
STR DEX CON INT WIS CHA

CONSTITUTION INTELLIGENCE WISDOM CHARISMA DEXTERITY STRENGTH 

Damage d10 Armour YOUR MAX HP IS HP 6+CONSTITUTION

SCARRED -1 CONFUSED -1 STUNNED -1 SICK -1 SHAKY -1 WEAK -1 

Form 

LookName : 

Level
XP 

Assign these scores to your stats: 16 (+2), 15 (+1), 13 (+1), 12 (+0), 9 (+0), 8 (-1).

Angry Face, Calm Face, or Twisted Face.
Burning Eyes, Eyes Full of Darkness, or Haunted Eyes. 
Clawed Hands, Rough Hands, or Smooth Hands. 
Expensive Clothes, Old Clothes, or Ragged Clothes. 

Agargun, Amukube, Amy, Asami, Bakhtak, Cervantes, Clementina, Dante, Evelyn, 
Fiam, Fuseli, Garland, Goya, Haddiela, Jack, Jathuum, Kanashibari, Kanter, 
Karabasan, Krueger, Lodebrook, Mara, Nisha, Peach, Raskind, Robitaille, 
Rothschild, Ruskin, Sadako, Saya, Semiz, Suspiria, Unihalvaus, Varipnás, Virgil. 

The Nightmare

Hallways Never End 
When someone flees and you pursue them, if you know exactly where they are,
roll+CON. On a 10+, they cannot escape as long as you pursue them, regardless of
the pace you set. Hallways stretch on forever and their feet become heavy as lead.
You may catch them at the location of your choice. On a 7-9, they cannot escape
as long as you pursue them with all your might. You may catch them at a location
of the GM’s choosing. On a miss, you encounter something else, pursuing you. 
 

The Haunt of Fear 
You have an additional stat called Fear. You start with Fear+2. 
Gain +1 Fear whenever…: 
 Someone cowers before you in terror. 
 Someone runs from you in fear. 
 You deal damage. 
 You take damage. 
When you reach Fear+4, gain a debility. At Fear+6, gain another. 
 

Night Terrors 
You have made the acquaintance of other fearful denizens of the Land of Dreams,
and inscribed them on your memory. Choose one night terror to be inscribed, and
another each time you level up. If you encounter a monster that resembles a night
terror you do not have inscribed on your memory, you may inscribe it if you erase
another night terror you already have inscribed. 
 

When you summon a night terror you have inscribed in your memory,
roll+Fear. On a 10+, you summon the night terror of your choice and change your
Fear to +1. On a 7-9, you summon the night terror of your choice and choose one:
 Reset your Fear to zero. 
 You summon a second night terror of the GM’s choosing, that you cannot 

control. 
On a miss, you only summon a night terror of the GM’s choosing and you cannot
control it. 
 

Current Fear:    

Choose your form and attach the corresponding sheet: 
 

□ The Mask 
You are a nightmare from the Land of Dreams, possessing
the flesh of a mortal. 
 

□ The Mirror 
You are without fear, so you collect nightmares. Your true
form is a mirror, reflecting the fears of others. 
 

□ The Mount 
In the Land of Dreams, you ride a nightmare steed. But the
steed is your true self. 

Starting Moves

Gear 
In the waking world, you have a regular life that you have
neglected. Choose one aspect from the following that you
have completely neglected: employment, family, friends and
lovers, your health, your home. 
Your load is 8+STR. 
 

Choose your defences: 
 30 silver coins. 
 Bag of books (5 uses, 2 weight) and dungeon rations  

(5 uses, 1 weight). 
 Leather armour (1 armour, 1 weight), poultices and 

herbs (2 uses, 1 weight). 
 

Choose your weapons: 
 Claws (close). 
 Ragged sword (close, +1 damage, 1 weight). 
 Scimitar (close, 2 weight) and shield (+1 armour,  

2 weight). 
 Spiked club (close, 1 weight). 
 Subtle knife (hand, precise, 1 piercing). 
 



Drive 
Choose what drives you: 
 

□ Discovery 
Learn something useful from the waking world. 
 

□ Revolution 
Disrupt the halls of power. 
 

□ Vengeance 
Punish someone for their wrongdoings. 

