
 

11-The Dead Rise 
 

     In the depths of the vale, bones begin to reconstruct 
themselves in a foul imitation of what they once were.  Place 

two monsters in the Vale of Pnath. 
 

Clue appears at 
Vale of Pnath. 

Terrifying 
Dreams 

 

21-Lightning Crashes 
 

     Strange chants were heard echoing from the heights of 
Ngranek before a monstrous thunderbolt crashed down to 

the peak.  Place two monsters at Oriab. 

 

Clue appears at 
Oriab 

Terrifying 
Dreams 

 

12-Horrors from Beneath 
 

     Great stones keep the Gugs trapped beneath the 
Enchanted Woods, but pilgrims whisper of scratching noises 
beneath them.  Place two monsters in the Cyclopean City. 

 

Clue appears at 
Cyclopean City 

Nightmare 
Spawn 

 

22-Void Surge 
 

     Strange portals open in the unformed dreamspace of the 
Forbidden Lands, and creatures from the cold void pour out.  

Place two monsters in the Forbidden Lands. 
 

Clue appears at 
Forbidden 

Lands 

Nightmare 
Spawn 

 

13-Dark Dreamers 
 

     Humans are not the only ones who dream, and horrors 
have been rising from the Cavern of Flame.  Place two 

monsters in the Enchanted Woods. 
 

Clue appears at 
Enchanted 

Woods 

Ancient 
Dreams 

 

23-Dark Sentinels 
 

The servitors of Nyarlathotep stand silent guard over their 
masters schemes.  Place three monsters the plot location 

this turn rather than one. 
 

Clue appears at 
Monastery of 

Leng and 
Celephais 

Ancient 
Dreams 

 

14-Terror in the West 
 

     Caravans from Mnar bring word of strange beasts 
terrorizing the roads, making their inscrutable way towards 

the ocean.  Place two monsters in Sarnath. 
 

Clue appears at 
Sarnath 

Shattering 
the Veil 

 

24-Assassins 
 

     Nyarlathotep has ordered swift death on those who 
oppose him.  A monster is placed at the location of the 
player in the Dreamlands with the lowest Sneak.  If no 

player is in the dreamlands, it appears in Celephais. 
 

Clue appears at 
Sarkomand and 

Dyath-Leen 

Shattering 
the Veil 

 

15-Apostles of the North 
 

     Monstrous apostles of the High Priest Not To Be Described 
set forth, bringing Nyarlathotep’s word with them.  Place two 

monsters in the Monastery of Leng. 
 

Clue appears at 
Monastery of 

Leng 

Ancient 
Dreams 

 

25-A Thousand Servants 
 

     Controlled by lies, loyalty, or promises of power, the 
Crawling Chaos’ army musters.  Place a monster at every 

location with a plot. 
 

Clue appears at 
Oriab and 
Inganok 

Shattering 
the Veil 

 

16-The Dead Rise 
 

     The wicked halfmen of Leng have conducted a cruel ritual, 
calling forth servants of the Outer Dark  Place two monsters 

in Sarkomand. 
 

Clue appears at 
Sarkomand 

Shattering 
the Veil 

 

26-Chaos Calls 
 

     In every dark and cruel corner of the Dream, the servants 
of Nyarlathotep answer his call.  Place a monster in the 

Monastery of Leng, Sarnath, Oriab and the Cyclopean City. 
 

Clue appears at 
Forbidden 
Lands and 

Abyssal Peaks 

Ancient 
Dreams 

      
 



 

31-Shattering Earth 
 

     Massive earthquakes wrack the underworld, swallowing its 
denizens whole.  Return all monsters in the Abyssal Peaks, 

the Vale of Pnath, and the Cyclopean City to the cup. 
 

Clue appears at 
Monastery of 

Leng 

Terrifying 
Dreams 

 

41-Strange Slumber 
 

     The first player chooses one investigator in a stable 
location in Arkham to Sleep, without having to pay a clue.  If 

no investigators fit this criteria, nothing happens. 

 

Clue appears at 
Cyclopean City 

Terrifying 
Dreams 

 

32-The Great Crusade 
 

Knights of Kuranes ride forth in strength, cleansing the 
Crawling Chaos from their lands.  Return all monsters in the 

Forbidden Lands, Oriab, and Celephais to the cup. 
 

Clue appears at 
Sarkomand 

Nightmare 
Spawn 

 

42-Sudden Awakening 
 

     The investigator in the Dreamlands with the lowest luck 
immediately Wakes.  The first player breaks ties. 

