






Part Two

RulesThe

of play.



Bas ic Resolutio  n Rule s
Th ere are several diff erent ways of rolling dice to resolve risky actions in this game, 
depending on what situation the players’ characters are in. All of them are based on 
the following systems. Use this section as a reference.

Chance
Sometimes the rules will dictate that a certain event has a chance of happening. Th is 
is fairly straightforward: the GM rolls a die to see whether that event happens or not. 
Players never use this style of resolution—it is for the GM only.
• 1 in 3 means the GM rolls a d6 and the event occurs if the result is 1 or 2.
• 1 in 6 means the GM rolls a d6 and the event only occurs if the result is a 1.
• 50 / 50 or even odds means the GM can roll any die. On an even result, the 

event does not occur, while on an odd result, it does.
• Percentage chance means the GM should roll 1d100 and if the result falls 

within the chance of the event happening, it does so.

Contest Resolution
Th is system is for the simple resolution of confl icts and tasks where attribute modifi ers 
should have a considerable impact. To decide the contest, both players roll 2d6 and 
add any relevant attribute modifi ers or other bonuses. Th e higher score wins, and a 
tie is a tie. In lieu of an opponent’s roll, the GM may dictate a target number instead, 
but otherwise it is the same. For multiple characters, a mixture of the two can be 
used—initiative is an example of this.

• Roll 2d6 + modifi ers vs. target number or opponent’s roll. Higher score wins.

If your profession is particularly relevant, the GM may tell you to add your level 
to your roll. Your opponent may add their level as well, if their profession, or their 
existence as a monster, is of use to them.

Damage and Disposition
When you make a successful attack against another character (person or monster), 
you roll for damage and reduce their Disposition score by that amount. Th e reverse 
is true when you are attacked and suff er damage. Some types of damage reduce your 
attribute scores instead of your Disposition.

Damage is rolled with various types of dice: d3, d4, d6, d8, d10, or d12. 
Sometimes more than one die is rolled, and the results are added together to reduce 
Disposition or attributes.

Disposition scores are derived by rolling a character’s Hit Die a number of times 
equal to their level and totalling the results. It can change during the game, if the 
character is seen in play for long enough.
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Outcome Resolution
For actions that could result in numerous possible outcomes, or when you need to 
determine the degree of an action’s effectiveness, there is the non-binary method. Roll 
2d6 and add any relevant attribute modifiers, then consult the table that describes the 
results. In general, 6 or less is a very poor result, a 7-9 is a mixed result, a 10 or 11 is a 
good result, and 12 or higher is a truly excellent result. The GM may also have tables 
with different numbering schemes.

• Roll 2d6 + modifi ers, consult table.

If outcome resolution includes a table, modifi ers other than attribute modifi ers, 
Speed, and level may apply. Th is is not normally true of other resolution systems.

Task Resolution
Instead of using only attribute modifi ers, you can also roll a d20 against full attribute 
scores. For unopposed task resolution that depends entirely on your character’s 
ability, roll equal to or lower than one of your attribute scores on a d20 in order to 
succeed. If you are attempting something beyond your capabilities, you must roll 
equal to or lower than half your attribute score, rounded down, to succeed.

For actions resisted by other characters you are in confl ict with, you must roll 
equal to or higher than one of their attribute scores on a d20 to succeed. You may be 
able to add one of your attribute modifi ers or your level, if they are applicable.

• Roll equal to or lower than the relevant attribute score (or half the relevant 
attribute score, rounded down) on a d20 in order to succeed. Modifi ers do not 
apply to these rolls. A roll of 1 always succeeds. A roll of 20 always fails.

• Roll equal to or higher than an opponent character’s relevant attribute score on 
a d20 in order to succeed. Your roll may be aff ected by one of your attribute 
modifi ers and by your level, but a roll of 1 (before modifi ers) always fails and a 
roll of 20 (before modifi ers) always succeeds.

Attacking in combat, making saving throws, and testing your skills are the main 
examples of this type of resolution system. Using special powers happens occasionally 
as well.
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Advantage and Disadvantage
Outside infl uences can aff ect your chance of success when rolling. If you have an 
obvious or signifi cant advantage, roll an extra die and discard the single die with 
the least favourable result. Count the remaining die or dice only. If you’re hindered 
by an obvious or signifi cant disadvantage, roll an extra die and discard the single 
die with the most favourable result. Count the remaining die or dice only.

Advantage and disadvantage cancel each other, if both apply. Multiple advantages 
or disadvantages have no eff ect, unless only one remains after others have been 
cancelled out.

