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ENCOUNTERS WEIRD AND 
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These are the main characters of the game, 
who the players will be portraying. If you 
have fewer players, any of these can be 
moved to a side character. If you have more, 
you can always pull from the Supporting 

which skin suits them best. Additionally, only 
Esme and Dorothy have their pronouns 
specified. Players of Andy, Micah, and Will 
can have their characters identify however 

!6.83M10/9J senior at ECHS, has been 
the understudy for the role of Dorothy Gale 
for the past three years. She knows every 
line by heart, and now that she's in her last 
year, this was her moment to finally shine in 
the leading role. Then who shows up and 
snatches the role right out from under her? A 
little nobody named Dorothy. Dorothy?! Her 
name is actually Dorothy. This would not 
have happened if Mrs. Roberts was still the 
theater director.

&4,479>3 C1..8,6J freshman at 
ECHS, is new to the Drama Club. But she's a 
natural. She's magnetic and whip-smart and 
willing to go places other actors won't. She's 
method. Or at least, that's how it seems. 
Every time Dorothy rehearses, she opens a 
door to another world. And she's there, 
living in both worlds: this gray and boring 
one and that one. That beautiful, magical 
one. She's tried to stay there, but she always 
snaps back. And when she does, she keeps 
bringing... things... back with her.

$5+>3 ?495645J sophomore at ECHS, 
doesn't know who they are. They don't fit in 
at home. They don't fit in at school. But they 
found Drama Club this year, and at least 
here they can be anyone. They can even be 
Esme. Or Dorothy. Try on some roles, see 
what fits. How about Micah or Will? It seems 
like everyone else has a good head on their 
shoulders, so why can't Andy?

"@/-93N-1.9-18,J junior at ECHS, 
isn't even supposed to be here. They 
remember the accident with their old best 
friend Will, they remember the blood and 
the way it tasted in their mouth. They 
remember dying. And then they came back, 
determined to stay young and curious and 
foolish and hungry. And they were hungry. 
For love. For blood. For that familiar taste in 
their mouth. 

F@003 %845-,+J junior at ECHS, is to 
blame for all of this. Last summer, after Will 
ran like a coward from the scene of Micah's 
accident, Will wished on a star for Micah to 
come back. Their wishes were answered, but 
not by what they expected. The Beast with 
the Green Eyes kept asking what Will 
wanted. Want your former best friend to feel 
the way you used to feel for them? Want a 
new best friend who looks up to you? Want 
someone to see how magical the world is 
with you in it? Want to punish everyone who 
ever wronged you, especially that Gulch 
girl? What else do you want, Will? Just wish 
upon a star, Will. Dreams really do come 
true.

"$(O3'$C)
�me, playing � Wick� W�ch, 
� � �rpy 

D�othy, playing D�othy, � � 
B�lam (availab� in Skin �ep)

�y, playing � Sc�ecrow, � 
� Ho�ow

Micah, playing � �n Man, � 
� Gh�l

Wi�, playing � Cow�dly L�, 
� � Infernal

(availab� in Skins � � Skin�ß, provi�d � 
a sep��e download � Co�x - Emerald, adapt� 
� Mon
erh��s 2, w�h perm�s� 
 �  
auth�.)

C�T SU	�Y:



The players can pick any moves and either 
stat line for their characters, but these are 

deciding or if this is being run as a 
time-limited one-shot.

!6.8P3)983A-,D>
Stat line: Hot -1, Cold 2, Volatile 1, Dark -1
Starting Moves: Lightning Talons, Snatcher
You start with the advancement Vicious Flock 
(your gang is The Winged Monkeys)

&4,479>P3)983N8+0-.
Stat line: Hot 2, Cold -1, Volatile -1, Dark 1
Starting Moves: Terabithia, Through the 
Looking Glass

$5+>P3)983A4004<
Stat line: Hot -1, Cold -1, Volatile 2, Dark 1
Starting Moves: Try Harder Next Time, 
Strange Impressions

"@/-9P3)983M9410
Stat line: Hot -1, Cold 2, Volatile -1, Dark 1
Starting Moves: The Hunger, A Short Rest 
for the Wicked, Esprit de Corpse

F@00P3)983(5E8,5-0
Stat line: Hot 1, Cold -1, Volatile -1, Dark 2
Starting Moves: Can't Save Myself, Bargains 
(Uncanny Voices, Strings Attached)

CQRRH#)(OM3
'$C)

These are your side characters. Instead of 
the normal classroom setup, have your 
players build relationships and backstories 
with these individuals. Esme will have 
established relationships with The Winged 
Monkeys as they are her gang. Mr. 
Fleming—as the only adult—obviously takes 
on the role of the teacher.

H6/-,
Playing the Wizard of Oz

#4<-5
Playing the Gate Guardian 
of Emerald City

M@00@-5
Playing Glinda the Good

$@5608>
Playing Aunt Em

)983F@5B8+3"45=8>6

)983"15/9=@56

)983;@B97@5B3),886

&@,8/78+32>3",I3;08.@5B

$++@7@45-00>J3Will should establish 
some facts about their Dark Power, 
known only as The Beast with the 
Green Eyes.

CQMM!C)!&
'A$#$')!#
C!)QR



Most of the action for this playset takes place onstage, backstage, or in Oz. Below 

same page. While in Oz, pull from any of the scenes from the movie or book: 
Munchkinland, the Haunted Forest, the Poppy Field, the Emerald City, the Wicked 

%H'$)(HOC



As long as you know Monsterhearts 2, 
this game can run without much prep. 

enjoyable if you (and your players, if 
possible) watch the classic 1939 version 
of The Wizard of Oz shortly before 
playing. 

When describing scenes, use color 
symbolically. Red should indicate real 
power, like the ruby slippers. Green 
means artifice and illusion, like the 
Emerald City and the Wizard himself. 
Gold and yellow can be used for 
guidance and direction, like the yellow 
brick road. 

The Beast with the Green Eyes wants to 
give Will exactly what Will asks for. It 
functions like a genie, making wishes 
come true but with twisted side effects. 
The side effects should get worse and 
worse throughout the game, and 
incorporate more and more of the other 
characters and Oz itself. What it really 
is—and whether it has any connections to 
either Mr. Fleming or Mrs. Roberts—is up 
to you and the players.

"'3)(RC SQH)!C

"'3#!$')(HOP3
N01,379830@586
When reality is already confusing and 
full of context-switching because of all the 
roles the characters are playing—teenag-
er, student, monster, actor—take the reins 
and confuse them even more. If they're 
on stage, make them wander into anoth-
er world and bombard their senses with 
the fantastical and frightening. If they're 
already in the other world, shift them 
suddenly into their bedroom into an 
uncomfortable or compromising situa-
tion. Additionally, you can use the other 
world as another way to Put them togeth-
er and Separate them.

Here are a few select quotes from the 
1939 movie that you can drop into your 
game as a callback to those famous 
scenes. These are listed by the character 
who spoke them. However, anyone can 
speak these lines as long as the situation 
is appropriate.

)983F@/=8+3F@7/9P

dog, too!”

&4,479>P
“Somewhere over the rainbow.”

“Lions, and tigers, and bears! Oh, my!”

lost it to begin with!”
“I think I'll miss you most of all.”
“There's no place like home!”

)983C/-,8/,4<P
“Some people without brains do an 
awful lot of talking, don't they?”
“Of course, some people do go both 
ways.”

)983)@53"-5P

breaking...”

)983'4<-,+0>3%@45P3
“Not nobody! Not nohow!”

)983F@G-,+34E3HGP
“Hearts will never be practical until they 
can be made unbreakable.”
“Pay no attention to the man behind the 
curtain!”

CR!'($%3 )A$OTC to my 
playtesters for all their incredible 
feedback and insight: Jen Overstreet, Jim 
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Oz had a 
taste for 
queer folks.

  It found the Wizard and brought him here,! "#$%&!'#(#)*+! ,%&!
-(#$.*)!*/(!,0#%.1!)##2!3#$!&4&!%#)!50,%!"#(!67!)#!),8/!+#$1!-$)!)*/%!)*/(/!9/(/!:+:0#%/;1!

 Queen Ozma reigned with her consort Dorothy by her side.!<*/!

! But Ozma vanished, Dorothy fled, and Oz fell.!<*/!.(//%!,%&!.04;)/%=

 There is still life and magic here.

=
=

,>#$(!94)*!)*/!*/,&!#"!,!*,982!?%&/(!)*/!*$>>4%.!/0/:)(4:,0!;$%1!%#()*/(%!>/(:*,%);!4%!

!"#



Creating a 
Character

 1) Choose a name
 2) Choose your pronouns
 3) Start with 0 in Ferocity, Duplicity, and Sorcery

4) Choose three Character History 
questions
@#00!,!&A!"#(!/,:*2!
#%!#%/!),-0/!"#(!,%#)*/(!#(!B$;)!4.%#(/!#%/!

<(,4);! C4%:0$&4%.! &$504:,)/! )(,4);D! ,%&!

-/+#%&!EFD2

5) Select queerly disturbing and 
queerly appealing traits
G$//(0+!'4;)$(-4%.! CH*##;/!6%/DI!6&&!
J40/%:/1! K#8/(! L,:/1! J*,(5! <#%.$/1!

#9%2

! CH*##;/! 6%/DI!
J>#0&/(4%.! M+/;1! N%%#:/%)! L,:/1!
H#>>,%&4%.! K(/;/%:/1! M%:*,%)4%.!

