Dreamer

(Cloud Dreamer ,Grey Dreamer, Dagger Dreamer)

Most people prefer the harsh realities of the physical world.  Long ago, however, a small band of arcane elves began to experiment with phases of sleep, and learned to master the dream-state that they were unable to fully enter.  Through trial-and-error and a few mishaps, the arcane elves known as the Dreamers discovered Leseria, the infinitely-vast Demi-Plane of Dreams, the realm where all dreams occur.  Containing the ectoplasmic energy for both good and bad dreams, the Dreamers learned long ago the secrets to harnessing the energies of Leseria, eventually gaining the ability to pull the malliable ectoplasmic strands into the physical world.

Factions developed, and three distinct groups of Dreamers formed along alignments.  One splinter group is known as the Cloud Dreamers: those good group of elves determined to protect the dream-world and physical world from invading forces.  A second group became known as Grey Dreamers; so-named for their tendency to stay out of the worlds of light and dark – or to tread freely between them.  The third and most notorious group are known as the Dagger Dreamers, whose evil ambition warps Leseria with dark and menacing ways.

Any creature that sleeps is subject to the whims of a master Dreamer.  In later levels, Dreamers lose the ability to discern reality from Leseria.  Their power over the Demi-Plane of Dreams is so great by then that they are able to pull small pockets of Leseria into the Prime Material Plane.  Many Dreamers rule vast kingdoms in Leseria, and the rulers and emperors of that plane are not necessarily all human.  The PC races allowed are examples of those that harbor the potential for mastery of the Demi-Plane of Dreams, but is far from an exhaustive list.  The most powerful Dreamers, in fact, are beholders, dragons, and the awesome illithid.  On the Prime Material Plane, these creatures are nearly god-like in ability to the average inhabitant; in Leseria, however, they are nothing less.  Thankfully, Dreamers age at the same rate in Leseria as their physical bodies, although they may choose to look younger, if they wish.  Within Leseria, Dreamers in general can appear younger, more beautiful, thinner, or fatter, though their general characteristics and overall appearance must distinguish them; a visitor to Leseria must be able to recognize the physical body of a Dreamer on the Prime Material Plane. 

Creatures capable of dreaming are known as sleepers.  Any creature who dreams astrally-projects into this plane, and resides there for the duration of their sleeping.  Small pockets of this plane are created for each creature, and the fragile ectoplasmic environment created is from the sleeper’s subconscious.  Deep-seated desires and fears manifest themselves in a relatively minor way, with overwhelming nightmares or dreams being extremely rare.  In the hands of a Dreamer, however, this environment becomes completely malleable.  Dreamers enter the sleeper’s pocket environment through the subject’s mind.  An infinite number of these pocket environments (known to Dreamers as Dream Pockets) exist, and the only sure way of entering a particular pocket is through the subject’s mind.

Aside from Dreamers, many people who discover Leseria spend the rest of their lives in a permanent pocket known as Tir Na Nog, the Land of Eternal Youth and Beauty.  Numerous good-aligned dragons and mystical creatures zealously guard Tir Na Nog from evil interlopers, and a vastly-powerful sorceress-queen named Syerena rules the land.  No one works or has need, and all is bright, shiny and gay in this valley-kingdom of Leseria.  Upon death, Cloud Dreamers and a sprinkling of Grey Dreamers forever rest their weary souls in this land.  As in all things, a dark and evil land balances Tir Na Nog; this despotic kingdom of chaos and torment is known as Kir Fa Tan, or the Plain of Blood.  Ruled by the spiteful Malith the Mad, the cruelest and most despicable creatures and abominations forever roam the land, tormenting and molesting any unwary travelers.  The Plain of Blood is said to bear the crimson remains of those unlucky enough to have been found by one of the evil denizens.  Between the two lands lies a strip of mountains known as Dar Zuk, the Dragon Fangs.  The shades of Grey Dreamers nestle themselves snuggly between the forested peaks in small villages, sometimes venturing to Tir Na Nog or Kir Fa Tan, as the whim suits them.    Many tolls are exacted by Grey Dreamers on one of numerous pathways that run through the Fangs from the Plain of Blood to Tir Na Nog.  Distrusted by either side because of their penchant for being double-spies, the Grey Dreamers mostly stay to themselves.

Races allowed:  E, ½ E, H, G, D
Required Skills:
Required Feats:

Base Attack:  +4 (E, ½E), +5 All
Knowledge: Psychology, 7 ranks
Combat Casting (if magic-user)

Others
Concentration, 3 ranks
Endurance

Alignment:  Any
Innuendo, 3 ranks
Sleepless Rest

Statistics Required:  Wisdom 
Sense Motive, 3 ranks


15+, Intelligence 13+
Scrying, 3 ranks






Preferred Weapons:  
Dagger, sword (if evil); Mace, club (if good); Bow, crossbow (if neutral) 




Armor Restrictions:
any; restricted by class

NEW FEAT:  Sleepless Rest.  This feat allows the Dreamer to sleep in small spurts without actually falling fully asleep.  This ability makes it impossible for a Dreamer to affect another Dreamer’s dream reality, since the character with Sleepless Rest never truly falls asleep during the use of this feat.  Time at rest for a whole day should equal at least four hours.  Each resting spurt can be no less than twenty minutes.  After four full hours of rest, and after the above conditions are met, Dreamer spellcasters are considered to have slept for eight full hours for the sake of spell availability.  Elves and half-elves do not suffer from the lack of sleep, since the reverie state common to all faerie folk is compatible with this feat.  The other races, however, begin to suffer mental exhaustion from lack of personal dream activity.  Once a week, a Dreamer of non-faerie origin must sleep in the classic sense for four straight hours.  If this sleep requirement is not met, the non-faerie Dreamer receives a –1 to all saves, ability scores, to hit and damage, and initiative totals per day that this sleep is not attained.  This effect is cumulative, so that on the second day that the necessary sleep requirement is to met, all the totals above would be at a –2.  If any ability should reach 0 as a result of lack of true sleep, the Dreamer falls into a deep slumber and cannot be awaken for 24 hours (12 hours, if 10hp of damage is applied).  All Dreamer abilities are unavailable to the slumbering Dreamer, including the benefits of this feat.

