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There’s something magical about dreams. In them 
we can be and do anything our minds can conceive, 

the laws of nature hold no sway, and despite the fact 
that they seem as real as the waking world you walk 
through, there are no consequences for any of the 
actions you take or injuries you may suffer. Dreams are 
real, yet unreal—which is also as perfect description of 
magic as you are ever likely to find. So it makes perfect 
sense to find a way to blend the two together for use in 
the Pathfinder Roleplaying Game.

Dreams have often been associated with prophesy 
and other supernatural powers. People say they are 
sometimes visited in their dreams by the spirits of 
the dead, the forces of nature, and even the gods 
themselves. Upon waking, one’s head is often filled 
with inexplicable information, and stories persist of 
people even bringing important items back with them 
from their dreams. Bad dreams can haunt us during our 
waking hours and particularly powerful nightmares 
can sometimes cause us to injure ourselves while we 
sleep or even make sleep impossible entirely.

In fantasy fiction, the realm of dreams is often a real 
place that exists beyond the mortal world—somewhere 
that our minds wander when we sleep, and that we can 
physically travel to if we open the right magical doors. 
Different versions of this dream realm can be seen in 
books and movies (and a suggested reading/viewing 
list is provided at the end of this volume), but perhaps 
the most influential is H.P. Lovecraft’s Dreamlands—a 
place where whole lives are lived, destinies forged, 
without most residents ever even being aware of our 
“real” world.

While dreams play a strong role in fantasy fiction, 
they are underserved in terms of game rules. The 
Genius Guide to Dream Magic provides a way to bring 
the power and influence of dreams into your campaign 
in a more than superficial way. It contains a collection 
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of new spells (many of which feature the 
new [dreaming] descriptor) plus a sorcerous 
bloodline, clerical domain, and wizard specialty 
that focus on this new dream magic. It also 
describes the Dreamscape—an ever-changing 
demiplane where dreamers, and sometimes 
waking characters, can go—and the creatures 
that call it home.
The Dreaming DescripTor

Spells with the dreaming descriptor cause 
specific (magic-induced) dreams in their 
targets. As a result, they only affect subjects 
that sleep and dream at some point during the 
spell’s duration. Dreaming spells either require 
the subject to be asleep when the spell is cast 
(sometimes allowing the caster to remain in 
a trance during casting, waiting for the target 
to nod off), or have a lengthy duration (with 
the spell effect not kicking in until the target 
falls asleep). Many dreaming spells have 
effects that continue after the subject awakens, 
but all require that the subject has slept and 
experienced the spell-induced dreams before 
their effects begin to manifest.

Creatures that do not sleep and dream are 
immune to dreaming spells unless some other 
magic has removed their sleepless state (see 
drowse, later in this volume). If a dreaming spell 
is cast on a nonsleeping target it may be negated 
by abilities such as dispel magic before the target 
goes to sleep, preventing the target from ever 
suffering its effects. Note that immunity to 
magic sleep is not the same as immunity to 
magic dreams once you are asleep—elves have 
no special immunity to dreaming spells.

There is a limit to how many dreaming 
spells a target can be affected by in a single 
night’s sleep. Each night, a character can only 

be affected by a number of dreaming spells 
equal to his Wisdom bonus (minimum 1) +1 
per 4 full character levels (+1 at 4th level, +2 at 
8th level, and so on). Harmful dreaming spells 
can prevent a subject from receiving the 
benefits useful dreaming spells. If a creature 
is targeted by more dreaming spells than his 
maximum, he is affected first by spells that 
lack the harmless quality from highest spell 
level to lowest, and then harmless dreaming 
spells (also by level). Spells in excess of the 
creature’s maximum have no effect, though 
they are not dispelled. If the dreaming spells 
have a long enough duration, they may still 
affect the target on his next night’s sleep.

The most common dream-related spell 
from the Pathfinder Roleplaying Game Core 
Rulebook, dream, should be considered to 
have the dreaming descriptor, but only 
for the spell’s designated messenger. The 
creature given a message through the dream 
spell isn’t a target of the spell’s magic, and 
thus it does not count toward his total 
number of dreaming spells in a night. The 
nightmare spell should also be considered to 
have the dreaming descriptor (and, like all 
dreaming spells that are not harmless, will 
affect a that character before more beneficial 
dreaming spells). The spells sleep and deep 
slumber are related to dreams through their 
connection to sleep, but are not dreaming 
spells.