6) Choose your look!C#%/!/,:*DI

O,:8/)1! J:(4>;*,9! H,%/1! P4;>,):*/&!
L#(>,09/,(1! J:,(0/)! J:,("1! #(! H(/,)/!
3#$(!69%2

7) Choose something you cannot 
resist:

Q#&;1!#(!H(/,)/!3#$(!69%2

8) Roll 1d6+6 for hit points

9) Choose a form of sorcery:
R! J##)*;,+1! H#>>$%4:,)4#%;1! N00$;4#%;1!

10) Choose a pack and buy possessions



In your monochrome life 
before, what were you?

L#()$%/!</00/(2!ES!'$504:4)+1!)*/!)(,4)!'/:/5)4#%1!
J##)*;,+! ,;! ,%! ,&&4)4#%,0! "#(>! #"! >,.4:1! ,%&! ,!
&/:8!#"!:,(&;!94)*!;*4")4%.!400$;)(,)4#%;2

! ES! '$504:4)+1! )*/! )(,4);!
H*,(>!,%&!P$;4:1! ,%&!,!.$4),(!#(!>,%&#04%!+#$!
-(#$.*)!94)*!+#$2

<*/! )(,4);! K*,(>,:/$)4:,0;1! K4)*+!
!,%&!+#$(!%$(;/T;!-,.!,%&!)9#!

H4(:$;!U47,(&2!ES!'$504:4)+1!)*/!)(,4);!'/:/5)4#%!
,%&!P4;&4(/:)4#%1!,%&!,!5/)!+#$!$;/!4%!+#$(!)(4:8;2

ES!L/(#:4)+1! )*/! )(,4)!J*,(5!J*##)/(1!

! ES! J#(:/(+1! )*/! )(,4)! 1!
H#>>$%4:,)4#%;!,;!,%!,&&4)4#%,0!"#(>!#"!>,.4:1!,%&!,!
-##8!#"!/;#)/(4:!/(#)4:!5*#)#.(,5*;!94)*#$)!:,5)4#%;2

1
2
3
4
5
6

When you lived in Oz that 
Was, what was your most 

colorful vocation?
U47,(&T;! '4(4.4-0/! H(/92! ES! L/(#:4)+1! )*/! )(,4);!
<#$.*! ,%&! 1! ,%&! +#$(! ;,-/(! CS&AES!

+#$!;)400!>//)!"#(!&(4%8;V

U4):*T;! J5+2! ES! J#(:/(+1! )*/! )(,4)! J5+1! #%/! ,&&4)4#%,0!

ES! L/(#:4)+1! )*/! )(,4);!
J:#$)! ,%&!

*/(/!-/0#9V

N>5/(4,0!J#0&4/(2!ES!L/(#:4)+1! )*/! )(,4);!J84(>4;*!
,%&! M%&$(,%:/

)*/!*#;54),02

M>/(,0&!H#$()/;,%2!ES!'$504:4)+1!ES!J#(:/(+1!N00$;4#%;!
,;!,%!,&&4)4#%,0!"#(>!#"!>,.4:1!,%&!,!%/:80,:/!94)*!)9#!

9*#!+#$!%#!0#%./(!:#>50/)/0+!)($;)2

ES!L/(#:4)+1! )*/!
)(,4);! ! ,%&! U,):*1! ,%&! +#$(! *,0-/(&!

+#$!8//5!,!;/:(/)!"#(V

1
2
3
4
5
6

With whom do you rendezvous 
discreetly? Is it a forbidden 
love or secret friendship?

ES!L/(#:4)+!,%&!)*/!)(,4);!
J#:4/)+!,%&!'$/0;2!Q,>/!)*/!5,9%;*#5!,)!9*#;/!&##(;!
+#$(!"(4/%&!04%./(;2!U*,)!&4&!)*/+!;/00!*/(/V

!ES!J#(:/(+!,%&!)*/!)(,4);!<4%8/(!,%&!
@/5,4(2! Q,>/! )*/! 50,:/! +#$! :,%! ;#>/)4>/;! 0#:,)/! ,%!
,$)#>,)#%T;!,;;4;),%:/2

<*/! )(,4);! 1!
1!,%&!#%/!,&&4)4#%,0!"#(>!#"!>,.4:2!Q,>/!)*/!

,-,%&#%/&!-$40&4%.!9*/(/!)*/+!5(,:)4:/!)*/4(!;8400;2

ES!L/(#:4)+! ,%&! )*/! )(,4);! J84(>4;*! ,%&!
U(/;)0/2!Q,>/!)*/!*#)/0!9*/(/!)*/+!>,8/!)*/!*#%/+/&!

ES!'$504:4)+!,%&!)*/!)(,4);! ,%&!
Q/.#)4,)4#%2!Q,>/! )*/! ;)(//)! :,()!9*/(/!+#$!>//)! "#(!
-//(;!,%&!5,;)(4/;2

ES! J#(:/(+! ,%&! )*/! )(,4);! J%/,84%.! ,%&!
2!Q,>/!)*/!;)(//)!:#(%/(!9*/(/!+#$!;),%&!9*/%!+#$!

1
2
3
4
5
6

When you came below, 
which boss of Verdigris did 

you work for?

Character History Questions

ES!L/(#:4)+1!ES!'$504:4)+1!
,%&! )*/! )(,4)! H#%%/:)/&
9*#! -/)(,+/&! )*/! 84%.! ,%&! ;,+!9*/(/! )*/+! ,(/! *4&4%.2!

ES! J#(:/(+1!
H#>>,%&;!,;!,%!,&&4)4#%,0!"#(>!#"!>,.4:1!,%&!)*/!)(,4)!
'4;.$4;/2
;//%2

P#>-41! 6$)0,9! J#(:/(/;;2! ES! '$504:4)+1! ES!
J#(:/(+1! #%/! ,&&4)4#%,0! "#(>! #"! >,.4:2! Q,>/!

;#>/)*4%.2!'#!+#$!8%#9!9*,)!4)!4;V

L,00/%! K#0+:*(#>/1! @,4%-#9! @4%.! P,;)/(2! ES!
J#(:/(+1!ES!L/(#:4)+1!,%&!)*/!)(,4)! 2!Q,>/!
,%!,./%)!#"!K#0+:*(#>/!9*#!4;!;5+4%.!#%!,%#)*/(!
-#;;2!U*+!&#!+#$!9#((+!,-#$)!)*/4(!;,"/)+V

! ES! L/(#:4)+1! ES!
'$504:4)+1! ,%&! )*/! )(,4)! L0,))/(+2! Q,>/! )*/! 9/,0)*+!

ES!L/(#:4)+!,%&!)*/!
)(,4);! J5+! ,%&! 2!Q,>/! ;#>/#%/! 4%! )*/! (/;4;),%:/!
+#$!)($;)/&!,%&!;#>/#%/!/0;/!)*,)!-/)(,+/&!+#$2!'#!+#$!
&#$-)!)*/!./%/(,0!%#9!#(!)($;)!*/(V

1
2
3
4
5
6



Playing a Character
Taking (and Evading) Risks.!

! R!!!!!U4)*!A=1
! R!!!!!U4)*!W=X1!+#$!5,()4,00+!;$:://&2!<*/(/!9400!-/!5,4%1!0#;;1!04>4),)4#%;1!#(!:#>5(#>4;/;2
! R!!!!!U4)*!SY=SS1

! R!!!!!

Rescue. U*/%!,%!,00+!4;!4%!:/(),4%!)(#$-0/1!;,+!

6%!,!W=X1!+#$!&4>4%4;*!#(!(/&4(/:)!;#>/!#"!)*/!

)/((4-0/!)(#$-0/2

Traits.!3#$(!)(,4);!,(/!;8400;!,%&!,-404)4/;2!N"!,!

G$//(0+!'4;)$(-4%.!)(,4)D1!,5504/;!)#!9*,)!+#$!

,%&! ;*,(/! ,!>/>#(+!#"!9*/(/!+#$! 0/,(%/&! 4)2!

"#00#94%.I
R!!!!!<$(%!+#$(!>4;;!4%)#!,!5,()4,0!
!!!!!!!;$::/;;
R!!!!!<$(%!,%!,00+T;!5,()4,0!;$::/;;!)#!
!!!!!!!,!"$00!;$::/;;
R!!!!!@/;:$/!,%!,00+!"(#>!,!>4;;!
!!!!!!!94)*#$)!%//&4%.!)#!(#00

3#$!:,%%#)!$;/!,!:*/:8/&!)(,4)2

Rest & Dreaming.
"//)!,%&!(/;)!+#$(!/+/;!"#(!,!;5/001!)/00!$;!,-#$)!
;#>/)*4%.! "(#>! +#$(! 5,;)! )*,)! *,$%);! +#$(!
&(/,>;1!&,+&(/,>;1!#(!%4.*)>,(/;2!<*/%!(#00!

)*4;! 4;! +#$(!%/9!*4)!5#4%);2!3#$!,0;#!$%:*/:8!
S&A!#"!)(,4);2

Forms of Magic. 
#%/! "#(>! #"! 947,(&(+2! U*/%! $;4%.! ;5/00;! #"!
+#$(!#9%!C#(!4)/>;!)*,)!$;/!>,.4:!#(!)/:*%#0#=
.+D1!(#00!94)*!J#(:/(+2!<,8/!=S!"#(9,(&!4"!)*/!
;5/00!.#/;!",()*/(!)*,%!+#$!:,%!;//1!=S!"#(9,(&!

