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This document is an early access version. It includes a wealth of abilities for
dragon-themed characters, dragon-mythos, and a small number of factions
and NPCs.

What will be in the completed version?
A number of things are still planned for this document, including more
NPCs, factions, art, a small number of additional Oneiros blessings, improving existing material as needed, and maybe some other things beyond
that.

Feedback is welcome
Early access allows the public to freely download this document, and have a
chance to give feedback, and make requests, which can be taken into consideration for the final document. As feedback is highly useful to have, you may
contact me through leaves-of-chiaroscuro.com/contact-us/

Free or PWYW
Once complete the PDF version of this game supplement will remain available for Pay What You Want (PWYW), though I may release a print version
which will have a fixed cost.
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Forward

Six Viziers is a magic system which was introduced in the Fate Toolkit by
Evil Hat. After reading over it, I realized, there could be some very cool variations that I could create based on it. I decided to create a dragon themed
version, for lacerta characters in the alternate-reality Renaissance fantasy
setting LoC (Leaves of Chiaroscuro). However, this system certainly could
work for dragon-themed characters in other Fate settings as well.
While the Oneiros were inspired by the Six Viziers, the result has become its
own unique system for Fate, complete with a number of distinctive abilities.

Setting: LoC & Beyond

This book does not include a complete setting in and of itself: it is
intended to be used with either LoC (Leaves of Chiaroscuro) or another
setting of your choice.
Unless otherwise noted, the setting elements within the book should
be considered to be true in the LoC setting's world Asiyah. Asiyah is a
fantastic alternate reality Renaissance era Earth detailed in the Leaves
of Chiaroscuro Core Rulebook.
To what degree such setting elements are applicable in your own
setting is up to you. Of course, even the dragon-gods themselves are
somewhat setting specific, and should be renamed and tweaked as
deemed appropriate.
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To Inherit the Power of Dragons

Dragons have been a staple of fantasy roleplaying games since the very
beginning. Dragons have time and time again served as the quintessential
villain at the end of the hero’s journey before he can finally return home.
Other times dragons have appeared as powerful allies.
What happens when the protagonist awakens to the truth and discovers that
they are a dragon? Sometimes the ancient slumbering Dragon-Gods leave
their marks upon a person and in doing so transform them forever into one
of the Oneiros. Is the mark a curse left upon you by an ancient and monstrous enemy of all mankind? Or is it a blessing by a divine being? Whatever
the case may be, one thing is certain; the power you have gained is great, and
many will fear or covet it.
Among the splintered factions of dragon-cultists are those who see the
Oneiros as heralds of the slumbering Dragon-Gods, and a sign that they
will soon awaken. Some dragon-worshipers hold that the Oneiros are those
destined to become the next incarnations of those gods.
But, the Oneiros have a great many enemies as well, from dragon-cultists
who seek to use them to further their own agendas, to the many authorities
among the Church who view those who bear the mark of the Dragon-Gods
as heretics beyond redemption.
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Using this Book
What do I need?
This book was created for usage with the Fate Core roleplaying game which
can be found online for free at fate-srd.com or purchased in book format.
You will, of course, need participants; most groups will find 3 to 5 people is
ideal. With the exception of one, people will fill the role of player, the final
participant will be the game master.
Finally, participants will also need four Fudge/Fate dice each.

What is optional?
While this book was created for use with the Leaves of Chiaroscuro Core
rulebook, it can be used without it.
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Beauty
The Water Serpent’s Allure

The serpent is a creature of incredible and dangerous allure; in no case is this
truer than with Hydra and her blessed children.
This ability causes no physical transformation, yet, all who look upon you
find you to be the most incredibly beautiful thing they have ever seen; truly
awe-inspiring, with all the allure of a god(dess).
Note that this isn’t mind control (though it is a mind-affecting effect), and
those who witness you will respond in a way which is within their character
to being in your presence, but this does grant you a situation aspect with
one free invoke.
The Art of the Deeps

Your artistic creations take on a supernatural aspect, possibly causing some
very strange, wondrous or horrific effects. Whatever the effect is it must
somehow be tied to the domains of Hydra. For example, a sculpture of a
sea-serpent which becomes animated is quite appropriate, but, as Hydra has
nothing to do with fire, a drawing of burning torch becoming real enough to
reach into the artwork and pluck it forth from, is not.
Minor and temporary uses of this ability cost nothing, however, more potent uses at least cost a Fate point. There’s no strict rule about what exactly
should cost a Fate point (beyond anything permanent) but, if something is
obviously going to have a very strong impact on the outcome of a scene, or is
blatantly life threatening or saving, it almost certainly should.
Creations are impacted by this ability for a scene unless you choose to end
the effects applied to them sooner. You can make them permanent, however,
this always requires spending a Fate point, and should have some other cost.
This cost can range from needing some especially unusual material to make
the effect permanent to needing some manner of sacrifice, or to suffer a
consequence. Perhaps for instance, permanently animating a statue requires
that you obtain pearls of exceptional quality to use for the statue’s eyes.
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