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 It is a place of mystery and beauty, of delight and madness, of 
horror and of discovery and of limitless strangeness; an infinite curve of 
forever where the slumbering minds of mortals and immortals alike swim 
the fathomless oceans between the impossible and unthinkable. It is 
beyond heaven or hell, further than the farthest stars yet lurking within 
your own mind. It is Dream, and here there are different gods. 
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Introduction
“I have often wondered if  the majority of  mankind ever 
pause to reflect upon the occasionally titanic significance 
of  dreams, and of  the obscure world to which they 
belong.”

Beyond the Wall of Sleep - H.P. Lovecraft

 It is a realm peopled entirely by products of  the 
imagination, a place of  magic, monsters and horror. 
It is a land where mighty heroes carve out empires 
for themselves by the strength of  their arms and the 
keenness of  their wits. It is a place where mortal 
men can obtain such power as to challenge the 
gods themselves. It is the Plane of  Dreams and it is 
perhaps the ideal realm in which to set a roleplaying 
game, though few gamers, to my knowledge, have 
realized that. Indeed, it was a realization that came 
to me only after I started working on the Coliseum 
Morpheuon.
 In the Plane of  Dreams, anything is possible: 
indeed in theory it is a realm in which anything 
dreamed of  by men does exist. GMs who wisely 
place their stories in this fabled realm have reason and 
opportunity to freely use whatever strange creatures 
their hearts desire without shame, for the fantastical 
therein is commonplace, more-so than in any other 
realm. Nor does every adventure in the Plane of  
Dreams have to be beyond the pale. For men dream 
of  the mundane as often as the extraordinary.
 The Plane of  Dreams is not a concept unique 
to a fantasy roleplaying game. Lewis Carroll’s 
Wonderland can rightly be interpreted as a 
manifestation of  the dreaming world. Michael Ende, 
in his 1979 German novel, The Neverending Story (Die 
unendliche Geschichte) postulated such a realm, naming 
it Fantastica (Phantásien). Perhaps better known to 
many gamers are the Dreamlands of  H.P. Lovecraft 
(who was himself  influenced in this regard, we are 
told, by Lord Dunsany), a realm entered through 
dreams and one in which experienced dreamers 
wield enormous power. Brian Lumley, building on 
the work of  Lovecraft, has written several books 
set in the dreamlands (Iced on Aran, Hero of  Dreams, 
etc.) and, truth be told, Lumley‘s sword and sorcery 
dream-adventures have influenced me as much as 
anything in presenting the dreaming world. Gamers 
interested in the Plane of  Dreams are encouraged to 

hunt up some of  these books and give them a read.
 Back though to the matter at hand: roleplaying 
in the Plane of  Dreams. In a sense, all our games are 
set in this realm as they are the products of  our joint 
imaginations. Purposefully setting a campaign there, 
as this book does, is merely taking the venture to the 
next logical step.
 This book is really two works in one, each 
complimenting the other. Firstly it is a presentation, 
albeit brief, considering the subject matter, of  the 
Plane of  Dreams and the Island of  the Coliseum. 
We recognize that it would be impossible for one 
book to fully capture a whole Plane, let alone a Plane 
formed by the many dreams of  sleeping men, and, in 
truth, we have not really tried to do more than offer 
a taste of  this Plane. However, it is my hope that this 
mere taste will inspire others to create and set stories 
in this mutable and morphic world of  magic, fancies 
and nightmares. The second purpose of  this book is 
to present an adventure: The Damnation Epoch, a 
gladiatorial module set in the Chimeric Amphitheater 
of  the Coliseum Morpheuon.
 Because this adventure is a high-level adventure, 
and we presume that many who decide to use it 
will already have well-developed characters, we 
understood that it would be impossible to present a 
single adventure which would appeal to everyone. 
Thus we tried a different tack. The Damnation Epoch 
is presented in a modular form. We have fashioned 
the bits and pieces of  a half  dozen adventures and 
presented them in such a way as to allow GMs to 
weave together the story that best fits the needs of  
their players. Indeed, it is possible to play through 
the Damnation Epoch a number of  times, each time 
focusing on a different set of  personalities, and, each 
time, telling a different story. It will be interesting to 
see what people do with this.
 However you choose to use the Coliseum 
Morpheuon: The Damnation Epoch, we hope you 
have fun with it and are inspired to continue to 
adventure in the Realm of  Dreams, even after the 
Damnation Epoch is finished and the Cup of  Desires 
is won.

Jonathan McAnulty
July 9th, 2010
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Chapter One: The Plane of Dreams
“We may guess that in dreams life, matter, and vitality, 
as the earth knows such things, are not necessarily 
constant; and that time and space do not exist as our 
waking selves comprehend them.”

