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“Three times Randolph Carter dreamed of the marvellous city, and three times was he snatched 

away while still he paused on the high terrace above it.” 

- H. P. Lovecraft, The Dream-Quest of Unknown Kadath. 

The Dream-Quest of Unknown Kadath is a game of ongoing discovery and adventure with push your 

luck and resource management mechanics.  It is unusual in that the game can be extended almost 

indefinitely by the addition of further dreamland locations.  It is based upon the Dreamlands cycle of 

H. P. Lovecraft and hopes to give some small part of that sense of strange discovery and 

investigation. 

Creation and Set-Up. 

To construct the game print out and build at least the White Base Page and one other page.  Pages 

of the Quest are rated in difficulty by their colour, Blue being the easiest then Green, Yellow, Red 

and Black.  Players may print out and construct as many pages as they wish that have been posted 

(only one of each) and add them to their game set, although it is advised that they print off no more 

of the later colours than the earlier (so 2 blue and 1 green is fine, but you’re taking a risk with 1 

green and 2 yellow).  That said a greater number of harder pages will cause players to score higher 

faster, so pushing your luck is very much the name of the game.  New pages will be added as I 

complete them.  To construct a page print it with the image on one side and the text on the other (it 

doesn’t matter which piece of text of a page matches which image so long as there are no repeats or 

omissions) and cut along the thick black lines to form 9 cards. Industrious players may even print out 

and construct new pages part way through their game, if they are delving deeper into the 

dreamlands than expected. 

 

To set-up take the Base Page and lay it out as 

a single image, as pictured, the area these 

cards are placed in are the Memories.  Shuffle 

the 9 cards of a single page and stack them 

image side up to form the Discovery stack.  

Deal out three cards from the Discovery Stack 

image side up into three separate stacks, 

these are the Paths. 

 

 

 

Gameplay. 

The player selects one of the three available Paths to follow and flips it over.  Each card has 

requirements that allow the player to Claim the card, if the player can and wishes to fulfill those 



requirements they may do so and then take the Path card and place it, image side up into their 

Memories.  Cards from separate pages should be placed separately and each page should be formed 

into its own image if possible, to show the player’s route through the Dreamlands. 

Requirements. 

Paths have Requirements that must be fulfilled in order to Claim them, they will either specify that a 

Memory to be Spent, that the player Dream Deeper or that they Awaken. 

• If it requires that a Memory be Spent it will describe the nature of the card to be 

Spent. 

o When noted as simply a number “Spend 1” any card may be chosen. 

o The “Worth” of a card is the number noted on its front in black. 

o The “Shade” of a card is the colour of the square in its top left corner. 

o Only cards currently in the player’s Memories may be Spent. 

o To Spend the card shuffle it into the Discovery Stack, unless it is a base card 

(Colour White, Worth 0), in which case remove it from the game. 

• If it requires that the player Dream Deeper, take 9 cards from a single page not yet 

used this game and shuffle them into (or use them to form) the Discovery stack. 

• If it requires that a player Awaken, end the game after Claiming the card. 

When a card is Claimed, replace it with the top card from the Discovery stack to maintain the 

number of Paths.   

If there are no cards in the Discovery stack, do not replace the path, it is lost, DO NOT replace it if 

cards are later added to the Discovery stack. 

If a card’s Claim instructions either cannot be fulfilled or a player does not wish to fulfill them shuffle 

the unclaimed card back into the Discovery stack but DO NOT replace it, by so doing the number of 

Paths will be reduced by one. 

Ending the Dream: 

The Dream can end in one of three ways:  

The player awakens, in which case score points equal to the value of cards in their Memories. 

The player loses their way, if there are ever no paths remaining the player has lost. 

The player forgets their vision of the city, if there are ever no cards in Memories the player has lost.  





There is providence 
quaint and lordly on 
its seven hills over the 
blue harbour, with 
terraces of green 
leading up to steeples 
and citadels of living 
antiquity, 

and Newport 
climbing wraithlike 
from its dreaming 
breakwater.  

Arkham is there,with 
its moss-grown 
gambrel roofs and the 
rocky rolling 
meadows behind it. 

These things you 
saw, Randolph 
Carter, when your 
nurse first wheeled 
you out in the 
springtime, and they 
will be the last 
things you will ever 
see with eyes of 
memory and love. 