All Your Fears Unleashed 
When you call out to someone else’s nightmares, roll+Fear. The GM writes
down that person’s greatest fear, but doesn’t show you, and you decide whether
to bring it forth or not. If you do, it becomes real, whatever it is. On a 10+, you
may ask three questions about it before you decide. On a 7-9, two questions. On
a miss, you may not ask any questions before you decide, and some other kind of
nightmare also answers your call. 
 

The Face of All Your Fears 
When you have someone’s full and undivided attention, you can show them your
true form, in all its horror. It is magical, planar, and terrifying, and perhaps not
always the same (describe it). When you show it to someone, roll+CON. On a
10+, they must choose one of the following actions to perform. On a 7-9, they
must either choose one, or reveal a dark secret to you in turn: 
 Attack you. 
 Cower in fear before you. 
 Flee from you in terror. 
On a miss, the tables are turned, and you must choose one from the list instead! 
 

Mask of Skin 
In the Land of Dreams, your mask is like a thin bag when you want it to be, not
solid like it always is in the waking world, and so you may contort your body into
inhuman shapes with relative ease. 
 

Stranger in this Land 
Your mortal body’s life is a strange and awful in your eyes, not like the other land
you know so well When you spout lore about the Land of Dreams, take +1. 

Additional Starting Moves 

Bonds 
Fill in the name of one of your companions in at least
one: 
 ____________________ does not share their inner life with others.  

I will respect this. 
 ____________________ has seen my true heart and did not flee. 
 ____________________ knows little of the Land of Dreams. I will 

ensure they see much of it. 
 ____________________ will help me navigate the waking world. 

The Mask A Nightmare Form

When you gain a level from 2-5, choose from these moves:
 

□ The Flip Side 
When you call out to someone’s nightmares, you may also ask their
player either of these questions: 
 What (or whom) does you character want more than anything? 
 What (or whom) makes your character feel safe? 
 

□ Heightened by Fear 
Requires: The Sleeper Awakens 
When in the presence of someone who is afraid, you may discern
realities with Fear instead of WIS. 
 

□ I Know What You Fear 
When you defend someone else, whose nightmares you have seen,
you get +1 hold, even on a miss. 
 

□ Multiclass Nightmare 
Choose a move from another class. Count your level as one lower for
the purpose of qualifying for the move. If you are asked to roll with a stat
for this move, use your Fear instead, and reset your Fear to zero on a 10+.
 

□ Prodigy of Terror 
Choose an additional night terror, from the levels 6-10 list, to inscribe on
your memory. This does not count against the limit your level puts on
how many night terrors you may have inscribed at one time. 

□ Terrifyer 
When you parley using nightmares or terrifying threats as
leverage, you may use CON instead of CHA. 
 

□ Terrors Two 
You may summon a night terror that combines the characteristics of two
night terrors you have inscribed on your memory into a single form. Roll
once to summon this dual terror. 
 

□ Under the Cover of Darkness 
When you attack someone in the dark, you may hack and slash
with Fear instead of STR. 
 

□ Windows to the Soul 
When you meet the gaze of a creature that dreams and look into
their soul, roll+CON. On a 10+, ask their player one or two questions
from the list below. On a 7-9, only one: 
 What are your character’s intentions? 
 What is your character afraid of? 
 What makes your character feel ashamed? 
 What makes your character feel vulnerable? 
Take +1 when you act on the answers. On a miss, they may ask you two
questions instead, plus they see your true form and are no longer afraid
of it. 

Advanced Moves 



Drive Additional Starting Moves 
All Your Fears Unleashed 
When you call out to someone else’s nightmares, roll+Fear. The GM writes
down that person’s greatest fear, but doesn’t show you, and you decide whether
to bring it forth or not. If you do, it becomes real, whatever it is. On a 10+, you
may ask two questions about it before you decide. On a 7-9, one question. On a
miss, you may not ask any questions before you decide, and some other kind of
nightmare also answers your call. 
 

The Face of All Your Fears 
When you have someone’s full and undivided attention, you can show them your
true form: a mirror that reflects their fears and nightmares back at them. When
you show it to someone, if they do not dream or feel fear, they see nothing. If
they do, roll+Fear. On a hit, they must choose one of the following actions to
perform: 
 Attack you. 
 Cower in fear before you. 
 Flee from you in terror. 
On a 10+, you also see what they see reflected in you, but on a 7-9, you don’t. On
a miss, the tables are turned, and you are possessed by their fears and nightmares.
You must either flee or do what these nightmares want. 
 

I Know What You Are 
When you use a nightmare move that gives you hold, you get +1 hold, even on
a miss. 
 