Beyond the Wall of Sleep – H.P. Lovecraft

 A realm little-mapped and barely understood even by the 
most erudite of  sages, the Plane of  Dreams is a mutable and 
ever-changing place. It has been compared to an ocean of  ever-
shifting stars, to a candle-lit cavern so deep beneath the world 
that the laws of  time and gravity begin to break down among 
the roots of  the continents, or even to a constellation-web of  
constantly intermingling realities blowing in an unseen ghost-
wind and dripping with fireflies.
 All three comparisons, and many more, are correct; 
yet none truly capture the warping undulation of  thoughts, 
memories, desires, secrets, sorrows and unconscious affinities 
which make up the Plane of  Dreams. It is a multi-layered 
transitive eternity, the barest surface of  which is breached by 
the millions of  disconnected mortal minds slipping into and 
out of  consciousness. Tens of  thousands of  self-contained 
dreamscapes bloom and fade, each one thick with symbols and 
sorceries and masks of  fractured unlogic, all vanishing half-
forgotten in a mere handful of  hours.

Planar Traits
Subjective Gravity & Morphic Subjective Gravity: Although 
for most sentient beings the gravity of  the Plane of  Dreams is 
identical to the mortal world’s, the laws of  gravity are easily 
undermined by those with the power and energy to exert their 
will (see sidebar: Morphic Subjective Gravity). In certain 
remote places within the expansive plane, the rules of  gravity 
begin to break down further, creating pockets of  light, heavy or 
even no gravity. These conditions can be temporarily altered by 
sentient creatures, just as the normal gravity can.

Erratic Time; Accurate Epochs: A day spent in the Deeper 
Dreaming can last a decade in the Material Plane, and vice 
versa. Although time on the Slumbering Sea does not perfectly 
correspond to time in the Material Plane, in the long term, over 
the course of  a century or more, the streams of  time in both 
places are roughly concurrent.

Highly Morphic: Features of  the Dream Plane change 
frequently and it is rare for a large area to remain stable. The 
plane reacts dramatically to specific spells, planar conjunctions, 
sentient thoughts, and force of  will.

Oneiromorphic: Specific mortal dreamers, the sleepwalkers 
called oneirobound, have the ability to alter objects, creatures, 
and the landscape on the Plane of  Dreams. Other characters find 
the plane similar to any other alterable plane in that it may be 
affected by spells and physical effort, but the will of  oneirobound 
may cause areas to change instantly and dramatically.

Mildly Neutral-aligned Normal Magic, with Exceptions: 
Most magic works as normal in the Plane of  Dreams but as 
is true of  most things on the Slumbering Sea, at various times 
and in sundry locations, a particular spell may not function as 
expected. In particular, the Dream spell functions differently 
than normal (see sidebar: Dream Messages).

Regions of the Dream Plane
 The outermost regions of  the Dream Plane are called the 
Shores of  Sleep. “Shores” is something of  a misnomer for the 
region features an ever-changing landscape, constantly molded 
and remolded according to the unconscious imaginings of  
slumbering entities. Almost all sentient beings send themselves 
nightly into this ephemeral realm, touching it with their minds, 
though seldom staying long.
 Some dreamers push onward and deeper into the plane. 
They travel down banks and over hills, past petal-strewn 
beaches dotted with glittering windows offering glimpses of  
hidden selves, into the deeper drifts of  the sparkling mass-mind 
which coils around the unknown infinity of  true Dream: into 
the Shallows. In the Shallows, the memories of  the dead are 
mingled and mixed. Here the souls of  sleeping deities dwell 
and the visions of  mad prophets are tossed in undercurrents 
of  worlds dying and worlds reborn. Perhaps most frightening 
of  all are those unvarnished glimpses into the true size and 
scope of  the cosmos, for, at times, in the Shallows, one can see, 
unfettered, the massive machinations of  the cosmos, turning 
endlessly in the deep. Night hags and ghouls call the Shallows 
home and few wanderers linger long in this misty region.

Morphic Subjective Gravity
Within the Plane of  Dreams, characters may attempt to alter their 
own gravitational direction and pull as a free action. A successful 
DC 25 Wisdom check sets a new direction of  personal gravity; this 
check must be made once per round in order to maintain the new 
gravitational situation. Any character who fails this Wisdom check 
receives a cumulative +4 bonus on subsequent checks in successive 
rounds until he or she succeeds, at which point the bonus is gone. 
Creatures using this ability can so alter gravity as to grant themselves 
a Climb or Flight speed equal to half  their base movement.
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 Just beyond the Shallows, out into mists and storm-wracked 
darkness, there lies the Slumbering Sea of  the Deepest Dreaming: 
a way between worlds, roiling with chance and deception and 
mysteries beyond the ken of  gods. Lit intermittently by the 
flashing neon storms of  on-rushing tomorrows and groaning 
with the still-churning dust of  prehistory, this mad ocean 
intersects with whirlpools rushing ever down into the depths 
of  Shadow and translucent stairways leading up into the 
Ethereal.
 Across the bowl of  this bending and churning ocean, 
strewn with its incongruous towers and trenches carved of  
thicker dream-stuff, there are islands: weird harbors bathed 
in the glow of  strange suns and peopled with lost dreamers; 
unnatural forests where strange trees with tattooed leaves 
snatch their meals from schools of  multi-eyed squid rushing 
ever upstream; and strange deserts where thirst manifests in 
many forms. Amid the peaks and valleys of  these isles there 
are bizarre kingdoms which are claimed and ruled by powerful 
lords. One such island is home to the Coliseum Morpheuon, 
and to its master, the mysterious Khan of  Nightmares; but 
there are many others.