Any roll except those made to produce a result on a random table can be 
aff ected by advantage or disadvantage. Th at includes rolls for chance, damage, and 
Disposition. If a spell or other special eff ect indicates that someone has “disadvantage 
to any rolls made to harm the target,” for example, that includes damage rolls.

Random table results are not aff ected by advantage or disadvantage, because they 
are used to create situations, not resolve them.

Th e GM has fi nal say as to whether the circumstances of any particular situation 
call for advantage or disadvantage to any rolls.

Attribute Loss
Your attribute scores can be temporarily reduced if you are attacked or suff er other 
types of harm, and all of your attributes may be reduced. Whenever you suff er an 
attribute loss, it is temporary, but your new score is the one you use for all resolution 
rolls. Your half score and your attribute modifi er are both derived from your 
temporarily-reduced attribute score, not from your original full score.

It is possible to restore your reduced attributes to their full score by resting and 
receiving medical treatment, whether magical or otherwise.

Powers
If you have a special power that is not a spell and you use it against another character, 
use the task resolution rules. To aff ect them, your must roll equal to or higher than 
one of their attribute scores on a d20, plus your level and a relevant attribute modifi er. 
Th e GM determines what attribute score you roll against and what attribute modifi er 
you add to your roll.

• Roll 1d20 + level + attribute modifi er vs. your target’s attribute score.

’Vantages
Powers can be aff ected by advantage or disadvantage because of outside infl uences, 
such as inebriation or magical assistance.
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Saves
When you attempt to avoid the ill effects of a spell, trap, or other disaster, use 
the task resolution rules. The GM determines which attributes are relevant. If the 
danger or dungeon level, or the level of the character putting you in danger, is 
not a higher level than your character, you must roll equal to or lower than your 
relevant attribute score on a d20 to succeed. If the threat is of a higher level, you 
must roll equal to or lower than half your relevant attribute score, rounded down, on 
a d20 to succeed.

• Roll equal to or lower than your attribute score to succeed, if the danger is your 
level or lower. Roll equal to or lower than half your attribute score, rounded 
down, if the danger is higher level than you. Modifi ers do not apply, although 
your attributes can be reduced temporarily by damage.

Attacks upon your leadership, reputation, and social prestige are resisted by 
Charisma. Saves to avoid breath weapons, collapsing buildings, earthquakes, 
explosions, and falling pianos, and saves made in other situations where being 
quick and agile can save you, depend on Dexterity. Your Ferocity applies to saves 
against capture and confi nement. Resisting disease, paralysis, poison, and other toxic 
substances that destroy your body depends on Health, as do saves against death rays 
and physically corrupting magical energies. Saves against ambush, fraud, misleading 
intellectual charlatanism, and theft depend on your Intelligence. Overcoming 
amnesia, confusion, fatigue, mind control, and other mental attacks depends on your 
Willpower, as do saves to resist mutation.

Saved or Not
You do not get a save against eff ects caused by a roll against your attribute scores, such 
as attacks. You do get a chance to save against accidents, spells, and traps. Usually, a 
successful save indicates you suff er only half the normal eff ect. If an eff ect is all-or-
nothing, and cannot be reduced to half eff ect, a successful save means you avoid the 
eff ect altogether.

’Vantages
Powerful outside infl uences can grant advantage or impose a disadvantage on your 
save. Magical defences are the most likely culprit, since mundane infl uences must be 
extremely powerful—drugs or large amounts of money, for example.
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Skills
When you undertake some kind of task that requires skill, or is dangerous and 
risky, the GM may ask you to roll to accomplish it. Th e GM tells you which of 
your attributes is appropriate, based on the actions you are taking. Charisma is used 
for persuading others to do what you want. Dexterity is used for tasks requiring 
coordination, fl exibility, refl exes, and overall body control. Ferocity is used for tasks 
involving intimidation and feats of strength. Health is used for tasks that require 
labouring and stamina. Intelligence is for tasks that use your knowledge, learning, 
and perception. Willpower is used for the most unpleasant kinds of tasks and those 
where self-control is paramount.
• If you are skilled and you have the proper tools at hand, you must roll equal 

to or lower than your attribute score on a d20 in order to succeed.
• If you are skilled but have only the minimum necessary in terms of 

equipment or tools to get the job done, you must roll equal to or lower than 
half your attribute score, rounded down, on a d20 in order to be successful.

• Likewise, if you are unskilled, but have a good set of tools to use, you must 
roll equal to or lower than half your attribute score, rounded down, on a d20 
in order to get the job done.

• If you have neither the skills to complete the task nor the proper 
equipment, you cannot succeed at your task.

