
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

THE ARKHAM 
NIGHTMARE 

 

 

 

A fan made expansion for Arkham Horror 

By Michael Hunter (Adelphophage)  
 
 
 At length, sick with longing for those glittering sunset streets and cryptical hill lanes among ancient tiled roofs, 

nor able sleeping or waking to drive them from his mind, Carter resolved to go with bold entreaty whither no man 

had gone before, and dare the icy deserts through the dark to where unknown Kadath, veiled in cloud and 

crowned with unimagined stars, holds secret and nocturnal the onyx castle of the Great Ones... 

H.P Lovecraft, the Dream Quest of Unknown Kadath. 

 

As the ancient one stirs, the walls between worlds break down. Gates open throughout Arkham, monsters from horrific 
other worlds spill through, and chaos reigns. 
 
One of the worlds affected by this weakening of the veil is the fabulous Dreamlands, a dangerous and glorious world that 
exists in reflection of, or perhaps because of, man’s wildest fantasies. Normally only a few uniquely talented dreamers 
could visit it, but as the veils weaken many who were shackled to mortal dreams can now explore this amazing realm, 
learn secrets of the cosmos, and use their powers of their Dreaming to carry wonders between worlds.  
 
However, all is not well in the Dream. There, as here, the influence of the Outer Gods is felt in the form of Their Soul and 
Messenger, Nyarlathotep, warden of the feeble Gods of the Dreamlands. The Crawling Chaos knows that the dimensions 
are coming closer together, and he plans to use this connection to rend Earth asunder and remake it in the image of his 
eldritch masters.  
 
The Masked one lays his schemes and sends his servitors forth, and at his command the Dream is turning into a 
Nightmare, a corruption that seeps between worlds. It is up to the investigators to foil the plots of Nyarlathotep, to save 
the souls of all who dream, and to keep Arkham from oblivion. 

 



Components 

 

Thank you for downloading the Arkham Nightmare 

expansion!  If you’ve managed to find all the right files, 

then you should have all the components listed below. 

 

24 x Dream Items 

Dream items are spells or unique  

items that can be found, bought,  

or stolen in the Dreamlands. 

16 x Dream Gifts 

The most potent allies, spells, items, 

 and less tangible things a dreamer 

can gain are found in the Dream  

Gift deck. 

4 x Dream Death cards 

When one dies in the dream, one can 

never return to the Dreamlands again.   

This card represents that sad state of  

affairs. 

4 x Ascended cards 

One who battles his way to Unknown  

Kadath, the soul castle of the Gods,  

becomes Ascended.  Such rare men and 

women are true masters of the Dream. 

 

 

 

 

 

 

 

 

 

 

 

24 x Plots 

Plots represent one of the  

schemes of Nyarlathotep 

the investigators must foil. 

When they do, they take them  

as trophies.  These should  

ideally be printed on thick card  

stock, like monsters and gates. 

36 x Nightmare cards 

The dreamlands equivalent 

of Mythos cards, these cards 

cause monsters, plots and 

clues to appear. 

95 x Location cards 

Just like the ones in Arkham, these cards determine 

what investigators encounter while exploring locations. 

 

 

 

 

2 x Information Tables 

The decks of Nightmare and Location cards are also 

summarized in table form as seperate printouts.  These 

should be used instead of the appropriate cards if less 

printing and laborious card making is desired. 

 

 

 

 

 

 

 

 

 

 

1 x Dreamlands Board 
This board displays all the locations in the Dreamlands, as well as the nightmare track.  Files are provided for the full 

size board as a single file, and as split across 3 A4 pages for whichever size of printer you have access to. 



Sleeping and Waking 

Sleeping 

To get to the dreamlands, a player may Sleep.  To do so, 

during upkeep, if they are in a stable location, they may 

spend one clue to move to the Dreaming space of the 

Dreamlands.  During the Arkham encounter phase, they 

will have a Dreaming encounter there which will move 

them to another location in the dreamlands. 

When a player Sleeps, place a marker in the stable 

location they left to show where their dozing body is.  

This marker remains in place unless the location is 

closed, in which case it moves to the street.  This marker 

is not the player, and cannot, for example, trade with 

other players or be attacked by monsters. 

Sleeping is the only method by which a player can move 

to the dreamlands board.  Effect which allows them to 

move to any space (such as returning from lost in time 

and space) does not allow them to move to the 

Dreamlands, unless the card specifically mentions that. 

