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Chapter One - Dreams 
 
You think you may be dreaming, but you can't be sure.  Sometimes you are in a 
jungle, stalked by a predator you can feel but never see.  Sometimes you are in 
your grandmother's house -- a maze of musty carpet and floral wallpaper -- 
talking to a favorite toy you don't remember losing.  You shift from one world 
to the next, as nostalgic hands flip through the scrapbook of your imagination.  
Unfettered by memories or identity, you change personas with each shift, like a 
child choosing costumes from a chest of old clothing.  
 
In the back of your mind, you remember dreams of another you -- a you that 
wakes up to an alarm, that drinks coffee and watches TV, that laughs and cries 
over words and deeds of others.  Those dreams stopped a while ago, flickering 
into white filminess like a projector at the end of a film reel.  Like most dreams, 
the details of that life have become gauzy and intangible, fading away to 
feelings and impressions.  Was it ever really you, or just another bland, albeit 
peculiar, dream in a series of fantasies? 
 
Today...now...whenever this moment is, you find yourself in a new place, a land 
somewhere on the edge between waking reality and unconscious sleep.  A vast 
sea of red poppies fills your vision, swaying and rippling timelessly with the 
wind.  A city rises from the sea of flowers, story upon story of vast towers and 
causeways grasping towards the violet sky above.  Your feet find anchor on a 
broad, paved terrace decorated in Parisian ironwork.  Overhead, a London 
clock tower tolls the 14th hour of the whenever, bells rumbling like a chorus of 
brass lions.  In the distance, an insect-like air-skiff thrums past a drifting 
pleasure zeppelin, dodging effortlessly between art deco spires of Manhattan 
skyscrapers.  Far below, you watch a menagerie of elephantine dervishes dance 
languorously through an Egyptian market, ignoring the barking of Chinese 
merchant junks as they drift down a Venetian canal.  Bigger, grander, and more 
real than any other dream, the City looms all around you, like an inescapable 
destiny. 
 
You feel a voice, both maternal and aloof, resonant through your body. 
 
"Welcome, Shaper.  Welcome to Hypnogogia." 
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What you hold in your hands is The City at the Edge of Sleep, a role-playing 
game about Shapers, human dreamers with the power to Shape the fabric of 
their dreams.  Lost and without memories, the Shapers have washed ashore on 
the outskirts of Hypnogogia, an impossible city with an impending doom.  As 
they struggle to recover Memories of their lost lives, will the Shapers save the 
City or bring about its doom? 
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Before you play the game, you will need to gather a few items.  First and 
foremost, you need a group of friends to play with you, ideally three to five 
total.  You'll also need pencils, paper, copies of the record sheet, and a handful 
of six-sided dice. 
 
To start a game, you will need to choose one person to be GM -- that's gamer 
lingo for Game Master, the person who 'runs' the game.  The GM sets the 
narrative pace of game, describing events that occur in the City.  As GM, you 
are responsible for refereeing the actions of the Shapers and enforcing the rules 
of the game.  Here's the really fun part of being GM: you devise and narrate the 
results of the Shapers' actions, concocting unexpected consequences to the 
choices of the Shapers. 
 
The other members in your group are Players.  Players have two roles. First, as 
Shapers, they are agents of change, and must explore the dream world to learn 
more about the Dreambarons and discover a way to save or destroy the city. 
Second, as narrators, the players are in charge of revealing their characters’ lost 
identities to the other participants of the game.  
 
Most likely, you should choose yourself (the owner of the game) to be GM, 
since you will presumably know the rules of the game better than the rest of 
your group.  You should read over Chapters 3, 4, & 5 to familiarize yourself 
with the game rules and setting. 
 
Once roles have been assigned, you should lead the Players through the process 
of making characters (see Chapter 2 for further details).  After your Players 
have made characters, follow the guidelines in Chapters 4 and 5 to run your 
game. 
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Chapter Two - The Shapers 
 
Shapers were once like you and me -- mortal human beings that spend most of 
their lives in that bittersweet realm we call reality, trespassing into the realm of 
dreams for only a few brief hours each night.  Drawn by the honey-gossamer 
allure of their imaginations, Shapers wander deeper in the dream realm than the 
rest of us, exploring the inner depths of their subconscious.  
 
Time exists differently in dreams than in waking reality.  A single night's dream 
might encompass a day, a lifetime, or just a single moment in time, experienced 
over and over.  As a dreamer, you might easily lose track of time, exploring 
further and further away from yourself, until one day you have lost your way 
back to waking reality.  Unfettered by an Identity, your sense of Self eventually 
wanes, until you become nothing more than a dream yourself, haunting the 
visions of other dreamers. 
 
Our story focuses on a particular group of dreamers -- the Shapers that you will 
portray -- and their struggle to regain their lost Identities.  As the game unfolds, 
the actions of your Shaper will unlock Memories, through which you will reveal 
clues to the other players about your Shaper's Identity. 
 
Creating a Character 
Before you start telling your story, you will need to "create" your characters in 
terms of the rules of the game.  Make sure each player has a copy of the Shaper 
record sheet. As you design your character, you will make notes on your record 
sheet to help you keep track of Shaper's information through the course of the 
game. 
 