Some tasks, including standard dungeoneering tasks like searching for traps, depend 
instead on your level and the level of the dungeon you are undertaking them on. 
If the dungeon level is equal to or lower than your own level, you count as skilled. 
If the dungeon level exceeds your own, you count as unskilled. Places outside of the 
nightmare realm always count as lower in level than the PCs.

Th ese skill rules are not for confl icts or contests between characters, but for things 
characters do independent of each other—like crafting, giving someone medical 
attention, picking locks, recalling knowledge, searching dungeons, or translating 
ancient tomes. Th ey are not for foot races, knife fi ghts, or wrestling matches.

What skills your character knows is determined by your choice of profession and 
your description of your character’s background and history. Obviously, no character 
can know all things, and you have only so much life history you can fi ll up with 
relevant work experience. Th e GM is the fi nal arbiter of what tasks require a skill 
roll, which attribute score you need to roll under, and whether or not you have the 
necessary skills and tools.

’Vantages
• If you are employing tools of the most excellent quality, of vastly superior 

workmanship and ingenuity, or you have excellent assistance, you get 
advantage on your roll.

• If you are using shoddy, inferior tools in the attempt, or someone is 
sabotaging your attempts, you have disadvantage on your roll.
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The Player s’ Char acter s
In order to play the game, you must be the GM or have a character (a PC).

To make a character, follow the steps below:
1. Roll your attribute scores.
2. Choose a profession.
3. Roll for your spells, if any.
4. Choose your restrictions, if you’re a cultist.
5. Choose your spiritual enemy, if you’re a cultist or a champion of law.
6. Choose an alignment, if you have not done so already.
7. Buy or roll for your equipment (and determine your Armour rating).
8. Roll for your starting Disposition (and Psychic Armour if you have any).
9. Choose or roll for your motivation.
10. Describe your character.

Player Objectives
Once you have created a character, your goals in playing this game are three-fold, as 
follows:

One
To portray your character’s personality as much or as little as you want, and to make 
decisions for them as they move through the locations and situations presented by 
the GM.

Two
To explore dungeons made of nightmare, and to survive these forays as long as 
possible, until your character dies, or until you decide they should retire. Once your 
character is dead or has no reason to continue adventuring, you have fi nished the 
game, though you may continue to play if you make a new character.

Th ree
To work together with the other players to portray a cohesive group of characters who 
go adventuring together. You are not playing individual games involving only yourself 
and the GM—you are all playing one game together, in which your characters, all of 
them, are the protagonists. Th ey aren’t enemies or strangers, they all know and work 
with each other.
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Attribute Scores
Roll 3d6 for each attribute, in order: Charisma, Dexterity, Ferocity, Health, 
Intelligence, and Willpower. Th ese are your character’s starting attribute scores.

Charisma is the certain quality of an individual personality, by virtue of which 
they are set apart from ordinary people and treated as endowed with supernatural, 
superhuman, or at least specifi cally exceptional powers or qualities. A highly 
charismatic character is considered to have powers of persuasion not accessible to the 
ordinary person. Th ese are regarded as of divine origin or as exemplary, and on the 
basis of them, that individual is treated as a leader.

Dexterity is a measure of physical and mental agility, balance, co-ordination, 
nimbleness, refl exes, and speed, as well as cleverness and base cunning. A dexterous 
character is better at getting out of danger and attacking enemies from a distance—
the worst kind of foe to face.

Ferocity refers to a combination of aggression levels, athletic power, muscle strength, 
and how much force a character is able to apply to others. Ferocious characters are 
more adept at violence, regardless of how physically imposing they are.

Health is needed not only to stave off  death, but also to enjoy life while it lasts. You 
might be stupid and crippled and broke, but “at least you have your health,” after all. 
Unless, of course, you don’t.

Intelligence (a word derived from the Latin verb intellego, “I understand, I perceive”) 
refers to a character’s ability to collect and retain knowledge through observation 
and perception, whether in the fi eld or in an academic setting. It does not measure 
a character’s ability to use good judgment when evaluating or employing the 
intelligence they have gathered—otherwise a high score in this attribute would 
necessarily preclude one from venturing into dungeons made of nightmares.

Willpower allows you to resist the infl uence of base urges, fear and terror, mind 
control, sorcery, and the corrupting infl uence of the nightmare realms. Th ose who 
lack willpower become slaves all too quickly.