No Fear 
Though you may still feel hurt or sadness, fear can never put you at a
disadvantage or control your actions. When you take damage, do not increase
your Fear. Cross this option off of your haunt of fear list. 

Choose what drives you: 
 

□ Discovery 
Go where others fear to tread. 
 

□ Revolution 
Disrupt the halls of power. 
 

□ Vengeance 
Punish someone for their wrongdoings. 

Bonds 
Fill in the name of one of your companions in at least
one: 
 ____________________ does not know of my true nature, and I will 

keep it that way. 
 ____________________ does not share their inner life with others. I 

will respect this. 
 ____________________ knows little of the Land of Dreams. I will 

ensure they see much of it. 
 I want to see the nightmares of ____________________, but they are 

dangerous. I must tread lightly. 

When you gain a level from 2-5, choose from these moves:
 

□ The Flip Side 
When you call out to someone’s nightmares, you may also ask their
player either of these questions: 
 What (or whom) does you character want more than anything? 
 What (or whom) makes your character feel safe? 
 

□ Heightened by Fear 
Requires: The Sleeper Awakens 
When in the presence of someone who is afraid, you may discern
realities with Fear instead of WIS. 
 

□ I Know What You Fear 
When you defend someone else, whose nightmares you have seen,
you get +1 hold, even on a miss. 
 

□ Multiclass Nightmare 
Choose a move from another class. Count your level as one lower for
the purpose of qualifying for the move. If you are asked to roll with a stat
for this move, use your Fear instead, and reset your Fear to zero on a 10+.
 

□ Prodigy of Terror 
Choose an additional night terror, from the levels 6-10 list, to inscribe on
your memory. This does not count against the limit your level puts on
how many night terrors you may have inscribed at one time. 

The Mirror A Nightmare Form

□ Terrifyer 
When you parley using nightmares or terrifying threats as
leverage, you may use CON instead of CHA. 
 

□ Terrors Two 
You may summon a night terror that combines the characteristics of two
night terrors you have inscribed on your memory into a single form. Roll
once to summon this dual terror. 
 

□ Under the Cover of Darkness 
When you attack someone in the dark, you may hack and slash
with Fear instead of STR. 
 

□ Windows to the Soul 
When you meet the gaze of a creature that dreams and look into
their soul, roll+CON. On a 10+, ask their player one or two questions
from the list below. On a 7-9, only one: 
 What are your character’s intentions? 
 What is your character afraid of? 
 What makes your character feel ashamed? 
 What makes your character feel vulnerable? 
Take +1 when you act on the answers. On a miss, they may ask you two
questions instead, plus they see your true form and are no longer afraid
of it. 

Advanced Moves 



Drive Additional Starting Moves 
All Your Fears Unleashed 
When you call out to someone else’s nightmares, roll+CON. The GM writes
down that person’s greatest fear, but doesn’t show you, and you decide whether
to bring it forth or not. If you do, it becomes real, whatever it is. On a 10+, you
may ask two questions about it before you decide. On a 7-9, one question. On a
miss, you may not ask any questions before you decide, and some other kind of
nightmare also answers your call. 
 

The Face of All Your Fears 
When you have someone’s full and undivided attention, you can show them your
true form, in all its horror. It is magical, planar, and terrifying, and bears no rider
at all (describe it). When you show it to someone, roll+CON. On a 10+, they
must choose one of the following actions to perform. On a 7-9, they must either
choose one, flee from you in terror, or reveal a dark secret of their own: 
 Attack you. 
 Cower before you in fear. 
 Give you something they think you want. 
On a miss, the tables are turned, and you must choose to either cower in fear or
give them something they want. 
 

Ghostly Rider 
Your rider cannot cause harm or be harmed, though it can be stolen from you.
You can always command it and use its senses—you communicate telepathically
and it does not have a mind of its own. When your rider actively helps you defy
danger, take +1. When you parley without either threats or your rider, take -1. 

Choose what drives you: 
 

□ Challenge 
Fight something stronger than you and survive. 
 

□ Discovery 
Go where others fear to tread. 
 

□ Freedom 
Escape the clutches of someone powerful. 

Bonds 
Fill in the name of one of your companions in at least
one: 
 ____________________ does not share their inner life with others. I 

will respect this. 
 ____________________ knows little of the Land of Dreams. I will 

ensure they see much of it. 
 ____________________ will help me navigate the waking world, 

almost like a steed themselves. 
 I want to see the nightmares of ____________________, but they are 

dangerous. I must tread lightly. 

