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Summary 
[disclaimer]This was of course created for the Bards 

of BomBARDed, but feel free to modify the reasons 

players would be at this event. 
The adventure begins with our bards performing 

jovial tunes at the March of the Toys celebration 

held in Beln.  This year is not going to be like the 

others, because this year the toys have been 

created with malice rather than love.  The toymaker 

Winter Wonderman, believed to be responsible for 

this tragic affair, is bound and stuffed in a life-size 

bear costume, and made to march with his toys in 

the hopes this would cause his demise. 

     The toymaker reveals that his sister, Holly 

Wonderman, has turned on him and their pursuit to 

bring happiness to kids everywhere with their toys 

in favor of producing weaponized toys for the 

Bureau of Warfare.  He pleads that you go to his 

factory and persuade her to turn away from this 

path. Despite her response, the party must access 

his personal toy vault and bring back toys to Beln to 

correct this grievous wrong  

     Will the party be able to reign in Holly 

Wonderman and return the joy to Beln and the 

March of the Toys?  You tell me…. 

 

 

Using This Adventure 
Pepper this in where you feel appropriate for your 

campaign.  I really tried to leave this a vague kind of 

holiday so that you don’t have to introduce a 

major/minor deity or mythos into your game.  This 

is pretty much a straight shot to the action.  There 

are a couple of scenes where you play out NPC’s, 

 



 

but any interactions with PC’s beyond that are up to 

the DM to improvise. I mean, I don’t even know 

what my players are going to do. 

 

Adventure Hooks 
Players could be passing through Beln (or a town or 

village in your world) at the time of the event and 

happen upon it, or you could start dropping talk 

about the event in other towns. Kids could be heard 

complaining because they don’t receive a free toys. 

Adults could be talking about going there for the 

festivities with their kid (these would be richer folk 

who could afford this luxury). 

 

The March of the Toys 
The adventure begins with our bards performing on 

a makeshift stage on the side of the main road in 

the small village of Beln.  They are playing to a good 

sized audience of villagers who are dancing, playing 

games, eating and drinking, and singing along with 

the Chaos Sauce. 

     As the sun reaches its highest point, the villagers 

begin to clear the main road and wrangle up the 

children.  The coordinator for this years festivities 

approaches the bards and lets them know that they 

should start playing the Wonderman March once you 

can see Mr. Wondermans cart.  

     “Ok.. you’ve done great so far, but we really need 

you to nail this for this next part for it to be a real 

success!  Once you see Wonderman’s cart crest the hill 

coming into town, start playing the… JOHNNY 

FINCHER!!! GET OFF THAT RIGHT NOW!!!”    The 

coordinator walks off before finishing their talk with 

our bards.  

[Perception DC 16] - success from one bard lets them 

hear the cart approaching, which grants the group 

advantage on the upcoming Performance check. 

   The crowd quiets itself as the sound of click-clacking 

against cobblestone become louder and louder until 

you see a large Green, Purple, and Gold colored cart 

crest the hill into town.  Streamers and flags of similar 

color flow and wave in the wind.  You notice the cart is

not lead by beast, or upon wheel.  It carries itself upon

mechanical legs that are move rather clumsily, but get 

the job done nonetheless.  A tall man sits in the driver 

seat pulling levers and twisting knobs.  He is wearing a 

large trench coat with many sewn on pockets, a pair of

fingerless gloves, a pair of tinkerer specs, and a large 

top hat decorated with squares that have a circle in the

center. 

     He walks the cart another 20 ft and turns it 

sideways and it comes to a stop.  He walks onto the 

top of his cart, removes his hat, and bows low.  The 

people in the crowd are cheering and chanting 

“Wonderman! Wonderman!”. He stands back up and 

and raises his hands in the air and does small waves 

everyone and begins to speak. 

     “Greetings to you townsfolk of Beln; my home, my 

people. It is once again that time of year to bring joy to

every childs’ heart through the merriment of a new 

friend. OH! And this year is going to be extra special 

[wink]” 

     Wonderman kicks his carriage, and the side falls 

open. Inside the carriage are many lines of toys. There 

are elephants, small dinosaurs, bears, and large 

ornately painted bouncy balls. [Perception DC 14] - 

success: you notice that the tusks, teeth, and claws on 

the animal toys look rather sharp for toys. Behind all 

these toys stands a human size teddy bear (Teddy 

bomber style from Cowboy Bebop [cowboy funk], but 

the face isn’t exposed - episode where the cowboy 

Andy kept showing up and messing up Spikes pursuit). 