And there is antique 
Salem with its 
brooding years, and 
spectral Marblehead 
scaling its rocky 
precipices into past 
centuries, 

and the glory of 
Salem's towers and 
spires seen afar 
fromMarblehead's 
pastures across the 
harbour against the 
setting sun. 

For know you that 
your gold and marble 
city of wonder is only 
the sum of what you 
have seen and loved 
in youth. 

It is the glory of 
Boston's hillside roofs 
and western windows 
aflame with sunset;  

of the flower-fragrent 
Common and the great 
dome on the hill and 
the tangle of gables 
and  and chimneys in 
the violet valley where 
the many-bridged 
Charles flows drowsily. 





So asking a formal 
blessing of the priests 
 
Spend 1  
to Claim. 

He boldly decended 
the seven hundred steps 
 
Spend 1  
to Claim. 

To the Gate of Deeper 
Slumber 
 
Spend 1  
to Claim. 

and set out through the 
Enchanted Wood. 
 
Spend 1  
Worth 1+  
to Claim. 

In the tunnels of that 
twisted wood 
 
Spend 2  
to Claim. 

whose low prodigious 
oaks twine groping 
boughs 
 
Spend 2  
to Claim. 

and shine dim with the 
phosphorescence of 
strange fungi. 
 
Spend 1  
Worth 1+  
to Claim. 

dwell the furtive and 
secretive Zoogs 
 
 
Spend 1  
Colour not blue 
to Claim. 

and it is well that they 
cannot travel far ouside 
the world of dreams. 
 
Dream Deeper  
or  
Awaken  
to Claim. 





Most of them live in 
burrows, but some 
inhabit the trunks of the 
great trees, 
 
Spend 1  to 
Claim. 

Although they live 
mostly on fungi it is 
muttered 
 
 
Spend 1  
to Claim. 

They have also a slight  
taste for meat, 
 
 
 
Dream Deeper  
to Claim. 

either physical or 
spiritual, 
 
 
Spend 1  
Worth 1+  
to Claim. 

certainly many dreamers 
have entered that wood 
who have not come out. 
 
Spend 2  to 
Claim. 

He traced his way by 
the grotesque fungi, 
 
 
Spend 2  to 
Claim. 

the greater light of those 
thicker fungi revealed 
 
 
Spend 1  
Worth 1+  
to Claim. 

a sinister green and 
grey vastness pushing 
 
 
Spend 1  
Colour not blue 
to Claim. 

up through the roof of 
the forest and out of 
sight. 
 
Dream Deeper  
or  
Awaken  
to Claim. 





Out they swarmed, 
 
 
Spend 1   
to Claim. 

from hidden burrow and 
honeycomed tree,  
 
Spend 1  
to Claim. 

till the whole dim-litten 
region alive with them. 
 
Spend 1 
to Claim. 

Some of the wilder ones 
brushed Carter 
unpleasantly, 
 
Spend 2 
to Claim. 

and one even nipped 
loathesomely at his ear; 
 
 
Spend 2  to 
Claim. 

but these lawless spirits 
were soon restrained by 
their elders. 
 
Spend 2  to 
Claim. 

Rumours of the Great 
Ones came equally from 
all points; 
 
 
 
Spend 3. 

and one might only say 
that they were likelier to 
be seen on high 
mountain peaks than in 
valleys, 
 
Spend 1  
Colour not blue 
to Claim. 

since on such peaks they 
dance reminiscently when 
the moon is above and 
the clouds beneath. 
 
 
Dream Deeper  
or  
Awaken  
to Claim. 





On the Seventh day a  
blur of smoke rose on the 
horizon ahead 
 
 
Spend 1 
Shade Green 
to Claim. 

and then the tall black 
towers of Dylath-Leen, 
which is built mostly of 
basalt 
 
Spend 1  
Shade Blue 
to Claim. 

and its streets are dark  
and uninviting. 
 
 
 
Spend 1  
to Claim. 

There are many dismal 
sea-taverns near the 
myriad wharves, 
 
 
Spend 1  
Worth 2+  
to Claim. 

and all the town is 
thronged with with the 
strange seamen of every 
land on earth 
 
Spend 2  
to Claim. 

and a few which are said 
not to be on earth. 
 