Hit Points & Going Out. 3#$!-/.4%!50,+!
94)*!S&AEA!*4)!5#4%);2!U*/%!+#$!0#;/!+#$(!*4)!
5#4%);1!+#$!,(/!#$)2!N"!+#$(!:#>5,%4#%;!:,%!./)!

C)*#$.*!4)T;!(4;8+!)#!),8/!;)4>;!>#(/!)*,%!#%:/!
5/(!&,+D2!
!
! N"! +#$(! :#>5,%4#%;! :,%! ),8/! +#$(!
-(#8/%! "#(>! )#! ;,"/)+1! +#$! >,+! >,8/!
,((,%./>/%);! "#(! >/),004:! (/50,:/>/%);! "#(!

9*,)! 4)! :#;);! ,%&! 9*,)! )*/! $5;4&/;! ,%&!
&#9%;4&/;!,(/2!N"!)*/+!:,%%#)!-(4%.!+#$!-,:81!
)*/+!>,+!/,:*!#%:/!:#%"/;;!)#!#(!:#%"(#%)!+#$(!



Playing a Character
Mementos & Possessions. 

!!!!!!!!)*/4(!04"/!5,)*2

!!!!!!!!>/>/%)#;!+#$!,09,+;!:,((+2

!!!!!!!!;),()!#"!/,:*!B#$(%/+I
! Z! !H,%&0/;1!>,):*/;1!,!
!!!!!!!!!!!!!!!!!!%#)/-##81!"#$%),4%!5/%1!8%4"/!! !
!!!!!!!!!!!!!!!!!!CS&A!&,>,./D1!/4)*/(!0#:854:8;!#(!!
!!!!!!!!!!!!!!!!!!:(#9-,(
! Z!Q#(>,0I

! !!!-/&(#001!*,):*/)
! Z!

!!!!!R! !"#(!)*/!)/>5#(,(+!C,%&!(4;8+D!

"#(!-/))/(!"#(>$0,)4#%;!#(!>#(/!#-;:$(/!4%"#(=
>,)4#%D2
!!!!!R! "#(!)*/!,%4>,)4#%!#"!4%,%4=

C>#(/!"#(!0/;;!(4;8+!"#(>$0,)4#%;D2
!!!!!R! !"#(!:,%=&#!/%/(.+!,%&!)*/!
"#(./))4%.! #"! "/,(;1! 4%:0$&4%.! H,%%,:,"/!

! ;$:*! ,;! *,%&!
04.*);1! %/#%!9,):*/;1! *#0#.(,5*4:! 5(#B/:)#(;1!
5#(),-0/!(,&4#;I![Y.;!#(!>#(/2

!!!!!R!
&,>,./! 5/(! (#$%&! "#(! FE! (#$%&;! $%0/;;!

! ! R!
:,(#$;4%.1!#(!:#>5,%4#%;*452

Weapons & Damage

5#0/,(>;2

Recovery & Advancement.! U*/%! +#$!
(/)$(%!*#>/!#(!>,8/!,!%/9!*#>/!C,)!0/,;)!"#(!,!
)4>/D1! ;,+! 9*#! +#$! :#%"(#%)1! :#%"/;;! )#1! #(!
:,(#$;/!94)*2!J,+!9*+!,%&!9#(8!#$)!)*/!&/),40;!

!

;,+!9*,)!+#$!(/>/>-/(!#"!)*,)!%4.*)!,%&!9*+!

(#00!S&AEA!*4)!5#4%);!,%&!$%:*/:8!,00!#"!+#$(!

ES! J#(:/(+1! '$504:4)+1! #(! L/(#:4)+!

ES&A!)#!&,>,./

Q/9!J8400

Q/9!L#(>!#"!P,.4:

!!!!!"#$%!&'()(!*+!,*-$!.'#$#.&($!)'((&/!#0*+1! 
!"#$%&'%("))"*"+%,")-./%01))2/,%32*24%56")),7%1/% 
56,7 8% 9:% you 6.#% 2% ;$2+;.4% you% ;2+% 
,<.+0% &'()(!*+2





Ask them to remember. <*/!67!)*,)!U,;!4;!,!50,:/!9*/(/!94;*/;!:,>/!)($/2!

(/>/>-/(V!U*#!&#!)*/+!>4;;V!U*,)!>#%#:*(#>/!>#>/%);!&#!)*/+!94;*!)*/+!

Oz Below is a land of dark dreams.!Q#!>,))/(!*#9!:#%:(/)/!)*/4(!&,40+!

;#(:/(+!&,(8!,%&!940&1!,%&!(/;4;)!)*/!4>5$0;/!)#!4>5#;/!:#%;4;)/%:+!#%!)*/!;)(,%./!

,%&!$%:,%%+2

Risks are risky.

Information wants to be free.!'#%T)!-/!;)4%.+!94)*!:0$/;1!0#(/1!#(!(/>4%&/(;2!

;)400!0/,(%!;#>/)*4%.2

There is still so much beauty.
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Adventures & Adventure Seeds



What is needful but 
dangerous?
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A place beyond Verdigris?
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A labyrinth of 
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Once the pinnacle of dwarven civilization, Doolhoven spanned a vast 
network of tunnels and caverns deep under the rich earth of the 
Bowen Hills. Long ago, tradesmen came from across the lands to 
commission miraculous inventions, tools, toys, and jewelry from its 
many families of craftsmen and inventors. Their military genius was 
especially prized, and Doolhoven army equipment became a byword 
amongst military leaders. But even during the height of their glory, 
they were being corrupted from within.  

 The secret of their prosperity was the creation of tireless 
mechanical servants and machines called automon. Within the heart 
of each machine pulsed a flawless emerald, instilled with the light of 
intelligence by dark magics. This pulsing light became known as 
verdite, and its creators went to great lengths to keep its method of 
creation a secret. Soon, verdite and the emeralds that housed it 
became the focus of deadly plots and power struggles. The first 
families to harness this power used it to ruin their competitors and 
prop themselves up as a new aristocracy.    

 While these struggles were kept secret from the outside world, 
friends and visitors began to notice a change in the dwarves of 
Doolhoven. They began to show signs of aging and disease. Once proud 
dwarven merchants were seen with missing teeth, thinning beards, 
and a pale glow in their increasingly paranoid glares. No outsiders 
were allowed near the automon lest the secret be stolen. The mine and 
foundry were closed off, and anyone who pried into their secrets was 
blacklisted. Several overly-curious visitors disappeared without 
explanation.  Trade and communications became less frequent, until 
one day their gates were found shut and sealed. Even dwarven allies 
and relations were refused entrance. After failing to breach the gates, 
the neighboring kingdoms eventually moved on, and Doolhoven was 
largely forgotten by the surface world…



In what story did you first hear of Doolhoven?

Doolhoven’s massive stone gates have been sealed for 
hundreds of years and have resisted the might of armies. 
How did you get in?

Who else came with you, ahead of you, or might follow 
after?

Are you here on someone’s behalf? What do they seek?

What legends have you heard about the construction of 
Doolhoven?

What wondrous item was commissioned right before they 
cut themselves off?

Who might lay claim to Doolhoven and its treasures if it 
was suddenly accessible?

What do you personally hope to find in the great vault 
under the city?

What about your past connects you to Doolhoven and its 
fate?

How do you show respect for the dead?  What customs do 
you observe when entering someone’s home? 

What legends have you heard about Doolhoven’s 
treatment of thieves and spys? 

Questions:



Unusually warm and dry air for 
an underground cavern.

A pale green glow emanating 
from seemingly stone walls 
and ceilings.

The rhythmic hum and click of 
turning gears and belts. Heavy 
thrumming vibrations can be 
felt more plainly as you near 
the foundry.

The foul taste and sweet scent 
of decay rising out of a dark 
shaft.  

The slow plod of heavy leather 
boots down a side passage. The 
rapid click of tiny metal feet 
through a small air shaft.

Beautiful gardens of fungus 
and moss-covered fountains, 
alive but overgrown after 
many years of neglect.

A discarded metallic arm and 
blade; the break shows signs of 
rust and corrosion.

Massive stone doors with 
improbably large locks.

 

Narrow openings blocked by 
stone statues of glaring 
guards, their emerald eyes 
dimly glowing from within.

A massive shaft cut at an angle 
leading down to the lower 
levels. The grinding of a stone 
platform big enough for 
several carts can be heard as it 
slides up and down. 

A narrow bridge spans a wide 
chasm supported from the roof 
by heavy iron chains.  The 
bottom is obscured by 
darkness.

With a rumble of unseen gears, 
an entire passageway rotates 
in position to connect to 
another hall.

Iron rails embedded in the 
floor of large passageways. 
Distant vibrations can be felt 
if you quietly press your ear to 
the cold metal. 

Slight nausea, dizziness, and a 
lack of appetite. Strange 
thoughts and bouts of anger. 
“Thieves!” “Invaders!” 

A handful of bones around a 
public stockade, the last 
evidence of a thief put on 
display and left to rot.

IMPRESSIONS:



This module does not fully map out the metropolis of Doolhoven. 
Instead, it uses Jason Cordova’s Labyrinth move (slightly modified) to 
let the players decide which areas they encounter. Below are listed 
several areas that could be used as places of interest based on the 
result. Each area is given a simple description to help the GM describe 
the scene. The GM may add doors or other obstacles to inspire the 
players to roll to progress to the next area (ex: moving a giant stone 
lever with STR, or leaping a collapsed area with DEX). Some areas may 
have dedicated threats and loot, but you can always choose to populate 
them with a handful of Doolhoven dead.

