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“And I woke, but not as wakefulness is; my eyes wereopen, my hands free to move, but moved as I did as if Istood amongst the ziggurauts and temples of a placewhere the stars are much closer, and much sadder.
I walked in these unknown places through crystalshards of sand, in between the lopsided towers andimpossible palaces of empty halls that cannot be, drawninexorably towards what at first I thought were profanewhispers. Yet as my steps crunched underfoot the dustof a civilisation that fell in but one short day, I learnedthat I heard not whispers of ancient words, but thehowling, screaming, chittering unhearable syllables ofancient and dread names, lured towards the things thateven now, fought over the remnants of this place theycould not escape, not without someone knowing theirname.
I crested a hill; I saw, for a moment, just a searingmoment, one of them, its eyes fixed on me, havingfought off the others long enough to loom over mymortal frame and stare into me, as if it did not knowwhat eyes were and simply looked into the very marrowof my being…
“It spake unto me a syllable.
“I awoke again, screaming out that profane sound.
“I can only hope that I do not have this dream again.Who knows what will transpire if I speak the name ofone of these things aloud.”

 The Diary of The Last Mortal
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S e t u p
Dark Signs is a game of dreadful ends, for 2-4 un-
speakable beings from beyond the void. These
Outsiders wi l l vie upon the battlefield of Night-
mares, using arcane words and insidious manipu-
lation to awaken a dreaming mortal with their
profane name on its l ips.

To begin the game, first take the sixteen Star cards
and shuffle them. Then, deal them face-down, into
a four-by-four square. This is the Constel lation.
Each Outsider chooses one side of the constel la-
tion to be their al ignment.

Take the deck of Rune cards, and shuffle it. Each
player draws ten cards from this deck.

The youngest Outsider chooses a single Star card
in the Constel lation, and sets it before them, sti l l
face-down. This is the first star that the Outsiders
wi l l make war over.

Then, the nightmare begins.
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H o w T o P l a y
During each nightmare, Outsiders use the runes they
control to bui ld dreadful words of power, in an at-
tempt to seize control of the star they currently con-
test. Individual ly meaningless to mortals, these runes
combine to carry the sounds that can end the world -
the syl lables of an Outsider's terrible name.

Each rune shows a number indicating its power.
Based on the sum of those numbers, the Outsider
who creates the most powerful word wi l l seize control
of the star, and whisper part of its name into the
mortal 's unguarded dreams.

Place Your Runes
Starting with the one who chose this star, Outsiders
take turns placing runes from their hand face-up onto
the table.

On the first turn of a nightmare, each Outsider must
place a rune, assuming they have one in hand. On
later turns, you may choose whether or not to play a
rune.

If you don't (or can't) play a rune on your turn, you
retreat from the nightmare, giving up the chance to
strengthen your word any further.
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Retreat Wisely
Once you retreat, you cannot play any more runes
unti l the next nightmare. The runes you have already
placed remain, and they stand unti l the nightmare is
over.

Consider the option to retreat careful ly. Retreating is
a way to conserve resources for future nightmares,
but may also grant an advantage when choosing the
next star to be dominated.

Seek The V ictor
When only one Outsider remains in the nightmare,
add up the power of the runes placed by each Out-
sider. The Outsider who crafted the most potent word
emerges victorious.

They victor fl ips the star over and points its arrow to-
ward the side of the Constel lation they control . . .

. . . And one dread syllable of their name is revealed.

I f two or more words have the same power, no Out-
sider wins the star. Return that star to the Constel la-
tion face-down.

Once a victor is determined, take al l runes placed
this turn and discard them into the Void.
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Al ign the Stars
Once a victor is determined, the Outsiders look to the
Constel lation again. Only one may choose the next
star to be turned.

If any offerings were placed during the last
nightmare: The Outsider who placed the most Of-
ferings chooses the next star to be turned.

If no offerings were placed, or the offerings
placed by two or more Outsiders are equal: the
choice goes to the Outsider who retreated first
among them.

