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U THE ARCHITECT’S SECRETS

A DEEP DIVE INTO THE
INFINITE MANSION

A bonus expansion for Dungeon Masters
seeking to unravel the mysteries, origins,
and deeper mechanics of The Infinite
Mansion.

INTRODUCTION

The Infinite Mansion is an enigma—an
endless labyrinth of doors, rooms, and
realities. To some, it is a prison; to others,
it is a refuge, a library of forgotten
knowledge, or even a living dream.

But who built it? Why does it shift? What
is its true purpose?

The answers are not singular. The
Mansion’s history is fluid, its origins
wrapped in contradiction. Some believe it
was designed with intent, while others
claim it manifested on its own. Perhaps
every theory is true—or none of them are.

This guide provides multiple
explanations, narrative tools, and
mechanics to allow the DM to shape their
own version of the Mansion. Whether it is a
haunted ruin, a cosmic mistake, or
something entirely unique, The Architect’s
Secrets ensures no two Mansions are ever
the same.




@ CHAPI‘ER 1: THE ORIGINS OF THE MANSION

HERE IS NO SINGLE ORIGIN TO THE e The Mansion exists in all realities and none at the

Infinite Mansion—only theories. same time. o
e The laws of time, space, and identity do not

Below ar.e several pos51ble function properly within its walls.
explanations; DMs may choose » No one ever truly enters the Mansion—it simply
one, mix elements, or leave it becomes part of them.

entirely unknown. 1 Key Implications:
D THEORY 1: THE ARCHITECT’S : :
¢ Every door may lead to a different version of
GRAND DESIGN reality.
« . . . . . ¢ The Mansion may be rewriting its own past,
The Infinite Mans1or.1 was built by a single including its origins.
creator—a master builder, a mage, or a god. * Those who stay too long begin to forget their own
But something went wrong.” world.

e The Architect designed the Mansion to house
infinite knowledge, but lost control of its
expansion.

¢ The Mansion keeps growing, rewriting itself as it
absorbs new knowledge.

e Some rooms remain unfinished, others sealed
away because they contain secrets too dangerous
to reveal.

[[] Key Implications:

e The Architect still exists—perhaps hidden within
the Mansion, unable to leave.

¢ Blueprints may still exist, containing hints about
controlling the structure.

#88 THEORY 2: THE DREAMER’S
SLUMBER

“The Mansion is a dream—a vast
subconscious space created by a

slumbering entity.”

e Every room, door, and entity exists only as long as
it is imagined.

e The Dreamer, an unknown god or being, is asleep
within the Mansion.

e [f they wake, does the Mansion disappear?
Change? Or become real?

[[] Key Implications:

e Some NPCs may be dream fragments, unaware of
their own false existence.

¢ The Mansion reacts to strong emotions, shifting
unpredictably.

¢ What happens if a player learns they are part of the
dream?

q@ THEORY 3: A COSMIC MISTAKE

“The Mansion was never meant to exist. It
is a paradox, a tear in reality, a place that
should not be.”




O CHAPTER 2: THE NATURE OF THE MANSION

@ How DOES THE MANSION SHIFT?

HE INFINITE MANSION IS NEVER THE
same twice. Its halls rearrange,
its doors change destinations,
and its rooms do not exist in any
fixed place. The Mansion is a
living paradox, where reality is
fluid and the past, present, and future are
not separate concepts, but intertwined.

l

E SOME DOORS ALWAYS
APPEAR, LEADING TO
KNOWN LOCATIONS.
OTHERS VANISH AT
RANDOM.

Some doors can always be found,
regardless of how the Mansion shifts.
These might be:

¢ The Doorkeeper’s Threshold, a passage that exists
at every entrance and exit—but leads nowhere
unless the traveler is ready.

¢ The Library of Forgotten Names, where books
remember every visitor, even those who never left.

e The Hall of Echoing Steps, which leads to every
part of the Mansion but never in the same order.