Half Scores
You might also use half the score of an attribute, rounded down, at various points 
during the game. Your full score can be temporarily reduced, because of wounds, 
magic, or other pernicious vagaries, which also aff ects both your half score and your 
attribute modifi er.
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Modifiers
Each attribute has a second number attached to it. Th is number will modify some of 
your rolls, if the attribute in question has an infl uence. Your attribute scores are never 
added to, or subtracted from, your rolls—instead, they act as target numbers. Your 
attribute modifi ers are the scores that actually modify your rolls.

Modifi ers are based on permanent full scores and temporarily reduced (or 
increased) scores, not half scores. If your permanent full attribute scores change, 
adjust your modifi ers appropriately.

• Your Charisma modifi er aff ects social rolls.
• Your Dexterity modifi er aff ects rolls for 

evasion, initiative, ranged attacks, and special 
maneuvers.

• Your Ferocity modifi er aff ects close combat 
attack and damage rolls, rolls to force open 
doors and locked chests, and saves against 
confi nement.

• Your Health modifi er aff ects recovery rolls 
and saves against disease and poison.

• Your Intelligence modifi er aff ects surprise 
rolls, how many spells you can memorize, and 
saves against falsehood.

• Your Willpower modifi er aff ects how many 
spells you can master, rolls to abjure spiritual 
enemies, and saves against mental eff ects.

An attribute score of zero usually means the character is some kind of dead, mad, or 
infi rm and is no longer playable. Th e one exception is Charisma, where a score of zero 
means that no one can bring themselves to assist you in any way.

Full Score Modifi er

1 -5
2 -4
3 -3

4-5 -2
6-8 -1
9-12 None.
13-15 +1
16-17 +2

18 +3
19 +4
20+ +5
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Professions
Th ere are eight diff erent professions in Th e Nightmares Underneath: assassin,  bard, 
champion, cultist, fi ghter, scholar, thief, and wizard.

Assassins are trained killers and covert operatives. Once upon a time they set their 
knives against the world’s many thrones, and the crowns that rule them. Now they 
march into the darkness, against the invaders.

Bards are performers—demagogues, songsmiths, entertainers of all stripes. When we 
must face the darkness, out in the wilds where only beasts and monsters dwell, bards 
remind us that we are civilized people, that we belong to a glorious culture of light, 
laughter, and joy. In the midst of our despair at facing, yet again, the corrupting taint 
of the nightmare world, they lift our hearts and give us the will to keep fi ghting. If 
you play a bard, you need to roll to determine which spell or spells you have mastered.

Champions have a cause that they fi ght for, an ideology that is more important 
than petty concerns like love and money, or even life and death. Burning with the 
fi res of a higher purpose, champions dive headlong into the fi ght against nightmare 
incursions. If you play a champion, your special abilities depend on your alignment.

Cultists are members of small faith groups, mystery cults, and heretical sects. In a 
world where the light of reason is considered the holiest law, they continue their wars 
of religion. If you play a cultist, you need to choose your preferred weapons and who 
your spiritual enemy is, as well as roll to determine which spells you have mastered. 
Th e cultist is a complicated profession, with a greater number of powers, options, and 
restrictions than the other professions.

Fighters are soldiers and mercenaries and anyone else who makes their living from 
violence. For those that care to brave the darkness, one foe is much like the next. Th e 
fi ghter is the easiest profession to play.

Scholars are doctors, lawyers, and philosophers, members of the most vaunted 
professions in the Kingdoms of Dreams. Th ey carry the torch of reason into the 
darkness to light the way. If you play a scholar, you need to roll to determine which 
spells you have mastered.

Th ieves are scoundrels and criminals, already so used to skulking in the dark that 
robbing nightmares instead of the rich means little to them. After all, coins all spend 
the same… don’t they?

Wizards practice the arcane arts of sorcery. Th ey walk a thin line between conforming 
to the world as it is and being corrupted by darkness. If you play a wizard, you need 
to roll to determine which spells you have mastered.
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Ass as sin
Before the Kingdoms of Dreams were shown the light of the Law and became the 
paradises they are today, they were torn asunder by war and the political machinations 
of evil kings. Every ruler maintained a secret force of trained killers who committed 
murder in the name of power while the sun hid her face behind the world.

Th ese days, those traditions have been abandoned. Where once there were many, 
the orders of assassins have dwindled in number, and those that do exist have either 
become mere bands of mercenary thugs, working in far-off  lands, or enthusiastic 
recruits in the war against the nightmare incursions.

Hit Die: 1d8.

Primary Attributes: Dexterity and Ferocity.

Restrictions:
• You can’t be of good alignment.
• You can’t hide or be stealthy in a suit of plate or when you are encumbered.
• You get no attack bonus while wearing a suit of plate.