When you gain a level from 2-5, choose from these moves:
 

□ The Flip Side 
When you call out to someone’s nightmares, you may also ask their
player either of these questions: 
 What (or whom) does you character want more than anything? 
 What (or whom) makes your character feel safe? 
 

□ Heightened by Fear 
Requires: The Sleeper Awakens 
When in the presence of someone who is afraid, you may discern
realities with Fear instead of WIS. 
 

□ I Know What You Fear 
When you defend someone else, whose nightmares you have seen,
you get +1 hold, even on a miss. 
 

□ Multiclass Nightmare 
Choose a move from another class. Count your level as one lower for
the purpose of qualifying for the move. If you are asked to roll with a stat
for this move, use your Fear instead, and reset your Fear to zero on a 10+.
 

□ Prodigy of Terror 
Choose an additional night terror, from the levels 6-10 list, to inscribe on
your memory. This does not count against the limit your level puts on
how many night terrors you may have inscribed at one time. 

The Mount A Nightmare Form

Advanced Moves 
□ Terrifyer 
When you parley using nightmares or terrifying threats as
leverage, you may use CON instead of CHA. 
 

□ Terrors Two 
You may summon a night terror that combines the characteristics of two
night terrors you have inscribed on your memory into a single form. Roll
once to summon this dual terror. 
 

□ Under the Cover of Darkness 
When you attack someone in the dark, you may hack and slash
with Fear instead of STR. 
 

□ Windows to the Soul 
When you meet the gaze of a creature that dreams and look into
their soul, roll+CON. On a 10+, ask their player one or two questions
from the list below. On a 7-9, only one: 
 What are your character’s intentions? 
 What is your character afraid of? 
 What makes your character feel ashamed? 
 What makes your character feel vulnerable? 
Take +1 when you act on the answers. On a miss, they may ask you two
questions instead, plus they see your true form and are no longer afraid
of it. 



Advanced Moves Continued 
When you gain a level from 6-10, you may choose from these moves
or from the level 2-5 moves: 
 

□ Chimeric Terror 
Replaces: Terrors Two 
You may summon a night terror that combines the characteristics of two
or three night terrors you have inscribed on your memory into a single
form. Roll once to summon this chimera. 
 

□ Collector of Terrors 
Requires: Prodigy of Terror 
Choose an additional night terror, from the levels 6-10 list, to inscribe on
your memory. This does not count against the limit your level puts on
how many night terrors you may have inscribed at one time. 
 

□ The Curse 
When you address a person by name and describe a nightmare to
them, roll+Fear. On a 10+, hold 2 curse over them. On a 7-9, hold 1.
While you have a hold over them, they dream of this nightmare
whenever they sleep. They can spend 1 curse of your hold by doing
something you tell them to do or giving you something they know you
want. You can spend 1 curse to show them these nightmares at any time,
which counts as showing them the face of all their fears and rolling 7-9.
You may only hold curse over one person at a time. On a miss, you must
do something for them, instead. 
 

□ Diversified Nightmare 
Choose a move from another class. Count your level as one lower for
the purpose of qualifying for the move. 
 

□ The Nightmare Walks 
As long as you are in the Land of Dreams, you may assume your true
nightmare form whenever you want. If you do so in front of a crowd,
they must all choose one option from the face of all your fears, as if you
had rolled 7-9. In addition, you take a debility, automatically summon a
night terror, and your Fear resets to +1. 

□ Private Nightmare 
When you call forth someone’s nightmare, you may choose to
make it real only for that person and for you, and no one else. In
the Land of Dreams, this may transport the two of you to another
dream kingdom, at your option. In the waking world, choose
whether both your bodies continue to act the way they do in the
nightmare, or whether they sit still while this experience happens
only in your minds. 
 

□ They Became What They Beheld 
When you call forth someone’s nightmare, you may choose to be
transformed into that nightmare instead. If you do, you have 2 hold to
spend on monster moves that the GM assigns to this form. Spend a hold,
the move happens. Once you are out of hold, you revert back to your
normal form. You may spend all your remaining hold to revert whenever
you want. 
 

□ Two-Way Mirror 
Requires: Windows to the Soul 
When you bring forth someone’s nightmares, or show them your
true form, gain 1 hold on them. You may spend this hold to read their
mind for a moment or see into their dreams. You may only retain hold
over one person at a time. 
 