 If the players ever wish to backtrack or return to a previous 
location (before a 1-3 result) it should be assumed that they mapped 
out their path and can do so in a reasonable amount of time, no roll 
required.

When you attempt to navigate or progress through the labyrinthian 
corridors of Doolhoven, describe how and roll +STAT. 

•  On a 12+, hold 2.
•  On a 10+, hold 1. 
•  On a 7-9, hold 1, but you also encounter a guardian. 
•  On a miss, you encounter a guardian and / or dangerous 
    area. 
•  On a 1-3, also lose all hold as you are forced off the path 
    by danger or moving architecture. 

Hold is shared by the party, and multiple players can make this roll 
throughout the adventure whenever their character takes the lead to 
move to the next area. Before rolling, you may spend 1 hold to find one 
of the labyrinth's treasures or 3 hold to find the entrance to the Vault.  

Navigation:



Wonderous Architecture & 
Advanced Luxuries

Appropriate areas for a 10+ (or 12+) result. These areas are generally 
safe or sparsely populated with lightly armed residents (d6 damage). 
They may be used for a 7-9 result by adding more substantial 
guardians.

Illuminated boulevard  
Once a main thoroughfare through 
the city, its flagstones are worn 
smooth by foot traffic, and there 
are iron tracks set in the floor that 
may have been used for carts. The 
entire length is lit by pale green 
light emanating from shield-sized, 
cloudy emeralds embedded in the 
curved roof. Storefronts have been 
carved into the walls on either 
side, and a balcony with regularly 
spaced staircases gives access to an 
upper level of finer shops and 
restaurants. The stores still hold 
all manner of luxury goods but 
much has been given over to rot. 
This may be a good place to 
resupply.

Fountain park
A wondrous display of all manner of 
plants that do not require sunlight 
to thrive. Many varieties of 
fungus—and some seemingly alien 
plants—crowd the paths and picnic 
areas. They shun bright light and 
heat but will bloom and produce a 
dazzling ultraviolet display by 

themselves. A system of fountains 
still run in this area and keep the 
air comfortably humid. The water 
comes from far away and is 
untainted. It is easy to find 
something edible and a quiet place 
to rest.

Auto-library
This library has not been used in 
centuries but holds a treasure 
trove of ancient writings. Small 
rail-mounted automon quietly dust 
and sort volumes. They may even 
retrieve requested material.  
Ancient library rules limit visitors 
from leaving with more than three 
books and must return one before 
checking out another. Lit torches 
and open containers of liquid are 
forbidden and quickly removed. 
This is a safe and relaxing area if 
you follow the rules and stay 
reasonably quiet. The automon 
librarians may even accept books 
from the outside world in 
exchange for special access or 
forgiveness for rule violations.



Wonderous Architecture & 
Advanced Luxuries

Auto-theater
A large stage of lacquered red wood 
sits at the bottom of a tiered 
auditorium surrounded by rows of 
seating. Any sounds from the stage 
are carried clearly by the theater’s 
domed roof all the way to the back 
seats. Behind the moth eaten 
curtain sits a great machine of 
levers and ropes still humming 
with eagerness. When triggered, it 
will raise the curtain and deploy 
backdrops and scenery props for 
any number of famous dwarven 
plays. This might be a good area to 
learn something of the history and 
downfall of Doolhoven.

Bath house
The water in this room is kept 
clean and comfortably warm by 
hidden furnaces and filtration 
devices. Many private alcoves 
surround a large communal pool. 
Some alcoves have different depths 
or special features like bubble jets 
and fountains. Connected to the 
bath are multiple rooms of lockers 
that may contain any number of 
abandoned items. There is also a 
locked backroom for controlling 
the flow and temperature of the 
water.

Elevator
This platform is wide enough for 
three carts to run side by side. It 
smoothly slides up and down a 
slanted shaft many stories deep. 
There are narrow staircases for 
pedestrians on either side. The 
controls are marked in dwarven 
runes but are obviously related to 
multiple stops along the shaft. A 
nearby weathered carving shows 
the shaft and may give some idea of 
the general layout of Doolhoven 
(+1 forward to the next navigation 
roll). 

Nobel House
The houses of nobles are often 
positioned at the ends of roads and 
surrounded by the homes of 
kinfolk and faithful friends. Most 
span multiple stories, and include 
many rooms and at least one grand 
hall. A private family vault will be 
located in an interior space and 
connected to the main bedroom or 
office. Only the heads of the family 
or the most trusted servants would 
possess the keys or knowledge 
needed to access these rooms. 
There are usually only two 
entrances, both easily guarded and 
barricaded. The main entrance is 
grand and generally opens on a 
meeting hall. The back way is for 
servants and deliveries, and 
generally opens onto the kitchen 
or courtyard.



Secure Areas &
Choke Points

Appropriate for a 7-9 result. These areas are usually trapped, but might 
be useful once cleared.  These places are the most thickly populated by 
what remains of the Doolhoven dwarves. They work tirelessly or stand 
eternal guard against intruders.

Bridge
The great bridges of Doolhoven are 
built out of multiple hanging stone 
platforms, suspended from the 
cavern ceiling by massive chains. 
Their great mass and interlocking 
stone teeth keep them mostly 
stable, while ancient machines 
allow them to be raised or released 
to thwart invaders. Important 
bridges are also equipped with 
guard houses at one or both ends.

Barracks
Barracks are generally long halls 
equipped with multiple rows of 
beds and trunks. They often have  
an officer’s room near the front 
next to a communal bathroom. 
Many noble families keep barracks 
of soldiers or laborers near their 
homes, businesses, and gates. Most 
of the linens have rotted away 
after years of neglect, but you may 
find equipment and possessions of 
metal or stone locked away or 
stashed under a mattress.

Armory
Rows of mass-produced but high 
quality weapons sit on shelves 
across from stacks of chain tunics.  
Old boots and other unneeded 
equipment can also be found 
packed into crates. While 
wealthier dwarves would carry 
their own personalized equipment, 
these rooms held equipment for 
anyone willing to take up arms in 
defense of Doolhoven. Armories are 
often located near or adjacent to 
smithys and are always protected 
by a sturdy locked door.

Foundry
The walls and floor of this huge 
building vibrate with the workings 
of hidden machinery. The main 
floor is covered with evenly spaced 
work areas centered around an 
anvil. Giant iron furnaces line one 
wall, heat radiating from their 
surfaces. The other walls are lined 
with automated hammering, 
rolling, cutting, and drilling tools. 
A backroom houses a mass of pipe 
valves and dials that control the 



Secure areas &
choke Points

speed of the machines and the flow 
of natural gases to the furnace. 
Multiple conveyor belts disappear 
down dark shafts; some lead to 
storage areas for finished products, 
while others lead to trash heaps or 
recycling crucibles.

Gate
The passage through this area is 
blocked by a seemingly inert 
pair of giant stones carved into 
the likeness of  dwarven 
warriors. If a character stands 
directly in front of the stones 
without presenting authorizing 
credentials or passwords, the 
stones will activate; their eyes 

begin to glow and they will move out of the passage and deploy a blade or 
flail from a spinning midsection. This larger type of guardian automon is 
slow but very sturdily built (+1 armor). It can tilt its attack to reach targets 
below and above. It will pursue the characters relentlessly (even through 
the now-open passage) unless prevented by its own size or tripped. If 
disarmed, it will try to topple itself onto a victim or crush them against a 
wall.



Dangers & surprises
for intruders

Appropriate for a miss result. These areas are generally trapped, or are 
reached by falling victim to a trap. They may also be protected or 
inhabited by threats. On a 1-3, the players should be separated or 
transported away from the areas already explored. They should be 
required to succeed on another navigation roll to find their way back 
to a previous area.

Pit bottom
Pits are only used in secret or 
highly secure areas where honest 
pedestrians would never travel. 
They are generally carved with 
smooth walls, and sink down at 
least twice the height of an 
average human. The worst are 
equipped with bronze spikes or 
other implements of torture. A 
locked gate allows access to claim 
prisoners or clean up remains. If 
an area is protected by multiple 
pits, they may open into a 
communal cell. Given the current 
state of Doolhoven, it is unlikely 
anyone will come to check on the 
prisoners anytime soon, but other 
dangers may have taken up 
residence.

Prison cells
A heavy iron portcullis protects 
this chamber and can only be 
opened from the outside. The 
ancient automon warden installed 
above the gate will seal the exits if 
it senses unauthorized visitors 
bearing weapons. The main 

chamber opens upon a vast chasm 
filled with evenly-spaced columns 
disappearing into the darkness. An 
iron ring is embedded in the center 
of each pillar top but only the most 
desperate prisoner would attempt 
to leap to freedom. Access to the 
columns is granted by the use of an 
ancient, crane-mounted platform.

Sewer
Wealthier neighborhoods and 
industrial areas are often equipped 
with a sewer system. Since rainfall 
is unlikely in Doolhoven, only 
bathrooms, kitchens, and certain 
chemical or waste handling areas 
are usually connected. The 
passageways are generally 
cramped, even for a dwarf, and will 
be filled with stinking filth despite 
the years and regular automated 
flushes. Getting caught by a flush 
would be highly dangerous and 
might transport a character to 
another area. Anything left behind 
will be lost after an hour or so. A 
blocked and unattended sewer 
passage may eventually result in a 
flooded area.