But other doors are not so reliable. A
door that once led to safety may now open
into an abyss. A hallway that was there
moments ago simply no longer exists.
Travelers may mark a doorway, only to find
their markings on a different door
altogether.

What determines which doors stay and
which vanish? Is it the will of the Mansion,
or does it reflect the thoughts of those
inside?

8 TiME DoEs Not FLow
NORMALLY—EVENTS
REPEAT, MEMORIES
REWRITE, AND PLACES
APPEAR BEFORE THEY WERE
BuiLr.

To experience time in the Mansion is to
experience contradiction. A room can exist
before it was constructed; an event can
occur before the actions that caused it.
Travelers may leave a note for themselves
in a room they have never visited—only to
find they had already written it long ago.

Examples of time distortions within the
Mansion:

¢ A conversation resets, but only one traveler
remembers having it before.

¢ A broken clock begins ticking backward, and
suddenly the players are back where they started.

¢ An NPC swears they just met the players, but the
party remembers speaking to them days ago.

¢ A traveler walks through a door before opening it.

Time may not be linear, cyclical, or even
logical—instead, it may be shaped by
thought, by action, by the stories being told
within its walls.

@ THE MANSION’S EVER-
SHIFTING NATURE

A traveler may never step into the same
Mansion twice. Its halls change, its rooms
rewrite themselves, and its purpose
remains uncertain. Whether it is a prison, a
library, a dream, or something greater, one
truth remains:

The Mansion does not move. It is the
world around it that changes.

Step through the door.
See what awaits.



% ADVANCED DM ToOOLS FOR THE INFINITE
MANSION - REALTY WARPING

HE INFINITE MANSION IS NOT JUST A
dungeon—it is an experience. It
is a place where reality twists,
where time is unreliable, and
where memory itself is fluid. As a
DM, your role is to convey this
surreal, dreamlike quality in ways that feel
immersive and unpredictable.

This section provides working
techniques and narrative tools to bring The
Mansion to life at the table.

l

€ How To DESCRIBE THE EVER-
CHANGING MANSION

The Mansion is not static. Rooms shift,
corridors realign, and objects exist only
when observed. The descriptions should
reflect this inconsistency, making players
feel like they are inside something alive.

Here are techniques to emphasize the
Mansion'’s shifting reality:

n DESCRIBE SPACES AS HALF-
FINISHED OR INCOMPLETE

Instead of saying:
“You enter a grand ballroom with
chandeliers and polished marble floors.”
Try something like:
“You step forward, and for a moment, the
room hesitates. The chandeliers flicker
between glass and shadow, as if unsure
whether they exist. The floor is polished
marble, yet parts of it remain unfinished, as
though waiting for someone to decide what
they should be.”
© Effect: The players become uncertain
about their surroundings, making them
question what is real and what is fluid.

ﬂ USE IMPOSSIBLE SPATIAL LOGIC

Describe doors that lead to unexpected
places, staircases that ascend into

nowhere, or hallways that stretch longer
the more they are walked.
Examples:

e “The door opens into a library. When you close it
and reopen it, it leads to a staircase spiraling
upward, but there is no ceiling.”

e “As you walk down the hallway, you realize the
door you entered through is now ahead of you,
rather than behind.”

e “The staircase leads up. Or does it lead down? You
can'’t quite tell anymore.”

© Effect: This creates a dreamlike
uncertainty, making navigation a puzzle in
itself.

H OBgJECTS THAT CHANGE WHEN
NoT OBSERVED

Things in the Mansion do not stay the same
when they are unobserved.
Examples:

¢ A painting on the wall changes every time the
players look away.

¢ A candelabra melts and reforms, shifting between
styles as if undecided.

¢ A book always falls open to a different page each
time it is picked up.

© Effect: This keeps players engaged,

forcing them to pay attention to small
details that may or may not be relevant.