Waking 

To leave the dreamlands a player may Wake, again 

during upkeep.  Simply move them back to the location 

of their sleeping token, and discard the token. They are 

free to act as normal this turn.  As well as voluntarily 

doing so during upkeep, various other cards and effects 

may also cause the player to Wake, in which case 

similarly move back to their sleeping token.   

Players who are at The Moon location cannot wake 

voluntarily, as the foul magics of the Moonbeasts 

prevent them from escaping so easily. 

If a player leaves the Dreamlands board by any other 

method (such as moving to an other world, becoming 

lost in time and space, or somehow moving to a specific 

location in Arkham), they move to that location, and the 

sleeping token is discarded.  If they wish to return to the 

dreamlands they will have to sleep again.    

Investigator Cards 

When a player Sleeps, he takes all his investigator cards 

with him as normal, either retaining the knowledge or 

dreaming the equivalents of his items. 

Equally, any cards an investigator gains in the 

Dreamlands function perfectly well in Arkham, the 

bleeding of realities causes them to appear on earth 

when the sleeper wakes. 

Life and Death in the Dream 

An investigator loses sanity and  

stamina like normal in the  

Dreamlands, and these carry over  

when he Wakes or Sleeps – the  

magics linking the dream to the  

world such things to persist.   

However, if a player is ever driven 

 insane or knocked unconscious  

in the Dreamlands, the normal  

rules do not apply.  The player is  

restored to one sanity (if driven insane) or stamina (if 

unconscious), takes the Dream Death special card, and 

immediately Wakes.  The investigators dream self is now 

dead, and as the Dream Death card states, they may not 

Sleep again. 

If a player is reduced to zero stamina and sanity 

simultaneously, they are devoured as normal. 

Dream Items and Dream Gifts 

There are two new decks of investigator cards in 

Arkham Nightmare, the Dream Items and Dream Gifts.  

Each of these cards is also of a different type – unique 

item, spell, ally, special effect, and so on, as shown by 

their front face.  They count as normal items of this type 

for all purposes – for example, spells may be traded, 

allies may be discarded to pass “The Stars Are Right”, 

Unique items can be lost when being knocked 

unconscious, and so on. 

 

 

 

 

 

 

Four sample Dream Gifts.  Randolph Carter is an ally, 

the Shantak Mount is a special card, Summon the 

Crawling Chaos is a spell, and Skull of an Elder God is a 

unique item.   

There is only one copy of each dream gift.  If an 

encounter gives you a chance to gain a dream gift that is 

no longer available, draw a new encounter. 

 



 Investigators in the 

Dreamlands 

Unless otherwise specified, play in the Dreamlands is 

just like play in Arkham – for example, clues are still 

picked up when an investigator ends his movement on 

that location, monsters must still be evaded, and so on. 

Movement 

Movement in the dreamlands is conducted differently to 

in Arkham.  When an investigator moves, they nominate 

the location they wish to move to and the path they will 

take, then make a Movement (-) check.  Note that this is 

a movement check, not a speed check, so anything that 

adds movement such as a motorcycle will help with this 

roll.   

They move a number of spaces equal to one plus the 

number of successes, towards that location.  They may 

not move beyond the location they nominated.  Nor can 

they move less than the maximum distance unless they 

A-Reach their nominated destination or B-fail an evade 

check against a monster and thus have their movement 

end.  

 

 

 

 

 

 

 

 

 

In this example, Mandy is in Sarnath and wants to move 

to Inganok.  She makes a movement check and rolls one 

success, thus she moves two spaces.  She moves from 

Sarnath to the Enchanted Woods, then from the 

Enchanted Woods to Dyath-Leen, and ends her 

movement there.  Even though she would rather end 

her movement in the Enchanted Woods than Dyath 

Leen, this is not allowed. 

 

Monsters in the Dreamlands 

Monsters function in the Dreamlands in exactly the 

same way they do in Arkham, moving when their 

symbols appear on Mythos cards, being returned to the 

cup when a gate of their symbol is closed and so on.  

Players still have to evade them when leaving or ending 

their turn on a location containing one.  Monsters in the 

Dreamlands do not count towards the monster limit. 

The only difference of monsters in the Dreamlands is 

that it has no Sky..  Flying monsters in the Dreamlands 

move as though they were Fast monsters instead. 