Skills: Assassins are skilled at climbing, disarming traps, handling poisons, hiding, 
hunting, moving silently and stealthily, picking locks, tinkering with mechanisms, 
and keeping their gear in good working order. When you use one of these skills in a 
risky manner, if you have the proper tools (darkness, lock picks, rope, etc), you must 
roll equal to or lower than your Dexterity score on a d20 to successfully perform 
your task. If you lack the proper tools but have something that might work instead, 
you may still succeed if you roll equal to or lower than half your Dexterity score, 
rounded down, on a d20. In some cases, the GM may ask you to substitute a diff erent 
attribute score in place of your Dexterity.

You may also be moderately skilled in some other profession that gives you cover 
and hides your true calling, such as carriage driving, gambling, prostitution, playing 
music, or selling rugs. Discuss your character’s identity with the GM, either before 
or during the game. You may need to elaborate on how and where you learned a skill 
when you perform an appropriate action during play.

Special Abilities:
• Add your level to your attack rolls.
• When you take someone by surprise or attack them from behind, you 

automatically hit and infl ict your damage twice, as if you had made two 
successful attacks.

• You may add your Dexterity modifi er to surprise rolls you make, instead of 
your Intelligence modifi er, if it is higher.

• Your Armour rating is equal to 10 + your level, as long as you wear no armour.

64







Bar d
A bard is the soul of any company. What fi ghting force could maintain its morale, if it 
lacked such inspiration? A world without music and laughter, or the fi re of oratory, is 
a dull, greyish hell that few could stand for long. But with a bard behind him, a man 
feels like he could take on the world, if he wanted to!

Hit Die: 1d6.

Primary Attributes: Charisma and Health.

Restrictions:
• You can’t be of evil alignment.
• You can’t cast spells when you use a shield or wear a suit of plate.

Skills: Bards are chiefl y skilled at performance. When you perform for an audience, 
roll a d20 and add your level and your Charisma modifi er. If your total is equal to or 
greater than your target’s Willpower score, their reaction towards you changes for the 
better, and they become friendlier.

You may also be skilled at adapting to local customs, constructing the tools you 
need to perform (costumes, musical instruments, etc), knowing stories, negotiating 
prices, reading and writing, recording your experiences and observations, and most of 
all, travelling. Discuss your character’s identity with the GM, either before or during 
the game. You may need to elaborate on how and where you learned a skill when you 
perform an appropriate action during play.

Special Abilities:
• As a complicated combat action, you may give your Disposition away to your 

allies. For each point of Disposition you lose, one other character who can see, 
hear, or touch you gains 2 points of Disposition. However much Disposition 
you choose to lose, up to your total current score, you may distribute amongst 
other characters as you see fi t.

• When you re-roll your Disposition, any allies who also re-roll their Disposition 
get advantage. You may decide who is an ally and who is not at any time.

• You have mastery over 1 spell per level, plus spells equal to your Charisma 
modifi er. If the total of your level and modifi er is less than 1, you have mastery 
of no spells. When you cast a spell that you have mastered, roll against your 
Charisma score instead of your Intelligence in order to control it (when casting 
a spell from a formula you have not mastered, roll against Intelligence as 
normal).

67



Champion  
Are you a zealous inquisitor, hunting down witches and other illegal heretics? Or a 
wandering paladin, sworn to defend the weak from the wicked? Perhaps you are the 
spirit of vengeance, a revenant returned to fi nish one last task, or a follower of Chaos, 
infused with magic, rebelling against everything the Kingdoms of Dreams hold dear. 
Whatever the case, you have a cause that you champion, above everything else, and 
that is what gives you the strength to carry on.

Hit Die: 1d8.

Primary Attributes: Health and one other, determined by your alignment.

Restrictions:
• You can’t be of neutral alignment.
• You must display your alignment prominently, or else you cannot use any of 

your special abilities.

Skills: You adhere to some kind of code, philosophy, or religion that refl ects and 
promotes your alignment. It may be practical or mostly theoretical—either way, you 
are well-versed in its tenets, skilled both at arguing its ideology and performing its 
rituals. When you use this training in a risky manner, you must roll equal to or lower 
than one of your attribute scores on a d20 to successfully perform your task. Th e GM 
will tell you which attribute score to use.

You may also be skilled in other areas, depending on your past and how you 
came to become a champion. Discuss your character’s identity with the GM, either 
before or during the game. You may need to elaborate on how and where you learned 
a skill when you perform an appropriate action during play.