     Wonderman begins to search through his many 

pockets before excitedly producing a wand from an 

inner pocket.  He studies it for a moment before 



 

gripping it in a manner as if to conduct the bards, and 

says, 

     “If our musicians are ready [he begins a count off] 

let the march begin!!!” 

    He waves his wand has the music starts, and a 

magical aura begins to emanate from the carriage, and 

the toys begin to move. 

A Turn for the Worse 
Your music fills the air, and all the toys begin to march 

forward. All except for the large teddy bear in the 

back.  Wonderman shouts out “march!” in glee.  The 

toys make their way off the carriage and walk down 

the road before deviating to hiding spots.  The children 

instantly scatter to start searching for toys before the 

balls even get a chance to bounce their way into a 

hiding spot. [Perception DC 14] - over your 

performance of the Wonderman March, you hear a 

version of the melody played in minor coming from 

Wonderman’s carriage. You See Wonderman playing a 

flute. One kid runs up to a ball, but before he gets to it, 

the ball bounces and spins violently, causing it to shoot 

toward the child's face upon hitting the ground.  The 

kid is beamed in the face by this ball knocking him off 

his feet and onto the ground.  After this happens, you 

see children run back towards the road screaming as 

the toys they were seeking chase after them bearing 

their teeth, claws, and tusks. 

 

Toy Inventory 

Inside Wonderman’s carriage are: 10 bears, 10 

elephants, 10 dinosaurs (triceratops, stegosaurus), 10 

bouncey balls, and the real Winter Wonderman in the 

Teddy Bear costume. 

Elephants, Dinos, and Bears 
Small animations, no alignment 

 

Armor Class: 11 (size +1) 
Hit points: 8 (2d6+1) 

Speed: 20ft. 
 

  STR       DEX       CON       INT       WIS        CHA 
  (-1)        ( 0 )        (+1)       (-4)       ( 0 )         (-3) 

 
Skills: stealth +4 
Languages: none 
Challange: ⅛⅛ 

Actions 
 

Toy attack: +1 to hit; melee toys attack with their 
designated weapons, all of which do 1d4(3) 
piercing damage 
Elephant Special: +1 to hit; ranged 30ft. Elephants 
launch their tusks doing 1d4(3) piercing damage. 

 

Bouncing Ball 
 

AC: 12 
Hit Points: 1 
Speed: 20ft. 

 

Actions 
 

Spindash: +2 to hit; melee with reach (10ft.) The 
ball spins violently in the air and hits the ground 
to launch itself at the target dealing 1d6+1 
bludgeoning damage. 
Deafening Pop: as a free action or result of being 
killed by piercing or bludgeoning damage, the ball 
erupts in an explosive pop. anyone within 20ft. 
Must make a Constitution save, DC 12, or be 
deafened for 1d4 minutes. 

 

Stop Those Toys!!! 
The bards must now figure out a way to stop all the 

toys from terrorizing the town.  There are 40 toys in 

all, and if one toy is attacked, the rest will target the 

assailant.  They will divide themselves equally  to 

counter multiple targets. During the chaos, 

Wonderman will have headed out unnoticed if the 



 

characters do not make a point of it. Regardless, the 

toys will act as a barrier making it difficult to give 

pursuit. 

    The quick solution to beating the toys would be to 

perform the  recognize that the minor melody 

caused the toys to turn malevolent. To reverse this, 

if someone plays the minor melody backwards 

(retrograde) 

     Of course, they can just try and destroy all the 

toys. It will take a lot of time… 

 

The Real Winter Wonderman 
Once they are able to stop the threat of the toys, all 

that remains will be the large teddy bear.  The bear 

continues to walk in a very janky and stiff manner, 

but does not assault anyone. It just continues 

marching. 

    Inside the suit is the real Winter Wonderman, 

who is under the effects of a Gaes spell. Let the 

bards discover this how they will.  Wonderman can 

not communicate because he is gagged.  He won’t 

try and fight it because “it hurts to do so”, and he 

doesn’t know what is wrong with him. 