 

Clue appears at 
Vale of Pnath 
and Inganok 

Nightmare 
Spawn 

 

33-Strange absences 
 

     The Cats of Ulthar have been gone for two days, but their 
owners wake to find their pets returned, smug and short of 

appetite.  Return all monsters in Sarnath, the Enchanted 
Woods, and Dyath-Leen to the cup. 

 

Clue appears at 
Forbidden 

Lands 

Ancient 
Dreams 

 

43-Schemes Unfold 
 

     The Crawling Chaos spreads his hideous soul over the 
dream.  This turn place an additional plot (and thus an 
additional monster), but there is no Harrowing effect. 

 

Clue appears at 
Cyclopean City 
and Dyath-Leen 

 

 
 

34-Faceless Traders (Dream Environment) 
 

     Ships made of silver dock in Dyath-Leen, and the mute 
traders sell wares from beyond the wildest dream.  An 

investigator using Black Market may discard this 
environment to gain a dream item of choice instead of 

drawing three and keeping one. 
 

Clue appears at 
Monstery of 

Leng 

Shattering 
the Veil 

 

44-The Veil Breaks 
 

     Weakened by Nyarlathotep’s magic, the veil splits and 
the Nightmare spreads to Arkham! Do not place a Plot card 
this turn, but draw another Nightmare, ignoring all of the 
card except the Harrowing, which automatically triggers. 

 

Clue appears at 
Enchanted 

Woods 
 

 

35-Champions Call (Dream Environment) 
 

     King Kuranes has issued a call for heroes to help him fight 
the Crawling Chaos.  An investigator using Kings Favour may 

discard this environment to spend one less trophy. 
 

Clue appears at 
Sarnath 

Ancient 
Dreams 

45-Fimbulwinter 
 

     A killing frost falls on the North, choking all life within its 
embrace.  Return all monsters in the Monastery of Leng, 

Sarkomand and Inganok to the cup. 

Clue appears at 
Oriab 

Ancient 
Dreams 

 

36-Elder Blessings (Dream Environment) 
 

     The Heirophant of Inganok has decreed their blessings 
shall be on any who serve the Dream.  An investigator using 

Silent Temple may discard this environment to become 
blessed. 

Clue appears at 
Vale of Pnath  

Shattering 
the Veil 

 

46-Call of Kadath (Dream Environment) 
 

     The priests tell you that the Gods are searching for a 
champion to save them from the Crawling Chaos.  An 

investigator using Ascension may discard this environment 
to spend one less trophy.  

Clue appears at 
Vale of Pnath 

and Oriab 

Shattering 
the Veil 



 

51-Terror on the Seas (Dream Environment) 
 

     Terrible black galleys ply the sea, and only the bravest or 
most foolish will dare sail.  When a player moves between 

Dyath-Leen, Celephais or Inganok they must pass a Luck (-1) 
check or be taken to The Moon. 

 

Clue appears at 
Sarnath and 

Celephais 

Terrifying 
Dreams 

 

61-Fair Seas! (Dream Environment) 
 

     The sea is calm, the winds strong, and the sailors sober.  
Players may move between Dyath-Leen, Celephais and 

Inganok for free. 

 

Clue appears at 
Vale of Pnath  

Terrifying 
Dreams 

 

52-Lunar Raiders 
 

     Black galleys have been sighted in large numbers, scouring 
the Dreamlands for sacrifices.  Investigators in the 

Dreamlands must make a Sneak (-) check or be taken to The 
Moon.  

Clue appears at 
Monastery of 

Leng and 
Abyssal Peaks 

Nightmare 
Spawn 

 

62-Collapse! 
 

     The investigator in the Dreamlands with Lowest luck has 
the ground crack beneath him.  He moves to the Vale of 

Pnath and is delayed.  The first player breaks ties. 
 

Clue appears at 
Sarkomand and 
Abyssal Peaks 

Nightmare 
Spawn 

 

53-Abduction! 
 

     The player in the dreamlands with the lowest sneak is 
taken to The Moon!  The first player decides draws. 

 

Clue appears at 
Sarnath and 

Abyssal Peaks 

Ancient 
Dreams 

 

63-War in the Woods! (Dream Environment) 
 

     While the Zoogs and cats battle, Investigators leaving or 
ending their move in the Enchanted Woods must make a 

Sneak (-1) check or lose two stamina. 
 