Character creation is done in four steps: 
- Decide on a concept; 
- Choose Personality traits; 
- Record starting Self; 
- Describe Appearance. 
 
Each step is described in greater detail below. 
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Concept 
At this stage, you should spend a few minutes thinking about who you want 
your character to be.  At the start of the game, your Shaper no longer 
remembers her Identity.  However, as a player you need to have some idea of 
your Shaper's Identity in order to the make choices involved in character 
creation.  You can keep your ideas rough for the moment; a simple one or two-
word phrase (for example, "orphan" or "retired fireman") will suffice.  Feel free 
to invent more details now if you like; however, be careful -- too many details 
may make it difficult to incorporate your character's identity into the game.  
(Note to the GM:  You may want to give your players some time before the 
start of play to think about their characters.  The more work you and your 
players put into the game ahead of time, the more rewarding the experience will 
be!) 
 
Once you have a concept in mind, choose a name for your Shaper.  Your 
Shaper's name can be simple ("Kathy") or extravagant ("Ruperto the 
Magnificent Wonderclown").  Just remember: your Shaper's name reflects her 
dream self, not her true Identity in the waking world. 
 
Example:  Paul wants to play a character who is running from some frightening past 
experience. He images a woman trying to escape a bad relationship.  Thinking back to Greek 
mythology, he decides to name her "Persephone". 
 
Personality Traits 
In many role-playing games, characters are often described in terms of skills, 
abilities, and resources that allow them to interact with the world they live in.  
In The City at the Edge of Sleep, Shapers do not interact physically with the 
world of dreams.  Instead, they draw upon the strength and weaknesses of their 
personalities -- the emotional foundation of their Identities -- to Shape the 
world to their desire. 
 
A Shaper's personality is described by four pairs of opposed traits.  Each pair 
of traits represents a continuum on which your Shaper is measured. The trait 
pairs are described below: 
 
Kind/Cruel 
The Kind/Cruel traits measure your Shaper's attitude towards others.  A Kind 
Shaper believes in the best in others and tries to help people in need.  A Cruel 
Shaper is distrustful of others, and tries to do unto others before they do unto 
her. 
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Carefree/Serious 
The Carefree/Serious traits measure how your Shaper copes with external 
stress.  A Carefree Shaper is easy-going, and tries to find the positive in any 
given situation.  A Serious Shaper takes the world seriously, and is mindful of 
potential harm in any situation. 
 
Logical/Emotional 
The Logical/Emotional traits measure how your character reacts to crisis.  A 
Logical Shaper values order and truth, and tries to formulate solutions to 
problems based on perceivable evidence and cause and effect.  An Emotional 
Shaper would prefer to be liked by others than to be right, and solves problems 
with gut reactions and emotional responses. 
 
Strong/Needy 
The Strong/Needy traits measure how your character handles internal stress.  
A Strong Shaper is self-reliant, and relies on confidence and self-assurance to 
deal with emotional crises.  A Needy Shaper forms a self-image based on the 
opinions of others, and turns to friends for nurturing when faced with 
emotional stress. 
 
To define your Shaper's personality, you will need to assign dice within each 
pair of opposed traits.  Each trait starts with one die.  For each trait pair, you 
may distribute three additional dice between the two traits in the pair.  Record 
the dice for each trait by crossing off boxes next to the appropriate trait on 
your record sheet. 
 
Back to our example: Paul decides that Persephone is good at heart, but has a mean streak.  
For Kind/Cruel, he puts two dice into Kind and one die into Cruel, for a total of three dice 
for Kind and two dice for Cruel.  He continues down the list of trait pairs, assigning the 
remaining traits thusly: Carefree 2/Serious 3, Logical 1/Emotional 4, Strong 2/Needy 3. 
 
Self 
Self is a measure of the strength of your Shaper's self-image. The amount of 
Self possessed by a Shaper indicates how easily the Shaper distinguishes 
between herself and the dream world.  At the start of the game, your Shaper's 
Self is equal to the total dice of the highest of each trait pair.  (A more extreme 
personality yields a greater sense of self.) Record the number in the space 
provided on your record sheet. 
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Our example continues:  Paul's highest traits for each pair are Kind (3 dice), Serious (3 
dice), Emotional (4 dice), and Needy (3 dice).  He adds up to the total (3+3+4+3) to get 
13, and records that number on his record sheet. 
 
Appearance 
The last, and most important, step of character creation is your Shaper's 
Appearance.  Your Shaper exists in a world of dreams, and can take on any 
appearance that you desire. Be clever with your description -- try to convey 
hints about your ShaperÕs Identity with her Appearance. Alternatively, use it 
as a red herring to mislead the expectations of the other players. For instance, is 
the man in the space suit an astronaut, or just a sci-fi fan? Or maybe the 
beautiful princess in the flowing pink dress is just a six-year old girl, imagining 
herself as she would like to be. Just jot down a few notes on your record sheet 
in the space provided, but be prepared to wow the other players with a full 
description once the game begins. 
 