     Players can make an Arcana check DC 17 

(8+2[prof]+5[Spell level]) to recognize this as a geas 

spell.  You know you need the spell remove curse, 

greater restoration, or wish to remove this spells 

effects. This service can be attained by the local 

cleric, who is helping parents and kids who might’ve 

been injured in the chaos. 

    Once they figure out how to stop Wonderman 

from marching they can have a reasonable 

conversation, however, if they want to just get the 

info while he marches, that works too… 

Wonderman will give the following information 

pretty much unprompted.  

Roleplaying Winter Wonderman 
Winter is typically a very jovial character that 

desires to spread happiness to all he encounters. 
Upon first meeting him, people consider him 
quite odd as his mind jumps around from idea to 
idea, and topic to topic. He will randomly break 
out a small book to jot ideas down in, or to draw 
up a schematic. 
     In this first interaction, Winter is tired and 
groggy from the effects of the Gaes spell, and 
speaks in an out-of-breath manner. His sentences 
aren’t fully fleshed out, and tends to drop off at 
the end. He is more than willing to give players 
the info he knows, 

 
● His sister Holly betrayed him. He is beside himself 

from this betrayal, but he wants to make sure she 

isn’t hurt. 

● His Chief Engineer, Can D. Kain let him know about 

the coming betrayal and I didn’t believe him. He loves 

Can, despite him speaking in riddles. Make sure he is 

safe 

● Will talk about the wand that was used, and how he is 

going to need this item most of all. All might be lost if 

this item were to be destroyed, or lost in any way.  He 

puts focus on this: 

○ Wand of Animate Objects (overpowered) 

This wand was created using a high level 

Animate object spell. The wielder is able to 

causes  items within a 20ft. circle of the focal 

point to come to life. The wand was created 

by a long deceased wizard, and was given to 

Winter’s Grandfather, Alfred Wonderman. 

● The toy factory is  modifiable for toy creation and 

testing, so the structure and flow can change as 

deemed necessary. His sister knows these functions 

well. Be careful. 

● He just wants to get his toy factory back, and get 

some proper presents to these children. 

● You must gain access to my vault of toys and bring the 

section labeled “Emergency Stock” back to Beln. 

● He will be too tired to accompany the bards, but 

hands them a key that should get them in the front 

door, but he doubts the rest of the security measures 

would be under his control at this point. 

● My sister will probably be in the control booth of 

testing area. There could be a number of ways of 



 

getting there, again, modifiable structures and rooms 

to accommodate testing needs. 

Getting to the Factory 
Wonderman gives them the details on how to get 

to the factory, which will take about 4 hour.  The 

players can try to acquire other means of 

transportation if they wish, which will trim travel 

time down to 2 hours.  The time spent only effects 

if the children are still awake to be able to enjoy 

the march proper. The party is urged to leave 

immediately so they can save the March of the 

Toys.  Since the march happened around noon, 

you could consider 12:30 or 1 as the starting time 

(depending on length of time spent fighting and 

gathering information. DMs discretion). 

     There will not be any encounters on the way 

for  

the sake of Podcast time, but in the legit copy, 

DMs can add in an encounter to increase the 

combat if the party likes combat heavy sessions. 

 

 

Arriving at Wonderman Toys 

DM Kyle Note: my bards bypassed 

this section because I let Raz’ul turn 

into a reindeer.  Ooops! However, I 

simply moved this material to the 

outside of the factory. DMing is so 

much fun!!! 
Wonderman Toys sits in the middle of rolling 

green hills, currently covered by a blanket of snow 

with some of the taller grass poking through in 

places.  You have been traveling North on this 

road for hours, and you finally see the corner of a 

building peek over a hill to the West.  You also 

notice bubbles floating in from the East, where a 

statue of an Elephant sits with bubbles erupting 

from its’ trunk into the air. 

  You Round a bend on the road that leads you 

toward the west where the building is, and you 

arrive at a wrought-iron gate in the shape of toys. 

To the left of the gate sits a pool of water in a 

pedestal marked with arcane runes. 

   Arcana check DC 14 to recognize this as a 

two-way scrying pool. Arcana check DC 16 to 

activate it. If they activate it first, they will get a 

glimpse of a person putting on a mask and 

approaching the scrying pool.  Act surprised if they 

use the pool first. 

    If they are unable to get the pool to work, it will 

be accessed by Holly Wonderman in disguise as 

Winter Wonderman. 