Special Abilities:
• Add your level to your attack rolls.
• During a rest, you can give anyone else who shares your alignment advantage 

when they re-roll their Disposition or Psychic Armour.
• You always know when magic in your presence requires or targets your alignment.
• You always know when someone in your presence shares your alignment.
• You have additional special abilities that depend on your alignment.

68



Chaotic
• You have mastery over 2 spells per level, plus spells equal to your Intelligence 

modifi er. If the total of your level and modifi er is less than 1, you have mastery 
over no spells. Roll 1d100 to determine what each spell is, but re-roll any result 
indicating a Law spell. You are unable to cast, master, or memorize spells from 
the school of Law.

• Your second primary attribute is Intelligence.

Evil
• Choose one type of weapon from the following list for each level you have: 

axes, bows and arrows, clubs and maces, daggers and knives, fi rearms, garrotes, 
picks and hammers, pole arms and spears, swords, and thrown weapons (other 
categories do not include thrown weapons of the same type). When you attack 
with a weapon of your chosen type, you infl ict your damage twice, as if you 
had made two successful attacks.

• Your second primary attribute is Ferocity.

Good
• As a complicated combat action, you may give your Disposition away to your 

allies. For each point of Disposition you lose, one other character who can see, 
hear, or touch you gains 2 points of Disposition. However much Disposition 
you choose to lose, up to your total current score, you may distribute amongst 
other characters as you see fi t.

• Your second primary attribute is Charisma.

Lawful
• You have a spiritual enemy, that you can abjure just like a cultist does. It works 

the same way, except you may not choose humans to be your spiritual enemy.
• Your second primary attribute is Willpower.

Additional Starting Gear
Based on your alignment, you also start with the following items, in addition to any 
other gear you purchase or randomly generate:
• Chaotic: You also have 1d6 doses of hallucinogenic cactus.
• Evil: You also have an additional close combat weapon of the type you infl ict 

double damage with.
• Good: You also have 1d6 doses of antitoxin and 1d6 uses of bandages.
• Lawful: You also have a written copy of the Law.
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Cultist
Not everyone has embraced the doctrine of the Law. Some still worship forgotten 
gods and practice strange creeds. Th ey see society as theologically weak, while they 
have forged their philosophies through hardship and toil. It is no wonder they 
can stand against the invading darkness so well. Some even worship the darkness 
of nightmare—they seek to master it and gain its power. But only the bravest and 
strongest will triumph.

Hit Die: 1d6.

Primary Attributes: Health and Willpower.

Restrictions:
• You can’t be of lawful alignment.
• You may fi ght with your bare hands, throw things at people, use shields, and 

wear light armour, plus choose two: blades, blunt weapons, fi rearms, garrotes, 
heavy armour, or missile weapons. Th e ones you do not choose are restricted by 
your cult precepts or you are not skilled at using them. While using restricted 
weapons or armour, you get no attack bonus, you may not banish your 
spiritual enemies, and you may not cast spells.

• You must surrender half your income to your cult, in order to gain experience 
points from recovering it. You may send this money as a tithe to your 
superiors, or spend it on establishing a shrine or temple of your own.

Skills: Cultists are skilled at practicing their religion and learned in the ways of cult 
doctrines. When you use your skills and knowledge in a risky manner, you must roll 
equal to or lower than one of your attribute scores on a d20 to successfully perform 
your task. Th e GM will tell you which attribute score to use.

You might be skilled in some particular specialty, if it serves your cult or allows 
you to operate in society without revealing your religious affi  liation, but it must be 
some kind of mundane occupation. Discuss your character’s identity with the GM, 
either before or during the game. You may need to elaborate on how and where you 
learned a skill when you perform an appropriate action during play.

Special Abilities:
• Add your level to your attack rolls (unless you are using a restricted weapon or 

wearing restricted armour).
• You have a spiritual enemy, that you may banish from your presence. Choose 

one of the following: beasts, dwellers in the deep, faeries, golems, humans, or 
the undead.

• You have mastery of 2 spells per level, plus additional spells equal to your 
Willpower modifi er. If the total of your level and modifi er is less than 1, you 
have mastery of no spells.
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Abjuration of a Spiritual Enemy
When you attempt to banish a spiritual enemy, roll 2d6 and add your Willpower 
modifi er. You may attempt this once in each situation, and once for each new foe 
that enters a situation where you are already abjuring your foes. Th e roll counts for 
all spiritual enemies in your presence.

Roll Result

0-6 Abjuration has no eff ect. Either your foe is too strong, or your convictions 
are too weak.

7-9 If your foe is your level or lower, you can hold them at bay. Otherwise, the 
abjuration has no eff ect.