The Idle Isles of Daydream
 Not far from the Shallows, as such distances are reckoned, 
there is an archipelago where rocky shores slowly rise from the 
Sea in an endless cycle. Most, when they reach a certain height, 
begin to sink again, down to the dream-dark depths. These are 
the Idle Isles and upon their transient banks, all manner of  
soft and gentle things may appear. Unicorns prance through 
flowered meadows. Soft snow falls outside while warm hearths 
pour forth the odor of  fresh baking. Delighted children play 
in golden meadows and lovers walk hand in hand through the 
rain.
 Among the Idle Isles there are three landmarks that remain 
more or less constant. The first of  these, the broad, lush Isle 
of  Bene holds soaring crystal towers, feast halls formed from 
ever-cascading waters, great floating auditoriums formed from 
single immense soap-bubbles, and numerous other strange 
architectural wonders. Such are the wonder of  Bene that many 
who land upon its shores lose any desire to leave. For every 

day spent on Bene, a character loses one point of  Wisdom. 
Leaving Bene restores this Wisdom at the rate of  1 per hour, but 
a character must make a DC 18 Will save to voluntarily leave.
 The second of  the permanent Isles is Est. From the air, Est 
appears as a great purple-green jungle isle, ringed with a great 
fence of  stone, set with many gates. Each gate allows only one 
visitor at a time but those who enter through these portals find 
themselves in a paradise of  joyful bliss. It is rumored, however, 
that once inside the gate, the portals are hard to find and that 
souls who spend too much time in the happy interior perish and 
are consumed by the island itself.
 The final and strangest of  the three landmarks of  the Idle 
Isles is great Sul, an immense land shaped like a tree of  stone 
and metal. The branches of  Sul end in massive bowls and once 
a day one of  these branches dips into the Sea and lifts up a 
lesser isle. The sixty branches of  Sul slowly rotate and move 
so that after a space of  thirty days each scooped isle reaches 
a zenith, at which point it vanishes in a great cloud of  white 
vapor shot with silver light, along with anyone and everything 
on the isle.

The Ghoulish Cliffs
 Ghouls and ghasts have a knack for bodily entering the 
Plane of  Dreams. Many of  these ghouls end up in service to 
night-hags, but a few manage to escape further into the plane. 
The ghoulish cliffs are a series of  tall, rocky, windswept islands, 
devoid of  vegetation. These craggy, mountainous isles are 
honeycombed with caves and tunnels. Thousands of  ghouls 
call the cliffs home. These undead sometimes prey upon the 
unwary traveler but there are also tales of  them helping those 
they take a fancy to. Those who have visited the tunnels of  
the Ghoulish Cliffs and returned to tell the tale report that the 
ghouls possess a structured, albeit debased, society based as 
much on intellectual ability as on strength of  tooth and claw.

The Halls of Painted Heaven
 Isolated by choice and by design from most of  the Plane 
of  Dreams, the Halls of  Painted Heaven are found on a lonely 
island far out on the Slumbering Sea. The waters around this 
island are perpetually calm and the island itself  is serene. Those 
who enter the marble temple that dominates the island find 
themselves in a spacious hall that extends eternally onward, 
populated by an order of  monks who spend their days and 
sleepless nights with brush in hand and paint pots ever clacking. 
They paint heaven on the walls of  the hallway, every single, 
detailed version of  it. They believe that the dreams of  those 
righteous souls who long for heaven, a place of  eternal peace 
and bountiful rest, must be faithfully recorded. Few ever visit 
the Halls but occasionally, some matter of  great celestial import 
requires a visit to the Halls. Those who return from these 
excursions report that the Halls bustle with life and activity. 
They also report that the monks are loath to receive visitors 
who will not aid them in their eternal task. Depicting heaven 

Dream Messages
 Normally, the dream spell requires the recipient of  the dream 
message to be asleep. While on the Plane of  Dreams, all recipients 
of  the dream message are considered to be sleeping for purposes of  
delivering the message (which arrives instantaneously over unlimited 
distance). Furthermore, the recipient may choose to extend the 
duration of  the effect indefinitely by entering a trance identical to 
the trance originally entered into by the spell’s messenger.
 If  the duration of  the spell is extended, the messenger and the 
recipient may communicate freely for as long as they desire within 
the trance-created, shared dream. If  either the messenger or the 
recipient chooses to end the trance, the spell ends immediately.
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is strenuous work and some say that the monks are not above 
trying to press the weak into their order.