All Dreamers have the ability to Detect Life Energy at will.  This ability is a combination of super-human intution, Innuendo and a spell-like version of Detect Life.  By concentrating for a full round, the Dreamer can discern the overall health of an individual.  For the sake of game-play, the Dreamer can discern the exact number of hit dice a creature has, if that creature has been encountered before.  Additionally, the Dreamer can then discern how many hit points a creature has remaining, within one hit die.  This ability provides a rough estimate, and therefore provides a range.  FOR EXAMPLE:  a red dragon (encountered before) has 25 HD (200 hit points), but is down to 100 hit points.  By studying the dragon at this point, the Dreamer realizes that the dragon is near 12 to 13 HD.  Being a large red dragon, the Dreamer can then deduce that the dragon is down to 50-75% of its HD, since red dragons at its particular age are between 20-30 HD.

Dreamers are better able to penetrate a relaxed mental state, and receive a +5 situation modifier to mind-penetrating spell effects.  Additionally, those who are sleeping receive a –5 situation modifier to their saves to resist the Dreamer.

All Dreamer abilities are resisted with Will saves.

With this prestige class, it is essential for each player (and the DM for NPCs) to know their characters very well, including past memories and fears.  The Dreamer plays on fond memories and fears alike while manipulating the demi-plane of Leseria.

If using a Dreamer ability on a sleeping subject, the Dreamer appears in the subject’s dreaming in a subtle sense.  This could manifest itself as a random shadow shaped like the Dreamer, a cloud that bears the Dreamer’s face, the Dreamer’s brief and noticeable presence in a crowd, a common animal with the head of the Dreamer, the feeling of an unseen hand on the subject’s shoulder, or (in the least) a cold shudder running through the subject.  This telltale sign could be noted as a fluke, but the subject always has a feeling of “being watched”.

Since most actions within Leseria occur at the speed of thought, time passes much faster in Leseria, at a rate of 10 times that of the Prime Material Plane.

Due to the very nature of certain creatures, or the fact they do not sleep at all, the following creatures are not subject to any sleep- or mind-control-based Dreamer abilities:

Medium-sized or larger devil, demons, and outsiders

All undead except vampires

Any creatures with Intelligence under 4

Any plant-based creature





Allips
Belkers
Elementals

Elves of any type
Ethereal creatures
Fungi, Molds, Oozes

Golems and guardians
Gorgons
Mephits

Mimics
Night hags


DREAM-STATE: Sleepers’ bodies are generally the same in Leseria, though their stats change somewhat.  Sleepers’ Intelligence, Wisdom, and Charisma scores stay the same in Leseria, though their Strength, Dexterity, and Constitution scores are handled differently; in game terms, the Strength, Dexterity, and Constitution scores are 10+ the sleeper’s Wisdom modifier. The sleeper’s dream-state hit points are 2 + their Wisdom modifier per HD of their physical bodies, while the AC is equal to the 10+Will save.  All saves in the Demi-plane of Dreams are made with Will save totals.  Initiative in combat situations always equals 10+the Wisdom modifier.  Mental skills remain the same, though physical skills are set at a rank equal to the Wisdom modifier + any modifiers that apply from the new physical scores. 

Damage done by a sleeper to any other creature is handled from the subdual total, with death in the Demi-plane of Dreams causing a sleeper to wake with a start on the Prime Material Plane.  A battle occurring in Leseria usually causes pitched movements from the sleeping creature in the Prime Material Plane.  Anyone noting this violent behavior may attempt to revive the sleeper, but while in contact with a Dreamer, the sleeper is much harder to wake.  The sleeper must take at least five points of physical damage before they can be awaken.  Death in Leseria as a result of a Dreamer is handled differently, as described by the Dreamer ability Enter Dreams.  

Subject to individual imagination, any armor or weapon that can be used by the sleeper on the Prime Material Plane can be utilized by their Leseric forms.  The AC of the created armor, however, always matches the above dream-state AC, and the damage caused by any weapon or spell equals 1+the sleeper’s Wisdom modifier.  The size of weapons and armor are limited to that which the sleeper is familiar with on the Prime Material Plane.

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+0
+0
+1
+2
Exhaustion (Dagger), Distract (Grey) , Revive (Cloud)

2nd
+1
+0
+1
+3
Sending (All), Sleep (All)

3rd
+2
+1
+2
+4
Detect Thoughts (All), Recall Pain (Dagger), Jolt (Grey), Minor Healing (Cloud)

4th
+3
+1
+2
+5
Animate Object (All), Enter Dreams (All)

5th
+4
+2
+3
+6
Nightmare Creature (Dagger), Deep Sleep (Grey), Dream Trip (Cloud)

6th
+5
+2
+3
+7
Still Mind (All), Mind Probe (Dagger, Grey), Greater Hold Person (Cloud)

7th
+5/+1
+3
+4
+8
Shadow Form (Dagger), Leseric Form (Grey), Astral Projection (Cloud)

8th
+5/+2
+3
+4
+9
Mind Wipe (Dagger), Dream Jaunt (Grey), Recall Action (Cloud)

9th
+5/+3
+4
+5
+10
Dimension Travel (All), Shapechange (All)

10th
+5/+4
+4
+5
+11
Reality Alteration (All), Nightmare Form (Dagger), Dream Form (Grey), Celestial Form (Cloud)

Dagger Dreamer Abilities

Exhaustion:  by affecting the subject mind’s perception of its degree of rest, the Dagger Dreamer may cause the affected subject to believe it is more exhausted than it really is.  This imposes a –1 modifier on Initiative, Saves, to Hit and Damage, and its Constitution ability score.  The range for this spell-like ability is 10’ per Dreamer level.  The number of affected rounds is equal to 1d6 + the Dreamer level.  The number of HD affected is equal to the Dreamer level, also.  The DC to resist this effect is 10+ the Dreamer’s Wisdom modifier.

Sending:  as the spell of the same name, once a day per two Dreamer levels.

Sleep:  as the arcane spell of the same name, cast at a level equal to the Dreamer level, three times a day.

Detect Thoughts:  as the spell of the same name, cast at a level equal to the Dreamer level, twice a day.  If the subject is sleeping, there is a +5 modifier for the Dreamer, and a –5 modifier to resist for the subject.  While asleep, core concerns for the subject will be the basis for most dreams, and only those are readable by the Dreamer.  Thus, information is hard to discern while the subject is sleeping, since a current mission or physical goal could not be as important to the subject while sleeping.  Fears and fond memories would surface, however, as well as the possibility of current concerns.  Standard awareness would apply as above while the subject sleeps.

