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Beckett’s Tavern 

“After waiting in the tavern for an hour you start to realise that whatever it was you thought you might find in this 
remote and wretched place has apparently joined Godot for an infinite round of chess so you all decide to get drunk. 

The end.”  

- For C—, who made this joke that I’ve taken too far.  

Overview 

The party wait in a tavern for an NPC who never arrives. 
There is drinking, a mysterious stranger, a brawl, and 
then it all starts to happen again… The adventurers must 
find out what is happening and how to escape as 
something tries to find out what they really want from 
life. Or they might decide that adventures are pointless, 
and would rather spend the time having fun in an 
imaginary pub. They’re free to do that too. 

Adventure Hook 

The party cannot clearly remember why, but they are 
here to meet Samuel the Bard. Their guess is as good as 
any other. You can also give each character a 
contradictory hint before the session - “you think it 
might be to do with a large reward/a missing person/
your supreme artistic talent” etc. You can also do this for 
how the party know each other - “you vaguely recall 
meeting in another tavern/visiting the great city/fighting 
something with them” etc. to add to the sense of 
ambiguity. 

Adventure Background 

Even The Tavern does not know how it came to be what 
it is. Although it appears to be a generic tavern where 
adventures might meet a quest-giving NPC, it has 
acquired sentience. It knows that the adventurers passing 
through never truly want to be there - they only come to 
meet somebody, or wait until a monster bursts in, or hear 
rumours of strange cults in the woods. It dislikes this. 

The Tavern felt like others did not value it, and thus its 
own existence lacked purpose. It then realised it was free 
to be more than just a starting point for adventures. It 
could choose its own path. 

The Tavern decided to spend its existence striving to be 
an ever-better tavern, because that is what it truly wants 
to be. It believes that a good tavern will provide chances 
to drink, brawl, and help poor adventurers realise what 
they truly want to be, or appreciate what they are 
striving for. 

To that end, it created some inhabitants to ensure the 
evening was always perfect. There would be drinking, 
fighting, and mysterious strangers. Throughout the 
evening, through conversations, potions, and puzzles, the 
adventurers would start to think. At best, they would 
respect and appreciate the Tavern’s quiet pleasures. 
Perhaps they would leave, but with a better reason why. 
Or they could freely choose to destroy the Tavern. 

And if they did not find a more meaningful life, they 
would be trapped in pointless repetitions within the 
Tavern forever, thanks to its Othering Gaze. 

The world around the Tavern has shifted to reflect its 
goals. The party of adventurers who repeatedly appear 
outside are real. Inevitably, an Avatar of Death has 
appeared within the Tavern. And on its walls, the Mouth 
constantly mutters the dismal fate of many of its guests. 

The Tavern wants to help. But it believes that the 
adventurers must be freed from the tyranny of tradition. 

Characters who die within the tavern crumble into ash, 
teleport into a room, and wake up in Bedroom 1 at the 
start of the next loop with a bare minimum of health 
restored. 

The Loop 

“You are in a tavern, waiting to meet Samuel the Bard, 
but he has not arrived. While you wait, what do you 
do?” 

The player characters must realise that they are trapped 
in a loop of recurring events. To help them realise this, it 
is useful to use recurring phrases - either those below, or 
ones of your own devising. The start of a new loop 
should always start with some form of “You are in a 
tavern waiting to meet Samuel the Bard, but he has not 
yet arrived. While you wait, what do you do?” 

If the players become stuck in a particular section, move 
the section along by having it occur in whichever room 
the party is in. Each section should take 10-15 minutes 
for a 4 hour session. 

All NPCs are described below. 

The First Loop - Do you truly want to be here? 

During the First Loop, the party should begin to get a 
sense that all is not as it seems in this tavern from talking 
to the NPCs, the effects of their drinks, and the 
encounters in sections 1C and 1D. 

1A. Waiting and Drinking - “You are in a tavern waiting 
to meet Samuel the Bard, but he has not yet arrived. 
While you wait, what do you do?” 

Describe The Bar Room to the party. Encourage the 
characters to speculate on why they think they are there. 
As they talk, Krapp the Barkeep enters.  
 
“The Barkeep enters and speaks from behind the bar - 
‘any of you lot want a drink?”  
 
Allow the party to order and to drink. 

1B. Meet People - “You hear the sound of adventurers 
outside. Their conversation continues as two people 
come in.” 
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Describe The Hooded Figure entering, holding Lucky 
on a string. Lucky is released to go and sing. The 
Hooded Figure sits alone in intriguing silence. Anybody 
who looks out the window sees The Other Party outside. 
If the party do not approach The Hooded Figure, have 
Lucky approach them.  
 