Our example concludes:  Paul decides that Persephone will appear as a dusky angel, clothed 
in dark robes that churn like an anxious storm and jagged wings, perfect for fleeing from her 
troubles. 
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Chapter Three - The Dreamsea 
 
At the farthest edge of dream lies the Dreamsea, an unending ocean of raw, 
unformed oneiros -- the stuff from which dreams are made.  To reach the 
Dreamsea, a dreamer must abandon the comfort of familiar thoughts and 
memories, and journey far away from herself into the depths of subconscious. 
 
 
The First Shaper 
The Dreamsea was discovered long ago by the First Shaper -- a human dreamer 
known only as The Baron.  Like other Shapers that followed, the First Shaper 
was an adventurer and explorer of dreams.  He was both gentleman and 
adventurer, harking from a time and place where ages old tradition had collided 
headfirst with a new wave of technological innovation and social revolution.  
Longing for the nobility of the old ways, yet thrilled with the wonders that the 
future held for mankind, he knew he would have no place in the coming world.   
 
The First Shaper sought escape in his dreams, wishing for a world as he would 
like it to be.  He explored the outer reaches of dream, travelling further and 
further away from himself, until at last he came upon the wild, raging 
Dreamsea.  Vast and chaotic, the Dreamsea stretch to the limits of his 
perception.  To his eyes, it was an unending ocean of red poppies, blossoming 
with the promise of wondrous vision and fantasy.   
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The Chateau Chimere 
Gazing out at the Dreamsea, the First Shaper decided he had journeyed far 
enough. Weary from aeons of travel, he chose this place as the site for his 
home.  Here he would build the world he had longed for, a place where his 
imagination could play and his values remain intact. 
   
He dreamed into existence a new home for himself.  It formed in his mind, at 
first a simple country manor, then a charming baroque chateau, then a 
glimmering edifice of stately fantasy.  The Dreamsea churned and roiled, and a 
magnificent castle rose up from the waves just as he had imagined, a chimera of 
superb architecture, refined homeliness, and ornate gardens.  And that is what 
he named it:  Chateau Chimere. 
 
The Red Lady 
For a while, The Baron lived peacefully and alone in 
his mysterious mansion, exploring and expanding 
the space he created.  But living in such a huge 
structure alone was lonely.  The First Shaper 
hungered for companionship, for another soul as 
inquisitive and adventurous as his own.  So he made 
a friend.  She was the perfect model of a Victorian 
lady, everything he could want in a companion -- 
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courteous and kind, intelligent and beautiful.  She would bring color to the 
drabness of the castle.  The color of love, the color of passion and romance, 
the color of the blossoms of the Dreamsea.  She would be the Red Lady.  He 
named her Scarlett. 
 
The City of Dreams 
Though the best of friends and very much in love, the Baron and his lovely 
creation felt isolated in lonely rooms and corridors of the chateau. Longing for 
others to share their home, the Baron began to dream.  He dreamed of a vast 
city, full of interesting people and fascinating things to do.  He dreamed of 
spires and towers, boulevards and promenades, of train stations, markets, and 
music halls.  Summoning every ounce of passion, laughter, sorrow, and joy 
from his soul, the First Shaper Shaped the world anew.  A terrible storm began 
to churn above the castle.  Waves of oneiros pounded violently against its walls 
and towers.  A wind of screams wailed around the chateau, swirling the 
Dreamsea into an ominous torrent. Rising out of the Dreamsea like a pod of 
cresting whales, the towers and parks and boulevards of the Barons imagination 
heaved forth into the dream world. 
 
Hypnogogia was born. 
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Fantasma 
Most of the inhabitants of Hypnogogia are 
Fantasma, manifestations of dreams that possess the 
illusion of life.  Fantasma are the byproduct of 
Shaping, created in the initial Shaping of Hypnogogia 
or later by other Shapers. Some appear intelligent, 
and can tell stories or converse at length on certain 
subjects.  Others are mindless, dancing or 
performing a single routine over and over like a 
ballerina in a music box. Fantasma come in all shapes 
and sizes, limited only by the imagination of the 
dreamer. 
 
As the storm died away, The Baron and his Red Lady stepped forth from the 
Chateau, blinking in the light of their new playground.  They thrilled at sights 
and sounds of their new city, giving birth to new structures and inhabitants as 
they explored.   
 
But chaos soon overcame the city.  Towers overturned towers, roadways grew 
through buildings like wild vines, and dance parties swept from square to 
square like infectious tidal waves.  Order was needed, or the dream city would 
devour itself and sink back into the Dreamsea from whence it came. 
 
The Dreambarons 
Hypngogia needed rulers.  The Baron could not rely on the ordinary, whispy 
Fantasma that were formed in the birth of the city.  Instead, he would create a 
new race of beings to act as stewards and governors of his creation.  He would 
form them in his own image, making them perfect and proper in every way.  
They would rule his city for him, maintaining order and enforcing dignified 
society upon the chaos of the city streets.  
 