Storms on the Slumbering Sea
 The Plane of  Dreams maintains an exaggerated reflection 
of  the weather in the mundane world. This means that while 
beautiful days are idyllic, inclement weather can be truly 
horrific. Great storms frequently lash the coasts, forming 
enormous waterspouts and whirlpools, sending great waves 
across the waters, waves which could just as easily destroy a 
traveling vessel as scoop it up in uncaring hands to deposit it 
on some distant shore of  the Dream. The collective fears and 
hopes of  nations and regions influence these phenomena. The 
anticipating dread of  an impending army might spawn a great 
and violent storm, full of  howling winds and jagged bolts of  
lightning. An imminent natural disaster, such as a rumbling 
volcano or an earthquake’s preemptory shudders could cause 
swirling vortices going either up or down. A comet in the 
sky or a regent’s upcoming wedding might create an area 
of  contemplative calm or erratic waterspouts. A great fire, a 
terrible plague, or some other disaster or genocide could send 
towering waves across otherwise unremarkable portions of  the 
Slumbering Sea. Canny navigators learn to read the signs on 
the horizon and weather the pseudo-natural phenomena, while 
the inexperienced can easily find themselves being swept away 
and into a region of  the Dreaming they had not intended to 
visit.
 Travelers on the Slumbering Sea use Profession (navigator), 
Profession (sailor) or Knowledge (the planes) to spot and survive 
the various pseudo-natural phenomena. The base DC to identify 
an impending phenomenon is 25. For every 5 by which a check 
exceeds this value, the character recognizes the potential event 
an hour before it occurs. The base DC to successfully pilot a 
vessel through such an event is 30 and may increase for larger 
or more intense events. Characters with more than one of  these 
three skills may add an extra +3 for each additional skill they 
have five or more ranks in and other characters can aid in both 
spotting and navigating as normal. If  a piloting check fails, the 
vessel becomes lost on the Slumbering Sea. If  the check fails by 
five or more, there is a secondary storm effect. Such secondary 
effects might include delays, planar portals, portals to other 
portions of  the Plane of  Dreams, damage to the vessel, injury 
to the travelers, long-term fear effects, subtle enchantments, and 
dreaded maze-like effects. The GM should adjudicate the result 
according to both the magnitude of  the failure and the cause of  
the storm.

Inhabitants of the Slumbering Sea
 The Plane of  Dreams is filled with life. Great lumbering 
chimera born from the fevered imaginings of  sleeping gods 
and titans roam the murky expanses. Night hags make their 
lairs in dark caverns near the Shallows. Majestic ships sail the 
Slumbering Sea and countless kingdoms rise and fall nightly.

 Despite this, the plane has few native inhabitants. Some say 
that the men of  Leng are natives to the plane but others suggest 
they too are wanderers from some long-forgotten and shadowy 
plane. Most creatures encountered in the plane, except those 
beings called momentarily into existence by some sleeping 
mind, are those who have journeyed from another realm and 
now choose to live within the Dreaming. Some are pariahs and 
hermits, others are explorers who constantly crave new scenes 
and vistas, still others are simply lost souls who have stumbled 
from sleep into a waking dream. Despite their differences, those 
who call the plane home are almost universally strong-willed: 
they must be to survive.
 There are as many sorts of  people inhabiting the plane as 
there are races that sleep. Still, amongst these, some are more 
common than others. Fey in particular find the Plane of  Dreams 
to their liking. Their strong personalities permit them to fashion 
personal realms of  fantastic luxury and arcane beauty. The less 
scrupulous fairy folk prey upon errant sleepers whose deep 
dreams bring them temporarily into the plane, and travelers 
who find themselves adrift in the Sea. These fey subsist upon 
the hopes, fears, and emotions of  their prisoners, occasionally 
manipulating them into acting out ancient tales. This play-
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acting reinforces the faerie’s own existence and grants them the 
strength to expand their homes. Some, like the Steward of  the 
Vines or the Lady of  Wretched Sorrows, draw such power from 
dreamers that they lord over domains requiring several days to 
cross.
 Technically, there are two sorts of  individuals in the plane: 
those who are there bodily and those who are not. Such is the 
nature of  the plane, however, that it is almost impossible to 
distinguish between the two and few, after much time spent on 
the plane, give this distinction much thought. The oneirobound 
are the main exception to this rule.