Recall Pain:  By pulling a painful memory to the fore of the subject’s conscious, the Dagger Dreamer is able to cause 1d6 points of physical damage, or 3d6 subdual damage, per three Dreamer levels.  If the Dreamer had the previous opportunity to Detect Thoughts or Mind Probe the subject beforehand, two points of damage are added per hit die.
Animate Object:  At 4th level, the Dreamer is able to animate objects, as a spell-like ability.  The objects, when animated, take on the dark appearance of items from the Dagger Dreamer’s imagination.  For example, shuffling carpets have a tooth-filled maw, tables are ebon-colored and use spear-like legs as weapons, dark swords scream as they attack their targets, and curtains become grappling and ghost-like.  The number of HD (based on d8) of items to be animated equals the Dreamer level, and multiple objects may be animated at a time, up to a total HD equal to the Dreamer level.  All objects have a movement equal to the Dreamer’s Wisdom score plus her Dreamer level.  Tiny-sized items (gloves, sheets of paper) have a HD range of 1-2; small-sized objects (candelabras, scarves) have a HD range of 3-5; medium-sized items (chairs, clothing) have a range of 5-7; large-sized objects (armoires, curtains) have a range of 7-10.  The animated objects have Strength, Dexterity, and Constitution equal to the Dreamer level.  Base attack bonuses equal the Dreamer’s.  Damage equals 1d6 per HD.  This is a spell-like ability.

Enter Dreams: as the ability name implies, the Dreamer can physically enter the dreams of a subject.  The subject may resist with a Will save vs 10+ the Dreamer level, with a –5 due to the subject’s relaxed mental state.  There is an imposed additional –3 penalty if the sleeper is the subject of a Deep Sleep spell.  A –3 penalty is added if the subject was also the recipient of a Detect Thoughts spell.  If the subject was Mind Probed, there is a –5 penalty to the save vs this extraordinary ability.  Once inside a target’s dream-reality, the Dreamer’s power over the subject is near god-like.  The targeted sleeping creature has the statistics as noted in DREAM-STATE above.  Dreamer physical statistics are generally much more powerful that sleeper statistics, being the Dreamers’ Wisdom score + their Wisdom modifier.  AC is equal to Wisdom rank+the Will save total.  Damage by weapon is equal to the Will save total.  HD and hit points are the same as those from the Dreamer’s physical body.  When battling a sleeper, damage by a Dreamer is resolved on the subdual chart, with one point of actual damage to the sleeper’s body per two points of subdual damage.  When the total number of subdual points is brought to 0, the sleeper must make a Will save vs a DC of 10+the Dreamer’s level or die physically.  If the Will save is made, however, the sleeper wakes with a start, complete with a headache from any spill-over physical damage taken while in Leseria.

The Dreamer has the ability to mentally “lock” a sleeper into the Demi-plane of Dreams merely by contacting him or her in Leseria.  Except in the case of a death of the sleeper’s dream-state body, the sleeper may only wake him/herself by a competing Will save versus the Will save of the Dreamer.  This is done on a d20, with the d20 result from each side added to the Will save total of each contestant.  The highest total wins the competition, and if the sleeper wins, he or she may awake with a start.

Nightmare Creature:  by pulling strands of ectoplasm into the physical world and shaping them, the Dagger Dreamer can create nightmarish abominations on the Prime Material Plane.  These creatures are strictly from the worst possible nightmares, given by inspiration to the Dagger Dreamers and brought whole into the waking world.  Nightmare Creatures come in various forms, all of which are twisted and hideous versions of things found in the natural world.  The mere sight of one causes the average person to flee in terror (save Will DC 10).  The Dagger Dreamer can conjure one HD worth of Nightmare Creatures per Dreamer level, and can vary the HD totals, so long as the total HD does not exceed the Dreamer level. Nightmare Creatures have two attacks in any combination, which do 2d8 points of physical damage each.  Their AC is equal to 10+the Dagger Dreamer’s level, and the attack bonus equals the Wisdom modifier of the Dagger Dreamer.  The creatures last one round per Dreamer level.

Still Mind:  by 6th level, the Dreamer’s mind begins to exist on two planes at once, providing a protection against mind-based attacks.  Each of the four hemispheres of the Dreamer mind flash in and out of Leseria and the Prime Material Plane, which is the equivalent of a mental blink spell on the Dreamer mind.  When using a mind-based attack of any type, the attacker only contacts the mind 50% of the time.  On a miss, the attacker does not register a conscious at all, and is unable to attempt another contact against that particular Dreamer for 24 hours.

Mind Probe:  a Dreamer gains the ability to contact a creature’s subconscious in the waking world.  The subject must make a Will save vs 10+the Dreamer level.  A total number of items can be learned equal to the Dreamer’s total levels, but after each item, the target creature may resist with a Will save –1 per item gathered.  This effect lasts for a number of rounds equal to the Dreamer level.  As noted above in DREAM-STATE, sleeping creatures receive a –5 to their saves to resist this probe, with each successive negative modifier being cumulative.

Shadow Form: three times a day as an extraordinary ability, the Dagger Dreamer may transform him or herself and all their equipment into a shadow creature of the Demi-plane of Dreams for one round per Dreamer level, and the Dreamer appears in the same form.  Dreamers in this form are only hit by magical weapons of +1 enchantment, and have a damage reduction 5 to fire, cold, electricity, and acid attacks.  They may elect to pass through solid objects up to hardness 20 for one round before resting this effect for five rounds.  The Dreamer may not effect the physical world except by magic.  A bonus of +2 applies to Hide In Shadows.

Mind Wipe: after establishing contact with a creature, the Dagger Dreamer may begin to indiscriminately strip knowledge, memories, and sentience from the subject’s mind.  No information is gathered from the subject, as the creatures sentience is released in an invisible, continuous explosion into nothingness.  The target mind is contacted as per the Mind Probe ability (though no probe initiated by the Dreamer using Mind Wipe can be in effect).  Once Mind Wipe begins, the subject is allowed a Will save –5 vs. a DC 20+the number of rounds the Mind Wipe has been in place.  Once the subject’s mind is contacted, range for this ability is 150’.   The Dagger Dreamer must maintain a high level of concentration, and cannot do more than simple actions like flying, walking, drinking/eating (why would someone do this while Mind Wiping??), riding a walking horse, or fast-walking.  The duration of  the Mind Wipe is a number of rounds equal to the Dreamer level.  The subject may resist this effect as a Mind Probe would be resisted.  The effect of the Mind Wipe is painful and noticeable: the target typically screams, pounds on their ears, and generally thrashes about during this procedure (unless a Will save is made vs a DC of 20+the number of total stat points lost – this is known as a Mind Wipe Procedure DC).  If any ability is reduced to 0 as a result of the Mind Wipe, the subject dies unless he or she survives a Procedure roll. 