The Seven Houses 
Seven noble houses they would be.  The Baron named each house after a 
Classical virtue to remind them of the traditions for which they stand: Gravitas, 
Prudentia, Salubritas, Clementia, Veritas, Honoras, Industria.  To each house 
he bestowed a badge of honor, which came with a sacred duty to protect and 
maintain a vital function of the city.   In return, they honored their creator by 
naming themselves Dreambarons, a title they pass on to their descendents with 
much pomp and cirmcumstance. 
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Addressing a Dreambaron 
When mingling in Dreambaron society, it is 
important to address a Dreambaron properly.  
The proper form of address is as follows: 
 
Lord given name of house name 
or 
Lady given name of house name 
 
For example, Lord Gregor of Gravitas.  If one 
is on personal terms with the Dreambaron in 
question, one may refer to a Dreambaron by 
first name, e.g. Lord Gregor, or simply Lord.  A noted exception in 
Dreambaron society is the First Shaper's companion, the Red Lady.  One may 
refer to her as Lady Scarlett, or the Red Lady. 
 
Gravitas 
Conservative and traditionalist, the Gravitas are entrusted with the preservation 
of proper society within Hypnogogia.  From the most lavish gathering to the 
simple greetings on the street, they enforce the decorum and ritual that defines 
Dreambaron society. The Gravitas are grim and serious in demeanor, and are 
easily offended by any slight or breach of protocol. Sample Names:  Gregor, 
Germaine, Gertrude, Gretchen. 
 
Prudentia 
The Prudentia are obsessive scholars entrusted with the preservation of 
knowledge and history within the City.  When they aren't pouring over musty 
volumes in their many libraries, they plumb the depths of the City in order to 
collect and catalog specimens from the City's past.  The Prudentia are bookish 
and withdrawn by nature, and will pursue an intriguing mystery or find to the 
neglect of all else. Sample Names:  Percy, Peregrine, Persimmon, Penelope. 
 

Salubritas 
Well-manicured and well-coiffed, the Salubritas were 
once the keepers of cleanliness and order in the City.  
Distracted by their own personal hygiene, the Salubritas 
failed in their duty, and were stripped of their badge by 
the Honoras.  Though they still obsess over cleanliness 
and appearance, most other Dreambarons regard them 
with disdain as functionless members of society.  
Sample Names:  Samuel, Sybil, Sebastian. 
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Clementia 
Facilitators and activists, 
the Clementia are charged 
with resolving conflicts 
within the City. Whenever 
turmoil erupts between 
Dreambaron houses, the 
Clementia act as 
arbitrators and diplomats, 
restoring peace with 
minimal damage to the 
city.  With mercy comes a 
tender heart, and there lies 
the fault of the Clementia.  

They frequently champion absurd causes, such as Tocker suffrage or Fantasm 
rights. Sample Names: Chauncey, Clarence, Clara, Cynthia. 
 
Veritas 
Visionaries and explorers, the Veritas have been charged with the pursuit of 
new ideas and ultimate truth, to ensure that Hypnogogia becomes the best of 
all possible cities.  To this end, the Veritas lead airship expeditions into the far 
reaches of the dream world, bringing back trophies and wonders collected in 
other dreams. The Veritas are impatient by nature, but will spend hours 
spinning tales of their own exploits to a willing (or captive) audience.  Sample 
Names: Victor, Valmont, Vanessa, Valerie. 
 
Honoras 
Prideful and competitive, 
Honoras were originally given a 
small but important role within 
Hypnogogian society -- keepers of 
the Key to the City. The Honoras 
think of themselves as The 
Baron's honor guard, and the 
standard by which all other 
Dreambarons should be 
measured.  They were the first to point out the failure of the Salubritas, and 
were rewarded their Badge and duty.  Since then, the Honoras have assumed 
control of other vital parts of the city, such as the airship docks and the Tocker 
factory.  Hot-blooded and short-tempered, the Honoras are prickly about their 
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reputation and take offense to the tiniest perceived slight. Sample Names: 
Horus, Horatio, Harriet, Henrietta.  
 
Industria - The Lost House 
Barely remembered, a seventh house once governed the city, but has vanished 
into obscurity. Industria was charged with construction and repair of buildings 
and machines within the City.  The task consumed them, as buildings and 
machinery constantly change and transform within the city.  One-day, the 
Industria simply disappeared, locking themselves into their workshops of the 
heart of the city.  Since then, repair and maintenance of the city has fallen to 
the Tockers, under the supervision of the Honoras. 
 
Technology 
The First Shaper had a love for innovation and the promise of the future, and 
passed this love onto his creation.  The Dreambarons are enamoured with 
technology for the sake of technology, and construct complex devices to 
accomplish the most mundane tasks.  However, as creation of the First Shaper, 
the Dreambarons are limited to the knowledge and imagination of their creator.  
Dreambaron technology has a baroque feel to it--gears, clockwork, pulleys, 
levers, and steam engines are the order of the day.  Occasionally, a Veritas 
expedition will bring back an oddity from another dream. But for the most 
part, Dreambaron technology cannot exceed the speculations of 19th century 
Earth. 
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The most prevalent piece of technology within Hypnogogia is the airship.  Built 
in all shapes and sizes, the Dreambarons use them for transportation, joy-
riding, and as floating platforms for masquerade balls and other soirees.  In the 
rare event that diplomacy between Houses devolves into violence, airships even 
outfitted for war, armed with cannon, rams, and harpoon guns. 
 