10-11 If your foe is your level or lower, they are held at bay and take 1d6 damage 
each round they do not move away from you, until they have left your 
presence. If your foe is of higher level than you are, you can hold them at 
bay, but no more.

12+ Your foe is held at bay and takes 1d6 damage each round they do not 
move away from you, until they leave your presence. If they are your level 
or lower, they take 1d6 damage each round even if they are moving away 
from you (until they leave your presence).

Spiritual Enemies
Your choice of spiritual enemy determines which creatures you can banish from your 
presence through sheer force of will:
• Beasts and beastlings are mundane animals, lycanthropes, and abominable 

cross-breeds of animals and humans.
• Dwellers in the deep are creatures that live far below the earth, within the 

depths of the oceans, or in those realms beyond even nightmares.
• Faeries are creatures who live in dreams, either in the seelie court or the 

unseelie. Th ey sometimes cross over into the realms of nightmare.
• Golems are sorcerous creatures, constructed out of unliving material, usually 

clay, stone, and metal.
• If humans are your spiritual enemy, you can abjure any normal person, 

including people who can use magic, but not people that are innately magical 
(like those who are werewolves, possessed, or undead).

• Th e undead include ghosts, vampires, and any creature made of animated 
remains.
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Fighter 
Fighters fl ock to the nightmare incursions like swarms of fl ies. Who better to defend 
the sunlit kingdoms than those who make of war their daily bread? And the nightmare 
world asks its own question in return: who better to die than those who come of their 
own accord? For there is always a fi ght, ready and waiting, in the darkness below.

Hit Die: 1d8.

Primary Attributes: Ferocity and Health.

Restrictions:
As a member of the most insolent of professions, the fi ghter has no restrictions. 
Anyone can fi ght—even cowards, when the brave have all been slaughtered.

Skills: Fighters are skilled at foraging, hunting, labouring, scavenging, soldiering, and 
keeping their equipment in good working order. When you use one of these skills in 
a risky manner, you must roll equal to or lower than one of your attribute scores on 
a d20 to successfully perform your task. Th e GM will tell you which attribute score 
to use.

You may also be skilled in other areas, depending on your background and 
history—haggling, music, or smithing, for example. Discuss your character’s identity 
with the GM, either before or during the game. You may need to elaborate on how 
and where you learned a skill when you perform an appropriate action during play.

Special Abilities:
• Armour does not count as encumbering items to you, as long as you are 

wearing it (but shields do).
• When you attack an enemy, if your attack roll is a miss, you still infl ict your 

damage as normal, and if your attack roll is good enough to hit, you infl ict 
your damage twice, as if you had made two successful attacks.
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Scholar 
Th is new world—the one under threat from the realm of nightmares—is a very 
diff erent sort than the one ruled by superstitious barbarism that came before it. Built 
by the work of scholars—alchemists and lawyers, doctors and judges, architects and 
great philosophers—it calls out to those same scholars to save it, to purge it, and 
make things right once more.

Hit Die: 1d4.

Primary Attributes: Charisma and Intelligence.

Restrictions:
• You can’t be of chaotic alignment.
• You get no damage bonus for wielding a non-magical two-handed weapon.
• You may not fi ght while wearing a non-magical suit of plate.
• You must roll to search like any other character while encumbered or wearing a 

non-magical suit of plate.

Skills: Scholars are highly literate and learned in the ways of law, medicine, and 
philosophy. When you use one of these skills in a risky manner, if you have the proper 
tools (bandages, a copy of the Law, etc), you must roll equal to or lower than your 
Intelligence score on a d20 to successfully perform your task. If you lack the proper 
tools, you may still succeed if you roll equal to or lower than half your Intelligence 
score, rounded down, on a d20. In some cases, the GM may ask you to substitute 
another attribute score in place of your Intelligence.

Special Abilities:
• During a short or long rest, you may heal another person, restoring 1d4 points 

to one of their attributes that has been temporarily reduced. You may not treat 
the same person again until they are harmed again, but you may treat a total 
number of people each day equal to your level (if you spend an hour on each).

• You always fi nd hidden things when you spend a turn searching a dungeon of 
your level or lower, and you always roll against your full Dexterity score when 
you search a higher-level dungeon (instead of half your Dexterity).

• You can use any magic item and gain its full benefi ts, regardless of alignment, 
profession, or other restrictions.

• You have mastery of 1 spell per level, plus additional spells equal to your 
Intelligence modifi er. If the total of your level and modifi er is less than 1, you 
have mastery over no spells.

