) – Take a point of Influence from the target if he/she currently has any, of a type of his/her choice.

Recoveries

Recovery: Shifting Landscapes – You may use the Recoveries of Foggy Locations once per hour instead of once per session.

Recovery: Populating A New World – When you use “Depart This Dream To Begin Another,” you may Recover a point of Soul.

Influence And Modifiers

Influence: Dreams (9)

Modifier: Dreams → Depart This Dream To Begin Another – You may expend a point of Influence: Dreams to take a willing character into The Fog and describe to him/her the sensation of drifting away from this Victoria and dissolving gently into fog; then, a glimpse of future possibilities, and a sensation of arriving elsewhere.  His/her character has left the game permanently, and he/she should find a GM.