 
The Tockers 
The most extraordinary, yet commonplace, 
technology within Hypnogogia is the Tocker.  An 
army of diminutive, mechanical workers, the 
Tockers serve as a round-the-clock workforce for 
construction and repairs.  Built of clockwork 
themselves, the Tockers are named for the 
distinctive tock-tock sound of their inner workings.  
The Tockers are assembled and repaired in The 
Factory, a structure in the heart of the city that is 
operated by the Tockers themselves.   
 
In general, the Dreambarons pay no regard to the 
Tockers.  They are simply machines performing 
mundane tasks, and require no more attention than a 
doorknob or a fireplace.  A few adled Clementia 
have taken to the notion that Tockers exhibit sentience and should be 
recognized as fellow citizens of Hypnogogia, but most Dreambarons regard 
their ravings as unseemly and absurd. 
 
 
Oneiros 
The source of all creation within Hypnogogia is oneiros, the dreamstuff 
contained within the Dreamsea.  All Dreambaron technology runs exclusively 
on oneiros, fueled by the raw potential of dreams.  Some Prudentia speculate 
that as the city has grown and expanded through time, its use of oneiros has 
grown exponentially.  Each new building imposes additional order on the chaos 
of the Dreamsea, straining the bounds of the First Shaping.  A few scholars 
point to the growing strength and frequency of the Dreamstorms, but most 
Dreambarons scoff.  The growth and prosperity of Hypnogogia is the manifest 
destiny of the Dreambarons, and only the weak of heart would shirk from their 
duty. 
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The Dreamstorms 
Violent Dreamstorms periodically wrack the walls of the Hypnogogia.  Wild 
vortexes of raw oneiros, the Dreamstorms form swirling maelstroms above the 
city, twisting and ripping up buildings and inhabitants and rending them into its 
chaotic mass.  Eventually, the storms subside, leaving the City broken but 
repairable.  However, the storms have become more powerful and more 
frequent.  Some, including the Red Lady, believe that the storms herald an end 
to the City.  Action must be taken before Hypnogogia is drawn back into the 
Dreamsea from whence it came. 
 
The Fate of the First Shaper 
The First Shaper lived in his Chateau through the passing of many generations.  
One day, he retired to chambers and sent Lady Scarlett and his servants out of 
the chateau, complaining of a need for peace and quiet.  When the Red Lady 
returned, The Baron had vanished, leaving no trace of his whereabouts.  
Grieved by the loss of their creator, the Dreambarons have carried on the 
duties entrusted to them, hoping that one day he might return.  The Red Lady 
remains at Chateau Chimere, watching over the City and keeping the Chateau 
in good order for The Baron's return. 
 
The Snake Woman 
In the back rooms of Dreambaron society, whispered stories can be heard of a 
being, a mad, lascivious woman that lurks in the dark ruins beneath the City.  
Some tales say she lures unwitting lords into the depths of her dungeon, where 
she performs unspeakable acts of pleasure upon them.  Others name her as 
murderess and witch, stealing away children in the darkening hours of twilight. 
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Though few Dreambarons would choose to admit it, some truth lies in these 
tales.  The woman is real.  But she is no witch or temptress.  She is a goddess, a 
primal being who was once worshipped and feared in the place where 
Hypnogogia now stands.  She had many names in the language of her people, 
but now she is known simply as the Snake Woman.  She claims that the City 
was once hers, and she means to have it back. To her, time is a cycle. What 
begins, must end. And what ends will be reborn. 
 
 

The Sun Stone 
Far beneath the City, beneath glass towers and 
gothic arches and Classical facades, lies the 
ruins of another city.  The Prudentia have seen 
it, some have explored a few outer rooms of it, 
but no one knows its true origins.  Built of 
colossal blocks of limestone and basalt, the 
ruins form a labyrinth of rooms and chambers 
unlike any other structures in the city.  The 
walls are decorated with symmetric patterns and 
ghoulish effigies, depicting images of powerful 
beings and human sacrifice. 
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An unknown chamber in the center of the ruins contains a powerful artifact -- 
the Sun Stone.  According to the Snake Woman, it is the foundation of the city.  
Through the power of the Sun Stone, the City is destined to be reborn. 
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Chapter Four - The Rules 
 

The purpose of City At The Edge Of Sleep is to tell a story and have fun doing so.  
To that end, the game has rules to help you and your friends tell your story in a 
way that is fair to all players, engages you as an activity, and hopefully inspires 
you to tell good stories. 
 
Structure 
Similar to a play or a movie trilogy, the game-play of City is structured in three 
Acts.  In each Act, the group plays through a significant 'chunk' of the story, 
ending when an important plot point is reached.   
 
Within each Act are many Scenes.  A Scene is a piece of the story that occurs at 
one place or one time, and general revolves around a single conflict, 
conversation, or task.  In all cases, a Scene describes action that happens to or 
around the Shapers.  Anything else that occurs in your story should happen 
'off-screen' -- convey the details through conversations with other characters, 
clues found later, or simply exclude them from your story. 
 
Scenes are the basic building block of your story.  Each Scene starts with an 
Event narrated by the GM.  Once the GM has narrated the Event, the players 
have an opportunity to respond to the Event, narrating their Shaper's actions 
and engaging in dialog with any characters in the Scene.  In most cases, the 
choices of the Shapers result in one or more Shaping rolls.  Once the rolls are 
resolved, the GM then proceeds to the next Scene, repeating the process. 
 