Dangers & Surprises
for intruders

Arena 
Many of the dwarves of Doolhoven 
were proud fighters. An arena 
match might be held for 
recognition, profit, the settling of 
disputes, or even political gain. 
Arenas come in many sizes, from 
personal dueling grounds to 
stadium-sized battlegrounds. They 
generally have areas for spectators 
and connected rooms for 
combatants. While Doolhoven 
never forced slaves or prisoners to 
fight, many dwarves lost their lives 
in these areas in painful and tragic 
ways. Perhaps bound by honor or 
obligation, some spirits still 
remain and relive their final 
battles.

Auto-dungeon
These passageways usually prevent 
access to important rooms or 
secure facilities. They are meant to 
punish intruders and thieves. 
There is usually a switch or trigger 
hidden near the entrance that 
deactivates the trap. If someone 
enters the room unaware or tries to 
rush to the exit, they are quickly 
stopped by falling gates, flying 
projectiles, or even crushing walls 
and ceilings. After their grisly 
work is done, the passage resets, 
leaving only stains to hint at 
danger. Age may have slowed down 
the mechanisms, giving the party a 
few moments to act. Common 

triggers include protruding stones, 
torch sconces, portraits, and 
furniture that must be pushed into 
the correct arrangement.  

Garbage chute
These passageways come in many 
shapes and sizes. None are meant 
for living occupation and some 
may be too small for even a dwarf 
and require a specialized automon 
to service. Thick leather conveyor 
belts lead to vertical shafts that 
eventually drop into dump sites. 
Automon attempt to sort recyclable 
materials and exterminate vermin. 
While the flow of garbage has 
virtually stopped, what remains 
has sat there for hundreds of years 
waiting for removal.

Crypt
Many noble houses have private 
family crypts, while lesser 
Doolhoven residents were laid to 
rest in public necropolises. 
Traditionally, the dead were stored 
in stone mausoleums for ten to 
twenty years to allow visitors to 
pay respect. Eventually their bones 
were removed to lower alcoves and 
their possessions returned to their 
families. Each mausoleum displays 
a plaque showing the resident’s 
name, family crest, and notable 
deeds. Only the crypt’s records 
describe which alcove their final 
remains were placed in. Many 
spirits still mourn their end here, 
waiting for loved ones who will 
never be laid to rest.



Treasures &
Supplies

Appropriate as a reward for spending 1 hold. These areas may have 
been hidden or secured but the players managed to access them by 
spending the hold. Any area in Doolhoven might contain loot if the 
players search, but these places are specifically dedicated to storing 
treasure. They may hold one or more items from the Treasures list 
along with an appropriate stockpile of gold and other precious 
materials (1d100 coin value).

luxury items not easily replicated 
in Doolhoven. Searching 
characters might even spot 
something from their own 
homeland, no matter how remote.

Private vault
These rooms are often hidden and 
always secured somewhere inside a 
wealthy dwarf’s home. They most 
often house a supply of Doolhoven 
crowns (coins) and precious jewels. 
They may also contain family 
relics or valuable pieces of 
artwork. 

The Hall Of Heroes
The Hall of Heroes honors the 
greatest of Doolhoven’s founders. 
Each is depicted in marble so 
smooth and lifelike, they seem as if 
they might step down off their 
plinths at any moment. The statues 
wear their finest clothes or armor 
and carry their most prized 
equipment. Many of these treasures 
are wondrous or even magical in 
nature. Unfortunately, the stone 

Storage room
These rooms house goods in bulk 
along towering shelves. Reaching 
the upper shelves might require a 
climb or the help of the 
crate-lifting automon slowly 
gliding through the aisles.  
Records of what is stored where 
seem to have been lost, and some 
goods have obviously degraded over 
the years. Adventuring gear can 
easily be found or refilled here 
without rolling. Most other things 
can be found with enough 
searching. Some storage rooms may 
have unusual climates necessary 
to preserve specific goods.

Market
The open markets housed under 
great domes connected to major 
thoroughfares are where outside 
merchants would bring wares from 
distant lands to sell to local 
Doolhoven residents. Most of the 
stalls have collapsed and been 
shoved into piles by the Doolhoven 
dead. Most of the goods here were 



Treasures &
Supplies

seems to have been formed in 
place, inside and gripping these 
prize possessions. Looting these 
treasures is impossible without 
defacing a statue. Anything taken 
from this hall would be easily 
recognised by a Doolhoven 
resident.

Workshop
This was once the private 
workshop of a notable Doolhoven 
artisan. The highest quality tools 
line the shelves and all manner of 
precious material wait in nearby 
bins. The workshop centers around 

 a comfortable working area that is 
always well-lit and organized. 
Even a novice could repair broken 
equipment with this setup. 
Craftsmen with some skill might be 
able to make or finish a wondrous 
item. Completed works or items 
awaiting repair might still be 
resting in plain sight.

THE VAULT
This area can only be found by spending 3 hold and represents the 
deepest and most protected area of Doolhoven. Even when the Vault 
door is located, it may not be opened except by using three verdite 
torques, which the players may still need to find. The door represents 
the pinnacle of Doolhoven engineering, craftsmanship, and magic, 
so forcing it would require a lifetime of skilled work—or god-like 
power. The precise contents of the Vault is up to the GM, and might be 
suggested by the players’ answers to the above Questions.  



threats
Guardian Automon 
(Machine, Slow walk, Fast 
movement on track)

Spinning blades 
(d10 damage 1 piercing) 
or Bolts (d8 damage 2 piercing) 
10HP 2 Armor

     These clockwork dwarves still 
patrol secure areas and respond to 
large disturbances elsewhere.  
They seem intelligent enough to 
distinguish between intruders, 
authorized personnel, and 
Doolhoven residents. Some may 
even respond to and speak dwarven 
command phrases. Most are 
composed of a stone shell 
protecting their more delicate 
machine vitals. They move around 
either on concealed tracks or with 
a slowly rocking waddle. Spinning 
blades and flails are common but 
some have internal bolt quivers. 
Each automon houses a small 
emerald brain that requires 
verdite. While some may be able to 
be powered indefinitely from the 
ambient light of Doolhoven,  
others may be limited in action or 
require charging. 

Instinct: to protect an area

• Deploy suddenly from a 
   chute or closet

• Demand credentials in 
   Dwarven

• Self-destruct if overpowered 
   or outmatched

• Seek out verdite-infused 
   emeralds



threats
Doolhoven Dead 
(Slow, Undead, Group)
Axes and tools (d8 damage) 
6 HP 1 Armor

     These slowly shuffling zombies 
are all that remain of the 
Doolhovens craftsmen and artists. 
Most are thin, weathered husks of 
their former selves. Their blank 
stares flare pale green when they 
spot an intruder or have a moment 
of recognition. They will wander 
aimlessly forever unless provoked.  
Many still wear armor and carry 
the tools of their trade. Every once 
in a while, one will find itself at a 
familiar workplace and slowly, 
awkwardly go through the 
motions. The machines are still 
running after hundreds of years 
and new tunnels are slowly being 
added across the city. They seem to 
remember their hatred of the 
rodekever and will attack them 
even when other intruders are 
present. They work tirelessly to 
exterminate the pests and repair 
the damage they cause. 

Instinct: To attack the living

• Moan loudly or bang tools on 
   stone to draw attention to 
   intruders

• Quickly return to routine
   when not able to find a target

• Do small repairs and fiddle 
   with machines in an aimless 
   manner

• Hoard useful tools or 
   valuable materials

Spirits of the Oude  
(Incorporeal, Intelligent, Undead)
Ghostly touch (d4 damage ignores 
armor) 
6 HP 0 armor

     Ghostly Doolhoven elders haunt 
places dear to them. They are not 
always openly hostile, but they are 
all mad. If they attack you, are 
allowed to touch you, or converse 
with you for a long time, roll + WIS.  
*On a hit, the spirit vanishes. *On a 
7-9, its whispers can still be heard, 
hold 1. The GM may spend 2 hold to 
give you a vision, leaving you 
unable to act or defend yourself for 
a short time. The GM may spend 3 
hold to force you to roll Last 
Breath. 

Instinct: To spread madness

• Appear harmless at first

• Act out a scene from their 
life

• Become belligerent for no 
reason



threats
Muurden
(Slow, Amorphous, Camouflage) 
Teeth/crushing  (d8 damage) 
3HP 2 Armor

     Some areas of Doolhoven have 
become so thick with verdite 
corruption that their very walls 
have softened and gained a 
predatory hunger. When still, 
these creatures appear as part of 
the architecture and may even 
stretch across openings to hide 
passageways. They will seek to 

separate and trap prey before 
revealing their hundreds of 
teeth-filled maws. They seem 
uninterested in automon or 
undead. 

Instinct: To confuse and trap prey 
by hiding doorways

• Escape by flowing into cracks 
   or under doorways

• Blend in seamlessly with the 
   environment

• Cover their prey like a 
   blanket of teeth

Rodekever
See the Rust Monster on page 293 of 
the Dungeon World text.TREASURES

Doolhoven army equipment (1 use)

All military equipment produced in 
Doolhoven is of the highest quality 
and shows no signs of age or wear.  
Any of it could fetch 5 times the value 
of a normal item if sold. Additionally, 
each piece of equipment contains or 
can be used as one peice of 
adventuring gear. Once specified, 
this choice is permanent. 