□ Windows to the Heart 
Replaces: Windows to the Soul 
When you meet the gaze of a creature that dreams and look into
their soul, roll+CON. On a 12+, ask their player up to three questions
from the list below. On a 10-11, ask one or two. On a 7-9, only one: 
 How could I get your character to __________? 
 What are your character’s intentions? 
 What is your character afraid of? 
 What makes your character feel ashamed? 
 What makes your character feel vulnerable? 
Take +1 when you act on the answers. On a miss, they may ask you two
questions instead, plus they see your true form and are no longer afraid
of it. 
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Night Terrors 
When you level up between levels 6-10, you may choose one of the
following to inscribe on your memory, or one from the level 1-5 list: 
 

□ Banshee 
You summon a screeching, wailing face and send it against your foes. It
is an illusion, but loud and terrifying, and freezing cold. 
 

□ The Burning Stake 
You summon a bonfire. One or more figures writhe inside, causing
sparks to fly. The fire spreads, and you may not banish this terror. 
 

□ Demon Whip 
You summon a wicked, barbed whip (close, reach, +1 damage, 1 weight)
into your hands. Defy danger with DEX to disarm your opponents or to
wrap the end of the whip around something. 
 

□ Devil Storm 
A supernatural storm appears—a rain of frogs, perhaps, or a swift-
moving dust devil that spits lightning. 
 

□ Earthquake 
The earth shakes and splits open, belching forth poison clouds of gas. 
 

□ False Face 
You summon a mask of skin that appears to be the face of the last person
you have touched. You may wear the mask and appear to be that person,
but the disguise is weak and will fail if challenged—of if you reveal the
truth of what lies beneath. 
 

□ Nightmare Window 
You open a window into some hapless mortal’s nightmares and learn
something useful and interesting about the topic of your choice. If you
gaze in wonder too long, however, the window may become a doorway…
 

□ Stinking Ooze 
You summon a mass of terrible, disgusting ooze to cover any one
inanimate object of your choosing, within the range of your senses. 
 

□ Terror Bridge 
By stretching your hands between two places you can see, you may allow
another person to walk between them, over your shoulders as if over a
bridge. If they should stray from the path, or turn back, however, they
must face their own nightmares made real. 
 

□ Vampire Bat 
You summon a vicious, flying terror to attack your foes. You may
command it and volley with it as if it were a ranged weapon. You may
not choose to expend ammo on a 7-9. 

At level 1, and when you level up between levels 2-5, choose one of
the following night terrors to inscribe on your memory: 
 

□ Black Cloud 
A stormcloud appears immediately, throwing down your choice of
thunder and lightning, rain or hail. 
 

□ The Butler Did It 
You summon a demonic manservant to carry things for you. It has a load
of 18, and 12 HP. It cannot fight, but otherwise does what you tell it to,
and leaves once you have reached the safety of a settlement (or a house
inside a settlement). 
 

□ Drag the Waters 
A tentacle-like appendage appears out of any body of water to drag
someone in. 
 

□ Endless Stairs 
You summon a flight of stairs. You may put these nightmare stairs
overtop another set of stairs, or use them to walk where there are no
others, as you will. But these nightmare stairs take ten times as long to
climb as normal stairs do. 
 

□ Grisly Maw 
You summon a ragged mouth that will chew through rope, bonds, and
other soft materials. 
 

□ Memento Mori 
You summon a piece of a human corpse—a skull, perhaps, or a severed
head or hand. It does not resemble anyone you know. 
 

□ Nightgaunt 
You summon a faceless horror that grabs a person and flies them away,
depositing them at the location of your choice after tickling them
mercilessly. 
 

□ Pale Horse 
You summon a nightmare steed to take you wherever you want to go, in
the waking world or in dreams. 
 

□ Pale Rider 
You summon an imp to sit on the chest of someone who is already lying
down. They cannot move until they fall unconscious, someone else
removes the imp, or you banish it. The imp is banished when you
summon another night terror. 
 

□ The Rat 
You summon a small, rat-sized imp that scurries away to a location you
name, then returns to tell you of what it heard and saw there. 
 

□ Skeleton Key 
You summon a grisly bone that opens any lock. Once it has opened a
lock, it becomes an otherwise-useless bone. 
 

□ Yellow Cloud 
A cloud of noxious, choking fumes appears, stinking up the place,
obscuring sight. 