Each Act has particular conditions that must be met before the story can 
continue.  Once the conditions for an Act have been fulfilled, the Act 
concludes, and play continues on to the next Act.  The end of an Act is usually 
a good stopping point.  If you plan to play your game over the course of 
several sessions, try to end each session with the end of an Act. 
 
Events 
Events are dramatic occurrences within Hypnogogia, designed to immediately 
involve the players and present them with a moral quandry.  At the start of 
each Scene, the GM chooses an Event from the list of Events for the current 
Act.  An Event consists of a basic description of who, what, where, and why, 
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with some ideas for possible outcomes.  The details of Events are left 
intentionally vague, allowing the GM some freedom with how they are used.   
 
To include an Event in a Scene, simply describe what happens.  Any actions 
taken by Constructs happen as you describe -- there are no resources or 
elements of chance involved.  However, if a player wishes to interrupt or react 
to an Event before you have finished your narrative, you should allow it.  
Though Constructs always act as they are dreamed to act, the ability of the 
Shapers can alter the dream world at any time. 
 
Constructs 
City contains two kinds of characters:  Shapers, who are controlled by the 
players, and Constructs, the living dreams controlled by the GM.  Any 
character that is not a Shaper is a Construct.  Unlike Shapers, Constructs are 
not described in terms of personality or other traits.  As part of the dream 
world, their actions always succeed according to the desires of the GM, unless a 
player chooses to interfere. 
 
Shaping 
For the most part, Shaper actions should be resolved through narration. 
However, when a Shaper attempts an action a) where the outcome is uncertain 
or b) that conflicts with or changes part of the dream world, the player must 
make a Shaping roll.  
 
It is important to note that real-world skills are not applicable to the dream 
world.  When Shapers want to change something, they dream the change into 
existence. For instance, a Shaper is trying to enter a vault of a Dreambaron, but 
the way is barred by a locked gate. Rather than relying on locksmithing tools 
and knowledge of locks, the Shaper imagines into existence a machine that 
disassembles the lock, a fantastic creature to knock the door down, or simply 
reshapes a convenient hole in the side of the building. 
 
A Shaping roll is resolved using a fortune-in-the-middle mechanic. Simply put, 
the player declares an action, dice are rolled (in the middle of the process), and 
either the player or the GM narrates the outcome, based on the result of the 
role.   
 
Once a player has declared an action, several things must happen before any 
dice are rolled.  First, the GM decides which traits apply to roll, depending on 
what the player wants to do. For example, angrily lashing out at an irksome 
Fantasm would be Cruel and Emotional, while organizing a library for a 
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scatterbrained Dreambaron would be Logical and Kind. One or more traits can 
be used for a given roll, but no more than one trait from each opposed pair 
may be chosen.  
 
Next, the GM decides on a difficulty for the roll. The difficulty of a roll is a 
number between 1 and 10, which represents how drastic the Shaper's change is 
to the dream world.  The larger the effect of the action, the greater the 
difficulty.  For instance, a minor change, like creating a door into the next 
room, would be a difficulty of 3.  Whereas a major change, such as moving a 
building or creating a new tower in the city, would range between 5 and 7.  A 
massive change, such as turning the entire city purple, would have a difficulty 
of 10. 
 
Once the GM chooses a difficulty, the player rolls a number of six-sided dice 
equal to the traits the GM chose, taking the single highest roll as the result. If 
the player rolls more than one 6, each additional 6 adds one to the final result. 
If the result is greater than or equal to the difficulty, the Shaper’s action is 
successful.  If the action is successful, the player narrates the result, limited to 
one immediate effect directly related to the Shaping roll.  If the action fails, the 
GM narrates a suitable consequence for the action, depending on the 
circumstances of the Scene. 
 
Example:  Paul's character, Persephone has become lost in the abandoned ruins beneath 
Hypnogogia.  Paul wants her to create a new way out.  Amy, the GM, decides that the action 
is both Serious and Logical.  Since a new exit would have to pass through several layers of the 
city, Amy chooses a difficuty of 5.  Paul consults his Shaper's record sheet -- Persephone has 3 
dice in Serious and only 1 die in Logical, giving Paul a total of 4 dice.  He rolls the following:  
4, 2, 1, 6. The 6 beats the difficulty of 5, giving Paul a success.  Paul describes the blaze in 
Persephone's eyes as she gazes upward, withering away the ceiling of the ruins like a bed of 
flowers dying in winter. 
 
Shaper Conflict 
At times, two or more Shapers may take actions that are in direct conflict with 
each other.  When this occurs, have each player make a Shaping roll, choosing 
traits and a difficulty for each roll based on the intent of the player.  The player 
with the highest successful roll wins narrative rights to the outcome of the 
action.  If all of the Shapers fail, the GM narrates the outcome of the actions. 
 
 
 
 



 

~23~ 

Memories and Self 
As the Shapers progress through the story, they will have opportunities to 
unlock Memories--pieces of their waking lives that provide clues to their 
Identities.   
 