(Ex: Torch-axe, trappling bow, 
lockpicking-gauntlet, self-greasing 
boots…)

To randomly determine equipment 
type, roll a d6 and give the player the 
options below.

    1. Dagger or knife (1 weight, hand)

    2. Sword, axe (1 weight, hand, 
         close) or shield (1 weight, +1 
         Armor)

    3. Pole axe or spear (1 weight, 
         close, reach)

    4. Gloves, belt or boots

    5. Helm, bow (near, far) orcrossbow 
        (+1 damage, near, far, reload)

    6. Plate (3 armor, clumsy, 3 weight) 
         or chainmail (2 armor, 2 weight)



TreasuresClockwork repair tools (3 uses)

A small leather bag or case that 
might contain fine tools, belts, 
gears, springs and other hardware 
necessary for repairing machinery 
and clockwork. Would be very 
valuable to a craftsman.

Verdite torque
Each of these small cubes is 
covered in runes that identify it as 
belonging to one of the noble 
houses of Doolhoven. A perfect 
fist-sized emerald is housed inside 
and infused with a seemingly 
endless supply of verdite. When 
inserted into the activation or 
charging slot of Doolhoven 
machinery, it will begin to rotate 
and leak pale green light. This will 
power the machine indefinitely or 
for many days after removal. 
Incredibly rare, each of these 
devices is priceless and would 
qualify the owner for noble rank in 
dwarven society. Unfortunately, 
the verdite’s life decaying effect 
will begin to take hold after a year 
of close proximity.

Stone Carver blade/axe 
(1 weight, hand, close)

These simple weapons are even 
older than Doolhoven and might 
appear more familiar to 
connoisseurs of ancient dwarven 
craftsmanship and magic. The red 

gold metal of their blades cuts 
through stone as easily as it cuts 
through flesh.  

Miner’s Helm
When lit, the candle on this 
wide-brimmed helm will reflect a 
spotlight from its attached mirror 
in the direction the wearer is 
facing. The light will change color 
if it touches precious metal, secret 
doors, or passes through toxic 
gases.

Pocket automon
These orbs unfold into doll-sized 
clockwork dwarves. Each is 
modeled after a particular 
profession and carries the related 
tools in miniature form. They are 
very delicate and not much use in 
combat but can follow simple 
instructions given in dwarvish. 
They quickly lose power and 
become inert if not provided with a 
source of verdite for their tiny 
emerald brains.



TreasuresKeg of Special Brew 
(1 weight, 3 uses, flammable)

These small barrels were once the 
private stock of some Doolhoven 
brewer and would be treasured by 
anyone with a taste for fine ale. 
They each pack their own special 
kick. When found, name the brew 
and choose a stat. Each use gives 
the character +1 forward to their 
next Defy Danger roll using that 
stat.

Doolhoven crowns (4 coin)

Larger than traditional coins and 
made of many rare metals, each of 
these coins is also stamped with an 
ancient bargain. Any dwarven 
smith will accept one of these 
coins as payment for any repair job. 
They might want to know how you 

came across them and some might 
resent wanton plunder of their 
brethren. Roll 3d6 to determine the 
number of crowns found.

Bronze Buckle of Authority
Used by military and civil 
authorities throughout Doolhoven, 
these bronze buckles are carved in 
intricate diagrams that would be 
almost impossible to forge. When 
presented to a guardian automon, 
it may allow you to pass 
unmolested. Roll a d6 for each 
attempt. On a roll of 1, the buckle 
has been deemed suspicious and 
will no longer be accepted.

!(()*(+,-



Mon�rosities of Kalduhr
A bestiary for things that shall not be named.

�irty-Six Treasures, Temporarily Held
Precious items that will outlive your treasure-hunters.

Hunters Under � Emerald Glow
New occupations, backgrounds and rituals.

Wit�wood
An incursion on a road paved in gold.



Mon�rosities of Kalduhr



�en, roll again and add the two dice for the general form the monstrosity takes:

serpent

spider

lion

2

3

4

bear

child

�gure

5

6

7

wolf

stag

boar

8

9

10

reptile

mass

11

12

Finally, roll again and add the two dice for its current behavior:

causing plants to grow wildly

chanting in an ancient tongue

clicking teeth together

crying and wailing

moving suddenly closer

howling in pain

2

3

4

staring with vacant eyes

disappearing into shadows

humming a familiar song

whispering forbidden knowledge

feeding on a fresh kill

8

9

10

5

6

7

11

12

inky

giant

thorned

spectral

glistening

broken

writhing

shambling

rotting

twitching

rippling

stone

�e things that lurk in the forest don’t have names. Named things are known, 
identi�able, understood. �eir behaviors are predictable and their territories 
are de�ned. Named things can be tamed or hunted. Named things can be killed.

�us, when you run Trophy, don’t give the monstrosities names unless you want 
the characters to be able to �ght them. Instead, describe them in vivid, awful  
detail. Use your words to make them present and deadly. But never name them.

Below is a system you can use for generating monstrous descriptions.

First, roll a dark and light die to select two adjectives for the monstrosity:

MONSTROSITIES OF KALDUHR

Your monstrosity might be an inky, stone reptile moving suddenly closer, or  
a broken, twitching �gure crying and wailing. What it does next is up to you.



�irty-Six Treasures,
Temporarily Held

Tarnished silver crown coated with luminescent moss

Iron scepter with golden leaf �ligree

Various metal coins depicting King Argiol Seo, eyes scratched out

Smooth black stone urn, anything placed inside disappears

Pendant depicting a serpent swallowing the sun

Jade statue of three lovers, warm to the touch

Hematite orb in an iron cradle

Collection of child’s clay dolls, all with le� arms missing

Ornate glass co�n, interior speckled with blackened handprints

Masterwork sword, hilt is also a blade, making it unusable

Iron shield with winged lion in relief

Gauntlet studded with black opals

Petri�ed wood mask with verdigris-copper antlers

Collection of vials �lled with viscous, glittering liquids

Stone tablet engraved with haunting pictograms

Bronze ring with three small sapphires forming a triangle

Necklace of eleven bronzed feathers

Silver chalice ringed with strange geometric symbols

When a treasure-hunter arrives at the ruins they seek, roll a dark and light die 
to describe the precious item they hold in their hands, at least for a little while.



Mummi�ed hand with eight long �ngers

Milk-white gems, something �itting about inside them

Ruby-studded slippers, too small for anyone in the party

Chest made of repurposed sword blades, �lled with disintegrating scrolls

Jade sphere engraved with two symbols: an eye opening and an eye closing

Simple metal �ask with a clear liquid, mildly hallucinogenic

Curved ritual knife with a hollow blade

Large clay vase depicting graphic scenes of battle

Figurine of nude man with ax, made of silver

Palm-sized pouch constructed from hundreds of tiny glass beads

Polished gold mirror, only re�ects one member of the party

Pearl-inlaid jewelry box, locked

Small crystal bottle and dropper, a dried purple substance caked to the bottom

Key with a handle shaped like a child wreathed with thorns

Statuette of an unfamiliar eight-limbed beast of burden with a tentacled face

Lap harp painted with ghostly �gures, any song played reminds listeners of lost loves

Clay nesting dolls, each looks like a member of the party

Simple silver ring, makes the wearer incorporeal but draws spirits to them

36 TREASURES, TEMPORARILY HELD



Hunters Under
� Emerald Glow

�e following are new options for treasure-hunters for use with the Incursion 
Witchwood, or any other session of Trophy.

OCCUPATIONS

Farmhand (skilled in pests, plants, weather)

Royal (skilled in appraisal, bribery, command)

Witch (skilled in homes, paths, rituals)

Woodcutter (skilled in cra�, construction, weapons)

BACKGROUNDS

Cured Beastbitten (skilled in transformation)

Enlivened Manikin (skilled in arti�ce)

Forlorn Romantic (skilled in despair)

Lost Child (skilled in hiding )

RITUALS

Enliven (give �esh and breath to a human e�gy)

Guide (conjure a golden thread to follow)

Swarm (trade favors with a colony of vermin)



Wit�wood
INCURSION

When children escape to the woods seeking adventure or �eeing cruel parents, 
the part of Kalduhr they frequently �nd themselves in is known as Witchwood.

THEME

Oz

MOMENTS

 You hear a child singing sadly somewhere o� the trail
 A sequence of strangely-colored birds �it about the trees: red, orange,  
yellow, green, blue, indigo, violet
 A sudden gust of wind shakes the forest, threatening to knock down trees
 A diminutive, deformed face peeks through the brush, then disappears
 Your foot kicks crumbled brick, proof that the path on which you walk 
was once paved
 Strange pink bubbles �oat from the trees, but each pops as it approaches
 A dozen crows circle and �ee
 �e remains of a man are tied to a tree, a clear warning to stay away
 You see a half-�nished log cabin ahead, a rusted ax abandoned in a stump
 �e roar of a large cat or bear rumbles some distance away
 A small pocket of red poppies �ll the air with their heady fragrance
 �e bark of a tree is knotted and warped as if a face in pain
 Branches like �ngers unfurl and stretch
 A �ock of winged imp-like creatures shriek through the canopy ahead
 �e structure gleams, light bouncing and re�ecting o� the emerald leaves

CONDITIONS

 Limbs seize up, making it di�cult to move
 Overwhelming memories of home wash over you
 A dominating, animalistic hunger rises in you
 You can only see in black, white and shades of gray



 All the colors around you increase in intensity, almost blinding you
 Your skin is slowly turning to burlap, tin or fur
 A shadowy black hound only you can see begins following you
 You need to consume brains, hearts or fear
 When you are cut, you bleed straw or oil
 You are convinced this is all a dream

RING 1

terrors: Venturing into the forest, the party comes across a man bleeding 
out. He sputters out “witch...” then asks a member of the party to carry a mes-
sage back home to his son, but dies before sharing a name or the message itself. 
Further in, another body is found, crushed under a boulder too heavy for a 
human to li�. Eventually the party encounters the witch, weakened and run 
through with a blade a�er facing the two now-dead treasure hunters. Ask the 
party what they know of witches: their powers, their aims, how to destroy 
them. �e party is able to kill the monstrosity before it retaliates.
temptations: Spilled on the ground near the witch’s body are a handful of 
gold coins. �ey contain unrecognizable writing, but feature engravings of 
hearts, crowns and hearths.

