
TOY SOLDIER BARRACKS
The Toy Soldier Barracks trembles as ancient magic unravels, pitting the Iron Brigade against mutinous toys amidst shifting floor tiles that launch deadly projectiles. This chaotic civil war turns a once-playful facility into a rusted nightmare of

order and violence.

HOOKS & RUMORS
A spy reports the Iron General demands tribute before the next tile
shift, offering safe passage for those who bring fresh oil to silence his
creaking joints.
Sneak past the launching dart traps by timing your steps with the
rhythmic clanking of the Iron Brigade marching toward the central
command post.
A defected tin soldier whispers that the shifting floor holds a secret key,
but only if one survives the random trapdoors without alerting the
General.
Force open the sealed armory before the Iron Brigade purges the
organic staff, knowing the floor tiles will likely turn your retreat into a
deadly maze.
Diplomacy might work with the ragtag rebel toys, but beware that their
frantic movements could accidentally trigger the barracks unpredictable
projectile launchers.

RANDOM EVENTS (D6)

1 Tile
Avalanche

A massive section of floor tiles collapses, dropping players into a pit of spinning
sawblades below.

2 Dust Storm Thick clouds of rust dust fill the air, reducing visibility and causing all ranged
attacks to miss automatically.

3 Toy Charge Hundreds of small plastic toys swarm the area, creating a chaotic distraction
that blocks movement for everyone.

4 Magic Surge Unstable magic causes all mechanical enemies to freeze in place while players
gain temporary speed bonuses.

5 Trap
Activation

Hidden dart traps fire simultaneously from every wall, forcing players to find
cover or take heavy damage.

6 General's
Order

The Iron Brigade forms a perfect shield wall, blocking all forward movement
until the formation is broken.

LOCATIONS
Rusty Hall of Whispers
Flickering candlelight reveals peeling wallpaper and the scent of hot metal as
shifting floor til...

Hall of Broken Marches

Flickering gas lamps cast long shadows over checkerboard tiles that slide
violently when stepped...

Corridor of Shattered Orders

The air smells of burnt oil and stale paint as mechanical whirring echoes from
wall mounted clock...

Armory of Rusty Dreams

Heavy iron doors creak open to reveal shelves of animated toy weapons that
dance menacingly in th...

General's War Room
The Iron Brigade General commands rusted tin soldiers amidst a mosaic of
moving tiles that erupt...

ENCOUNTERS (D6)

1 Mutiny of the
Wooden

Guards

Three wooden toy soldiers ambush from behind sliding crates
while floor tiles launch darts at random intervals. Players can
hide in supply chests, disable the dart mechanism with a tool
check, or fight using the high beam for cover. Defeating them
reveals a key to the Armory, but triggering the trap alerts the
Iron Brigade.

2 Patrol of the

Iron Vanguard

Five tin soldiers march in formation, ignoring the spinning
sawblades that slice through their ranks as they advance.
Players must time their movement between tile shifts or lure
the patrol into the sawblade zone to thin their numbers.
Negotiation fails instantly as they demand immediate
surrender and disassembly of all organic life.

3 Turret
Malfunction
Crisis

A malfunctioning turret spins wildly, firing bolts at both
enemies and players while floor tiles jerk violently beneath
everyone's feet. Players can repair the turret to turn it against
the Iron Brigade, destroy it to clear the path, or use the
workbench for cover. Destroying it releases a cloud of toxic
rust dust that blinds all combatants.

4 Ambush by
Broken Toys

A horde of shattered plastic toys screeches from the shadows,
using the sliding tiles to dodge attacks unpredictably. Players
can lure them into the dart-launching zone or use the high
beam to drop heavy crates on their heads. Sparing a leader toy
grants temporary guidance through the shifting floor patterns.

5 Siege of the
Iron General

The General leads a squad of elite tin soldiers, using a portable
shield that blocks all projectile fire from the sawblades. Players
must flank him using the raised walkway or disable his shield
with a precise strike to a weak point. Capturing him alive
reveals the location of the magic core binding the barracks
together.

6 Weaponry

Rebellion

Animated swords and muskets leap from shelves, attacking
anyone who touches them while floor tiles shift to separate
combatants. Players can negotiate with the sentient weapons
by offering a shiny coin or force them back into storage with a
loud noise. Taking a weapon without permission curses the
user with uncontrollable shaking hands.

NPCS
General Ironclad: A towering tin soldier with a rusted crown who
commands the Iron Brigade with absolute authority to purge all organic
chaos. He seeks to seal the barracks forever, believing only mechanical
order can survive the unraveling magic. Players can attempt to reason with
him about the cost of eternal war or challenge him to single combat for
leadership.
Whimsy: A small, cracked porcelain doll with one missing eye who secretly
sabotages the Iron Brigade's mechanisms to help survivors escape. She
knows every secret passage and hidden lever but fears being melted down
by the General. Players can gain her trust by repairing her eye or protecting
her from patrols in exchange for vital intelligence.

Sergeant Click: A loyal Iron Brigade lieutenant who doubts the General's
orders but fears the consequences of disobedience more than death. He
will hesitate to attack if players offer proof of the magic's corruption or
threaten to expose his hesitation to the General. His loyalty is fragile and
can be swayed by promises of a new command structure.

Rusty: A scavenging toy bear with a metal jaw who hoards valuable parts
from fallen soldiers in the Hall of Broken Marches. He trades information
for shiny objects or food, but becomes aggressive if players try to take his
collection without bargaining. He knows where the hidden blueprints are
located and can guide players to them for a price.

PLOT RESOLUTIONS
The adventurers could defeat General Ironclad to seize his crown,
commanding the Iron Brigade but slowly turning into...

The adventurers might repair Whimsy's eye to unlock secret passages,
allowing escape while leaving the Iron Brigade t...

The adventurers could convince Sergeant Click to defect, using his
knowledge to disable traps but risking immediate e...
The adventurers might trade shiny items to Rusty for blueprints, bypassing
deadly tile shifts but angering the factio...
The adventurers could force the turret in the Armory to fire on all sides,
ending the civil war but trapping everyone...



TREASURE
General's Rusty Crown — This tarnished tin crown hums with ancient
magic that allows the wearer to command toy soldiers briefly. Found on
General Ironclad after defeat, it causes the wearer to slowly turn into metal
over time if worn for more than an hour. It can be used to calm a riot of
mutinous toys or force them to attack their former allies.

Whimsy's Repair Kit — A small leather pouch containing magical glue and
spare porcelain parts that can instantly fix broken toy constructs.
Discovered in Whimsy's hidden stash, the kit has limited uses before the
magic fades and leaves a sticky residue that attracts pests. It can repair the
malfunctioning turret or mend a shattered ally to fight once more.
Blueprints of Eternal Order — Crumbling scrolls detailing the barracks'
defense systems and the location of the magic core binding everything
together. Hidden in Sergeant Click's quarters, these plans reveal weak
points in the Iron Brigade's formation but are written in a code that
requires time to decipher. Players can use them to bypass traps or set up
ambushes against patrols.

The Dancing Musket — A wooden rifle that moves on its own and fires
shots with perfect accuracy regardless of the wielder's aim. Taken from the
Armory of Rusty Dreams, it jams if used more than three times in a row and
requires manual reassembly to function again. It can be programmed to
target specific enemies or fired blindly into crowds for area damage.