A player gains Memories by risking Self on Shaping roll.  You may gamble up 
to 3 points of Self on a single roll. Each point of Self you risk adds one die to 
your roll.  However, the difficulty of the roll also increases by 1 for each die 
you add. In story terms, this represents the Shaper forcefully drawing upon her 
waking self to alter the fabric of the dream world.  Because the focus comes 
from outside the dream world, the dream resists more strongly against the will 
of the Shaper. 
 
If the roll is successful, the player keeps the Self she gambled and earns a 
Memory, which she narrates into the scene. The Memory manifests itself in the 
dream world in a way that is visible to other characters in the Scene. Using a 
brief phrase to describe it, record the Memory on your record sheet. 
 
If the roll fails, the player loses the Self she risked, and drifts a little further 
from her true Identity.  If a Shaper loses all of her Self, then she simply fades 
into the fabric of the dream world, becoming a permanent dream-denizen.  The 
Shaper remains in the story; however, she can no longer risk Self to gain 
Memories and will never fully regain her lost Identity. 
 
Memories are more than just ties to a Shaper's waking life.  The stronger the 
Shaper’s sense of Identity becomes, the more effectively a Shaper can change 
the dream world. When a Shaper attempts an action in a scene that relates to a 
Memory, the Shaper may Call Upon a Memory to add a bonus to Shaping rolls.  
For each Memory Called Upon, the player adds +1 to the highest die rolled.  
You may only Call Upon a given Memory once per Act. 
 
Identity 
As a Shaper gains more Memories, the players should start to form a clear idea 
of the true Identity of the Shaper.  Once a Shaper regains a certain number of 
Memories, she undergoes Apotheosis, and fully regains her lost Identity.  The 
number of Memories required to regain the Shaper’s Identity is up to the 
player.  Note that once you regain your Identity, you can no longer regain 
Memories.  However, once a Shaper achieves Apotheosis, she may Call Upon 
her Memories an unlimited number of times, as long as they apply to the action 
she is attempting.  
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Chapter Five - Game Mastering 
 

Now that you've read the rules and perhaps made some characters with your 
group, you are almost ready to play your game.  This section of the rules 
explains how to start and pace your game, and provides some useful 
information for GMs. 
 
Before You Start 
Before you begin your game, you will need to make a few decisions as the GM. 
First, decide how long of a game you want to run.  If you adhere tightly to the 
Event-Shape-Consequence format, you could run a briskly paced game in one 
night.  However, you will probably want to give your players some room for 
role-playing and exploration, so plan for at least two or three sessions of play -- 
about one Act per session. 
 
Second, decide which elements of the setting you want to incorporate your 
game, such Dreambaron houses, characters, locations, etc.  The setting is 
intentionally broader than the scope of game to provide you with room to tell 
the story you want to tell.  So pick the parts you want to focus on, and feel free 
to add more detail to bring an additional spark of life to the setting. 
 
Lastly, read over the list of Events for each Act, and decide which Events you 
would like to use to weave together into your story.  Consider how one Event 
might lead to another, based on the decisions of the players.   
 
How to Start 
Once the players have made their Shapers and you have thought over what 
story elements you want to use, you are ready to start your game. 
 
At the start of the game, the Shapers have just appeared on the outskirts of 
Hypnogogia.  The Shapers are new to this world, disoriented by the loss of 
their Memories.  Set the initial scene as you see fit, drawing upon descriptions 
in the rules or your own imagination.  Try to convey both a sense of wonder 
and strangeness to the players.   
 
Once your introduction, immediately begin your first Scene.  This will give the 
players something to respond to and set the tone for the rest of the game.  You 
should use The Red Lady's Proposal as the Event of your first Scene. 
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As You Play... 
Make note of the End Conditions as you begin each Act.  Depending on the 
length of your game, you may want to give the players a little push now and 
then to bring an Act to conclusion.   
 
Be sure to give your players plenty of time to interact with each other as each 
Scene unfolds.  Unless you have a lot similar Shapers, the differences in 
Personalities should create friction between characters, and plenty of 
opportunities for good role-playing. 
 
Most importantly, keep the focus of the story on the Shapers.  Though they 
may not realize it at first, they are powerful beings.  They alone have the power 
to save or destroy Hypnogogia.  Make sure that as you narrate consequences 
for each Scene, the decisions of the Shapers drive the story. 
 
The Three Acts 
Each Act in City serves a particular purpose, and has its own End Conditions 
that signal when to move on to the next Act.   
 
Act I 
Act I serves as an introduction of characters, the setting, and the problem 
facing both the Shapers and the City. 
 
Act I Events 
The Red Lady's Proposal 
The Red Lady either appears to the Shapers or invites them to the Chateau 
Chimere.  A grave danger threatens Hypnogogia.  The Dreamstorms grow 
increasingly worse, and Lady Scarlett fears that the City will be destroyed if 
action is not taken. Recognizing them for what they are, she implores the 
Shaper for help, offering to help them regain their Memories in exchange for 
their aid. 
 
A Bazaar Accident 
The Shapers witness an accident in one of Hypnogogia's many marketplaces.  
Perhaps a cart of goods turns over in the middle of a traffic jam, or a fleeing 
thief topples over a precarious heap of wares.  A Dreambaron or Tocker is 
trapped beneath the avalanche of goods, unable to escape. 
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A Friendly Wager 
As the Shapers pass by, two Dreambarons from different houses have a 
difference of opinion.  The Dreambarons ask the Shapers to help them settle 
the dispute, placing a wager on who will prove correct. 
 