The Mind Wipe process is as follows:

First Round
Mind Probe initiated and subject mind is contacted

Subject’s ears ring and trickles of blood issue from

the subject’s nose and ears.
Total points lost:  0

Second Round
A severe migraine begins (-5 to all saves, Initiative,

Skills, and Concentration checks).  Speech and

movement greater than stumbling are made only

as a Procedure roll.  The victim’s body is generally

numbened all over.
Total points lost:  0

Third Round
The victim is overcome by nausea (usually vomiting)

as memories are ruthlessly extracted and shed.  The

subject permanently loses one point each of Wisdom

and Intelligence.  Speech is impossible, and the

victim’s body convulses and falls limply to the

ground.  Any spells requiring concentration to

maintain are lost.
Total points lost:  2

Fourth Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –2 to the target’s Intelligence

and Wisdom scores.  
Total points lost:  6

Fifth Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –3 to the target’s Intelligence

and Wisdom scores.
Total points lost:  12

Sixth Round
The victim’s body gurgles screams and continues to

convulse.  Permanent –3 to the target’s Intelligence

and Wisdom scores.
Total points lost:  18

Seventh Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –4 to the target’s Intelligence

and Wisdom scores.
Total points lost:  26

Eighth Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –4 to the target’s Intelligence

and Wisdom scores.
Total points lost:  34

Ninth Round
The victim’s body gurgles screams and continues to

convulse.  Permanent –4 to the target’s Intelligence

and Wisdom scores.
Total points lost:  42

Tenth Round
The victim’s body gurgles screams and continues to

convulse.  Assuming the victim has lost the initial

save to resist the ongoing effects, the victim is allowed

one more save, using the same DC.  Failure results in

death.  As no mind or soul remains of the subject, the

corpse cannot be resurrected, save by a wish spell.  No

magic persists after this round, so a dispel magic spell

is useless.


If the process is ended early enough, the victim could eventually recover - partially.  Permanent points lost are not recoverable.  Recovering temporary points is handled as one day per point lost.  Absolute bed rest is essential.  Points lost (even temporary ones) are directly related to memories (and fears!) lost.  This could result in loss of Skill points, Feats, or any number of other things.  It is up to the DM to determine loss.  Note to harsh DMs: the losses have already been great - don’t overdo it! 

Dimension Travel: the Dreamer frees him/herself of the need to enter Leseria through a sleeper’s mind.  At 9th level, the Dreamer may pass physically into the Demi-plane of Dreams.  They may physically transport themselves and up to one person for every two Dreamer levels.  For example, at tenth level, the dreamer could Dimension Travel her/himself and five others.  This spell-like ability can be used three times per day.  By using the Demi-plane of Dreams as a nexus point between dimensions, the Dreamer can forge a connection to two other dimensions/planes, though these connections do not have to be chosen when this ability is gained.  Examples of the connections are Prime Material/Leseria/Plane of Fire, Plane of Fire/Leseria/Plane of Evil, or Plane of Evil/Leseria/Prime Material.  In each of the connections, travel is not linear, in that traveling from the Plane of Evil through Leseria to the Prime Material is as easy as travel from the Prime Material through Leseria to the Plane of Evil.  This ability does not confer the means to exist in each plane.

Shapechange:as the spell of the same name, once per day.  By infusing strands of the Demi-plane of Dreams into his/her body, the Dreamer is able to form themselves into any conceivable creature, up to the limits noted in the Shapechange spell description.

Reality Alteration: once per day, the Dreamer may elect to cause the Demi-plane of Dreams to invade the waking world for four hours.  A piece of the Prime Material Plane is replaced with a piece of the dark recesses of Leseria.  The chunk of Prime Material is transported to Leseria, where it is encased in a hardness 200 free-floating, opague bubble.  The effects are similar to that created by the Greater Veil, Illusory Terrain, and a lesser Limited Wish – all cast at the 18th level of ability.  The DC to resist Reality Alteration - and remain on the piece of the Prime Material Plane (if the character is in the affected area) - is equal to the Dreamer’s level+the Dreamer’s Wisdom modifier+the Dreamer’s Will save.  The area of effect is one square mile.  Since the Dreamer has near-total control of Leseria, almost any effect or creation is possible.  Only land-altering effects can be created (and no denizens not under the control of the Dreamer), although any of the other abilities possessed by the Dreamer may be incorporated into the transposed piece of Leseria, up to the use-limits detailed above.  For example, the Dagger Dreamer could conceivably place the affected characters (or village!) in a nightmarish dungeon populated by Animated Objects, Nightmare Creatures, and the Dagger Dreamer him/herself, all the while using Detect Thoughts and Mind Probe to tailor the environment to individual fears.  Any damage taken is treated per the Enter Dreams rules above, in that damage is handled as subdual, though death as a result of subdual damage/lesser physical damage while in the Leseric area is permanent if the Will save is not made.  Thus, when the affected creatures are returned to the Prime Material Plane, they will remain dead.  Upon cessation of Reality Alteration, affected creatures are placed in logistically-relative positions on the Prime Material Plane.  Travelling in and out of the transposed area is possible, if the Dagger Dreamer has not erected barriers of some sort.  A wandering traveler could then suddenly find him/herself in this wicked land where even by looking back to where they may have come from, they may find only indications of the same landscape they saw spread before them.  If a Dreamer attempts to use Reality Alteration within an area already occupied by Reality Alteration, a catastrophic, ectoplasmic explosion occurs equal to 100d10 - enough to destroy all but the mightiest of creatures.  In this case, the chunk of the Prime Material Plane would re-assume its place – minus any creatures that occupied it before its transsupposition.  The use of Augury, divine intervention, or a particularly merciful DM would allow the opposing Dreamer to get an “inkling” that this action would not be a good idea (though developed common sense should avert this disaster).