    Through the pool of water you see Winter 

Wonderman from the waist up, it looks like he is 

standing in a large room, but most of his body 

obscures seeing any specifics. He Says, 

     Ah! I have visitors! How exciting! Come to try 

out some toys? No, Wait. Aren’t you the bards that 

were performing in Beln? (play out) 

Role Playing Holly Wonderman 
So this is going to be a bad representation of 
the real Holly Wonderman, because you are 
actually playing the Head Engineer, Can D. Kain, 
in disguise as Holly Wonderman. Play it off as 
kind of fun-having, but serious in the end.  Lay 
into the riddle part, this is actually 
uncharacteristic for Holly, and should be a hint 
for the players. Make the interaction brief, 
don’t lead them, but don’t let them linger. 

 

Things “Winter” will mention/ask: 

● “Did you enjoy playing with my toys?” 

● “What happened with the bug bear?” 



 

● If they mention finding Winter and that 

Holly is in disguise, Holly will drop the 

facade and remove her mask. 

● (respond to the  current state of Winter 

Wonderman.) 

● “I have some product to test, but before I 

let you in for testing, let’s test your musical 

wit! To open the gate, provide the 

answer.” 

● I’ve got curves, and many rings, but you 

have to strike me to hear me sing. What 

am I?  Answer: a bell (opens gate) 

Inside the Gates 
Inside the gates is a path  leading up to a large 

building with no windows, and 1 door.  As you are 

approaching, you hear the sound of bells chiming, 

ringing, and jingling through the air. Around the 

corner of the building about 25ft. away step four 

humanoid shapes.  DM Kyle Note: I changed this in 

session to being a portion of the building that 

opened up and being a single bigger golem for 

production purposes? Once you get a better look, 

you notice they are a combination of different 

types of bells. One points its’ arm towards you and 

it’s hand is a flat bell with a ringer on the side for a 

thumb. Then you hear a (boxing bell).  

Battle starts with both parties 25ft. Away from 

each other.  Slay Bells will fight to the death. 

 

Slay Bells 
Medium  golems, no alignment 

 

Armor Class: 13 (natural armor +4) 
Hit points:  52 
Speed: 20ft. 

 
  STR       DEX       CON       INT       WIS        CHA 
  (+1)        ( 0 )        (+1)       (-4)       ( 0 )         (-3) 

 

Sense: Passive perception 10, darkvision 80 ft. 
Languages: none 
Challange: 2 

 

Actions 
 

Multiattack: Slay bells make two attacks with 
their bell hands 
Bell Hands: Melee, +4 to hit, reach 5ft., one 
target hit: (1d8+1) Bludgeoning damage. 
Piercing Ring: The Slay Bells begin to gyrate 
their core, emitting a piercing tone that stuns 
those within 15ft.  Those affected must make a 
CON saving throw, DC 11, or be stunned for 30 
seconds, or until you pass. Once a target has 
passed, the golems jingle is ineffective. 

 

The battle with the Slay Bells shouldn’t take too 

long as long as they just kill them…  After that, it is 

a clear shot to the door. 

 

Entrance 
You get inside the front door and you are in a 

30’X30’ room that is painted bright blue like a 

clear sky. When you step in, the floor raises up, 

blocking the entrance, but bringing a staircase to 

your left to line up with a  door.  The top of the 

stairs end 10 ft from the door which has no ledge. 

Between the top of the stairs and the door is a 

gap, and at the bottom there is a glass tank that 

has a small logging town displayed inside.  (Should 

the players inspect it closer, the little toy figures 

will raise their axes and rush the glass.) There are 

hundreds of them.  After a minute or so, a 

rectangle from the wall in front of you begins to 

slide out from the wall, and they rotate to reveal a 

grand staff (you could use the control booth 

instead since you might not be using bards. Yes 

the glass is unbreakable, mainly because of past 



 

mishaps with toys [improv]).  Holly Wondermans 

voice fills the room. 

     “Welcome Welcome to Wonderman Toys! The 

Toy makiest, Joy creatiest, buildomaton on Algar! 

*sigh* I just love this lab, it really works on the fly! 

Sidenote, what if it did fly? For later…  Anyway, 

since you’re bards, I’ve decided to change key for 

you! I think that will be the most fun for both of us, 

and I can see how my “toys” fair against bardic 

efforts, I’m thinking it will go rather well, actually.  