DM TECHNIQUES FOR RUNNING
A SHIFTING MANSION

0 RANDOMIZING REALITY

Use the following simple mechanic to
determine if a room shifts:

Whenever the players leave and return to
aroom, roll a d6:

e 1-2: The room remains exactly the same.

e 3-4: The room has changed slightly—a new door,
an altered object, a missing feature.

¢ 5-6: The room is completely different, as if they
never entered it before.

© Effect: This introduces
unpredictability without overwhelming the
game. 4



£ TiME & MEMORY MECHANICS

IME INSIDE THE INFINITE MANSION
does not behave normally.
Moments loop, memories fade
and return, and events happen
out of order.

3 7O HANDLE TIME
DISTORTIONS

n UNRELIABLE TIMELINES

Describe events happening out of
sequence:

e The players leave a room before they enter it.

e An NPC gives them a warning they have already
heard—but in the future.

¢ A conversation resets, with only one player
remembering it.

(] Example:
“You speak with the Librarian, and she
hands you a key. But as you turn to leave,
she is standing at the entrance again,
asking the same question she did when you
first arrived. The key is gone. Or perhaps, it
was never given.”

L) Effect: This creates a creeping sense
of unease while keeping the mechanics
simple.

H MEMORY Loss AS A MECHANIC

In The Mansion, memories are fragile.
Rooms erase, alter, or replace what players
remember.

DM Technique:
When the players move through a
particularly mysterious or cursed room,
have them roll an Intelligence saving throw

(DC 14).

¢ Success: They retain all memories.
e Failure: They lose one specific piece of knowledge
(a name, a spell, a personal detail).

[] Example:

“As you leave the chamber, you suddenly
realize something is missing. You know
that you knew it—but you no longer know
what it was. “

£ Effect: This introduces psychological
horror, making players question their own
reality.

H TIME LOOPS AND PARADOXES

Certain rooms in the Mansion trap players
in loops or cause paradoxical outcomes.

R Example Room Effect:

e The players enter a dining hall. When they leave
and return, they are back at the beginning of the
meal.

¢ An NPC speaks to them, but the conversation
resets every time they respond differently.

¢ A player drops an item—only for their future self to
place it there before they did.

[] Example:
“You step into the study and find your own
footprints in the dust, leading to a door you
haven’t opened yet.”

L Effect: This creates a mystery that
players must solve, making cause-and-
effect feel non-linear.

UsING TIME MECHANICS AS A
GAMEPLAY ELEMENT

Use the following optional d6 roll to
determine time distortions:

Whenever the players leave and return to
aroom, roll a d6:

e 1: Time has moved forward significantly—an NPC
is older, the room is decayed.

¢ 2-3: Nothing changes—time remains constant.

¢ 4-5: Time resets—the room restores to its original
state as if nothing happened.

e 6: The room moves backward in time—something
is missing that was once there.

£ Effect: This introduces time
mechanics without breaking immersion.



0 Wiy THESE ToOLS MATTER

that:

HE MANSION IS NOT JUST A LOCATION—
it is an experience. Using these
techniques, mechanics, and
descriptions, DMs can ensure

* Players feel as if they are inside a living, shifting

mystery.

* No two journeys through the Mansion are ever the

same.

¢ Reality remains unpredictable, ensuring endless

replayability.

By incorporating these storytelling
techniques, you allow The Infinite Mansion
to be more than a setting—it becomes an
entity that interacts with the players,
shaping their fate in ways they may never
fully understand.

Step through the door.
See what awaits.

[ ] SuMMARY oF DM ToOOLS FOR THE INFINITE

MANSION

Tool

Reality-Warping
Descriptions

Effect

Creates an unstable dreamlike world

How to Use

Describe shifting spaces, impossible physics, and changing
objects

Unreliable Timelines

Causes time distortions

Introduce events happening out of order

Memory Loss Mechanic

Forces players to track what they
forget

Roll saves to determine lost memories

Time Loops & Paradoxes

Makes players question cause and
effect

Rooms reset, NPCs repeat, items appear before they are
placed

Shifting Mansion
Mechanic

Ensures the Mansion constantly
changes

Roll dice to determine room alterations




- 9 CHAPTER 3: KEY FIGURES & ENTTTIES

HE MANSION IS HOME TO ENIGMATIC
beings, each with their own
purpose—or lack thereof.