Nightmare Form: three times a day as an extraordinary ability, the Dagger Dreamer may transform him or herself and all their equipment into a shadow creature of the Demi-plane of Dreams for one minute per Dreamer level..  In this form, the Dreamer may appear in any form up to one size larger or smaller.  Dreamers in this form are only hit by magical weapons of +2 enchantment, and are not affected by cold, electricity, fire, or acid attacks.  They may elect to pass through solid objects up to hardness 30 for one round before resting this effect for three rounds.  The Dreamer may not effect the physical world except by magic.  A bonus of +8 applies to Hide In Shadows, and the Dreamer in Shadow Form may elect to Hide in Plain Sight, as the feat, provided that shadows large enough to accommodate their form is readily available.
Grey Dreamer Abilities

Distraction:  by invoking flashes of the subject’s memories, the Grey Dreamer causes a mental distraction resulting in a –1 penalty on initiative, saves, and to hit and damage scores for 1d6 rounds.  The DC to resist this spell-like effect is equal to 10+the Grey Dreamer’s level+the Grey Dreamer’s Wisdom modifier.  The Grey Dreamer is not able to read any of the memories that affect the target, since the flashes of information are random.

Sending:  as the spell of the same name, once a day per two Dreamer levels.

Sleep:  as the arcane spell of the same name, cast at a level equal to the Dreamer level, three times a day.

Detect Thoughts:  as the spell of the same name, cast at a level equal to the Dreamer level, twice a day.  If the subject is sleeping, there is a +5 modifier for the Dreamer, and a –5 modifier to resist for the subject.  While asleep, core concerns for the subject will be the basis for most dreams, and only those are readable by the Dreamer.  Thus, information is hard to discern while the subject is sleeping, since a current mission or physical goal could not be as important to the subject while sleeping.  Fears and fond memories would surface, however, as well as the possibility of current concerns.  Standard awareness would apply as above while the subject sleeps.

Jolt: By flooding the target’s mind with their own memories in a barrage of images that overwhelm all senses, the Grey Dreamer is able to cause 1d4 points of physical damage, or 2d4 subdual damage, per three Dreamer levels.  If the Dreamer had the previous opportunity to Detect Thoughts or Mind Probe the subject beforehand, two points of damage are added per hit die.  The DC to resist this effect is equal to 10+the Grey Dreamer’s Wisdom modifier.  If the save is failed, the target is unable to act for 2 rounds, dropping all objects and sinking to the floor in an effort to gain control of their mind.
Animate Object:  At 4th level, the Dreamer is able to animate objects, as a spell-like ability.  The objects, when animated, take on the appearance of items from the Grey Dreamer’s imagination.  For example, shuffling carpets that constrict on their opponents, tables that ram the target, parrying swords, and ropes that release themselves from a bound target and slither away.  The number of HD (based on d8) of items to be animated equals the Dreamer level, and multiple objects may be animated at a time, up to a total HD equal to the Dreamer level.  All objects have a movement equal to the Dreamer’s Wisdom score plus her Dreamer level.  Tiny-sized items (gloves, sheets of paper) have a HD range of 1-2; small-sized objects (candelabras, scarves) have a HD range of 3-5; medium-sized items (chairs, clothing) have a range of 5-7; large-sized objects (armoires, curtains) have a range of 7-10.  The animated objects have Strength, Dexterity, and Constitution equal to the Dreamer level.  Base attack bonuses equal the Dreamer’s.  Damage equals 1d6 per HD.

Enter Dreams: as the ability name implies, the Dreamer can physically enter the dreams of a subject.  The subject may resist with a Will save vs 10+ the Dreamer level, with a –5 due to the subject’s relaxed mental state.  There is an imposed additional –3 penalty if the sleeper is the subject of a Deep Sleep spell.  A –3 penalty is added if the subject was also the recipient of a Detect Thoughts spell.  If the subject was Mind Probed, there is a –5 penalty to the save vs this extraordinary ability.  Once inside a target’s dream-reality, the Dreamer’s power over the subject is near god-like.  The targeted sleeping creature has the statistics as noted in DREAM-STATE above.  Dreamer physical statistics are generally much more powerful that sleeper statistics, being the Dreamers’ Wisdom score + their Wisdom modifier.  AC is equal to Wisdom rank+the Will save total.  Damage by weapon is equal to the Will save total.  HD and hit points are the same as those from the Dreamer’s physical body.  When battling a sleeper, damage by a Dreamer is resolved on the subdual chart, with one point of actual damage to the sleeper’s body per two points of subdual damage.  When the total number of subdual points is brought to 0, the sleeper must make a Will save vs a DC of 10+the Dreamer’s level or die physically.  If the Will save is made, however, the sleeper wakes with a start, complete with a headache from any spill-over physical damage taken while in Leseria.

The Dreamer has the ability to mentally “lock” a sleeper into the Demi-plane of Dreams merely by contacting him or her in Leseria.  Except in the case of a death of the sleeper’s dream-state body, the sleeper may only wake him/herself by a competing Will save versus the Will save of the Dreamer.  This is done on a d20, with the d20 result from each side added to the Will save total of each contestant.  The highest total wins the competition, and if the sleeper wins, he or she may awake with a start.

Deep Sleep: this spell-like ability is treated like an enhanced version of sleep.  The DC to resist the effects of this ability is 10+the Dreamer level.  Deep Sleep affects creatures up to 8HD, and those under 5HD receive a –5 penalty to resist.  In addition, the slumber is so deep that only physical damage totaling 5 points or more will wake the affected creature.  The radius of effect is 5’ per Dreamer level, and creature total of no more than the Dreamer level can be affected.

Still Mind:  by 6th level, the Dreamer’s mind begins to exist on two planes at once, providing a protection against mind-based attacks.  Each of the four hemispheres of the Dreamer mind flash in and out of Leseria and the Prime Material Plane, which is the equivalent of a mental blink spell on the Dreamer mind.  When using a mind-based attack of any type, the attacker only contacts the mind 50% of the time.  On a miss, the attacker does not register a conscious at all, and is unable to attempt another contact against that particular Dreamer for 24 hours.

Mind Probe:  a Dreamer gains the ability to contact a creature’s subconscious in the waking world.  The subject must make a Will save vs 10+the Dreamer level.  A total number of items can be learned equal to the Dreamer’s total levels, but after each item, the target creature may resist with a Will save –1 per item gathered.  This effect lasts for a number of rounds equal to the Dreamer level.  As noted above in DREAM-STATE, sleeping creatures receive a –5 to their saves to resist this probe, with each successive negative modifier being cumulative.

Leseric Form: three times a day as an extraordinary ability, the Dagger Dreamer may transform him or herself and all their equipment into a shadow creature of the Demi-plane of Dreams for one round per Dreamer level, and the Dreamer appears in the same form.  Dreamers in this form are only hit by magical weapons of +1 enchantment, and have a damage reduction 5 to fire, cold, electricity, and acid attacks.  They may elect to pass through solid objects up to hardness 20 for one round before resting this effect for five rounds.  The Dreamer may not effect the physical world except by magic.  A bonus of +2 applies to Hide In Shadows.