1C. The Brawl - “Suddenly, an armoured figure in a 
white cloak enters from outside, shouting ‘I shall free 
you from your empty lives today, adventurers!” 

The Paladin enters whichever room the party is in and 
attacks characters not quietly enjoying The Tavern. All 
other NPCs flee. When the fight is over, move on. 

1D. The Spectre - “A dark cowled figure descends 
through the ceiling, floating above the ground, passing 
through the room and turning to stare at [the party 
member with the lowest health] before disappearing 
outside.” 

Death descends from Bedroom 2 and passes through 
whichever room the party is in to go outside, before 
returning to Bedroom 2. Other than staring at one of 
them, it ignores the party. 

All characters must succeed on a difficult roll or find 
their mood changed for 1d10 as they reflect on what has 
happened. Roll a d6 to determine randomly, or choose to 
fit each character. 

The Second Loop - I want us to find purpose. 

During the Second Loop, characters begin to explore 
The Tavern, realise that events are recurring, and get 
some hints as to how they might escape the loop. 

The Tavern’s NPCs appear to lose all memory of the 
previous loop. If they are reminded, they will claim to 
have a vague memory of having met the party before. 

2A. Waiting and Drinking - “You are in a tavern waiting 
to meet Samuel the Bard, but he has not yet arrived. 
While you wait, what do you do?” 

Describe The Bar Room to the party again. The 
character with the highest Passive Perception notices 
that the paintings depict the party’s progress through the 
Loop. If they seem disinclined to explore, The Tavern 
drops an object in another room to make a loud noise. 

As they talk, Krapp the Barkeep enters. 

“The Barkeep enters and speaks from behind the bar - 
‘any of you lot want a drink?’” 

The Barkeep will gladly answer questions, let the party 
explore The Tavern, or simply serve them drinks. 

2B. Meet People - “You hear the sound of adventurers 
outside. Their conversation continues as two people 
come in.” 

The Hooded Figure enters with Lucky on a string, as 
before. They will mention the adventurers outside, and 
that in all their time coming to The Tavern, they have 
never been upstairs or downstairs. Anybody who looks 
out the window sees The Other Party outside. 

2C. The Brawl - “Suddenly, an armoured figure in a 
white cloak, identical to the one from before, enters from 
outside, shouting ‘I shall free you from your empty lives 
today, adventurers!” 

The Paladin enters whichever room the party is in and 
attacks characters not quietly enjoying The Tavern. All 
other NPCs flee. The Tavern discreetly tries to make a 
more exciting brawl. When the fight is over, move on. 

2D. The Spectre - “A dark cowled figure descends 
through the ceiling, floating above the ground, passing 
through the room and turning to stare at [the party 
member with the lowest health] before disappearing 
outside.” 

This section takes the same form as 1D. At the end of it, 
The Tavern indicates its approval or disapproval of the 
characters in any way the DM deems appropriate - 
whether a hostile action, hinting at a clue, or trying to 
use its Othering Gaze on some of them. 

The Third Loop - We have to make a decision. 

During the Third Loop, characters learn the truth of The 
Tavern, and address it as best they can - whether by 
persuading The Tavern that their lives have meaning, 
showing The Tavern that it is valued, or destroying it. 

As before, the NPCs struggle to remember the party. 

3A. Waiting and Drinking - “You are in a tavern waiting 
to meet Samuel the Bard, but he has not yet arrived. 
While you wait, what do you do?” 

If The Party seem disinclined to explore and have not yet 
worked out what is going on, The Tavern uses its This 

D6 Short-Term Madness

1 Apathy - Nothing I do could make any 
difference.

2 Confidence - There is no real meaning to 
anything. All I can do is be my authentic self, no 
matter what others think.

3 Despair - Everything that makes me me could 
crumble away, and one day it will.

4 Glee - There is no real meaning to anything, so 
why not just enjoy the joke of trying to find one?

5 Dread - I am forever haunted by thoughts of what 
could have been, and regrets about what has 
been.

6 Paranoid - I cannot act as I wish when I am 
observed; I must act in a way the observer would 
approve of.
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Doesn’t Matter To Me ability to remove any furniture 
the characters try to use. 

Almost immediately, Krapp the Barkeep enters.  
 
“The Barkeep enters and speaks from behind the bar - 
‘any of you lot want a drink?’” 

Soon afterwards, move to the next section. 

3B. Meet People - “You hear the sound of adventurers 
outside. Their conversation continues as two people 
come in.” 

The Hooded Figure enters with Lucky on a string, as 
before. Anybody who looks outside will notice The 
Other Party. 

