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MISSIONS

Explore a suspect’s dream - Enter the dream of a suspect in the Conspiracy seeking 
the truth of their involvement.
When a suspects involvement is unknown, the mission’s tier is equal to that of the 
lowest unfilled role in the Conspiracy map.
If the group’s investigations have revealed a suspect’s involvement, the mission tier is 
equal to the suspect’s role tier.
When a suspect’s complicity becomes clear, add them to the Conspiracy map in the 
appropriate position.
Confront a known conspirator - Enter the dream of a known conspirator and confront 
them about their involvement. What judgement awaits them?

	z	 Curiouser: Each protagonist may add +1 action rating to 
forgive, express, or conceal.

	z	 Looking for answers: Gain +1d when you investigate. When 
a lead turns out to be a dead end, mark series xp.

	z	 Shared burden: If you share an intimate moment that reveals 
your secrets or inner pains, clear 2 stress and your ally marks 
1 stress. They ask you one question from their gather info list.

	z	 Another face in the crowd: Gain +1 effect when concealing 
yourself in a crowd. When you defer to the majority, mark xp.

	z	 Daydreamers: Gain +1d when rolling obligation.

	z	 Moment of crisis: When factoring your engagement roll, if 
you answer yes to “Does this mission determine the fate of 
a friend?” gain +2d instead of +1d. Gain +1d when you help 
a friend recover from emotional harm.

At the end of each session, for each 
item below, mark 1xp (or 2xp if that 
item occurred multiple times).

	z Successfully carried out a mission 
from the series’ list

	z Delve into the Conspiracy’s maze, 
and give solace to dreamers

	z Explore the inner world of 
suspects, and face their demons

	z Express the essential nature, 
origin, or destiny of the group

Mol, Ryde, Turn, Boon, Nore, Stell, Fran, Vik, 
Love, Hen, Ann, Lane, Harp, Best, Jo, Puc, Sol, 
Case, Gunn, Hart, Deed, Len, Phyl, Kyo, Skip, 
Win, Char, Cat, Shay, Luce, Faye, Heff, Eve, 
Cross, Rip, Bog, Tif, Spice

When your actions align with your Avatar’s virtue, clear 1 stress. 
When your actions align with one of your Avatar’s impulses, 
or you accept a dark bargain based on its impulse, that action 
does not deplete your transcendence track, and you mark xp.

	Lucid: Each protagonist marks a transcendent action dot in 
forgive, express, and conceal.

	Dream logic: When you trigger a flashback while transcended, 
you receive all applicable benefits of transcendence for any 
actions taken during that flashback.

	Just a dream: While you are transcended, others must speak 
to you truthfully, and you ask an additional follow up question 
when you gather info during an interrogation.

	Hold back the nightmare: While you are transcended, any 
eclipse roll result of 4/5 counts as a 6. While transcended and 
in eclipse, roll +1d on actions to frighten or upset others.

Make a connection is replaced 
with share an intimate moment. 
All abilities relating to make a 
connection apply to share an 
intimate moment instead.

In downtime, you may share an 
intimate moment with another 
protagonist. Describe the 
circumstances of your encounter, 
and how you are vulnerable in 
this moment. Ask them “Do you 
share this moment, or hold yourself 
apart?”

If they share it with you, roll +1d. 
If they hold themselves apart, mark 
xp.

Roll a suitable action, the other 
player assigns links as they choose 
between your characters.

6: 4 links 
4/5: 3 links 
1-3: 2 link 
critical success: 5 links

Series Abilities

AVATAR VIRTUES

elegant, clever, brave, serene, bright, curious, playful, beautiful

AVATAR DESIRES

supremacy, apotheosis, adoration, intimacy, overthrow, control, 
scandal, agency, escape, prestige, indulgence, truth

A GIRL BY MOONLIGHT SERIES

maze dreamsa ofin
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