Mind Wipe: after establishing contact with a creature, the Dagger Dreamer may begin to indiscriminately strip knowledge, memories, and sentience from the subject’s mind.  No information is gathered from the subject, as the creatures sentience is released in an invisible, continuous explosion into nothingness.  All Dreamers and psionicists within one mile are instantly aware of this unaudible and invisible effect, just as if a stick of dynamite were continuously detonated for the duration of the ability’s effects.  The target mind is contacted as per the Mind Probe ability (though no probe initiated by the Dreamer using Mind Wipe can be in effect).  Once Mind Wipe begins, the subject is allowed a Will save –5 vs. a DC 20+the number of rounds the Mind Wipe has been in place.  Once the subject’s mind is contacted, range for this ability is 150’.   The Dagger Dreamer must maintain a high level of concentration, and cannot do more than simple actions like flying, walking, drinking/eating (why would someone do this while Mind Wiping??), riding a walking horse, or fast-walking.  The duration of  the Mind Wipe is a number of rounds equal to the Dreamer level.  The subject may resist this effect as a Mind Probe would be resisted.  The effect of the Mind Wipe is painful and noticeable: the target typically screams, pounds on their ears, and generally thrashes about during this procedure (unless a Will save is made vs a DC of 20+the number of total stat points lost – this is known as a Mind Wipe Procedure DC).  If any ability is reduced to 0 as a result of the Mind Wipe, the subject dies unless he or she survives a Procedure roll.  The Mind Wipe process is as follows:

First Round
Mind Probe initiated and subject mind is contacted

Subject’s ears ring and trickles of blood issue from

the subject’s nose and ears.
Total points lost:  0

Second Round
A severe migraine begins (-5 to all saves, Initiative,

Skills, and Concentration checks).  Speech and

movement greater than stumbling are made only

as a Procedure roll.  The victim’s body is generally

numbened all over.
Total points lost:  0

Third Round
The victim is overcome by nausea (usually vomiting)

as memories are ruthlessly extracted and shed.  The

subject permanently loses one point each of Wisdom

and Intelligence.  Speech is impossible, and the

victim’s body convulses and falls limply to the

ground.  Any spells requiring concentration to

maintain are lost.
Total points lost:  2

Fourth Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –2 to the target’s Intelligence

and Wisdom scores.  
Total points lost:  6

Fifth Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –3 to the target’s Intelligence

and Wisdom scores.
Total points lost:  12

Sixth Round
The victim’s body gurgles screams and continues to

convulse.  Permanent –3 to the target’s Intelligence

and Wisdom scores.
Total points lost:  18

Seventh Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –4 to the target’s Intelligence

and Wisdom scores.
Total points lost:  26

Eighth Round
The victim’s body gurgles screams and continues to

convulse.  Temporary –4 to the target’s Intelligence

and Wisdom scores.
Total points lost:  34

Ninth Round
The victim’s body gurgles screams and continues to

convulse.  Permanent –4 to the target’s Intelligence

and Wisdom scores.
Total points lost:  42

Tenth Round
The victim’s body gurgles screams and continues to

convulse.  Assuming the victim has lost the initial

save to resist the ongoing effects, the victim is allowed

one more save, using the same DC.  Failure results in

death.  As no mind or soul remains of the subject, the

corpse cannot be resurrected, save by a wish spell.  No

magic persists after this round, so a dispel magic spell

is useless.


If the process is ended early enough, the victim could eventually recover - partially.  Permanent points lost are not recoverable.  Recovering temporary points is handled as one day per point lost.  Absolute bed rest is essential.  Points lost (even temporary ones) are directly related to memories (and fears!) lost.  This could result in loss of Skill points, Feats, or any number of other things.  It is up to the DM to determine loss.  Note to harsh DMs: the losses have already been great - don’t overdo it! 

Dimension Travel: the Dreamer frees him/herself of the need to enter Leseria through a sleeper’s mind.  At 9th level, the Dreamer may pass physically into the Demi-plane of Dreams.  They may physically transport themselves and up to one person for every two Dreamer levels.  For example, at tenth level, the dreamer could Dimension Travel her/himself and five others.  This spell-like ability can be used three times per day.  By using the Demi-plane of Dreams as a nexus point between dimensions, the Dreamer can forge a connection to two other dimensions/planes, though these connections do not have to be chosen when this ability is gained.  Examples of the connections are Prime Material/Leseria/Plane of Fire, Plane of Fire/Leseria/Plane of Evil, or Plane of Evil/Leseria/Prime Material.  In each of the connections, travel is not linear, in that traveling from the Plane of Evil through Leseria to the Prime Material is as easy as travel from the Prime Material through Leseria to the Plane of Evil.  This ability does not confer the means to exist in each plane.

Shapechange:as the spell of the same name, once per day.  By infusing strands of the Demi-plane of Dreams into his/her body, the Dreamer is able to form themselves into any conceivable creature, up to the limits noted in the Shapechange spell description.

Reality Alteration: once per day, the Dreamer may elect to cause the Demi-plane of Dreams to invade the waking world for four hours.  A piece of the Prime Material Plane is replaced with a piece of the dark recesses of Leseria.  The chunk of Prime Material is transported to Leseria, where it is encased in a hardness 200 free-floating, opague bubble.  The effects are similar to that created by the Greater Veil, Illusory Terrain, and a lesser Limited Wish – all cast at the 18th level of ability.  The DC to resist Reality Alteration - and remain on the piece of the Prime Material Plane (if the character is in the affected area) - is equal to the Dreamer’s level+the Dreamer’s Wisdom modifier+the Dreamer’s Will save.  The area of effect is one square mile.  Since the Dreamer has near-total control of Leseria, almost any effect or creation is possible.  Only land-altering effects can be created (and no denizens not under the control of the Dreamer), although any of the other abilities possessed by the Dreamer may be incorporated into the transposed piece of Leseria, up to the use-limits detailed above.  For example, the Dagger Dreamer could conceivably place the affected characters (or village!) in a nightmarish dungeon populated by Animated Objects, Nightmare Creatures, and the Dagger Dreamer him/herself, all the while using Detect Thoughts and Mind Probe to tailor the environment to individual fears.  Any damage taken is treated per the Enter Dreams rules above, in that damage is handled as subdual, though death as a result of subdual damage/lesser physical damage while in the Leseric area is permanent if the Will save is not made.  Thus, when the affected creatures are returned to the Prime Material Plane, they will remain dead.  Upon cessation of Reality Alteration, affected creatures are placed in logistically-relative positions on the Prime Material Plane.  Travelling in and out of the transposed area is possible, if the Dagger Dreamer has not erected barriers of some sort.  A wandering traveler could then suddenly find him/herself in this wicked land where even by looking back to where they may have come from, they may find only indications of the same landscape they saw spread before them.  If a Dreamer attempts to use Reality Alteration within an area already occupied by Reality Alteration, a catastrophic, ectoplasmic explosion occurs equal to 100d10 - enough to destroy all but the mightiest of creatures.  In this case, the chunk of the Prime Material Plane would re-assume its place – minus any creatures that occupied it before its transsupposition.  The use of Augury, divine intervention, or a particularly merciful DM would allow the opposing Dreamer to get an “inkling” that this action would not be a good idea (though developed common sense should avert this disaster).