     “Ok. So here’s the fun in Room 1! I’m going to 

ask you a riddle, and you respond using the notes 

in the musical scale. Sound fun!?  Ok, let’s start 

with, uh… hmmmmm…. The tall one! You look like 

you have a wit about you that should be feared, so 

I’ll be sure to make this a doozy!” 

For this bit, Holly will continually shrink the room 

despite them giving right or wrong answers. This is 

because Can doesn’t fully understand how to 

control the factory like Holly or Winter.  

● I’m where you start and end your day. At 

home I’m free; when away you might pay. 

What am I? Answer: BED 

○ The room begins to shrink down 

towards the stairs. (from 20’x30’ to 

10’x30’) 

● Wine, cheese, and scotch I make better, 

but you I make dead..er… deader. What 

am I? Answer: AGE 

○ The room begins to shrink from 

behind you, making the stairs now 

starting at the wall, and 3ft. High. 

(from 10’x30’ to 10’x15’) 

● A circle, a star, or a shield. I take many 

shapes but distinguish those who carry me 

all the same. What am I? Answer: BADGE 

○ The room begins to shrink towards 

the stairs. (from 10’x15’ to 5’x15’ 

pretty much the stairs, pit, and 

door are left. 

● I manage to contain this rodent, despite its’ 

rage. What am I? Answer: CAGE 

○ The rooms begins to shrink from 

behind. Players need to run up the 

stairs, and will be forced over the 

pit to find there is an invisible 

walkway. There is a faint glow of 

blue around their feet. 

 

Holly will exclaim her excitement at being able to 

find the invisibridge activation. It is new 

Treehouse magic that needed testing. Glad it held 

up. 

 

 

Toys for Tods 
You enter into a Red and Gold striped room. In the 

middle of the room are two presents and a table 

with a card on it, and on the far wall is a door with 

a top painted on it. There is an obvious keyhole. 

     If anyone tries to pick the lock, an alarm will 

sound and feet will drop from the ceiling and 

launch missile toes.+2 ranged attack (2d8 for big 

toe rocket, 1d6 for the middle three, and then 1d4 

for the set of pinky toes. They fire in sets, and do 

bludgeoning damage. HP: 4 AC: 10) 

     The group can hear Holly’s voice again, and it 

says, 

     “Ok. I’m being nice! I’m going to give you two 

presents instead of one.  One present obviously 

has the key to the door in front of you, and the 

other present doesn’t. Choose wisely!” 

 
The key is in the right box and the card reads 

● I don’t like to be left, by myself in the 
correct place. (i recommend making a 
physical card so it can be read properly). 



 

If the wrong present is grabbed  
● The floor drops out from beneath you and 

you’re dropped into a pit of cranberry jelly, 
but it burns… oh does it burn.  This is a 
cranberry gelatinous cube and will do 
regular acid damage from the monster 
manual. 

● Missile toes (2) still deploy, injuring both 
the Gelatinous Cube and the players. 

○ Big toes - 1d8 
○ Middle 3 - 1d6 
○ Pinky - 1d4 

 

Hopefully they choose the correct box.  The key 

will unlock the door which opens to a descending 

hallway made to look like the hills outside of the 

factory.  In this hall way the characters are made 

to make a series of performance checks to dance 

along with the music provided. There is a catch, it 

is also like green light red light in that the music 

will stop, and characters will need to make a DC 

12 dex save to stop moving or they will trigger a 

reindeer from the ceiling above.  These reindeers 

drop bell bombs that do 3d6 damage. Players can 

make a reflex save DC 10 to take half damage. 

    At the end of this is a doorway marked Toy 

vault, but as you approach, the wall shifts left 

taking that door away, and an unmarked door 

takes it’s place. 

     This next room will have the real Holly 

Wonderman obviously being held as a prisoner in 

this room.  She is obviously weak, but insists on 

being able to carry herself.  She will talk about: 

● Where is her brother, and is he safe? 

● It is actually Can, their head engineer that 

is pushing for the change in production 

and he has been using me against my 

brother, or at least he tried to, bless 

Winter’s soul. 

● Can is hoping this works, but if not, is back 

up is that this will ruin our family business, 

and he can clean up where we no longer 

are. 

● I can help if you can get me to the Control 

booth in the main toy testing chamber. 

That’s where you can control the factory 

at.  Lucky for me, Can hasn’t done a great 

job learning the controls. 