Clue appears at 
Enchanted 

Woods 

Ancient 
Dreams 

 

54-Desecration! (Dream Environment) 
 

     The Praetors of the Silent temple wake to find praises to 
Nyarlathotep written in blood throughout their temple.  The 
Silent Temple ability cannot be used while this environment 

is in play. 
 

Clue appears at 
Abyssal Peaks 
and Inganok 

Shattering 
the Veil 

 

64-Dark Omen (Dream Environment) 
 

     A strange star has risen over the Cerenarian sea, drawing 
monsters to it.  When a Mythos card is drawn, all monsters 
in the Dreamlands move as though their symbol had been 

shown in black, regardless of what is on the card. 
 

Clue appears at 
Vale of Pnath 
and Sarnath 

Shattering 
the Veil 

 

55-Tear of Oriab (Dream Environment) 
 

     As strange silver rain falls, pilgrims whisper the face on 
Ngranek weeps for the dream.  True or not, while the rain 

falls the sanity cost all spells in the dreamlands is decreased 
by one.  

Clue appears at 
Oriab 

Terrifying 
Dreams 

65-The End is Near (Dream Environment) 
 

     When this is in play, roll a dice at the end of every 
Mythos phase.  On a 4-6, place a token on the Nightmare 

track.  If any investigator moves to Unknown Kadath, 
discard this environment. 

 

Clue appears at 
Sarnath and 
Dyath Leen 

Ancient 
Dreams 

 

56-Nodens’ Grace  
 

     Nodens sends his nightgaunts to bring the one who has 
caught his attention.  The player in the Dreamlands with the 

highest Lore moves to Unknown Kadath. The first player 
breaks ties. 

 

Clue appears at 
Cyclopean City 

Nightmare 
Spawn 

 

66-Blessings of Bast 
 

     After the Plot has been drawn, each investigator may 
spend a clue.  If each does, it is not placed and no monsters 

appear. 
 

Clue appears at 
Forbidden 

Lands 

Nightmare 
Spawn 



 

How to use this table 

 
 

 

 

 

 

 

 

 

 

 

 

45-Fimbulwinter 
 

     A killing frost falls on the North, choking all life within its 
embrace.  Return all monsters in the Monastery of Leng, 

Sarkomand and Inganok to the cup. 

Clue appears at 
Oriab 

Terrifying 
Dreams 

 

 

Resolving a Nightmare Card  
 

1: Resolve the Event 

Like Mythos cards, Nightmare cards have an event describing something happening in the 

Dreamlands.  Some Nightmare cards are Dream Environments.  These work like normal 

environments, replacing any environment currently in play, and being replaced by any other 

kind of environment (caused by either Mythos or Nightmare cards) being drawn. 

2: Place clues 

 3: Place a Plot 

Draw one Plot card from the cup and place it in the location noted on its front.  Place one 

monster in this location.  Note that unlike gates, Plots do not remove clues on their location.  

If there is already a Plot in this location, place the monster but return the Plot to the cup. 

4: Resolve Harrowing 

Each Nightmare card also has a Harrowing effect at the bottom, consult the table to the right 

for what each Harrowing is.  This triggers if a certain number of Plots are in play (counting the 

one that was placed this turn).  The more destructive harrowing require a larger number of 

plots to trigger.  If a Plot was not placed this turn due to there already being a Plot at that 

location, then the Harrowing automatically triggers, regardless of the number of Plots on the 

board! 

 

 

Generating a Nightmare Card  
 

     When you need to draw a Nightmare card, roll two dice, one nominated 
as the big dice, and one as the small dice (use different coloured or sized 

dice to distinguish them).   
 

Count the “big” dice as being the tens digit, and “small” dice as being the 
ones digit, and consult that Nightmare card.  For example, if the big dice 

rolls a 4 and the small dice rolls a 5, look up card #45 – Fimbulwinter. 
 

 
 

 
 

Harrowings 
  

Terrifying Dreams:  If there are two or more plots in play, or no plot was 
placed this turn, the terror level increases by one. 
 
Nightmare Spawn:  If there are three or more plots in play, or no plot was 
placed this turn, a monster surge occurs. 
 
Ancient Dreams:  If there are four or more plots in play, or no plot was 
placed this turn, add one doom to the track. 
 
Shattering the Veil:  If there are five or more plots in play, or no plot was 
placed this turn, the first player chooses one Elder sign to remove from an 
unstable location in Arkham.  If there are no Elder signs, then the Ancient 
One immediately awakens. 
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