Entering the Plane of Dreams
 Though the easiest way to enter the Dream Realm is 
through the passage of  sleep, there are physical passages as well 
and even some magics that will transport an individual into this 
ephemeral realm.
 All dreamers touch the Plane of  Dreams with their minds 
as they slumber. Children sometimes have a knack for mentally 
brushing it even while awake. While most dreamers scarcely 
scratch the surface of  this immense plane, it is possible to train 
one’s self  to remain longer than is normal on the Shores of  Sleep 
and from there an individual can sometimes journey further, out 
past the Shallows to where white-sailed, anchored ships wait to 
greet them and ferry them out over the Slumbering Sea. Certain 
drugs are said to aid in this endeavor and some speculate that 
many oneirobound are those individuals who cannot awaken 
in the mortal world—whether because of  injury or magic, none 

can say. It is known that some magically-induced sleeps can 
result in especially vivid dreams and it is thought that at such 
times, the spell bound are journeying far across the Slumbering 
Sea, though only seconds may pass in the Material Plane.
 There are gates, called oneirovents by some, into the 
Dream Lands. Most of  these are found in either the Astral or 
Ethereal Planes but there are some hidden doorways even in 
the Material Plane. Secret standing-stones hidden beneath the 
world or tucked away in the mountains of  forgotten, sunken 
cities often mark the places where the mortal world intersects 
with the Deepest Dreaming, but reaching these is often an 
adventure in and of  itself. Many of  these oneirovents can only 
be accessed at certain times or under strange conditions: at 
midnight, for instance, on the winter solstice, while everyone 
within one thousand miles is exhausted or sleeping; or while 
the full moon shines on a hundred sleepwalkers all carrying 
unlit paper lanterns.
 More common than gates are magical items keyed to the 
Plane of  Dreams. The most famous of  these is the Silver Key 
of  Celephais, though so many dreamers claim to have used 
this relic that many believe there are a multitude of  these silver 
keys roaming the multiverse. For those who cannot obtain such 
an artifact or find a reliable gate, there is always the option of  
plane shift, amulets of  the planes and the like. Few willingly use 
these last choices, however, as the morphic nature of  the plane 
makes it impossible to predict what dangers one will be placed 
in upon arrival, and materializing in the middle of  a violent 
maelstrom, far from land, is never pleasant. 
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Chapter Two: Dreamburning
“Every great dream begins with a dreamer. Always 
remember, you have within you the strength, the 
patience, and the passion to reach for the stars to change 
the world.”

Harriet Tubman

 On the Slumbering Sea, Dreams are power. For the native 
inhabitants of  the realm, the manipulation of  this power is as 
natural as the mortal transfer of  oxygen to blood, but those 
few sentient outsiders who seek to make a home on the plane 
have an art, called Dreamburning, which allows the user to 
manipulate the very planar fabric – albeit at a cost.
 Any character who is physically visiting the Plane of  
Dreams can practice Dreamburning. True Dreamers (i.e. those 
with their bodies still on some other plane), oneirobound, and 
those true natives of  the Plane do not manifest their Dreams 
physically and cannot burn Dreams (their own or others’). 
Note however, that while they may not be able to burn Dreams, 
certain natives can feed on Dreams or otherwise manipulate 
them.

Character Preparation
 There are three levels of  Personal Dreams: Hopes, Aspirations, 
and Goals.
 It is necessary to assign each character one Hope, one 
Aspiration and one Goal. This should be done during character 
creation for campaigns entirely based in the Plane of  Dreaming; 
or, for seasoned characters, before they arrive in the realms 
of  Dream. To do this, ask your players to answer these three 
questions for their characters:

“What did your character always want as a child?”
 Was it a particular pet? A certain toy? Or perhaps a desire 
to see a famous person or place? To never be hungry or to know 
a lost parent? Perhaps to travel? Or was it to return to a certain 
place?
  Consider your character’s origin and childhood as you 
answer this question and choose a personal Dream.

“What did your character desire in adolescence?”
 Did the character seek the love of  a particular person? 
Acceptance in a group of  people? Perhaps she desired money 
to pay for essentials, the approval of  an authority figure, or 
merely power? Was there a girl? A guy?
 Consider your character’s social status as it may influence 
this personal Dream.

“What does your character strive for as an adult?”
 Maybe the character wants immense wealth or a marriage 
to a particular person? Perhaps just to bed a specific person? 
Perhaps a desire to join a prestigious group or organization? Is 
he after land and titles? Or just a simple sort of  life?
 Consider your character’s religious beliefs, if  any, as you 
choose this personal Dream.
 Encourage the players to answer these questions with 
several details, including names, physical descriptions, and 
personalities. Ceremonies should have dates. Organizations 
and groups should be connected to famous people, deeds or 
locations.
 When these questions have been answered, have the players 
rank these Dreams in order of  importance: the most important 
will be their Hope, the second will be their Aspiration, and the 
last will be their Goal.

Using Dreams
 In the Plane of  Dreams, personal Dreams have a form and 
substance. In a certain light they appear as semi-tangible halos 
circling those who carry them. These Dreams can be traded, 
sold, or stolen. Among those who trade in Dreams, one Hope 
is worth two Aspirations. One Aspiration is worth two Goals.