Dream Form: three times a day as an extraordinary ability, the Dagger Dreamer may transform him or herself and all their equipment into a shadow creature of the Demi-plane of Dreams for one minute per Dreamer level..  In this form, the Dreamer may appear in any form up to one size larger or smaller.  Dreamers in this form are only hit by magical weapons of +2 enchantment, and are not affected by cold, electricity, fire, or acid attacks.  They may elect to pass through solid objects up to hardness 30 for one round before resting this effect for three rounds.  The Dreamer may not effect the physical world except by magic.  A bonus of +8 applies to Hide In Shadows, and the Dreamer in Shadow Form may elect to Hide in Plain Sight, as the feat, provided that shadows large enough to accommodate their form is readily available.
Cloud Dreamer Abilities

Revive: by affecting the subject mind’s perception of its degree of rest, the Cloud Dreamer may cause the affected subject to believe it is more awake than it really is.  This imposes a +1 modifier on Initiative, Saves, to Hit and Damage, and its Constitution ability score.  The range for this spell-like ability is 10’ per Dreamer level.  The number of HD affected is equal to the Dreamer level, also.  The number of affected rounds is equal to 1d6 + the Dreamer level.  The DC to resist this effect is 10+ the Dreamer’s Wisdom modifier.  There are no adverse side-effects upon cessation.

Sending:  as the spell of the same name, once a day per two Dreamer levels.

Sleep:  as the arcane spell of the same name, cast at a level equal to the Dreamer level, three times a day.

Detect Thoughts:  as the spell of the same name, cast at a level equal to the Dreamer level, twice a day.  If the subject is sleeping, there is a +5 modifier for the Dreamer, and a –5 modifier to resist for the subject.  While asleep, core concerns for the subject will be the basis for most dreams, and only those are readable by the Dreamer.  Thus, information is hard to discern while the subject is sleeping, since a current mission or physical goal could not be as important to the subject while sleeping.  Fears and fond memories would surface, however, as well as the possibility of current concerns.  Standard awareness would apply as above while the subject sleeps.

Minor Healing: By pulling a fond and soothing memory to the fore of the subject’s conscious to aid in a speedy recovery, the Cloud Dreamer is able to heal 1d6 points of physical damage, or 3d6 subdual damage, per three Dreamer levels.  If the Dreamer had the previous opportunity to Detect Thoughts or Mind Probe the subject beforehand, two points of healing are added per hit die.
Animate Object:  At 4th level, the Dreamer is able to animate objects, as a spell-like ability.  The objects, when animated, take on the fine appearance of items from the Cloud Dreamer’s imagination.  For example, shuffling doilies with cat-like behavior, tables that can be ridden like horses, causing a target’s weapon to release from their hands, and ropes that release themselves from a bound target and slither away.  The number of HD (based on d8) of items to be animated equals the Dreamer level, and multiple objects may be animated at a time, up to a total HD equal to the Dreamer level.  All objects have a movement equal to the Dreamer’s Wisdom score plus her Dreamer level.  Tiny-sized items (gloves, sheets of paper) have a HD range of 1-2; small-sized objects (candelabras, scarves) have a HD range of 3-5; medium-sized items (chairs, clothing) have a range of 5-7; large-sized objects (armoires, curtains) have a range of 7-10.  The animated objects have Strength, Dexterity, and Constitution equal to the Dreamer level.  Base attack bonuses equal the Dreamer’s.  Damage equals 1d6 per HD.

Enter Dreams: as the ability name implies, the Dreamer can physically enter the dreams of a subject.  The subject may resist with a Will save vs 10+ the Dreamer level, with a –5 due to the subject’s relaxed mental state.  There is an imposed additional –3 penalty if the sleeper is the subject of a Deep Sleep spell.  A –3 penalty is added if the subject was also the recipient of a Detect Thoughts spell.  If the subject was Mind Probed, there is a –5 penalty to the save vs this extraordinary ability.  Once inside a target’s dream-reality, the Dreamer’s power over the subject is near god-like.  The targeted sleeping creature has the statistics as noted in DREAM-STATE above.  Dreamer physical statistics are generally much more powerful that sleeper statistics, being the Dreamers’ Wisdom score + their Wisdom modifier.  AC is equal to Wisdom rank+the Will save total.  Damage by weapon is equal to the Will save total.  HD and hit points are the same as those from the Dreamer’s physical body.  When battling a sleeper, damage by a Dreamer is resolved on the subdual chart, with one point of actual damage to the sleeper’s body per two points of subdual damage.  When the total number of subdual points is brought to 0, the sleeper must make a Will save vs a DC of 10+the Dreamer’s level or die physically.  If the Will save is made, however, the sleeper wakes with a start, complete with a headache from any spill-over physical damage taken while in Leseria.

The Dreamer has the ability to mentally “lock” a sleeper into the Demi-plane of Dreams merely by contacting him or her in Leseria.  Except in the case of a death of the sleeper’s dream-state body, the sleeper may only wake him/herself by a competing Will save versus the Will save of the Dreamer.  This is done on a d20, with the d20 result from each side added to the Will save total of each contestant.  The highest total wins the competition, and if the sleeper wins, he or she may awake with a start.