Note that all monsters in the Dreamlands moving will 

eventually find themselves moving onto the nightmare 

track.  When they do this, they are returned to the cup 

and a token is added to the Nightmare track.  This is 

covered in more detail in the Nightmare section. 

Locations and encounters 

During the Arkham encounter phase, a player in a 

location in the Dreamlands must draw an encounter 

card for his location.   

Note that many locations in the Dreamlands have 

special abilities, however unlike locations in Arkham 

these abilities can only be used after an encounter, not 

instead of an ancounter.  

There are three special locations in the Dreamlands with 

no movement lines – The Moon, Dreaming, and 

Unknown Kadath.  Investigators may not therefore 

move out of these spaces during movement, they 

remain there until an encounter card moves them out.  

Also note that Investigators at The Moon may not Wake 

during upkeep due to the wards of the Moonbeasts. 

Players may also not be moved to these special locations 

by any sort of “Move anywhere” effect, unless it 

specifically mentions that location by name. 

The Underworld 

The three Underworld locations on the right hand side 

of the board (the Abyssal Peaks, the Vale of Pnath, and 

the Cyclopean City) are normal locations in all ways. 

The Cyclopean City is treated as adjacent to the 

Enchanted Woods, and players may move between 

them like any two connected locations.  The same 

applies for the Abyssal Peaks and Sarkomand.  Likewise, 

monsters moving in the Cyclopean City or Abyssal Peaks 

will move to the Enchanted Woods or Sarkomand, 

respectively. 



Dreamlands and Arkham 

Unlike other expansion boards such as Dunwich, 

Innsmouth, Vermont, and so on, the Dreamlands are not 

considered part of Arkham.  This means that 

environment cards effecting Arkham do not effect the 

dreamlands, monsters with abilities that effect Arkham 

(such as Cthonians or Colours out of space) do not effect 

the Dreamlands, and cards that allow a player to move 

anywhere in Arkham do not allow them to move to the 

Dreamlands. 

Cthonians or Colours out of space in the dreamlands, 

when triggering their abilities will effect all players in the 

dreamlands.  Hunting Horrors and Hounds of Tindalos 

will not move between the Dreamlands and Arkham. 

Dreamlands and Dreamlands 

It should also be noted that, in rules terms, the 

Dreamlands expansion board and the Dreamlands Other 

World are completely different from one another, 

interacting in no way. 

This is because players entering the Dreamlands by 

Sleeping have a very different experience, moving 

around freely as their dream avatar and exploring.  

Investigators who enter the Dreamlands by gate show 

up in a completely random part of it (or outside of it) 

and have a very short trip, solely for the purpose of 

closing a gate. 

The same applies to the Underworld and Plateau of Leng 

Other Worlds. 

 

The Nightmare 

The schemes of the Crawling Chaos are what bring the 

players to the Dream.  If they do not foil his plots, then 

untold horrors will strike the Dream and Arkham both. 

The Nightmare track will fill slowly and cause Nightmare 

cards to be drawn.  Each Nightmare card causes a Plot to 

be placed, and also has a Harrowing effect.  Harrowings 

triggers if a certain number of Plots are in play and 

causes problems in Arkham, ranging from terror 

increases to the destruction of elder signs! 

Thus, it is in the interest of the investigators to keep the 

Nightmare track progressing as slowly as possible, and 

to deal with Plots promptly, otherwise Harrowings will 

destroy their chances of victory. 

 

The Nightmare track 

In the middle of the expansion board is the Nightmare 

track, showing how far the next scheme of Nyarlathotep 

is from fruition. This track holds up to three tokens, one 

in each third.  It can never hold more than three, if more 

would be added they are simply ignored. 

 

 

 

 

 

Tokens are added to the Nightmare track when one of 

three things happens. 

1: At the start of every Mythos phase, place a token on 

the Nightmare track. 

2: Whenever an elder sign prevents a gate from 

opening, place a token on the Nightmare track. 

3: Whenever a monster in Dyath-Leen, Inganok or 

Celephais moves, return it to the cup and place a token 

on the nightmare track. 

 

The Nightmare Phase 

At the end of the Mythos phase, and before the Upkeep 

phase, a special Nightmare phase occurs.  If the 

nightmare track has less than three tokens on it, then 

nothing happens. 

If it has three tokens, however, then the next plan of 

Nyarlathotep swings into action!  Remove all tokens 

from the track, then draw a Nightmare card and resolve 

it as described below. 