Burning Dreams
Once per turn, as an immediate or swift action that does not 
provoke an attack of  opportunity, a carried Dream can be 
burned to provide a supernatural benefit to the character.
 Burning a Dream once does no physical harm to the one 
burning it, although players are encouraged to role-play the 
consequences of  corroding or losing their life-long memories 
and desires. The first time a Dream is burned it is considered 
degraded but is otherwise unchanged. A mark should be placed 
next to it on the character’s sheet to indicate its use. When a 
Dream is burned a second time, it becomes the next lower type 
of  Dream: Hopes become Aspirations, and Aspirations become 
Goals. Goals are totally destroyed when they are burned a 
second time. When a Hope or Aspiration is downgraded, it 
loses its degraded status, and can thus be burned twice more 
before being downgraded again.
 Burning a Dream provides any one of  the following 
benefits. Unless otherwise noted, use of  this ability can only 
affect actions within 30 ft.:

Hopes:
Negate a critical inflicted upon the character.
Confirm a critical inflicted by the character.
Inflict maximum or minimum damage on an attack by or 
against the character.
Empower a damage roll by the character.
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Aspirations:
The character may re-roll a failed roll.
The character may force another character within 30 ft. to re-
roll a roll.
The character automatically hits a foe or succeeds at any one 
roll.
The character’s successful attack threatens a critical strike.

Goals:
Provide a +3 bonus to a roll.
Inflict a -3 penalty to a roll.
Increase a single DC by 3.
Reduce a single DC by 3.
Allow a character to gain twice its level in temporary hit 
points.

Dreams that once belonged to others can also be burned. Using 
another character’s Dreams provides the appropriate benefits, 
but also grants the original dreamer a bonus on all rolls against 
the character burning their Dream, including damage rolls. 
The amount of  this bonus depends on the type of  Dream 
degraded, downgraded or destroyed. Hopes provide a +4 bonus, 
Aspirations a +2 bonus and Goals a +1 bonus. Always choose 
the highest bonus, even if  a Dream has been subsequently 
downgraded through use by the current user. These bonuses 
may be cumulative if  more than one Dream is being burned. If  
a Dream is destroyed either through degradation or sacrifice, 
this bonus is permanent, otherwise the bonus lasts for ten days. 
Burning the Dreams of  others has advantages, but it comes at 
a price.

Sacrificing a Dream
A character may choose to sacrifice a Dream instead of  burning 
it. Sacrificing a Dream provides a one-time bonus incorporating 
three effects (or the same effect thrice, where appropriate) of  
the proper level or lower on the same action. The Dream is then 
destroyed.

Repairing the Dream
Characters who have lost all their personal Dreams suffer a -3 
penalty to Will saves and two negative levels. These negative 
levels cannot be lost until a character gains a Dream. A character 
possessing only the Dreams of  others suffers the -3 penalty to 
Will Saves. Mindless creatures, creatures with an intelligence 

of  two or lower, and creatures which do not dream never suffer 
these penalties.
 Degraded Dreams, those that have been burned once, 
lose bits of  detail, becoming obfuscated and difficult to recall. 
Downgraded Dreams, those hopes that have become goals, and 
those goals that have become aspirations, have less force behind 
them.
 Destroyed Dreams can be reborn and degraded Dreams 
can heal. Greater restoration renews a single degraded Goal or 
Aspiration (but not a Hope). Limited wish likewise removes the 
degraded status of  any one Dream (including a Hope) and can 
also be used to restore a downgraded Aspiration, that is, an 
Aspiration that has become a Goal. A properly-worded wish 
or miracle restores a sacrificed or otherwise lost Dream to a 
degraded state, or repairs a degraded Dream to its original 
place and power.
 There is another way to repair your Dreams and that is 
through the destruction of  another soul’s Dreams. One Dream 
may be sacrificed to renew a degraded Dream of  equal or 
lesser value. As well, multiple Dreams can be burned to renew 
more valuable Dreams. Remember that one Hope equals two 
Aspirations and four Goals. Sacrificing other people’s Dreams 
in this way is always an evil act.

Dream Theft
Although they are not tangible goods in the Waking World, in 
the Realm of  Dream, the auras of  willpower and memory-fire 
which forever surround sentient beings, are visible, exchangeable, 
and highly prized. While there are those who, when down on 
their luck, are willing to sell their own Dreams, Dream theft and 
Dream harvesting is perhaps more common. Two traits given 
in this book, “Harvester of  Dreams” and “Thief  of  Dreams,” 
enable a character to remove the Dreams of  others, making the 
illicit or violent collection of  stolen Dreams a viable form of  
commerce in the regions of  the Slumbering Sea. As well, many 
creatures born of  the plane lust after the manifested Hopes and 
Aspirations of  mortals, considering such refined desires to be 
the most potent of  delicacies, and these creatures further fuel 
the market for these most personal of  possessions. Despite the 
market for this commodity, using and misusing the Dreams of  
others is considered an evil act in most circumstances.
 It is important to remember that natives, oneirobound and 
other dreamers which do not truly physically occupy the Plane 
of  Dreams cannot be stripped of  their Dreams in this way.