Dream Trip: by means of this extraordinary ability, the Cloud Dreamer is able to physically travel long distances on the same plane by traveling from one sleeping person to another. For the purpose of this ability alone, anyone who has been the subject of any other ability or who is intimately known by the Dreamer receives a –10 modifier to resist being used as a traveling vessel.  The character merely enters one person’s dream-state by means of the Enter Dreams ability, then designates a direction (north, south, east, west) and number of miles (equal to ten times the Dreamer level).  If no one is currently sleeping in the immediate area the Dreamer is concentrating on, the Dreamer is aware and may choose another destination, or choose to arrive at the nearest location within range.  The Dreamer can elect to travel to a specific, previously-ability-encountered individual if that person is currently sleeping and that person is in range.  In all cases, the Cloud Dreamer appears next to the destination sleeper without waking them (though subsequent actions could wake them).

Still Mind:  by 6th level, the Dreamer’s mind begins to exist on two planes at once, providing a protection against mind-based attacks.  Each of the four hemispheres of the Dreamer mind flash in and out of Leseria and the Prime Material Plane, which is the equivalent of a mental blink spell on the Dreamer mind.  When using a mind-based attack of any type, the attacker only contacts the mind 50% of the time.  On a miss, the attacker does not register a conscious at all, and is unable to attempt another contact against that particular Dreamer for 24 hours.

Greater Hold Person: by flooding the subject’s mind with images and wrapping ectoplasmic webs around the subject’s body, the Dreamer can hold a number of creatures with as many HD as the Dreamer has prestige levels.  This spell-like effect is treated as the Hold Monster spell, except that multiple creatures can be held, up to the total number of Dreamer levels.  The DC to resist this ability is 10+the Dreamer Level+the Dreamer’s Wisdom modifier.  The Dreamer may perform this ability two times per day.

Astral Projection:at 7th level the Dreamer gains the ability to project his dream-form into the waking world.  This form is opaque, completely intangible and is treated as the arcane spell of the same name.  This supernatural ability may be used three times a day.

Recall Action:  by penetrating the subject’s mind, the Dreamer can resurface a Partial Action (or spell of the same casting time) that was performed within the last minute.  The Action takes place in the same round as the ability is used.  The level of spell that can be recalled is equal to half the Dreamer level, rounded down.  The Dreamer may not perform this ability on him/herself.  This spell-like ability is usable twice a day, and the save to resist is 10+the Dreamer Level+the Dreamer’s Wisdom modifier (though I can’t think of a reason why anyone would want to resist this…).

Dimension Travel: the Dreamer frees him/herself of the need to enter Leseria through a sleeper’s mind.  At 9th level, the Dreamer may pass physically into the Demi-plane of Dreams.  They may physically transport themselves and up to one person for every two Dreamer levels.  For example, at tenth level, the dreamer could Dimension Travel her/himself and five others.  This spell-like ability can be used three times per day.  By using the Demi-plane of Dreams as a nexus point between dimensions, the Dreamer can forge a connection to two other dimensions/planes, though these connections do not have to be chosen when this ability is gained.  Examples of the connections are Prime Material/Leseria/Plane of Fire, Plane of Fire/Leseria/Plane of Good, or Plane of Good/Leseria/Prime Material.  In each of the connections, travel is not linear, in that traveling from the Plane of Good through Leseria to the Prime Material is as easy as travel from the Prime Material through Leseria to the Plane of Good.  This ability does not confer the means to exist in each plane.

Shapechange:as the spell of the same name, once per day.  By infusing strands of the Demi-plane of Dreams into his/her body, the Dreamer is able to form themselves into any conceivable soft-natured creature, up to the limits noted in the Shapechange spell description.

Reality Alteration: once per day, the Dreamer may elect to cause the Demi-plane of Dreams to invade the waking world for four hours.  A piece of the Prime Material Plane is replaced with a piece of the delightful land of Tir Na Nog..  The chunk of Prime Material is transported to Leseria, where it is encased in a hardness 200 free-floating, opague bubble.  The effects are similar to that created by the Greater Veil, Illusory Terrain, and a lesser Limited Wish – all cast at the 18th level of ability.  The DC to resist Reality Alteration - and remain on the piece of the Prime Material Plane (if the character is in the affected area) - is equal to the Dreamer’s level+the Dreamer’s Wisdom modifier+the Dreamer’s Will save.  The area of effect is one square mile.  Since the Dreamer has near-total control of Leseria, almost any effect or creation is possible.  Only land-altering effects can be created (and no denizens not under the control of the Dreamer), although any of the other abilities possessed by the Dreamer may be incorporated into the transposed piece of Leseria, up to the use-limits detailed above.  For example, the Cloud Dreamer could conceivably place the affected characters (or village!) in a magical clearing populated by wispy, tinkling laughter where healing occurs per the Minor Healing ability, and the Cloud Dreamer him/herself, all the while using Detect Thoughts and Mind Probe to tailor the environment to individual wishes.  Any damage taken is treated per the Enter Dreams rules above, in that damage is handled as subdual, though death as a result of subdual damage/lesser physical damage while in the Leseric area is permanent if the Will save is not made.  Thus, when the affected creatures are returned to the Prime Material Plane, they will remain dead.  Upon cessation of Reality Alteration, affected creatures are placed in logistically-relative positions on the Prime Material Plane.  Travelling in and out of the transposed area is possible, if the Cloud Dreamer has not erected barriers of some sort.  A wandering traveler could then suddenly find him/herself in a land free of the rainstorm that wails outside, where even by looking back to where they may have come from, they may find only indications of the same landscape they saw spread before them.  If a Dreamer attempts to use Reality Alteration within an area already occupied by Reality Alteration, a catastrophic, ectoplasmic explosion occurs equal to 100d10 - enough to destroy all but the mightiest of creatures.  In this case, the chunk of the Prime Material Plane would re-assume its place – minus any creatures that occupied it before its transsupposition.  The use of Augury, divine intervention, or a particularly merciful DM would allow the opposing Dreamer to get an “inkling” that this action would not be a good idea (though developed common sense should avert this disaster).

Celestial Form: three times a day as an extraordinary ability, the Cloud Dreamer may transform him or herself and all their equipment into a dazzling creature of the Demi-plane of Dreams for one minute per Dreamer level..  In this form, the Dreamer may appear in any form up to one size larger or smaller.  Dreamers in this form are only hit by magical weapons of +2 enchantment, and are not affected by cold, electricity, fire, or acid attacks.  They may elect to pass through solid objects up to hardness 30 for one round before resting this effect for three rounds.  The Dreamer may not effect the physical world except by magic.  The Cloud Dreamer may cast Flare at will as a spell-like ability, and the Dreamer in Celestial Form may elect to cast Color Spray, as the spell, as well.