If the characters have not yet realised what is going on, 
Lucky will stop singing halfway through a song and start 
an anguished rant about things happening again and 
again - he’s sure that he’s been here, doing this, before. 

If the characters seem inclined to negotiate, move to 3C-
i. The Debate. If they want to fight their way out, move 
to 3C-ii. The Brawl. If they want to lure in The Other 
Party, move to 3C-ii. Familiar Faces. 

3C-i. The Debate - “As you speak, the tavern’s 
occupants freeze in place and speak with one voice.” 

The Tavern is willing to discuss and debate with any 
NPCs who are acting in good faith. It will speak through 
copies of the characters, openly revealing its goals and 
feelings. If they succeed on a difficult check, they can 
convince the Tavern that their lives have genuine 
meaning to them. If they choose to stay in the Tavern 
because they find it meaningful in its own right, the 
check is of medium difficulty. Characters should find it 
easier if their actions support their claims - for example, 
a character who has spent the evening enjoying The 
Tavern’s delights will find it easier to persuade The 
Tavern that they genuinely value it. 

If the characters fail this check, return to the loop with 
3C-ii. The Brawl. 

3C-ii. The Brawl - “Suddenly, an armoured figure in a 
white cloak enters from outside, shouting ‘I shall free 
you from your empty lives today, adventurers!” 

If the characters have not yet spoken to The Tavern, it 
confronts them with copies of the characters. All other 
NPCs stand aside and watch. The Tavern joins in, using 
its full range of abilities. Its goal is not to destroy the 
characters, but to get them to either appreciate it and 
defend itself from their assault by knocking them 
unconscious until the morning (use the Who Needs 
Resolution? ending). 

When the fight is over, move on. If The Tavern has been 
destroyed, skip 3D and go straight to The End. If a 
character dies, The Spectre appears for their soul. 

3C-iii. Familiar Faces - “You step outside the door and 
are confronted with [description of the characters, with 
cosmetic differences].” 

If the players attempt to persuade The Other Party to 
come in and take their places, they are confronted with a 
group who look suspiciously like them. The Other Party 
will agree to come inside if they are persuaded or 
threatened with a medium-difficulty roll. They will also 
come in willingly if they are told that Samuel the Bard is 
coming to the Tavern. 

If they fail to get The Other Party to enter, The Other 
Party continue on their journey. Go to 3C-i The Debate 
or 3C-ii as appropriate. 

Once The Other Party are in place, the NPCs will treat 
them as the main subjects of the loop. Player characters 
are free to leave the Tavern as they wish. 

3D. The Spectre - “A dark cowled figure descends 
through the ceiling, floating above the ground, passing 
through the room and turning to stare at [the party 
member with the lowest health] before disappearing 
outside and waiting by the open/closed door.” 

3E. The End.  

Possible endings include: 

You Killed A Tavern - If the PCs successfully destroy 
The Tavern, describe their triumph over the pile of dust 
and ash before them, what it achieved in the destruction 
of an already-decaying building, and their ongoing 
travels in the hope of a more meaningful encounter in 
the next tavern - unless they are simply entering a larger 
loop in their adventuring. 

You Doomed The Others - If the PCs successfully lure 
in The Other Party and leave them to their fate, describe 
the feeling of release as the PCs escape The Tavern. 
Briefly tell the tale of The Other Party trapped in the 
loop, ensuring that there are many uncanny similarities 
to the characters’ own acts. 

You Saved The Tavern - If the PCs successfully 
convince The Tavern that they will live a meaningful 
life, it will let them go. Each player will see a leaf sprout 
on the tree, dry to an autumnal crispness, and fall, 
floating towards their hand. Give each player the chance 
to describe how their character’s existence will become 
more meaningful after they leave. 

Who Needs Resolution? - If the PCs decide to stay with 
the Tavern, become stuck in The Loop, or simply spend 
their time having fun, describe a night of pleasures in 
The Tavern. As they wake, the sun high overhead, they 
find themselves sitting on The Beach. The temperature is 
cool and pleasant. The sea is warm and inviting. And at 
the top of the high cliffs, Death keeps watch. Where is 
the Tavern? It doesn’t matter. 
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NPCs 

Death - “All men are mortal, but each man’s particular 
death is an accident.” 

Death is inevitable, waiting, and silent. It takes the form 
of a floating black cowl that can move through solid 
objects. It will play chess against any who challenge it 
(see Bedroom 2), and is very good at the game. 

The Other Party - A party of adventurers who look 
almost exactly like the player characters, with minor 
cosmetic differences. They have been told to come here 
and meet Samuel the Bard, but do not know why. 