RING 2

terrors: Hungry trees grab at the party, trying to burrow seeds inside them. 
�e trees cannot uproot themselves, but are otherwise fully animate and will 
bind and tear at the treasure-hunters. �ey can be hacked at, but are a mon-
strosity that cannot be fought. �ere are simply too many of them. 
temptations: �e exit from the forest is marked by a trail of glimmering 
gold: treasure dropped during an escape. �e treasure can be collected, and 
the party may contemplate leaving. Ask them about their drives, noting that 
this treasure only represents 1/50th of what they would need to achieve their 
dream.

RING 3

terrors: A twisted, naked boy lures one member away from the rest and 
names another member of the party. He speaks with a high-pitched voice, like 

INCURSION: WITCHWOOD



a Munchkin. He says he was paid by the named individual to steal gear from 
the rest of the party and keep them from making it out of the forest alive.
temptations: One of the treasure-hunters �nds a fruit growing in the  
forest that they haven’t had since they were a child. �e fruit was rumored to 
have been harvested out of existence. If they taste it, ask them what touching  
memory it evokes.

RING 4

terrors: �e dead men from Ring 1 reappear, bloody and howling. �e man 
crushed by the stone is just legs and a lower torso. His upper body has been 
replaced by an intertwined mass of writhing snakes. Describe everything in 
this ring as either green (plants, snakes) or red (blood, �owers). Introduce any 
other green or red elements necessary. For example, if the party burned the 
bodies, they appears as a living red �re.
temptations: �e party comes across a stone structure overgrown with moss 
and ivy. Clearing away the growth reveals symbols similar to those found on 
the coins earlier. �ere are no doors, but the walls can be scaled. �e interior 
of the structure is a labyrinthine series of hallways lined in luminous moss that 
bathes everything in a dim green light.

RING 5

terrors: �e labyrinth is haunted by a spirit that tries to convince the trea-
sure-hunters that none of this is real, and clouds their heads with dreamlike 
visions. �e spirit o�ers exactly what the treasure-hunters each want, trying 
to get them to stay in the labyrinth and pitting them against one another. It 
might o�er one member a place to lie down and rest and another a table with a 
feast, with the latter not realizing they’re about to stab into and eat the former.
temptations: �e spirit itself provides the temptations. Connect them to 
what the treasure-hunter’s drives are. One member of the party will eventually 
�nd a room blocked by a curtain, with mu	ed whispers coming from behind. 
Tearing the curtain away removes the spirit’s clouding visions, allowing every-
one to see the terrible results of their actions.

INCURSION: WITCHWOOD
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A Thousand Faces of Adventure, Keeper of the Drunken 
Pirate's Forgotten Wish
Aaron, Keeper of the Child Upon Whom We Dare Not 
Look
Jesse Abelman, Keeper of the Moon’s First Memory
Rob Abrazado, Keeper of the Purple Falsehood
Quentin Acord, Keeper of the Word that Binds and 
Blinds
Benjamin Adelman, Keeper of the Brotherhood of the 
Black Dragon's Great Saga
Joaquin Aguirrezabalaga, Keeper of the Blood of Lursiss
Vendevogel Alain, Keeper of the Omegatherion of Fasar
Alan, Keeper of the Wanting Widows of Thon the 
Promiscuous
Jason Alejo, Keeper of the Titan’s Heart
John Alexander, Keeper of the Child Whose Face is a 
Mirror
Zach Alexander, Keeper of the Weeping Cells
Brendan Allison, Keeper of the Child Who Creeps and 
Crawls
Kristin Allison, Keeper of the Bright One's Shroud of 
Mourning
Brian Allred, Keeper of the Spear Eldfuglinn, Which 
Burns with the Terrifying Light of the Sun
Bryen Alperin, Keeper of the Sibylline Grimoire
Joe Amon, Keeper of the Astral Blades
Erik Amundsen, Keeper of Pages Touched but Unread
Dustin Andrews, Keeper of the Egg of Existential 
Dreaming
Tom Androy, Keeper of the One Who Sees Through 
Clouds
Robert Angus, Keeper of the Keystone of the Many 
Worlds
Vincent Arebalo, Keeper of the Dolm Sarcophagus
Mark Argent, Keeper of the Child Who Has No Shadow
Gene Astadan, Keeper of the Temple of the Viridescent 
Wyrm
Michael Atlin, Keeper of the Beetle’s Teeth
John Atwood, Keeper of the Diary of Sanguine is the Eye
Tom Axon, Keeper of the Sultana’s Blue Dreaming
Misha B, Keeper of the Grand Apotheosis
Jim B., Keeper of the Two Puppets that Gleefully 
Interrogate
Rye Baerg, Keeper of the Mark of False Direction
Thomas Bagley, Keeper of the Cardinal’s Confession
Andrew Bailey, Keeper of the World Teeth
Chad Bale, Keeper of the Chimes of Misery
Noah Ban, Keeper of the Maze of Unending Pleasure 
Joe Banner, Keeper of the Testi�er’s Skull
BansheeGames, Keeper of the Lost Child's Breadcrumbs
Michael Barford, Keeper of the Eternal Chime
Marco Barreto Bittner, Keeper of the Leonine Child That 
Wails and Stings

James Barta, Keeper of the Dreary Island of St. Lomax 
the Unseen
Jacob Bates, Keeper of the Fleeting Blooms
Joe Beason, Keeper of the True Name of Ashmedai
Scott Beattie, Keeper of the Worm Bone Frescoes 
David Beaudoin, Keeper of the Clock's Fourth Hand
Michael Beck Esperum, Keeper of the Recorded 
Grievances of the Thousand Heretics
Fred Bednarski, Keeper of the Secret of the Ethereal 
Sphinx
Mathias Belger, Keeper of the Spectral Hounds
Del Benjamin, Keeper of the Thunderstorm Chariot
Nate Bob Benton, Keeper of the Fungoid Blessing
Aljoscha Beyer, Keeper of the Orichalcum Engine
Al Billings, Keeper of the Dun Spirit of Disobedience
Sam Birnbaum, Keeper of the Last Light of St. Lannen 
the Pure
Sarah Bolling, Keeper of the Last Lantern Before the 
Black Gate
Boni, Keeper of the Thirteen Principles of Volmun
Jason Boucher, Keeper of the Feathers of the Molting 
Godling
Michael Bowman, Keeper of the Luck God's Last Hand
Sophia Brandt, Keeper of the Dying Heart
Patrick Brannick, Keeper of the True Name of Abbadon
Brass Monkey-lizard, Keeper of Samantha's Star, May It 
Stay Forever Dark
David Bresson, Keeper of the Tortoise Who Mends the 
Heavens
Brett, Keeper of the Seven False Smiles
Darren Brockes, Keeper of the Agony Songs
Bromeliad, Keeper of Our Mother's Cool Breath, Bottled
Bill Brown, Keeper of the Emerald Path
Bryan, Keeper of the Festering Estuary
Stephanie Bryant, Keeper of the Vessel that Once Held 
the Silver Dragon's Eyes
Russ Brucks, Keeper of the Demon Idol that Spits Yellow 
Bile
Michael Burdick, Keeper of the Darkest Dream Under the 
Mountain
Marcus Burggraf, Keeper of Fathenroke's Deck of 
Laments
Mike Burnett, Keeper of the Fire of Nal-K’aa
Brian Burnley, Keeper of the Red Architect’s Impossible 
Angle
Agatha C, Keeper of the Ebony Cat and All We Deem 
Above Her
Len C, Keeper of the Seven Sisters’ Rings
Sean Cain, Keeper of the Hive Lord's Fire�y Legion
John Campbell, Keeper of the Dark Shard of Nemrath
Freya Campbell, Keeper of the Litch Child's Last Rites
Mike Carlson, Keeper of the Obsidian Forests of Yend
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Andi Carrison, Keeper of the Unknowable Words
Bill Carter, Keeper of Rengollis's Gaseous Blood
Cass, Keeper of the Wendigo Clan’s Lost Cookbook
Matthew Caulder, Keeper of the Bright Eyes of St. 
Hanne�n the Flame
Mark Causey, Keeper of the Lotus-Dweller's Fortunes
Chromatic Chameleon, Keeper of the Gossamer Crown 
of Good Queen Belinde
Bay Chang, Keeper of the Heart of Lursiss
Matthew Chappory, Keeper of the Ever-barren Barley 
Fields
Daniel Chartier, Keeper of the Sacred Bees and the 
Honey of Salvation
Daniel Chiavaroli, Keeper of the Screams of the Unjust
Jeremy Christian, Keeper of the Spiral Nemesis
Brendan Clougherty, Keeper of the Five Limbs of Acolla
Je�ery Collyer, Keeper of the Oneirophrenic Chords
Edouard Contesse, Keeper of the Gifted One's Jade 
Carvings
Alex Context, Keeper of Our Shared Phantasmagoria
Barry Cook, Keeper of the Galactic Sextant
Alexander “Grassdragon” Corbett, Keeper of the Holy 
Blood Sponge
Robert Corr, Keeper of the Ram That Whispers Lies
Malcolm Coull, Keeper of the Golden Nimbus
Anna Coulter, Keeper of the Teeth of the Two-Tail Giants
Jason Cox, Keeper of the Vessel of the Devil's Own 
Whiskey
Yoshi Creelman, Keeper of the Triton's Blessing
Jim Crocker, Keeper of the Eight Heavenly Questions of 
Gong-Gong the Dragon
Ian Crockett, Keeper of the God-King’s Viscera
Jason Crone, Keeper of the Autumnal Princedoms
Michael Crowley, Keeper of the Argent Lock
Cubano, Keeper of the Iron Troll's Menagerie
Jim Cummings, Keeper of the Silver Rods
Jason D’Angelo, Keeper of the Merry Abbatoir
d6, Keeper of the Endless Grudge
Love Dahlgren, Keeper of the Last True Pages
Jerry Daly, Keeper of Time’s Aperture
Stentor Danielson, Keeper of the Last King’s Fear
Dave, Keeper of the Shrine of the Silent Pantheon
Rose Davidson, Keeper of the Dark Visage of Leon's 
Forgotten Year
Tom Davies, Keeper of the Glossary of Blades
Will Davies, Keeper of the Holy Seals Carved from 
Valoña's Bones
Alex Davis, Keeper of the Joyous Pit
Jim Davis, Keeper of the Marmot That Su�ers Not in 
Darkness
Tim Davis, Keeper of the Ghost Cages
Kristen Davis-Owen, Keeper of the Whispering Menace
Steve Dee, Keeper of the Tabard of St. Jasmine the 
Blessed
Joshua DeGagne, Keeper of the Sword of Aloester 
Graymantle
Tim Denee, Keeper of the Crawling Portrait