Can will interrupt still using Holly’s voice saying, 

‘wait, this, you weren’t, this is… uh another toy 

weapon! Watch out she’s attacking!!!  *wait for 

response* No? *cough change voice* alright fine! 

Yeah I did it, but I still have the upperhand. 

Remember? I am in the control booth.  However, I 

am interested in testing something you helped me 

think up!  But first, on more riddle to see if you can 

figure out what’s about to go down.  ‘I am two 

forces clashing, stone against stone, what am I?’” 

Answer: Rock-off 

The door closes, if it is open, and the wall shifts 

providing a door that says primary test chamber. 

 

The Bardholder 
When you enter this large 40 x 60 foot empty 

room, save for an object under a blanket in front 

of the control booth that is on the other side of 

the room.  You hear Can’s voice as the room starts 

to change shape. 

    “I really have to say that you have been quite 

inspirational, which makes me feel bad to try and 

eliminate something that helped me create.  Well I 

won’t yammer on much more, let’s get to the fun 

stuff.” 

You notice that the floors are coming up and 

forming into to two different stages that face each 

other. A toy audience begins to fall from the 

ceiling filling the area between the stages.   The 



 

object under the blanket on the far stage in front 

of the booth, and the stage next to you has stairs 

for you to use.  Different glowing orbs of varying 

chromaticism dance near the ceiling causing a 

pretty wicked light show. 

     “Please, take the stage.. My muses.  *when 

they do* I would like to introduce you to a 

rendition on the music box imbued with bardic 

magic, stuffed inside the deadliness of a 

beholder… I call it the Bardholder! 

Can swipes his hand, and the blanket is removed 

revealing a medium-sized green ball that has what 

you assume to be eyestalks.  It begins to levitate 

and a large eye opens on the ball along with a 

large nutcracker style mouth. The eyestalks begin 

to move and the lids begin to open revealing 

mouths instead of eyes. These four mouth stalks 

belt out “Enemies are coming to town!” and it 

sounds auto tuned. 

 

Bardholder 
medium golem/aberration  no alignment 

 

Armor Class: 14 (natural armor +4) 
Hit points:  51 (6d8+12) 
Speed: 0ft. 30ft. Fly (hover) 

 
 STR      DEX       CON       INT       WIS       CHA 
   -1         +2          +2          +1         +2            0 

 
Condition immunities: prone 
Senses: darkvision 80ft., passive perception 16 
Languages: anything sung, and the language of 
it’s creator 
Challenge: 4 

 

Actions 
 

Bite. Melee Weapon Attack: +1 to hit, reach 
5ft., one target. Hit: 2 (1d6-1) bludgeoning 

damage. 
 
Mouth Blasts. The Bardhold sings up to two of 
the four magical mouth stalks at one or two 
creatures it can see within 90 feet of it. It can us 
each ray only once on a turn. 
 

1. Enemies abound. The target must 
succeed a DC 13 INT save or lose the 
ability to distinguish friend from foe. The 
saving throw can be repeated if the 
target takes damage. DC remains the 
same.  If the target attempts an attack, it 
must do so at random, and take 
advantage of anyone who provokes an 
attack of opportunity. 

2. Animate objects. Ten of the toys that are 
audience to the show become animated 
and begin to attack Chaos Sauce. (use 
Elephant table from earlier) 

3. Sleep. Roll 7d8 (46) and that many hit 
points worth of characters are put to 
sleep, starting with the creature who has 
the lowest hit points. Those affected 
awake at the end of the spell, if they 
take damage, or someone uses an action 
to wake the person. 

4. Tasha’s Hideous Laughter. Target must 
make a DC 13 Wisdom saving throw or 
fall prone into a fit of laughter. The 
target can retry it’s next turn, when it 
takes damage, and is at advantage if 
triggered by damage. 

 

Have song at this point for the battle 

Once the Bardholder reaches half hit points, Can 

will run out of the booth franticly to assist, 

bewildered by his creations foibles or 

shortcomings. He will try to use the wand of 

Animate Objects on the toys in the crowd. He is 

walking and waving the wand, and you hear Holly 

shout out, 

     “Can! You’re holding it wrong! Stop!” 