If offerings are equal, and a rune made every-
one retreat from the nightmare at the same
time: The Outsider who placed that rune may
choose.

Then, play in the new Nightmare begins.

Renew Your Runes
You do not draw new runes after placing them. Only
when al l but one Outsider has no cards left in hand at
the start of a Nightmare do you renew new runes.

When this happens, the Outsider sti l l holding runes
chooses up to two runes from their hand. They keep
those runes, and consign any others to the void.

Then, each Outsider draws cards unti l they each have
a ful l hand of ten runes. I f there are no runes left in
the deck, shuffle the Void, and place it where the
deck was. Then, continue drawing runes.
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Speak the Name
An Outsider can seize victory if they control 5 stars,
or 3 stars that are directly next to each other in the
constel lation. When these terrible syl lables are at last
revealed, the Outsider's name is complete.

The mortal wakes for the last time, and speaks the
name that wi l l end the world.

Make it yours .
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The Strange Words
Most Runes are explained just by their power.
However, many cards have special rules, which are
included here to clarify detai ls for mortal minds.

Offering
The Outsider who plays the most offerings in a
single nightmare chooses the star for the next
nightmare

Awakening
End This Nightmare

This card immediately ends the current nightmare.
Nobody can play any more cards. Determine the
victor as normal .

Restless
Each Outsider consigns the most powerful rune
card in their word, to the void

This card dismisses the most powerful rune placed
by each Outsider, including yourself. I t does not af-
fect runes in our hand, and it wi l l consign itself, i f i t
is the most powerful rune you have placed.

If an Outsider has placed multiple runes of equal
power, they choose which to consign to the Void.
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Touch From The Void
Swap this card with a card of your choice from the
Void

When you play this card, take one of the cards
from the Void, and put it immediately into your
word, and then put this card into the Void instead.

Final Word
This card’s Power is equal to double the number of
other cards you have played this Nightmare. You
immediately Retreat.

Haunting Loss
Each Rune has a powerof1 forthe restofthis Nightmare.

Every rune is affected by Haunting Loss, including
Strange Words, unless otherwise specified.

Jealous Rage
When you play this card, swap it with a card from
another Outsider’s word.

Omen
This rune’s power is 1 . When you play it, it returns
at the start of the next Nightmare with a power of 5.

This rune places itself automatical ly in the next
nightmare. I t does not take up your play for the
turn. I t simply appears as the start of your word,
with a power of 5.
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I f the Restless card is placed, it only checks the
current power of Omen.

Invoke The ManyEyed Queen
Take a card from each Outsider’s hand, a card from
the deck, and a card from the Void, and place
those cards face-down on a Star. Whoever chooses
that Star immediately plays those cards, and re-
treats.

Each Outsider chooses which card to give you, and
they give it to you face-down. You take the top card
of the deck, which is not revealed to anybody in-
cluding yourself. You choose which rune you take
from the Void, which everybody can see.

Sign of the Mxtress
This card’s value is always 13. It cannot be
changed. It cannot be exchanged.

I f when holding this card you feel a need to chant
or a compulsion to give cards your blood, do not do
so. You do not need to. Do not l isten to the terrible
whispers of the card.
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Keeping the Way
Variant Rule: The Keeper In The Way
In a game of four Outsiders, you may find you can-
not bring yourself to win the game. Perhaps you
hate this baleful l i ttle puddle of l ight mortals cal l
' l i fe' , and wish no part of it to taint the edges of
your vast, rol l ing unreal space.

At the start of the game, one Outsider may declare
themself the Keeper In The Way. The Keeper in the
Way wins the game if no other Outsider gains con-
trol of 5 stars, or 3 stars in a row.

The Keeper in the Way seeks to ruin the plans of
others, not to end the world themselves, I f the
Keeper in the Way wins 5 stars, or 3 stars in a row,
they have extended themselves too far. They lose
the game, surrendering those stars that they may
be fought over anew.
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