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Welcome to the Ward: a stitched-together warren of haspital
corridors, of flickering fluorescent bulbs and dusty waiting
rooms, of windows to a vast and suffocating greyness. When
you fall into a coma, you come here. You stay here until you

find a way to wake up or you die. Yo'LL DIE

we AL DLE M
THeRE 1s NO WAK! %

It grows more each year; whenever someone falls into a coma,
they bring the area around their unconscious body with them
into the space. That's why it's mostly hospitals, and why we

face-up here. When you make an action and roll, the GM can
choose to add the value of the card to your result if it's RED, or

& subtract it if it's BLACK. When a GM uses a Bane, discard it.
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It's run by a cadre of ancients - the Sleepers. Their souls are ko e ein auck, Snd OIEN Wi: Shangad.
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< slick with sin and power, and they trail ghosts behind them as 2 —
: they walk. They don’t want to wake up while they can rule DREAMY// Place five cards face-down here to make your
" here, and they try to hide the secret of waking as best they Dream deck. You can choose to trust to Dream, channeling the
can. fow Do You WHKE ? W\ BLee® e speerres raw essence of the Ward into your actions. When you do this,
WITH B RS2 e RRE WOD TE kEY add the value of the top card of your Dream deck to the D12
You can't stay here; you have business back in the waking instead of a trait, then add it to your hand. You can do this
world. You're going to wake up or die trying. : - before or after you roll the D12.  TRuST 7o DRgawm awDd 7
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KIT// You'll need a deck of standard playing cards and a D1 “When you do this, you unleash the whispering in your head, VJ
. t..-—---0 B s oo SHME CARDS WD WP HERE BuT: and are no longer in full control of your actions - the GM
e ITS SMRINGES, DRIPS, BEDDING, describes what happens. SURE, ‘fou “LosT conTRoL *
DG:. iy BEAD FLOWERS, MOSTLY IT won'T RRING THEM BACK
tr ' L ; e
g w Draw three cards and allot them face-up to your When you extinguish the life of another patient in the Ward,

add 3 cards to your Dream deck.  svex THE MARRow

traits - something you are, something you believe, and
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someone important that you know. Choose from the lists belo

orinvent your OWN. ¢ pogsn't MATER ke AKE/I The more you dream, the closer you come to the

JOW WERE BEFORE k truth; your hand represents how much you know about the
MECHANICS// When you make an action and the 1§ secret of waking up. You can never have more than five cards
outcome is in doubt, roll a D12 and add the value of the card =t g 5k in your hand - at the end of your turn, discard down to five.
on your relevant trait, then consult the table below to determine >
the outcome. If you don’t have a relevant frait, you must trust to At the climax of the session, the GM draws five cards to make

Dream.A=1,J=11,Q=12, K=13. L their hand; each player compares their hand to the GM’s using
= — * G ;"&2&" standard poker rules. If a player’s hand is superior, they wake ’
4 2-4: Abysmal failure. (Draw two banes) ’ 'I ‘f& 1"&21‘;'}:1;) - say how. They won't remember any of this. If the GM's
o [ " s n
%: 5-7: Failure. (Draw one bane) P hand is superior, the character dies at the hands of the
4‘% E | ‘,,a"\*gfr Sleepers - say how. NE ALL KNEW 1T whS
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SOMETHING YOU ARE.: o Vo SOMETHING YOU BELIEVE: SOMEONE IMPORTANT:
[ Brutal e “‘”‘JJ;‘«' ( |can communicate with the spectres I Navid, who talks to the spectres l
{1 Quiet oW \'f',\gel D I'm immune to the Sleepers' mind tricks O Santiago, an enforcer for the Sleepers
0y Manipulative 1@"\1\,\\90‘ D | can sense secret paths O Fong, who makes weapons
3 Duplicitous L D | can sense what happened in the past [ Siobhan, a banshee singer
L Ostentatious D | am too angry to die O Georg, who's been here three times
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