The Insult 
A Dreambaron takes offense at the action or words of a Shaper, and publicly 
challenges the Shaper to a duel.  If the Shapers have formed allegiances with 
any of the other Dreambaron houses, a dispute is sparked between houses.  
Alternatively, a Dreambaron challenges another Dreambaron to a duel, and the 
Shapers are asked to serve as seconds or witnesses. 
 
Dire Portents 
A Dreambaron of House Prudentia interrupts a social gathering to make a dire 
announcement regarding the strength and frequency of the Dreamstorms.  The 
announcement stirs up disagreements between opposing Dreambaron houses, 
which may help or hinder the Shapers. 
 
Tocker Suffrage Rally 
A group of Dreambarons from house Clementia, along with sundry supporting 
Fantasma, hold a public rally protesting the unfair treatment of Tockers.  The 
rally conveniently occurs between the Shapers and some goal they are trying to 
reach.  



 

~27~ 

 
Vanishing Chateau 
Chateau Chimere vanishes in the immediate presence of the Shapers.  Blame is 
cast to and from all sides.  Has the castle ceased to exist, or is it merely invisible 
or intangible? 
 
End Condition: 
Act I ends when the Shapers discover a way to stop the approaching Doom of 
the City.  The solution could be as elaborate as using the Seven Badges of the 
Dreambarons to unlock the Sun Stone, or as direct as killing the Snake Woman 
or the Red Lady.  Or it might entail a quest, such as finding the missing First 
Shaper. 
 
Act II 
Act II explores deeper into the themes established by Act I, and introduces one 
or more twists to the problem the Shapers face.  
 
Act II Events 
The Snake Woman 
The Snake Woman appears to the Shapers.  Her tone is threatening but 
seductive.  She tells the Shapers about the lies of the Dreambarons, and tries to 
convince them to aid her in bringing about the destruction and rebirth of the 
City. 
 
Masquerade Ball 
A Dreambaron the Shapers met in Act I invites them to a floating masquerade 
ball.  If they accept, tensions flare between the Dreambaron houses present at 
the ball. Improvise gate-crashers or a disaster as subsequent Events. 
 
The Duel 
A duel breaks out between two rival Dreambarons, or between a Shaper and a 
Dreambaron.  Works well as a follow up to Insult or A Friendly Wager in Act 
I. 
 
The Missing Persons 
A prominent member of Dreambaron society has disappeared.  Perhaps a 
Prudentia scholar fails to return from spelunking expedition below the City.  
Or maybe a Dreambaron or even the Red Lady is kidnapped! 
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Cave-In! 
The actions of the Shapers lead to the collapse of a major structure in 
Hypnogogia, causing the street level to collapse into the lower depths of the 
City.  The dream-lives of many Constructs are put in danger, and an opening 
now gapes into an unexplored part of the city. 
 
Theft 
A valuable artifact -- either an object collected by the Prudentia or a dream-
trophy captured by the Veritas -- has disappeared.  The Shapers are either 
blamed for the disappearance or asked to help recover it, or the artifact is 
something the Shapers need to complete their quest. 
 
The Great Air Race 
The Dreambarons organize an airship races through the city canyons of 
Hypnogogia.  The Shapers are invited to participate, either as crew for 
Dreambaron or as independent competitors. 
 
End Condition: 
Act II ends when the Shapers obtain the means to stop the Doom.  Along the 
way, the Shapers should learn the price of using the solution they have found. 
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Act III 
 Act III is a resolution of the story, where the Shapers execute a plan of action 
and realize the true nature of their Identities. 
 
Act III Events 
Declaration of War 
The Shapers actions have pushed a rivalry between two Dreambarons houses 
too far.  One house declares war on the other and amasses an airship armada to 
attack the other house. 
 
The Megastorm 
A massive Dreamstorm begins to 
brew above Hypnogogia.  The 
storm begins to lash the City, but 
instead of expending its energy and 
eventually passing, it continues to 
grow and inflict damage. 
 
The Baron Returns 
The master of the dramatic 
entrance, the First Shapers finally 
returns to the City, at the most 
opportune (or inopportune) 
moment.  Will The Baron help the 
Shapers achieve their goal, or 
oppose them in an epic Shaping 
showdown? 
 
Tocker Revolt 
Pushed too far by the ill-treatment and poor stewardship of the Dreambarons, 
the Tockers turn on their masters.  Did the Shapers cause the revolt, or are they 
leading the charge?  Will the Tockers stop once the Dreambarons are put in 
their place, or are they bent on destroying the whole City? 
 
End Condition: 
Act III ends when the Shapers have either saved or destroyed the City.  Of 
course, this also signifies the end of the story. 
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Ending the Game 
As you come into Act III of your game, the end of your story should be in 
sight.  If players are lagging on the development of their Memories, take a bit 
of time to let them catch up.  As you bring your story to its climatic end, try to 
end the game with a definitive ending:  either the destruction or salvation of the 
City.  However you end the story, try to make sure the outcome is a direct 
result of the choices the players made. 
 
 
 

 