® THE
DOORKEEPER —
(GUARDIAN OF THE
THRESHOLD

e Appears whenever someone seeks an exit.

¢ Knows the Mansion’s nature, but never speaks
plainly.

e May offer riddles, warnings, or a choice between
doors that lead nowhere.

DM Usage:

e Acts as a recurring guide or obstacle for the
players.

e May test them, asking questions that force self-
reflection.

¢ Could offer keys that do nothing, yet players
believe they do.

THE LIBRARIAN —
KEEPER OF FORGOTTEN
"TRUTHS

e Maintains a record of every traveler who enters the
Mansion.

e Some books are unfinished—their owners never
left.

¢ Can be bargained with for knowledge, but only at a
cost.

DM Usage:

¢ The Librarian may offer forgotten truths in
exchange for a name.

o [f a player asks the wrong question, their own book
may go missing.




‘5@ CHAPTER 4: DM TooLs — UsING THE

MANSION IN CAMPAIGNS

How 1O INTRODUCE
THE MANSION

e A Door Appears — Inexplicably, in a tavern,
dungeon, or someone’s home.

¢ The Forgotten Room — A place in the players’
world always existed, but no one remembers it.

¢ A Sleeping Curse — The players dream of the
Mansion before awakening within it.

¢ A Missing Person — Someone vanished into the
Mansion, and the players must find them.

The Infinite Mansion is a place of
shifting halls, forgotten knowledge, and
impossible architecture. But before the
players can explore its mysteries, the
question must be answered—how do they
arrive?

The Mansion does not exist on a single
plane or timeline. It can manifest
anywhere, anytime, sometimes as a
mistake, sometimes as an invitation. Below
are four compelling ways to introduce the
Mansion into your game, ensuring its
arrival feels both natural and unsettling.

E A DOOR APPEARS — AN
UNEXPLAINED INVITATION

One night, a door appears where no door
should be. It could be in the back of a
tavern, inside a long-abandoned tower, or
standing alone in the middle of a forest. It
does not belong, yet it demands attention.

Those who open it do not step through
immediately—instead, they glimpse
something impossible beyond.

¢ A hallway that stretches endlessly, lined with
doors that whisper.

¢ A library of floating books, turning their pages
without hands.

¢ A dining hall set for a feast, though no guests have
arrived.

The door refuses to close until someone
steps through or looks away. And when
they turn back? It is gone.

Narrative Twist:

¢ The door only appears for those the Mansion
chooses—not everyone can see it.

¢ Once entered, there is no way back through the
same door—only forward.

ﬁ( THE FORGOTTEN RooM
— A P1LACE THAT ALWAYS
ExiSTED, YET WAS NEVER
KNOowN

The players come across a room that has
always been there—except no one
remembers it.

Perhaps it is a storeroom in a noble’s
manor, a sealed vault in a temple, or a
basement no one ever thought to enter.
Dust has settled, as if untouched for
centuries. But inside, there are signs of
recent use:

¢ A candle still burning, though no one has entered
in years.

¢ A desk covered in papers detailing a place called
‘The Mansion’—yet no one has written them.

¢ A key, warm to the touch, with no lock to fit.

At the far end of the room, a door stands
slightly open. The air beyond it smells of
old parchment and something... wrong.

Narrative Twist:

¢ Once the players leave, the Forgotten Room no
longer exists—no one else can find it.

o If they return, it is different each time, as if
rewriting itself in real-time.



A SLEEPING CURSE —
THE MANSION CALLS IN

DREAMS

The players do not find the Mansion—it
finds them.

One night, they all share the same
dream:

e They are walking down a hallway, lined with
infinite doors.

e They hear footsteps behind them, yet when they
turn, the hallway has changed.

e A voice whispers, “You have always been here.”