 

Can turns his focus on Holly for a moment, 

pausing to study his holding of the wand. *bards 

have an opportunity to do something.* Can will 

trip trying to get up the stairs for the stage and 

lands on the wand snapping it.  There is a blinding 

magical flash accompanied by a large shockwave 

that causes you to slide back 5ft., and when 

visibility returns, you only see a broken wand and 

a matryoshka doll where Can was. Once the wand 

breaks, the animated objects become inanimate 

again. At the very center of the matryoshka doll is 

a tiny Can. 

 

Saving the March of the Toys 
After Can is dealt with and the toys all revert to an 

inanimate state, Holly goes to the control booth 

and says, 

      *If players haven’t mentioned needing to bring 

toys back to Beln, She says “I imagine Winter 

wants you to deliver some proper toys to the 

children of Beln.* Hold on, I am going to rearrange 

the factory to take us to the toy vault. One 

problem, This thing Winter never shared the 

passcode to the vault. I would ask, but all he would 

do is hum that march while entering the code. I 

dunno, the keypad is weird, just check it out, 

maybe you can figure something out.” 

     Holly messes with some of the controls in the 

booth and the room shrinks down really quick, 

and it feels like you are moving, rather than the 

factory moving around you.  The walls are sliding, 

up, left, down, and every which way. You see the 

room shrink a little at times and grow at others, 

and then everything stops, and there is a door 

marked Toy Vault/Shipping. Holly walks out of the 

control booth and opens the door saying, 

    “To your right is the toy vault, and your left is 

the shipping dock. Just get into the vault and we 

will load up the toys and head to Beln. Oh Dang! 

How long has it been? Hopefully the kids are still 

awake and not tuckered out! Tell ya what, I’ll prep 

the cart while you get the toys. Sound good?” 

     The hall to the right is a large circular vault door 

with a grouping of 7 pressure plates numbered 

1-7, and then one to the left of 7 that reads 

“sharp/flat”, and the one to the right reads “of”. 

It’s organized like a phone. 

The answer to getting in is the Harmonic 

progression of the Wonderman March:  

I bIII V I V I V/V V IV I V I 

     Once they get inside there are shelves chock 

full of toys. Wind-up chickens that lay eggs, 

Ripchord flyers that look like bird people, plush 

teddy bears and other stuffed animals, rocking 

horses, bouncy balls, and dolls, and that only 

scratches the surface of the plethora of toys here. 

   You see a section on the far right that is labeled 

“emergency stock”. You start gathering as many 

toys as you can and transporting them to the 

carriage where Holly has it on its’ legs and open 

for loading. You make several trips back and forth 

before Holly pushes a plate on the wall, opening a 

door to the outside. You can see the front gate, 

and the slay bells from earlier are a little covered 

in snow. You can already see the large red moon 

and the smaller blue moon behind it in the sky, 

meaning you probs got like 2 hours.  You head out 

with Holly driving the cart contraption. 

 

March of the Toys (Reprise) 
As you arrive back to Beln, you can hear people 

still out and about, though it doesn’t sound as 

jovial. How do you enter the town? 

 

For the sake of a good ending, the kids will be 

awake and reenergized by the return of the 



 

heroes.  The townsfolk will cheer and regard the 

bards as town heroes from here on. They will 

always have a home in Beln. 

   Holly will jump off the carriage to find Winter, 

who is sitting in a chair surrounded by children 

telling a story about a time when testing a toy 

dragon went terribly wrong. The children are all 

laughing as he makes funny sounds imitating a 

dragon.  He looks up to see Holly and he looks 

perturbed at first, but you hear Holly explain really 

quick that it was Can all along, and he becomes 

automatically relieved.  They walk over to you 

together and Winter asks, 

“Did you get the wand back? *respond to answer* 

well did you get the emergency stock of toys? 

Then all is saved!” 

     If the wand is saved, he will use the wand to 

awaken the toys inside the cart, but if the wand 

was broken, he will allude to another activation 

method he put in his emergency stock. 

     “Play the march, and this batch of toys will 

march, hide, and not attack the children or 

townspeople.  I promise! *big grin*” 

  As the bards strike up the march, the carriage 

begins to shake, the door falls open, and toys 

begin to march out of the carriage and into hiding 

spots all over town. We end with the bards 

performing the march as children laugh joyously, 

chasing after their prospective toys.  

 

Free Play 
Ok. so this is for whatever else the group wants to 

do to wrap this up. There is no plan, it’s all them… 

oh no! Happy March of the Toys! 

 

-Kyle 

 