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. 

1 

2 

4 



2: Place clues 

Again, like Mythos cards, Nightmare cards cause clues to 

be placed on certain locations. 

 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.  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! 

Once the Nightmare card has been resolved, unless it is 

a Dream Environment, discard it and continue to the 

Upkeep phase as normal. 

 

Passing Plots 

As seen above, if too many Plots are left in the 

Dreamlands, they can cause destructive Harrowings to 

occur.  To combat this, players should try to remove 

Plots. 

 

A player in the same location as 

a plot during the Arkham  

Encountersphase may,  

after drawing an encounter,  

attempt to Pass the Plot. 

Each plot has a specific pass  

condition listed on it, sometimes a  

skill check, sometimes not.  An investigator may only 

attempt to pass a plot once per turn, much like gates. 

If an investigator successfully Passes a Plot, he takes the 

plot card and turns it face down, where it is now a 

Dream Trophy.  Dream Trophies can be exchanged for 

useful things at various places in the Dreamlands, much 

like Gate and Monster trophies in Arkham. 

An investigator may use the special ability of a location 

before or after attempting to pass a Plot.  For example, a 

player who passes a plot in the Vale of Pnath may 

immediately use the Secrets of the Dead ability to trade 

the trophy for clues, provided he did not use this ability 

earlier that turn. 

Setup 

When playing with the Arkham Nightmare expansion, 

set up the game as normal with the following 

exceptions. 

1: Place the Dreamlands board alongside the main 

board, and make sure the Dream Items, Dream Gift, 

Dreamland Location and Nightmare cards are on hand.  

Place the plots in a cup for drawing. 

2: Place a clue on every unstable location in the 

Dreamlands (Oriab, the Forbidden lands, Sarnath, 

Sarkomand, the Monastery of Leng, The Vale of Pnath 

and the Cyclopean City). 

3: Draw a Plot, placing it on the location noted on its 

front.  Place a monster at that location. 

4: Place one token on the Nightmare track 

Notes 

Randolph Carter: His ability may be used at any time, 

such as just before the beginning of the Nightmare 

phase. 

Zoog Companion: You cannot trade stamina or sanity 

you do not have! 

Familiar Ghoul: His ability only allows you to move 

anywhere from the Abyssal Peaks, not from anywhere to 

the Abyssal Peaks.  Also, he cannot move you to 

Unknown Kadath or The Moon (as if you’d want to...)  

Skull of an Elder God: If you must discard the Skull, the 

spell is discarded too.  If you must discard the spell, the 

Skull is discarded too, so you would be wise to choose a 

spell that is not discarded after use. 

Oblivion’s Touch: Spawn monsters defeated by this spell 

do not return to the cup, they follow their own special 

rules. 

Dream Death: This does not prevent you from moving 

to the Dreamlands Other World, only the expansion 

board. 

 

 



      The Dreamlands 

The description of the Dream I have used here is 

gathered from the Dream Quest of Unknown Kadath, 

the Doom that came to Sarnath, The Other Gods, 

Celephais, The Cats of Ulthar, and other Lovecraft works, 

along with several Chaosium publications. 

For those of you who haven’t had the pleasure of 

reading these works, what follows is a guide to my 

interpretation of the Dream. 

 

Celephais 

 

King Kuranes, whose real name has 

long been lost, is perhaps the most 

powerful dreamer in existence.  After 

his own body’s death, he lived on in the dream, 

eventually creating the paradise city of Celephais from 

whole cloth.  The King and his noble knights are perhaps 

the single most stalwart force against the machinations 

of the Crawling Chaos. 

        Oriab 

 

The serene island of Oriab sits in 

the southern ocean, and at its 

center lies the colossal mountain 

of Ngranek.  Untold aeons ago, the 

Elder Gods lived in their soul-citadel here, and they left a 

titanic image of their own face carved into the 

mountain.  Despite the fabulous secrets to be found 

atop the mountain, only a few have ever braved this 

haunted and icy peak to see the sight. 

   Forbidden Lands 

 

Not all dreams are coherent or 

sane, and the forbidden lands are 

composed of this unformed 

dreamstuff – constantly responding 

the fantasies, nightmares, whims and delirium of all who 

sleep.   Change is the only law here, and King Kuranes 

has deemed the chaotic expanse forbidden – both for 

the safety of dreamers who might wander in, and to 

stop the horrors within from getting out 

. 