Dreamburning Traits
Upon entering the Plane of  Dreams, allow your players to 
choose any one of  the following Traits for their character. 
This is in addition to any Traits they might have started with 
during character creation. With your permission, additional 
Dreamburning Traits may be purchased later, using the Feat: 
Extra Traits. This feat allows a character to purchase two 
additional Traits. NPCs who wish to take these Traits must 

Story and Mechanics
While the benefits of  Dream Burning are represented 
mechanically in this section, the idea behind the mechanics is 
the manipulation of  the Plane of  Dreams to achieve unusual 
results. In essence, by burning their Dreams, the PCs are 
altering the very fabric of  the reality around them and in-
game descriptions should reflect that.
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purchase them like any other Traits, using the Extra Traits 
feat.

Diehard Dreamer [Dream]
You hold fast to Dreams.
Benefit: When you would degrade a Dream so that it would be 
destroyed, make a DC 15 Charisma check. Success indicates 
that the Dream is not destroyed, but it cannot be further 
degraded. It can, however, still be sacrificed.

Dream-Barren [General]
You are one of  those rare people who does not truly dream, 
content to drift through life without great plans or ambitions, 
holding tight to no memories in particular.
Prerequisite: Cannot have any Dream Traits, nor ever take 
any.
Benefit: Dreams cannot be degraded or sacrificed to affect you. 
Those who attempt to steal your Dreams fail, become dazed for 
one round and suffer a –3 penalty to Will saves for one hour. 
You do not suffer the usual penalties for having no Dreams.

Dream-Scarred [Dream]
You have endured true and powerful horror.
Benefit: You have suffered a terrible trauma, which excised a 
Hope from you. This awful event does provide some solace, 
though. You have the faintest memory of  your lost Hope 
with you always, and never suffer the penalties for having no 
Dreams. Although your Dreams may be stolen as usual, any 
attempt to steal a Dream from you results in your opponent 
becoming dazed for one round and suffering a –3 penalty to 
Will saves for one hour.

Harvester of Dreams [Dream]
You can drain Dreams from those you injure.
Benefit: When you reduce an opponent within 30 ft. to 0 or 
fewer HP, you may establish a link with that same opponent as 
a free action. On the following round, you may take a full-round 
action to collect the remaining Dreams of  the fallen enemy. 
Doing so does not provoke an attack of  opportunity. You gain 
possession of  all the creature’s Dreams, which take the form of  
small ethereal tokens which spin in a halo around you. These 
Dreams may be degraded, sacrificed or traded normally. The 
opponent is entitled to a Will save, DC: 10 + 1/2 your character 
level + your Strength modifier, to hold onto her Dreams. If  the 
opponent fails this save, she may instead choose to die instantly 
rather than give up her Dreams.

Inspired Dreamer [Dream]
You dare to dream an impossible dream.
Prerequisite: Diehard Dreamer
Benefit: Your Dreams may be degraded three times before 
being destroyed or becoming the next lower sort of  Dream. 
Sacrificing a Dream nets you four benefits as opposed to the 
normal three.

Past Failures [Dream]
That which haunts you also empowers you.
Benefit: You have a Broken Dream, in addition to your three 
starting Dreams. This Dream begins as a degraded Hope and 
always remains degraded, even when becoming an Aspiration 
or a Goal. It cannot be healed by any means. The Broken Dream 
also provides a constant bonus in the Plane of  Dreams when 
you engage in one skill associated with that Broken Dream. 
Choose the skill at the same time you choose the trait. The 
bonus scales depending on the strength of  the Broken Dream: 
a Hope provides a +4 bonus, an Aspiration +2, and a Goal +1. 
Broken Dreams may be sacrificed or stolen normally. A stolen 
Broken Dream provides both the thief  and the original owner 
its bonus when engaging in the appropriate activity.

Starry-Eyed Dreamer [Dream]
You are truly a being of  infinite designs.
Benefit: Your character has an additional, secret Hope that can 
fuel his lifelong ambitions. This feat may be taken more than 
once. This Hope functions identically to any other Dream.