The Mouth - The Mouth is a disembodied mouth 20 feet 
up the wall of the tavern. It knows everything about The 
Tavern, enjoys gathering stories of events in the Tavern, 
and continually muttering disconnected fragments of 
those stories to try and warn people. From the second 
loop onwards, those fragments will include stories of the 
PCs’ own experiences. It can only be heard clearly if a 
character focuses on it and makes an easy check. 

It genuinely pities The Tavern, and wants it to find 
peace. It also wants to help the party find their own 
purpose in life. 

It will play Questions Only with people who ask it 
questions, starting the challenge with “Can you continue 
this conversation while only using questions?” If it wins, 
it continues as before. If it loses, it will answer the 
winner’s questions as best it can without speaking ill of 
the Tavern. 

The Mouth will be freed by a successor, the Tavern 
finding resolution or destruction. Any damage it takes is 
transferred to The Tavern. 

The Tavern - The Tavern’s background is described in 
the Adventure Background. Further details of its abilities 
can be found in Appendix 3. 

It controls a collection of mortal NPCs which it uses to 
present a perfectly-recurring loop and populate The 
Tavern. When one of them ‘dies’, they collapse into a 
pile of dust and are reabsorbed into the Tavern. 

The NPCs are: 

Krapp the Barkeep - A sullen 69-year old human, 
smearing dirt around the glasses with an old rag. They 
used to be passionate about their work, but became 
dissatisfied over time. They reflect the Tavern’s wish to 
create a perfect tavern experience, while recognising 
how impossible that goal is to achieve. 

If the characters speak with Krapp, they reveal the 
following information: 

- The layout and general contents of the tavern, which 
the party are free to explore if they want to. 

- Samuel the Bard should be coming soon. 
- They write a diary on every tenth birthday, but cannot 

remember where it is. 

- They used to play a game with the Hooded Figure and 
Lucky, which was important to them. 

Krapp is an average human. However, any character 
near them must succeed on an easy check or be filled 
with a similar desire to attempt an impossible task as 
soon as possible, such as flying, speaking a language 
they don’t know, or licking their elbow. 

The Hooded Figure (Estra) - A mysterious hooded 
figure in dark robes. She speaks in ominous and 
portentous phrases, demanding adventurers tell tales of 
their true ambitions before she reveals herself. When an 
adventurer has told a tale, have them roll a check to see 
how good their story was, adjusting the difficulty based 
on the tale told. On a success, Estra is satisfied and 
reveals her true identity. She will not yield to threats and 
rudeness. 

Estra is a sweet old orcish lady. She deliberately dresses 
to attract adventurers. She likes their company, and it 
stops her being alone. She encourages the adventurers’ 
true goals, and challenges any that rely on arbitrary 
social codes and norms. She reflects The Tavern’s desire 
for everybody to realise that they are truly free. 

If the characters speak with Estra, she reveals the 
following information: 

- Adventurers tend not to linger in the tavern for its 
own sake. This is a shame - it’s how she spends her 
life. But she cannot remember ever going upstairs. 

- The Mouth has a better memory than her. 
- She vaguely remembers meeting the PCs before - 

though she may be misremembering. 
- The tree did not have leaves the last time she was in. 
- The Barkeep keeps their papers in a room behind a 

bar, including for a game she used to play with them 
and Lucky where they pretended to be adventurers. 
But she couldn’t see the real point, so she stopped. 

Estra is an average orc. She can speak so encouragingly 
to a character that they must succeed on an easy check, 
or become convinced that they are close to achieving 
their most beloved ambition. On their next turn, they 
must use their action to tell the nearest creature to them 
about how their dreams are about to come true. 

Lucky, the [non-copyright half-sized race] Minstrel - 
This happy person in bright red overalls and a pink-
striped shirt will play the fiddle and sing a jolly tune 
with every sign of enthusiasm. He sings in a rare 
language that only one party member knows, and 
anybody listening closely to the words will realise that it 
is actually about his own failings in others’ eyes. He 
reflects the Tavern’s desire to be valued by others. 

If the characters speak with Lucky, he reveals the 
following information: 

- He was too feeble to be an adventurer, too abashed to 
follow his dream of studying alchemy, and so is an 
unhappy beetroot farmer, unloved by his village. 

- He cannot remember any world outside The Tavern; 
he has been told Death haunts The Tavern. 
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- He writes music, and will show it to any interested 
person. His handwriting is identical to Krapp’s. 

- He thinks he has seen the party members before - in 
person or in a picture in The Tavern. 