 
 
Spend 2   
to Claim. 

Carter questioned the 
oddly robed men of that 
city. 
 
Spend 1  
Worth 2+  
to Claim. 

But few had seen the 
stone face of the god, 
 
 
Dream Deeper   
or  
Awaken   
to Claim. 

mostly they preferred 
to whisper of the black 
galleys. 
 
Dream Deeper  
or  
Awaken  
to Claim. 





There is a great city 
there, 
 
 
 
 
Spend 1 
Shade Green 
to Claim. 

Dylath-Leen, but in 
Ulthar its reputation is 
bad 
 
 
 
Spend 1  
Shade Blue 
to Claim. 

because of the black 
three-banked galleys that 
sail to it with rubies 
from no clearly named 
shore. 
 
Spend 1  
to Claim. 

The traders that come 
from those galleys to 
deal with the jewellers are 
human, 
 
Spend 1   
Worth 2+   
to Claim. 

or nearly so, but the 
rowers are never beheld; 
 
 
 
Spend 1  
to Claim. 

and it is not thought 
wholesome to Ulthar 
 
 
 
Spend 2   
to Claim. 

that merchants should 
trade 
 
 
Spend 1  
Worth 2+  
to Claim. 

with black ships from 
 
 
 
Dream Deeper   
to Claim. 

unknown places whose 
rowers cannot be 
exhibited. 
 
Dream Deeper  
or  
Awaken  
to Claim. 





The mouths of the men 
who came to trade were 
too wide, 
 
 
 
Spend 1 
Shade Green 
to Claim. 

and the way their 
turbans were humped up 
in two points above their 
foreheads was in 
especially bad taste. 
 
Spend 1  
Shade Blue 
to Claim. 

Those three banks of 
oars moved too briskly 
and accurately and 
vigourously to be 
comfortable. 
 
Spend 1  
to Claim. 

The merchants took only 
gold and stout black 
slaves from Parg across 
the river 
 
Spend 1  
Worth 2+  
to Claim. 

That was all they ever 
took, 
 
 
 
Spend 2  
to Claim. 

those unpleasantly 
featured merchants and 
their unseen rowers; 
 
 
Spend 2   
to Claim. 

never anything from the 
butchers and grocers, 
but only gold 
 
Spend 1  
Worth 2+  
to Claim. 

and the fat black men 
of Parg 
 
 
Spend 1 
to Claim 

whom they bought by 
the pound. 
 
 
Dream Deeper  
or  
Awaken  
to Claim. 





All this time the great 
gaunt side of Ngranek 
was looming up higher 
and higher. 
 
Spend 1 
Shade Green 
to Claim. 

There were sparse trees 
on the lower slopes and 
feeble shrubs above them, 
 
 
Spend 1  
Shade Blue 
to Claim. 

and then the bare hideous 
rock rose spectral into the 
sky, 
 
 
Spend 1   
Shade Green 
to Claim. 

to mix with frost and ice  
and eternal snow. 
 
 
 
Spend 1  
Shade Yellow 
to Claim. 

Ninety aeons ago, 
before even the gods had 
danced upon its pointed 
peak, 
 
Spend 1  
to Claim. 

that mountain had 
spoken with fire and 
roared with the voices of 
inner thunders. 
 
Spend 2   
to Claim. 

Now it towered all 
silent and sinister, 
 
 
Spend 1  
Worth 2+  
to Claim. 

bearing on the hidden 
side 
 
 
Spend 1 
to Claim 

that secret titan image 
whereof rumour told. 
 
 
Dream Deeper  
or  
Awaken  
to Claim. 





At last, in the fearsome 
iciness of upper space, 
 
 
Spend 1 
Shade Green 
to Claim. 

he came round fully to  
the hidden side of 
Ngranek. 
 
Spend 1  
Shade Green 
to Claim. 

He felt from the chill 
that he must be near the 
snowline,  
 
Spend 1   
Shade Green 
to Claim. 

looked up to see what 
glittering pinnacles might 
be shining in that late 
ruddy sunlight. 
 
 
Spend 1  
Shade Blue  
to Claim. 