• You have Psychic Armour. Roll a number of Hit Dice (d4s) equal to your level 
and add them together to determine your Psychic Armour score, just as you do 
for Disposition. You are not required to re-roll this score when you take a rest, 
but you may, if you like.
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Thief
Just because the Kingdoms of Dreams have accepted the Law, doesn’t mean they are 
utopias. You still need money to eat, and few have given up their possessions. Well, 
there is more than one way to get rich in this world, and only a few of them are worse 
than working yourself to death trying.

Hit Die: 1d6.

Primary Attribute: Your sole primary attribute is Dexterity. If your Dexterity is 8 or 
lower, you suff er a -10 percent penalty to your experience points. If your Dexterity is 
13-15, you gain a +5 percent experience point bonus, and if your Dexterity is 16 or 
higher, you gain a +10 percent experience point bonus. Each level, you must roll to 
increase your Dexterity, as well as one other attribute of your choice.

Restrictions:
• You can’t hide or be stealthy in a suit of plate or when you are encumbered.
• You must roll to search like any other character when you wear a suit of plate.

Skills: Th ieves are skilled at climbing, disarming traps, hiding, moving silently 
and stealthily, palming objects, picking locks, picking pockets, and tinkering with 
mechanisms. When you use one of these skills in a risky manner, if you have the 
proper tools (darkness, lock picks, rope, etc), you must roll equal to or lower than 
your Dexterity score on a d20 to successfully perform your task. If you lack the 
proper tools but have something that might work instead, you may still succeed if 
you roll equal to or lower half your Dexterity score, rounded down, on a d20 to be 
successful. In some cases, the GM may ask you to substitute a diff erent attribute score 
in place of your Dexterity.

You may also be skilled in other areas, depending on your background and 
history—appraisal, counterfeiting, disguise, or smuggling, perhaps. You might even 
be a legal expert, specializing in the forcible repossession of stolen goods! Discuss your 
character’s identity with the GM, either before or during the game. You may need 
to elaborate on how and where you learned a skill when you perform an appropriate 
action during play.

Special Abilities:
• When you search an area in haste, if the dungeon level is equal to your level or 

lower, you must roll equal to or lower than your Dexterity score on a d20 to 
fi nd hidden things. If the dungeon level is higher than your own, you must roll 
equal to or lower than half your Dexterity score, rounded down, on a d20 to 
fi nd hidden things.

• You always fi nd hidden things when you spend a turn searching a dungeon of 
your level or lower, and you always roll against your full Dexterity score when 
you search a higher-level dungeon (instead of half your Dexterity).
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Wizar d
Magic is a wondrous and powerful thing, yet dangerous, also—and feared! What 
better way for a wizard to win society’s acceptance than to become a hero?

Hit Die: 1d4.

Primary Attributes: Intelligence and Willpower.

Restrictions:
• You can’t fi ght while wearing a suit of plate.
• You do not receive a damage bonus for wielding a two-handed weapon.
• You must roll to cast spells like any other character when you are encumbered, 

wearing a suit of plate, or using a shield.

Skills: Wizards are learned in the ways of science and letters, and such arcane arts 
as alchemy and thaumaturgy. When you use one of these skills in a risky manner, if 
you have the proper tools (a laboratory, for example), you must roll equal to or lower 
than your Intelligence score on a d20 to successfully perform your task. If you lack 
the proper tools, you may still succeed at your task if you roll equal to or less than half 
your Intelligence score, rounded down, on a d20.

You might also be skilled at other, miscellaneous professions that you practiced 
poorly in order to survive. Discuss your character’s background and history with the 
GM, either before or during the game. You may need to elaborate on how and where 
you learned a skill when you perform an appropriate action during play.

Special Abilities:
• When you cast a spell and fail to control it, you may choose to ignore your 

failed roll and lose 1d4 points of Willpower instead. If this does not reduce 
your Willpower to zero, you retain control over your spell.

• When you cast a spell, whether you retain control or not, you may roll to keep 
it in your memory, instead of forgetting it. To remember a spell of your level or 
lower, you must roll equal to or lower than your Willpower score on a d20. To 
remember a spell of a level higher than your character, you must roll equal to 
or lower than half your Willpower score, rounded down, on a d20.

• You have mastery of 2 spells per level, plus additional spells equal to your 
Intelligence modifi er. If the total of your level and modifi er is less than 1, you 
have mastery over no spells.

• You have Psychic Armour. Roll a number of Hit Dice (d4s) equal to your level 
and add them together to determine your Psychic Armour score, just as you do 
for Disposition. You are not required to re-roll this score when you take a rest, 
but you may, if you like.
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