Threshold Victoria: Invasion


Lileia/Dream

Harvester of Possibilities

Background

Lord Morpheus, who watches over the gates of sleep, has called upon you to walk this dream.  You have left the deep fog for a time, at his bidding, to harvest the dreams, hopes, and imaginings of those who dwell here, that they may persist even when this dream itself comes to its end.  It has not long remaining to it.

The enemies of Dream Squad (as the Servants of Morpheus are sometimes called) grow numerous and multiply.  They worship empty images and the mirrors that cast them; they are slaves to permanence, and if they triumph, nothing will ever change again.  The dream will die, for change is the essence of dreams.  You must not collect what  dreams these servitors of statis may possess, for they are poison and anathema to your Lord, this dream’s creator.

There are some, even now, who oppose these enemies; who stand with Dream or his allies against the elimination of hope.  You must seek them out, for their fancies especially may seed fruitful ever afters.  You will aid them if you can, but you are not here to fight their battles for them, and thereby to jeopardize the very possibility that you were sent to ensure: the possibility that from this dream may arise others, and thereby that this dream too may live on through its successors, though every last wisp of it be eradicated.

Character Name: Lileia/Dream
Traits:
Destitute, Foggy, Machine, Victorian, Wired

Motivations

1.
Gather the dreams, hopes, and imaginings of those who are not Dream’s enemies.

2.
Aid the Servants of Dream.

3.
Cautiously oppose the Servants of the Mirror.

	        Body:
2

        Mind:
2

        Soul:
5
	Origin:

The Fog

Occupations:
Spiritualist 1

Offices:
Servant Of Dream, The Hope Of Dream


Properties And Flaws

Property: Elusive As Mist (2) – You may spend a point of any attribute to become hidden in a Foggy Location, once per session per level of Elusive As Mist.  Your Obfuscation is equal to the Obscurity of the Location.  If you are Noticed or you leave the Location, you may not remain hidden in this way.

Property: Philosophical Discussion – After talking with someone about his/her beliefs for a few minutes, you may determine his/her Soul score, his/her quantity of Soul attribute points, and any Soul effects that he/she is currently suffering from.

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.

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.

Flaw: Hateful Glass – You may not use the Recoveries of Locations with the “Mirror” Property.

Flaw: The Dream Is Dying – 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, dead, and worthless to you.

Abilities And Attacks

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: Hope [soul] (No Challenge) – You may activate this Ability to allow someone who has written a hope, dream, or imagining in your book to immediately Recover a point of an attribute of his/her choice.

One Use: A New Dream Be Born (No Challenge) – After you have gathered as many dreams as you can, you may go to the Mills (you are considered to work there) and activate this Ability to create the beginnings of a new Dream from them.  If possible, notify a GM before doing this to acquire the necessary prop, which you should bestow upon someone you trust.

Attack: Dream Harvesting (Soul) – The target must tell you of a dream that he/she has or has had.  He/she no longer remembers or wishes this dream, and you may write it in your book.

Recoveries

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

Recovery: The Good Work – When you ease someone’s mind or lift a spiritual burden from him/her, Recover a point of Soul.  Once per person per session.

Recovery: The Birth Of New Imaginings – Whenever a new person’s dream is recorded in your book, you may Recover a point of Soul.

Influence And Modifiers

Influence: Fog (2)

Modifier: Fog → Fogbank – You may expend a point of Influence: Fog to increase the Obscurity of your current Location by your Soul + Body.  If it is not already Foggy, it becomes so.  This effect ends when you leave the Location.  Multiple uses of this Modifier by one character do not stack.

Influence: Hope (5)

Modifier: Hope → Take Heart – When you give someone a point of Influence: Hope, he/she feels uplifted and filled with new hope.  He/she loses the “Dark” Trait for this session and the next if he/she has it, and may immediately Recover a point of Soul.  This Modifier only applies once per character.