- He used to play a game with the Barkeep and the 
Hooded Figure all about going on adventures until 
your character died. But they laughed at his choices. 

He is an average member of his race. He can choose to 
direct his sad song towards one character in particular. 
They must succeed on an easy check, or use their time to 
explain how their greatest ambition’s fulfilment would 
be meaningless in the long run. 

The Paladin - The Tavern absorbed The Paladin as it 
tried to go off an adventure. It is used to start tavern 
brawls with the phrase “I shall free you from your empty 
lives today, evildoers!” It cannot say anything else. 

Dr. Li - Dr. Li is one of the spirits trapped in a jar in the 
cellar. 

Tavern Rooms - Ground Floor 

Bar Room - A medium-sized bar room with heavy 
wooden furnishings and walls, a bar, a set of stairs going 
up, and a large tree in the middle. The ceiling is about 20 
foot high. A low-level muttering fills the room. 

- The floor is entirely covered with a powdery 
substance - ash, sand, sawdust, or crumbled leaves. 
There are various long tables and benches. 

- A large oak tree grows through the middle, its 
branches supporting the ceiling, one leaf clinging to 
them. Lanterns hanging from these branches fill the 
room with a dim light. 

- On the north wall is a small bar, behind which is a 
door (going to the Backroom).  
 
The bar is sticky. On it is a hand-scrawled list of 
prices - Human Beer is cheap, Dwarven Ale a 
moderate price, Elven Wine pricy, and Dark Brew 
expensive.  
 
Underneath it are various pewter tankards, a set of 
seven polyhedral bone dice, and four barrels 
containing the drinks listed above. Each barrel 
contains enough for one serving.  
 
On the floor is a trapdoor. Any character who goes 
behind the bar notices that the dust on the floor has 
been moved around, and will discover the trapdoor on 
investigating. It goes to the Cellar. 
 
Those who drink the beverages suffer the following 
effects: 

- Dwarven Ale: PCs who drink Dwarven Ale must 
succeed on a medium-difficulty check or tell the 
tale of their greatest regret. 

- Human Beer: PCs who drink Human Beer must 
succeed on a medium-difficulty check or recount 
the tale of the first thing they loved. 

- Elven Wine: PCs who drink Elven Wine must 
succeed on a medium-difficulty check or say what 
they would do if they had total freedom from 
tradition and the condemnation of others. 

- Dark Brew: PCs who drink Dark Brew must 
succeed on a medium-difficulty check or tell the 
tale of the most pointless thing they ever strived 
for. 

- A narrow set of stairs climb around the east and south 
walls to a small landing over the bar room, with two 
doors (to Bedrooms 1 and 2). 

- The east wall has a pale door with ‘Outhouse’ carved 
into it (to the Outhouse). 

- The west wall has a small window looking out onto 
the road and forest. Its shutters are open. The current 
loop’s subtitle is scrawled into the condensation on 
the glass. There is also the heavy door to the Tavern.  
 
Any character who tries to exit the Tavern will 
suddenly decide to turn back. They may rationalise 
this however appropriate. 

- 20 feet up on the west wall, hidden in the shadows of 
the ceiling, the disembodied Mouth continually 
mutters. See NPC notes for more details. 

Outhouse - There is a small wooden cubicle with a 
wooden toilet over a hole in the ground and a small 
water-filled basin. There is graffiti on the wall saying 
“Nothing matters/farewell cheese platter,” “I decide/this 
wild tide/is what gives me most pride,” “You won’t find 
joy in delving this dungeon - but at least you tried!” and 
other such slogans. Characters who investigate the hole 
find nothing of interest, and have disadvantage on all 
Charisma (Persuasion) checks for the rest of the session. 

Backroom - A small room with a paper-strewn desk, 
paintings on the wall, a rocking chair, and four barrels 
against the walls. The rocking chair begins to rock of its 
own accord a few seconds after any character enters. 

- On the south wall is a door (to the Bar Room). 

- There are two barrels against the east wall, and two 
against the west. Each is clearly labelled with the 
name of one of the bar room drinks, and contains 
enough liquid for ten servings.  
 
Characters with a Passive Perception of 15 or higher 
notice a chewed black felt ball behind the eastern 
barrels. It feels friendly and comforting. A PC who 
holds the ball for more than a minute gains the bond 
“I must always remember the black ball” and the 
curse that they will forget all memory of the black 
ball, other than their bond, once it is given to the dog. 