Warren Denning, Keeper of the Shambling Madness
Jacob Densford, Keeper of the Rusted Metropolis
Rob Deobald, Keeper of the Child Who Turns the Key
Aaron DeRosa, Keeper of the Silver Dragon’s Second 
Heart
Joseph DeSimone, Keeper of the Secret that Allows Us 
to Sleep at Night
Steven desJardins, Keeper of the Black Between the 
Stars
Mark DesLauriers, Keeper of the Goblet of the Maudlin 
Priest
Simone Di Rubbo, Keeper of the Goddess in the Letters
DianaMoon, Keeper of the Bones of the Grey Rangers
Justo Diaz, Keeper of the Ruby Eyes of Olga the Sightless
Mark Diaz Truman, Keeper of the Clockwork Corvid
Je�rey Dieterle, Keeper of the Red Drums of Bellona
Steve Discont, Keeper of the Kingdom of Amanthi, as 
Captured in Miniature by an Unknown Sculptor
Fernando Dolande, Keeper of the Amber Crown of Good 
Queen Melys
Stuart Dollar, Keeper of the Blossomed Antlers
Ian Donald, Keeper of the Dying Grottoes
David Dorward, Keeper of the Fetid King’s Ashes
Matt Doughty, Keeper of the Well of Immaculate Blood
Tim Dreier, Keeper of the Bone Crown of Old King Smule
Stefan Droste, Keeper of the Razor Grasslands 
Alejandro Duarte, Keeper of the Throbbing Star
Rachelle Dube, Keeper of the Many-Named Treasure
Bryant Durrell, Keeper of the Golden Shroud
Mark Durrheim, Keeper of the Little Gravestone Doors 
Herman Duyker, Keeper of the Beast Masks
Eli Eaton, Keeper of the Stone Sparrow’s Heart
Vincent Eaton-Valencia, Keeper of the Orc King's 
Quivering Regret
Harald Eckmüller, Keeper of the Invisible Mouth of 
Molek
edchuk, Keeper of the Sorrow of Morning Mist Castle
Paul Edson,  Keeper of the Secret of the Thousand Cuts
Matthew Egger, Keeper of the White Bats of Good 
Queen Jedra
Kurt Ellison, Keeper of the Shining Sadness
Norm Elvin, Keeper of the Re�ned Rose Dust of Daar 
Angúl
Tor Erickson, Keeper of Brother Elijah’s Last Breath
Jennifer Erixon, Keeper of the Spider Tombs
Charlie Etheridge-Nunn, Keeper of the Unsolvable 
Riddle
Richard Evans, Keeper of the Milk Caves
Mitchell Evans, Keeper of the Blackbird’s Brides
Fabrissou, Keeper of the Apostate's Silvered Skulls
Katherine Fackrell, Keeper of the Seven Splints of the 
Demon Crown
Colin Fahrion, Keeper of the Slaughtered Hearts
Luis Farebrother, Keeper of the Songs of Satyrn's 
Sounding
Declan Feeney, Keeper of the Violet Crown



FeITK, Keeper of the Urn that Holds the Ashes of the Red 
Poet's Heart
Mark Fenlon, Keeper of the Undulating Brood of Clarissa 
Dunlop
Robert Ferguson, Keeper of the Mighty Thews
Scott Field, Keeper of Malvett's Living Dream
The Fifth World, Keeper of the Wisdom of Emerald 
Nightmare
Klint Finley, Keeper of the Book of Marvels, Wired Shut 
Forever
Andrew Fish, Keeper of the Path of Cenduwain 
Rose-Whisperer
Asbjørn Flø, Keeper of the Ten Hidden Keys
�yaturtle, Keeper of the Red King's Heart
Adam Flynn, Keeper of the Six-Tailed Dog-beasts
Kevin Flynn, Keeper of the Vermin Chaplet
Justin Ford, Keeper of the Tilth Maven's Jaw Antler
Daniel Fowler, Keeper of the Unidenti�ed Artifacts 
Tom Fowler, Keeper of the Woman Who Witnessed the 
First Murder
Josh Fox, Keeper of the Pitch-Black Sails
Lowell Francis, Keeper of the Black Quill
Francisco, Keeper of the Blood-Soaked Corridor
Brian Frank, Keeper of the Re�ecting Pool of Galaurang
Blaise Freeman, Keeper of the Zombie Queen's 
Pheromones
Michael Friese, Keeper of the Smoke Sylphs
Mirko Froehlich, Keeper of the Man Who Dies Every 
Third Day
furst77, Keeper of the Invisible Candle
Tomer G, Keeper of the Squamous Beast Below
Hayley G, Keeper of the Selkie’s Secret 
Angel Garcia Jimenez, Keeper of the Glass Bridges 
Nicolás Garcia Lanza, Keeper of the Mossy Robes of the 
Green Monk
Zachary Garth, Keeper of the Ever-Burning Fury
Josh Gary, Keeper of the Windswept Plane of Dust
Charles Gatz, Keeper of the Last Words of the Drowned 
Men
Andre Gaucher, Keeper of the Blue Masquerade
Rowan Gavin, Keeper of the Sentient Mist
Gary Gehrke, Keeper of the Nightmare Diadems
Gregory Gelder, Keeper of the Knight of Mums
Michele Gelli, Keeper of the Woman Who is a Nest for 
Serpents
Walter German, Keeper of Galotta's Scarlet Dance
Joshua Gilbreath, Keeper of the Elven King Who Never 
Was
James Gibson, Keeper of Beltherion Brightlord's Shadow
Daniel Gill, Keeper of the Vial of Dwarf Tears, Secret 
Shame of Their Race
Christopher Gmelch, Keeper of Lianore's False Lament
gnapo, Keeper of the Emerald Path
Raymond Goerke, Keeper of the Willow Crown of Old 
King Celadon
Edgar Gonzalez, Keeper of the Iridescent Forest
K Grandberry, Keeper of Twilight's Heartfelt Whispers

Matthew Gravelyn, Keeper of the Twelve Graven Images
Luke Green, Keeper of the Covert Tools of the Eight 
Immortals
Christopher Grey, Keeper of the Lies of the Child 
Kingdom
Greyhoof, Keeper of the Jale Putrescence
Derek Grimm, Keeper of the Spirit Discs
Tre Grisby, Keeper of the Broken God's Final Indignity
Andrew Gross, Keeper of the Fell Emperor’s Last Breath
Ollie Gross, Keeper of the Ministry of Embers
Paul Groudas, Keeper of the Rusted Crown of Old King 
Murrg
Matthew Gushta, Keeper of the First Oak
Lloyd Gyan, Keeper of the Seven False Smiles
Gene Ha, Keeper of the Gaze, Adoring and Wanton
Tony Hahn, Keeper of the Tongue of Gormakir the Cruel
Haiduc, Keeper of the Meat Orchards
Charles Hainsworth, Keeper of the Song that Sleeps in 
the Shadows
Seth Halbeisan, Keeper of the Nectar Which Shall Never 
Touch Our Lips
Justin Hamilton, Keeper of the Last Tears They Shed
Noella, Keeper of the Tome of Forgotten Fae Remedies
Hans, Keeper of the Wolf-King's Last Fear�Sarah Walsh, 
Keeper of the Star Whale's Lament
hansbuetow, Keeper of the Echo Plantations
Michael Hansen, Keeper of the Shriven Monks Who Have 
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