 

The Moon 

 

The moon seems bright and pure, 

but its far side houses the seething 

cities of the Moonbeasts, the 

monstrous servants of Nyarlathotep.  Their black galleys 

can fly through the void of space, bringing their terrible 

forces to the dreamlands, and carrying slaves back home 

for diabolic purposes. 

   

 Enchanted Woods 

 
The first place most dreamers see, 

the enchanted forest teems with 

magic and life, most notably the 

fractious and curious Zoogs.  On the edges of the forest, 

beyond the river Skai lies the idyllic town of Ulthar, 

where it is written no man may kill a cat.  Here live the 

enigmatic but noble cats of Ulthar, as well as the wise 

old priest Atal, the only man known to have seen the 

Outer Gods with his own eyes. 

           

 Dyath-Leen 

 
The sprawling basalt port of 

Dyath-Leen is a safe haven for 

thieves, monsters, slavers, heretics, 

traitors, and worse.  Almost anything can be bought 

here, and absolutely anything can be sold.  In its bars 

and alleys one can find traders from every port of the 

Dreamlands, some bringing news, some trading rare 

relics, and some serving the Outer Dark. 

              

Sarnath 

 
In times long past, men butchered 

the strange beings of Ib , and built 

the proud metropolis of Sarnath on 

the ruins of their lakeside city.  Exactly a thousand years 

from that day the moon lowered to meet the mists, and 

a great Doom came to Sarnath.  All that is left now is 

ruins and ghosts, both of the mournful humans, and the 

vengeful spectres of Ib. 



           Inganok 
 

The last bastion of civilization in 

the cold North is the onyx 

citadel of Inganok.  The people of 

this folk are whispered to be distantly descended from 

the gods, as evinced by their strange features and the 

hundred and one temples that grace their city.  Ruled 

over by their inscrutable Veiled King, this people of 

Inganok are as cold and forbidding as the north in which 

they dwell. 

          

Sarkomand 
 

The endless Plateau of Leng lies 

beyond Inganok, frozen, savage 

and inhospitable.  In the center 

can be found Sarkomand, the ancient capital of the Men 

of Leng before they were subjugated by the Moonbeasts 

millenia ago.  Now a ruin teeming with monsters, the 

degenerate descendents of Sarkomands builders roam 

the cold waste, thirsting for the blood and paying unholy 

homage to the Crawling Chaos 

 

Monastery of Leng 
 

This primeval monastery lies in 

the very farthest reaches of the 

Plateau of Leng, hewed by a gods 

hand from the ice itself.  Whispered of in nightmarish 

prophecies, the Monastery is the seat of the High-Priest-

Not-To-Be-Described, whose face has never been seen.  

Some say he is the first man ever to dream, some say 

the king of moonbeasts, and some whisper he is the 

Crawling Chaos itself. 

 

Unknown Kadath 
 

Farther north than any sane 

man has ever gone lies a  

great mountain that pierces 

the sky.  Here is built the soul-citadel of Kadath, where 

the Elder Gods have made their home.  But a traveller 

who seeks the favour of these Gods of the Earth must be 

wary, for here too reigns their warden, the Soul and 

Messenger of the Ultimate Gods – Nyarlathotep. 

The Abyssal Peaks 

 
In the underworld lie a range of 

subterranean mountains, reaching 

from the cavernous depths all the 

way to the surface.  In this twilight world crawl all 

manner of nameless life, but none are more numerous 

than the cannibalistic ghouls.  These cunning and 

resourceful creatures can be extremely useful allies – 

provided one can keep them well fed. 

 

The Vale of Pnath 

 
The rivers of the underworld 

drain to the vale, the ghouls toss 

gnawed bones into the vale, and 

the faceless Nightgaunts cast intruders to the vale.  All 

things end in the vale.  A nightmarish sea of bones and 

ancient carrion many kilometres deep, the only living 

thing that call this place home are the leviathan Dholes 

that worm their way through the depths. 

 

The Cyclopean City 

 
In forgotten days, the voiceless 

Gugs committed a crime so great, 

a blasphemy so obscene that 

records of it have been struck from all records. In 

punishment for this the great Koth banished them to the 

underworld and forbade them to see the sun again.  The 

bitter giants built a city of stone where they brood and 

plot for the day where the might extract their vengeance 

on life above.   

 

 

 

 

 

 

 