- The paper-strewn desk is placed against the north 
wall. It has two drawers with small labels. There is a 
shelf of files and papers above it. The papers are 
mostly receipts, accounts, and letters to suppliers, all 
written in a hand unused to writing. 
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- Desk Surface - The desk’s surface is of well-worn 
oak. It is easy to find, among the bureaucratic 
papers, hand-written sheets describing a set of 
adventures in which heroes meet in a tavern and go 
off to fight a local goblin horde, investigate a 
rampaging bull, or outwit a kobold cult. There are 
lots of crossings-out and improvements for the 
descriptions of the various taverns. The rest of the 
adventures are only sketched-out, the margins 
marked with ‘Estra says the adventurers don’t truly 
want to do these things; they’re just a way to pass 
time until they die.’ 

- Drawer 1 - This drawer, labelled ‘Time’, contains 
various papers. It is easy to find, amid the papers, 
an aged coin with a monarch’s face in profile on 
one side, and a coat of arms on the other. It is 
wrapped in a bit of paper saying ‘from the forest 
of… thing.’ When flipped, it always lands on 
heads. The first character who touches the coin is 
blessed and cursed: ‘any coin I flip always lands 
on heads’ and ‘improbable events bother me.’ 

- Drawer 2 - This drawer, labelled ‘The Unseen 
Truth’, has a pitch black interior as long as 
anybody is looking at it. Characters who put their 
hand in the drawer feel only its wooden internal 
surface. If the drawer is open and nobody can see 
it, it says “I chose to seek perfection. What will 
you do with your time?” 

- Shelf - The shelf holds accounts and records. It is 
moderately difficult to find a diary with a list of 
names and descriptions of those peoples’ activities 
in the Tavern. DMs may like to use the names of 
parties from their past campaigns as a nod to 
recurring players. All of the entries take the form 
“[Name], [Name], and [Name] arrived, had a 
drink, and [adventure hook]. They left [for the 
adventure].”  
 
Characters who take the time to read the list, or 
rolled very well when searching, notice that a late 
entry includes the annotation “Does anybody 
actually want to come to The Tavern?” 

- On the east, north, and west walls are small 
paintings. On the west wall is a painting of a little 
white dog looking expectantly at the painter, on the 
north wall above the desk is a painting of a closed 
chest, and on the east wall is a painting of two people 
arguing in a forest, one with one hand clasped over 
the other and a coinpurse on their belt.  
 
Characters who give the black ball to the dog will see 
it absorbed by the painting, which changes to show a 
dog contentedly holding the ball in its teeth as it trots 
away.  
 
Characters who throw the coin into the painting of 
two people will see one delighted, revealing a coin on 
the back of their hands showing heads, and the other 
vexed.  
 
Once both paintings have changed, the picture of a 
chest will show the chest opened, and it will swing 

away from the wall to show a cavity of mouldering 
paper. Only two sheets are in good enough condition 
to be legible. See Appendix C for Handouts 1 and 2. 

Tavern Rooms - Upstairs 

Bedroom 1 - A narrow room containing a simple bed, 
table, stool, and a high window. There is a picture of The 
Tavern’s exterior on the wall. Characters who investigate 
it see that it has a brass plaque saying ‘self portrait’. 

On the table is a silver platter with 20 slices of cheese on 
it. The platter regenerates 1d20 slices of cheese each 
minute it is left alone. Anyone carrying it must succeed 
on an easy check or watch all the cheese slide onto the 
floor. 

Bedroom 2 - A narrow room smelling faintly of salt 
water, containing a simple bed, table, stool, and a high 
window. There is a picture of the sea on the wall. 
Characters who investigate the picture see that the frame 
has a brass plaque saying ‘Freedom’. On the table is a 
chess board set up for a game. On the far side of the 
table sits Death. It waits in silence, watching the 
characters, until somebody moves one of the pieces. 

If a character decides to play with Death, the outcome of 
the game is determined by a series of contested checks. 
PCs who can make a reasonable case that their character 
would have studied chess should get some benefit to the 
roll. On their third success, they win. On their third 
failure, they lose. 

The PC can leave the table at any time, but their number 
of successes and failures remains the same. If a different 
PC enters the room, the board has been reset. If the 
original PC returns to the room, the layout of the board 
has been returned to how it was when they left. 

If the PC wins, the sea in the picture on the wall starts to 
move and the picture becomes a portal to The Beach 
that only they can use. If they lose, Death claims their 
soul and it is trapped in one of the jars in the cellar. Have 
the player summarise their experience in ten sentences, 
each of no more than six words. 

The Beach - A perfect beach of white sand, warm sea, 
and high white chalk cliffs. The beach and sea continue 
for infinity, the picture frame hanging in the air for any 
who choose to go back.  