Not every spell in The Genius Guide to 
Dream Magic has the dreaming descriptor. 
Like the sleep spell from the core rules, some 
of the spells presented are related to sleep 
and dreams without being dreaming spells.

The Dreamscape
The Dreamscape is a demiplane, a quasi-

real place that boarders the material, ethereal, 
and shadow planes of existence. So thin are 
the walls of reality between the Dreamscape 
and the neighboring planes, creatures in 
those realities sometimes cross into the 
Dreamscape while sleeping and, upon 
waking, mistake their memories of it’s fluid 
reality for figments of their own unconscious 
imaginations. While not every dream a 
creature remembers is a memory of events 
that took place the Dreamscape, many of the 
most vivid and detailed often are (including 
the most terrifying of nightmares). Though 
it possesses some measure of independent 
reality, the Dreamscape is strongly shaped 
by the expectations and desires of creatures 
who find their ways there through their 
own dreams.

Most creatures that visit the Dreamscape 
are not aware they are doing so, and endure 
no particular consequences as a result of 
their trip. Even if they find themselves in 
harm’s way within the Dreamscape, most 
dreamers are not solidly enough within 
the demiplane to suffer enduring effects 
after waking in the material plane. Thus 
if a town blacksmith happens to slip into 
the Dreamscape and undergoes a horrific 
encounter where he is laid on an anvil and 
hammered into a new shape, even if he dies 
in the Dreamscape he wakes in the normal 
world with nothing more than an elevated 
heart rate.

However, some denizens of the 
Dreamscape are powerful enough to 
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inflict lasting harm on those who drift 
into their realm (see the nocnista entry 
in the “Dreamlander” template, later in 
this volume), and some travelers enter the 
realm deeply enough to bear any effects 
or repercussions with them back to the 
material plane. Additionally, some magics 
allow travelers to enter the Dreamscape 
physically, forcing them to face its dangers 
with the normal consequences of combat 
and injury. In the core rules, plane shift can 
be used to physically reach the Dreamscape 
with a properly attuned forked metal rod. 
Within this volume morpheus may also be 
used for such trips.

A creature visiting the Dreamscape 
suffers an unfortunate set of limitations, 
caused by the mutable nature of the 
demiplane. Only creatures able to 
consciously impose their will on the ever-
shifting semi-reality of the Dreamscape can 
even come close to functioning normally. 
Manipulating the Dreamscape in this way 
is dependent on an understanding of the 
demiplane and how it works, represented 
by the Knowledge (the planes) skill. Non-
natives who enter the demiplane suffer the 
following limitations:

• The skill bonuses of a creature not 
native to the Dreamscape are limited 
by that creature’s Knowledge (planes) 
bonus. Creatures need not be trained in 
Knowledge (the planes), though clearly 
it’s helpful. This is an absolute cap, and 
even circumstance and magical bonuses 
cannot exceed it. Thus an 8th level rogue 
with Bluff +12, Climb +11, Disable Device 

+14, Knowledge (planes) +1, Sleight of 
Hand +14, and Stealth +14 finds himself 
constantly stymied by the shifting reality 
of the Dreamscape, as he finds he has 
only a +1 total bonus in all of his skills 
due to his weak Knowledge (planes) skill. 
Fortunately for dream-travelers, this 
limitation can be overcome with the lucid 
dreamer spell (detailed in this volume).

• It is impossible for creatures not native 
to the Dreamscape to become ethereal, 
insubstantial, or teleport within the 
Dreamscape. Any magic that requires 
access to other planes automatically fails 

within the Dreamscape. (The exceptions to 
this rule are plane shift and similar magics 
that can move subjects out of the Dreamscape 
entirely.) It is possible to duplicate the 
effects of teleportation, etherealness, and 
insubstantiality with more powerful magics 
(such as limited wish, miracle, and wish).

• If a nonnative travels to the Dreamscape 
in a dream (either accidentally or through 
the use of spells), its physical body remains 
behind and is as vulnerable as any normal 
sleeping creature. A dream-form appears 
within the Dreamscape. This dream-form 
has the appearance of however the creature 
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