Entering a Dream:


Wits + Composure + Wyrd + Equipment



Successes Needed:  8 = Own Dreams, 12 = Fetch’s Dreams, 16 = Dream-Tasked Dream

To remain asleep when disturbed:


Resolve + Composure

To Exit a Dream:


Resolve + Composure  (Opposed by Wits + Empathy + Wyrd of opposing Onieromancer)

Altering a Dream:


Wits + Empathy + Wyrd – Dream’s Intensity


If Successes are greater than the Dream’s Intensity, the dream unravels.  This may be prevented by spending 1 willpower.
Analyze the Dream:


Wits + Empathy – Dream’s Intensity

Prophetic Dream:


Wits + Occult + Wyrd + Dream’s Intensity   If any changes are made to the dream, the Prophetic portion of the dream dies.

Convince the Dreamer:


Wits + Empathy + Wyrd  (Takes 1 night’s work)

Successes turn into bonus die for manipulation-based pools, used on the dreamer

Learn about Dreamer:

Wits + Empathy + Wyrd   One roll per night, cannot alter the dreamscape.  Target = 5 Successes

Psychotherapy:

Wits + Empathy + Wyrd – Dream’s Intensity

Scour the Intensity:


Wits + Empathy + Wyrd – Dream’s Intensity  
Fighting Dream Poison:


Wits + Empathy + Wyrd Vs. Dream Poison (pull)



Successes by Onieromancer reduce the Poison by 1 per success



Successes by Dream Poison reduce Dreamer’s WP by 1 per success

Search for Dream Poison:


Wits + Empathy + Wyrd – Dream’s Intensity  


Each roll takes 1 night, and target = strength of dream poison

Dreamscaping:


Wits + Empathy + Wyrd Vs. Resolve + Composure



Target falls asleep, and dream begins, Changeling may craft dream:




Healing Sleep:  Counts as an Additional day of rest towards healing




Stress Relief:  Allows Dreamer to recover 1 additional Willpower




Sleep Teaching:  Counts as 1 day of learning a new skill.




Nightmares:  Creates a nightmare.  Target regains no willpower for sleeping.

Dreamweaving:


Intelligence + Empathy + Wyrd  (Each roll takes 1 day)



Success accumulated store in an object, and are Intensity – Resolve + Composure

Wyrd Dream:

Don’t friggin ask me, I don’t get it.
Personalized Dreams:

Add Higher Onieromancer’s Empathy or Wyrd to the Intensity of any dream created for the target.

Onieromancy:

Personal Attacks:

(Int, Str, or Pres) + (Athletics, Brawl, Firearms, or Weaponry) + Wyrd

Environmental Attacks:

Wits + Empathy + Wyrd

Dream Defenses:

Defense = Highest of Wits, Dex, Manipulation


Armor = Highest of Resolve, Stamina, Composure

Dream Damage:

Damage is dealt to Willpower Points.  When Willpower is knocked to 0 or below:



0  = Onieromancer Wakes up abruptly



-1 - -4 = Onieromancer receives a Temp Derangement for 1 day



-5 + = Onieromancer receives a Temp Derangement for 1 week

Stunting:  Attack or Defense Receives a special +1 to +3 bonus, depending on how cool the description of the move is