PCs who try to climb the cliffs must succeed on a 
moderately difficult check. On a failure, they climb a 
brief way and the cliffs collapse. If the cliffs collapse, 
the PC falls and wakes atop the white mattress of the bed 
in Bedroom 2 at the start of the next loop. 

On a success, they reach the top of the cliffs and turn to 
see the high view over the bar. They have become The 
Mouth, becoming Petrified except for their mouth and 
adding the Mouth’s goals to their own. Where there is 
conflict, the Mouth’s goals take precedence. 
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Tavern Rooms - Downstairs 

Cellar - A medium-sized dark cellar, filled with dust. A 
short flight of stairs in the middle of the room connects it 
to a trapdoor leading up to the Bar Room on the north 
side of the cellar’s ceiling. 

There are four barrels in the room against the east wall, 
each containing one of the drinks on sale in the bar. Each 
barrel contains enough liquid for ten servings. On the 
west wall are three empty human-sized clay jars - one on 
the ground, one half-buried, and one-buried except for 
its upper lip. 

The three empty jars are each the size of an adult 
human. Any attempt to investigate the jars will reveal 
that, around their rim is written “I have no mouth with 
which to speak, and if I did I’d make you weep.” If a 
character holds their ear to the jar, they tell the 
fragmented stories of previous patrons in a random 
order. Each time a character holds their ear to the jar, roll 
to determine randomly or choose a fragment that the jar 
is repeating. 

If part of a creature that can speak at least one language 
is put into a jar, such as by reaching into it, the jar will 
attempt to possess the creature in order to repeatedly 
speak its tale in the ‘correct’ order while sobbing. The 
target must succeed on a moderately difficult check or be 
possessed by the jar. The target is incapacitated and loses 
control of its body. The jar now controls the body but 
doesn’t deprive the target of awareness. 

The possession lasts until the body or jar is destroyed, 
the jar releases the body, or the jar is forced to stop its 
possession by magic. 

d10 Unburied Jar Half-Buried 
Jar

Buried Jar 
(NPC Dr. Li)

1 I came to the 
tavern alone.

We came here 
together.

We came 
looking for 
our friend.

2 I only wanted 
a drink.

We were 
meant to meet 
him.

We found him 
in the tavern.

3 I came to the 
tavern again.

We drank and 
fought all 
night.

Less scarred 
than before.

4 Or maybe it 
was only 
once.

He never 
arrived, I 
think.

He knew us. 
We spoke.

5 This is my 
first time 
here.

We tried to 
leave.

We left and 
came back.

6 I don’t 
remember.

We found 
ourselves 
back here.

He said we’d 
not come 
before.

7 Maybe I 
dreamt it.

Another party 
came in.

We said we’d 
been happy.

8 Maybe I 
forgot.

They looked 
just like us.

We’d enjoyed 
life on the 
road.

9 I think I 
forgot this 
before.

We tried to 
leave again.

Searching 
gave us 
meaning.

10 I might be 
free if it 
burns.

We didn’t 
return.

He smiled as 
we left.
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Appendix 1 - Existentialism, Absurdism, Nihilism, and 
other reference points. 

Major reference points for this one shot include Waiting 
for Godot, Krapp’s Last Tape, and Rosenkrantz and 
Guildenstern Are Dead, in addition to the novels and 
philosophies of Sartre, Camus, and Beauvoir. Loose 
definitions of things referenced in the one-shot are 
included for the DM’s convenience: 

Existentialism - People’s freedom means that they can 
create their own authentic meaning. 

Absurdism - People can create meaning by embracing 
the pointlessness of life, living authentically despite and 
in defiance of the absurd, and finding meaning in the 
search while acknowledging it as pointless. 

Nihilism - It is pointless to try and find meaning in the 
meaninglessness. 

Authenticity - You are free, so act in accordance with 
your authentic self, accepting that you are responsible 
for the actions you do. You can create yourself, so act in 
accordance with the self you truly are. 

Absurdity - There is no meaning in the world beyond 
the meaning we give it. Thus humans can create 
meaning OR everything humans do is absurd. Anything 
can happen to anyone, regardless of how ‘good’ they are. 

The Other - When you are experiencing someone else, 
you see them experiencing things too - and are 
particularly aware of how they see you. Thus you have 
sense of self as an Object in another’s gaze, which leads 
to a pressure towards inauthentic behaviour. 

Dread - Overwhelmed by freedom, the possibilities 
available and taken/not-taken, and the fact that the 
consequences of your actions are all your fault. 

Despair - A loss of hope in reaction to losing something 
that is a core of your identity - people will always have 
Despair as long as their identity is invested in qualities 
that can crumble like their employment. 