Surely enough, there was 
the snow uncounted 
thousands of feet above, 
hanging there forever in 
bold outline. 
 
Spend 1  
to Claim. 

When he saw that crag 
he gasped and cried out 
aloud. 
 
 
 
Spend 1   
to Claim. 

Stern and terrible shone 
that face that the sunset 
lit with fire. 
 
Spend 1    
to Claim. 

How vast it was no 
mind can ever measure. 
 
 
Spend 1 to 
Claim 

It was a god chiselled 
by the hands of the 
gods. 
 
Dream Deeper  
or  
Awaken  
to Claim. 





Meanwhile the cliffs 
had been left behind, 
 
 
 
 
Spend 1 
Shade Yellow  
to Claim. 

So that oncoming night 
fell over a great waste of 
sand and spectral rocks. 
 
 
 
Spend 1  
Shade Yellow  
to Claim. 

He knew he was 
hopelessly lost in this 
broken and blasted desert 
of meaningless rocks and 
untravelled sands. 
 
Spend 1   
Shade Yellow 
to Claim. 

He had thought it for 
some moments a range of 
black mountains, 
 
Spend 1  
Shade Yellow 
to Claim. 

but now he saw it was 
something more. 
 
 
Spend 1 
Shade Yellow 
to Claim. 

Now those hills were no 
more, 
 
 
Spend 1 
Shade Yellow 
to Claim. 

For some hand greater 
than man's had touched 
them. 
 
Spend 1 
Shade Yellow  
to Claim. 

Silent they squatted 
there atop the world like 
wolves or ghouls, 
 
Spend 1  
Shade Yellow 
to Claim 

their right hands were 
raised in menace against 
mankind. 
 
Dream Deeper 
or 
Awaken  
to Claim. 





He saw arise from 
their shadowy caps 
whose motions were no 
delusion. 
 
Spend 1 
to Claim. 

Winged and whirring, 
 
 
 
 
Spend 2   
to Claim. 

those forms grew larger 
each moment, and the 
traveller knew his 
stumbling was at an end. 
 
Spend 3    
to Claim. 

They were not any birds 
or bats known elsewhere 
on earth or in dreamland, 
 
 
Spend 4   
to Claim. 

for they were larger than 
elephants and had heads 
like a horse's. 
 
Spend 5  
to Claim. 

Carter knew that they 
must be the 
Shantak-birds of ill 
rumour, 
 
Dream Deeper 
to Claim. 

and wondered no more 
what evil guardians and 
nameless sentinels made 
men avoid the boreal 
rock desert. 
 
Dream Deeper  
to Claim. 

As he stopped in final 
resignation he dared at 
last to look behind him, 
 
 
 
Dream Deeper 
to Claim 

where was a noxious 
horde of leering 
Shantaks to whose wings 
still clung the rime and 
nitre of the nether pits. 
 
Dream Deeper 
or 
Awaken  
to Claim. 





"For know you, that 
your gold and marble 
city of wonder is only the 
sum of what you have 
seen and loved in youth. 
 
Spend 2 
Shade Red to 
Claim. 

It is the glory of 
Boston's hillside roofs 
aflame with sunset; 
 
 
 
Spend 2  
Shade Red to 
Claim. 

and they will be the last 
things you will ever see 
with eyes of memory and 
love. 
 
 
Spend 2   
Shade Red to 
Claim. 

Farewell, Randolph 
Carter, and beware; for 
I am Nyarlathotep, the 
Crawling Chaos." 
 
 
Spend 1  
Shade Red  
to Claim. 

Madness and the void's  
wild vengance are 
Nyarlathotep's only  
gifts to the  
presumptuous; 
 
Spend 1 
Shade Red  
to Claim. 

Onward - dizzily onward 
to ultimate doom through 
the blackness where 
sightless feelers pawed 
and slimy snouts jostled. 
 
Spend 1 
Shade Red 
to Claim. 

To well had  
Nyarlathotep planned  
his mocking and his 
tantalising, 
 
Spend 2 
Shade White  
to Claim. 

for he had brought up 
that which no gusts of  
icy terror could quite 
efface. 
 
Spend 2  
Shade White 
to Claim 

Home - New 
England - Beacon 
Hill - the waking 
world. 
  
Awaken  
to Claim. 