Thief of Dreams [Combat, Dream]
You use the nature of  the dream world to change the effect and 
result of  your attack, so that you can steal a creature’s Dream.
Prerequisite: Starry-Eyed Dreamer
Benefit: Once a day, you may forgo all the damage from a 
fully successful attack to steal an opponent’s Dream. To be 
considered fully successful, your attack must not be subject to 
Damage Reduction, Immunities, or Resistances on the part of  
your opponent, nor can the opponent be allowed a saving throw 
from the attack. Roll for damage normally, and use that value 
to determine the level of  Dream that may be stolen:

45 HP or less: 1 Goal.
89 to 46 HP: 1 Aspiration or 1 Goal.
90 HP or more: 1 Hope or 1 Aspiration or 1 Goal.

 You may always choose which Dream you steal. Vindictive 
dream-thieves may steal degraded Hopes or Aspirations to 
prevent their sacrifice, simply to take such Dreams away or 
perhaps to restore them to their rightful owner. A successful 
Will save prevents the theft of  the Dream and instead degrades 
the Dream. If  the only available Dream is already degraded, 

Why Traits and not Feats?
Because we want to introduce the weirdness of  the Coliseum 
Morpheuon setting as quickly as possible, and make it easier for 
players to jump right into the fun of  Dreamburning, it makes sense 
to give the PCs a quick boost right into the action. If  you, as the 
GM, don’t want your PCs to be messing around with Dreamburning 
yet or want to downplay the role of  the system without stripping it 
entirely, go ahead and make these Feats.
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then the target is stunned for 1 round. The DC of  this Will save 
is equal to half  the inflicted damage.
Special: You may take this trait as a feat, each time you do so 
you gain an additional user per day.

Alternate Dreamburning
GMs and players should not feel pressured to incorporate 
every element of  this rule system into their game, especially 
not against their will. Feel free to alter them to suit your style 
of  play and your idea of  how easy or hard it should be to lose 
your Dreams.
 Here are some alternate ideas. Incorporating some of  them 
will alter the rules as presented thus far. Each one should be 
carefully considered as to how it will affect the game-play.

Achieving the Dream 
Hope is only hope so long as it’s unseen. If  a character 
accomplishes a Goal, Aspiration or Hope, he can replace it 
with a new Dream.

Dreams are Uncommon 
Not everyone dreams in equal measure. NPCs described later 
in this book include notes on their available Dreams. Feel free 
to reduce or eliminate the number of  these.

Flat Revenge Bonus 
As written, having an opponent burn your Hope gives you a +4 
bonus against them, an Aspiration +2 and a Goal +1. If  this 
seems like too much bookkeeping, make it a flat +2 bonus for 
all levels of  Dreams.

Quick Learners 
If  you want to get the party started faster, remove Dream-
Barren as a choice and allow each of  your players to pick two 
Traits, instead of  just one: PCs won’t have to hold off  on buying 
Thief  of  Dreams with a feat later.

Renewed Purpose 
Characters grow and so do Dreams. When characters gain a 
level, they can renew one degraded Dream of  their choice to 
represent their new resolve.

You Stole My Dreams! Prepare to Die! 
Instead of  a bonus against people who have burned your 
Dreams, consider a bonus against anyone besides yourself  
carrying one of  your Dreams. The bonus lasts until your Dream 
is returned to you.

Designer’s Notes: Why Use Dreamburning?
These new Dreamburning rules aren’t for everyone. They add a 
certain level of  mechanical and emotional complexity to an already 
complex game, although, in our opinion, they are a worthwhile bit 
of  complexity, with the potential to make the game richer. Still, 
some players and GMs might not like the idea of  characters burning 
parts of  their own personalities, or the personalities of  others, to 
get mechanical advantages. As a player, it’s more than okay to balk 
at the idea that your Dreams (and by definition, the things that 
make you ... well, YOU!) should be so very vulnerable in the Realm 
of  Dreams, but I think that the reasoning behind these decisions 
should be considered before rejecting the idea outright.

Reason 1: FEAR High-Level PCs are tough. By 16th level (the 
assumed level for PCs in the attached adventure), the PCs are 
threatened by very few things, up to and including death. The 
setting assumes that PCs are going to get killed during this 
adventure, and that the real danger imposed by this is either a loss 
of  points in the competition (if  the Khan returns them to life) or a 
huge inconvenience (if  the PC dies outside the Tests and must be 
resurrected by someone else). Loss of  Dreams in combat gives the 
PCs something new to worry about, and that’s good.

Reason 2: WEIRDNESS In all my many years playing table-
top games, I’ve never been nervous that someone (either NPC 
or monster) would steal my character’s actual memories, hopes, 
identity and essence. That’s a neat and bizarre kind of  threat. If  
your PC suddenly has to go on a quest to regain the nightmare of  
his worst fever-dream as a child, the one that drove him to become 
a hero in the first place, that’s cool.

Reason 3: SYMBOLISM As a friend of  mine likes to say, “When 
you enter the ocean, you re-enter the food chain. And not at the 
top.” As a character, going into the realm where Dreams are 
the flesh, bones and blood of  reality, I like the idea that you can 
lose a part of  yourself. There are suddenly a million options for 
handling Dreams and their symbolism. Perhaps you have to ante-
up Aspiration to compete in a particular challenge. Perhaps you 
have your Hope stolen by the wizard of  another team and you must 
dedicate yourself  to getting it back.
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Dream Stealing
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