Freedom - The thing that people have rather more of 
than most of us acknowledge. 

Appendix 2 - Handouts 

Handout 1 

It is my 39th birthday. Ten years ago I did this, and ten 
years before that. I just re-read my 29 year old self’s diary. 
A fool. Terribly sentimental about things. Far too much about 
the white dragonborn’s eyes. I suddenly remembered them 
again. And so many promises - to drink less, lead a better 
life, to not waste it adventuring. Sneering at himself at 19, 
praising himself that it has passed. Wrong! All that is left 
of him is faint memories of a green cloak draped around white 
scales. The other day I held a small black ball over a small 
white dog.  It was desperate to have it as I watched the 
world for just a moment. In the end I did give it the ball, 
and she took it so gently and walked away. I could have 
kept the ball. I still remember it. 

The bar is silent. There could be nobody on the earth! This 
place could be filled with such life, if only people meant to 
be here. If only… But it does not matter. They can try and 
fill their lives with adventures to pass the time - it won’t 
make any difference. They come here, they go away, and I pity 
them. If they chose to stay… If. I choose to stay, and find 
some real meaning here. The half-orc was here again. 
Beautiful. We just sat in silence as the wind rocked the 
tiles above. 

Maybe my best days are behind me. When there was a chance I 
could be happy. But I don’t want them again. Not with this 
purpose in me now. No, I don’t want them back. 

Handout 2 

Just been reading that fool I was thirty years ago. Thank 
the gods that’s all over; I barely believe I was as wretched 
as that. Thank the gods, it’s over now. Pretentious. Maybe 
right. Maybe right. Took far too much pleasure in a ball and 
memories of scales and eyes. Don’t remember them myself. 
Was I happy? Happiest? Those adventurers came in and I 
thought they might stay. Told tales of a place where the 
coins— Sat shivering with them in the front room. Could have 
been happy running this place with them, out in the middle of 
nowhere. Just some company, any company other than mine. 
Could have been happy— Could I? Could they? 

Doesn’t matter. They left long ago. Maybe a last attempt 
to- No. Looked outside today. Cold. Do this nonsense in the 
morning and go to bed. Or leave it here. It didn’t mean 
anything anyway. Leave it here and let the candle die out. 

PERFECTION IS IMPOSSIBLE, BUT THE SEARCH FOR IT IS NOT 
POINTLESS. THERE IS MEANING IN THAT TOO.  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Appendix 3 - The Tavern’s special abilities 

The Tavern is a sentient wooden building, and is physically about as difficult to destroy as a wooden building. It is 
vulnerable to fire, axes, and other things that harm wooden buildings. It can sense anything that happens within it or just 
outside. 

It is highly intelligent, and very good at reading people. It is so good at reading people that it can observe their exterior 
and mimic any skill they have demonstrated. It is then able to create a realistic copy of that person out of the dust on 
the floor. This is how it has created the NPCs it controls - Krapp the Barkeep, Estra the Hooded Figure, Lucky the 
Minstrel, and The Paladin. When they die, they return to the dust on the floor. 

It is difficult to threaten, as it has accepted death as its inevitable fate. As part of this acceptance, it can cause parts of 
itself to rapidly decay. Sometimes it does this to inconvenience adventurers, such as destroying furniture if it wants 
people to move, or parts of the ceiling if it wants people to fall down. 

It is able to telekinetically move its furnishings within it, including collecting glasses, or attacking people, using 
benches as crude clubs or blinding them with dust. It is also able to attack people psychically if they damage it, 
telepathically lashing out so that they share its pain and recognise the consequences of their actions. 

The Tavern wants people to realise that they are more free than they imagine. It can target people within it and try to get 
them to experience an illusion of an environment drawn from their deepest hopes, including landscapes, objects, 
and other beings (such as loved ones saved and ambitions fulfilled), and are incapacitated, unable to move or speak, and 
are unaware of their surroundings. The Tavern controls the flow of time in the illusory world, which the target believes 
to be real. On its turn, the target can try to determine that it is an illusion, finding it easier if they have received 
contradictory stimuli like taking damage. 

Thanks, Apologies, and Acknowledgements 

I’d have never written a one-shot like this (or played a TTRPG) without the inspiration of Adventurers Wanted and their 
beautiful live shows. So thanks to the whole AW family. 

Thanks to my players, for much-valued friendship and putting up with nonsense like this. 

And thanks to the authors who inspired the above, for not rising from the grave to stop me. 

(And if you’ve enjoyed playing this, thank you! I can be found on Twitter @LeoDoulton on Twitter with stuff about 
TTRPGs and my other life in theatre and opera)
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