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AVATAR
►Pick or roll your dream avatar basis. Create or
use a character at the waken world first.

1. PAST: A version of you that no longer exists.
Pick 2 skills you no longer have.

2. ANOTHER PRESENT: A version of you if some
critical event didn’t come to pass. Pick 2 skills
opposite to your current highests skills.

3. FUTURE: A version of you far after what you set
out to accomplish. Pick your highest skill and
any other skill.

4. ABSTRACT: A version of you made of
something else. Pick a trait regarding your
material and a matching skill.

5. ANIMAL: A version of you mixed with an real
animal. Pick a trait regarding your animal main
feature and a complementing skill.

6. STORY: A version of you mixed with a unreal
being (a god, a mythical beast, a character
from a children’s tale…). Pick any 3 traits.

►Example skills: Brawl, Climb, Negotiation, Run‐
ning, Shooting, Stealth, Swimming, Tracking…

►Example traits: Blazing fire, Hard Diamond, Sharp
Claws, Strong Wings, Menacing hook, Mist form…

►Pick or roll an archetype according to your
waken character at the last adventure. Describe
how you power manifests. Only you can use it.

1. THE LENS: Curious, naïve, lost, searching… You
can see anywhere as if you were there.

2. THE MIRROR: Emotional, reflexive, joy, anger…
You can copy anything that you touch.

3. THE PLATE: Resist, protect, obey, judge… You
can withstand anything and push back.

4. THE RAZOR: Order, advise, power, wise… You
can hurt anything.

5. THE SILVER: Posses, cleanse, lose, desire…
You can have anything you can reach.

6. THE WINDOW: Duo, hope, selfless, destiny…
You can pass through anything.

RULES
PLAY: Players describe what their characters
(PCs) do. The game moderator (GM) advises
when an action is impossible, requires extra
steps, demands a cost, or presents an risk.
Players only roll to avoid risks.

ROLLING: Roll a d6 skill die — d8 with a relevant
skill, or d4 if hindered by injury or situation.
If helped by circumstances, roll an extra d6; if
helped by an ally, they roll their skill die and share
the risk. Take the highest die.

1–2 Disaster. Suffer the full risk. GM decides if
you succeed at all. If risking death, you lose
an interesting/meaningful memory.

3–4 Setback. A lesser consequence or partial
success. If risking death, you’re hurt.

5+ Success. The higher the roll, the better.

If success can’t get you what you want (you
make the shot, but it’s bulletproof!), you’ll at least
get useful info or set up an advantage.

TRAITS: Features that allows some action in the
fiction. You can break one to add 1d6 to a roll or
to turn a hit into a brief hindrance. A broken trait
is erratic or useless until long rest.

HARM: If a hit seems deadly, downgrade 1 skill or
lose a trait, permanently. If unable, describe a
interesting memory and lose it.

SAFETY: It’s recommended the use of safety
tools. There are many available online free.
The responsibility on having a good time and
making an interesting story lies in all players.

RUNNING THE GAME: Fast-forward, pause, or
rewind/redo scenes for pacing and safety.
Present dilemmas and problems you don’t know
how to solve. Move the spotlight to give everyone
time to shine. Test periodically for bad luck — roll
d6 to check for (1–2) trouble now or (3–4) signs
of trouble. Offer rulings to cover gaps in rules;
revise unsuitable rulings as a group.

WAKING UP: GM may claim a PC acquire a emo‐
tion as a trait or other bonus from the dreamland.
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