When they wake up, nothing is the same.

¢ The world feels slightly off—colors are too bright,
sounds are muffled.

¢ They remember places that never existed, people
they’ve never met.

e At the edge of their vision, a door stands ajar,
waiting.

Narrative Twist:

e If the players try to ignore the dream, they wake up
inside the Mansion anyway.

¢ The Mansion may alter their memories, making
them question which world is real.

R A Mi1SSING PERSON —
SOMEONE VANISHED INTO
THE MANSION, AND THE
PLAYERS MusT FIND THEM

A scholar, noble, or adventurer has gone
missing. The last thing they said?

“I found a door. I think it leads
somewhere... different.”

The players follow their trail, leading to:

¢ A study filled with journals describing impossible
places.

¢ A tavern where the missing person vanished
before patrons’ eyes.

¢ A cracked mirror, its reflection showing a room
that does not exist.

The final clue? A door stands open. The
missing person has entered, and now the
players must follow—or risk them being
lost forever.

Narrative Twist:

¢ When the players find them, they no longer
recognize the outside world—they believe they
have always been part of the Mansion.

¢ The person never actually existed—only the
Mansion remembers them.

O WHY THESE INTRODUCTIONS MATTER

" HE INFINITE MANSION IS A PLACE OF
mystery, not a location one
simply stumbles upon. Whether
it is a door that appears, a
memory that shifts, or a dream
that lingers, its arrival should
feel deliberate, unsettling, and inevitable.
For those who step inside, there is no
turning back.
Step through the door.
See what awaits.




OR DMS WHO WANT TO ADD LAYERS OF
hidden depth, these mechanics
introduce paradoxes, curses, and
unexpected truths.

CHAPTER 5: SECRET MECHANICS & TWISTS

@ CURSED RooMs &
HIDDEN TWwisTs

The Name Trade — The Doorkeeper remembers
only those who tell them their name.

¢ The Room That Watches — A chamber that always
exists behind the players but is never seen.

¢ The True Key — Perhaps there is a real exit, but it
comes at an unfathomable cost.

(- CURSED RooMs & HIDDEN TWISTS

HE INFINITE MANSION IS NOT JUST A
place—it is a paradox, a trap, a
test, or perhaps a reflection of
those who enter it. Some rooms
are not meant to be understood,
and some choices carry
consequences that cannot be undone.

These Cursed Rooms & Hidden Twists
serve as narrative tools for the DM,
introducing secrets that unsettle,
challenge, and haunt players long after
they leave the Mansion.

THE DOORKEEPER
REMEMBERS ONLY THOSE
WHO TELL THEIR NAME

“You wish to leave? Then tell me who you
are.”

The Doorkeeper, ever watchful and patient,
stands at the threshold of escape. But to
open the final door, they demand a name.

The first time a player gives their name,
the Doorkeeper simply nods, seemingly
satisfied. Nothing seems to change—until
the party meets them again.

Those who never spoke their name are
ignored entirely, as if they were never
there. Their words do not reach the
Doorkeeper, their presence is unseen, their
existence unacknowledged.

@ NARRATIVE IMPACT

e Forces players to question the weight of identity—
what happens if they give a false name?

e If they refuse to answer, does that mean they do
not truly exist within the Mansion?

¢ Does the Doorkeeper erase them from memory, or
do they simply cease to matter?

” DM VARIANTS

¢ The Doorkeeper remembers only the names given
within the Mansion—if a player gave a name in a
different room, they no longer remember it
themselves.

¢ What happens if two players give the same name?

@ A CHAMBER THAT
ALWAYS EXISTS BEHIND THE
PLAYERS BUT IS NEVER SEEN

“You turn around, but the door you just
passed through is gone. The walls stretch
endlessly behind you, yet somehow,
something is there.”
This room is never entered, never mapped,
never noticed—and yet, it always exists.
No matter where the players go, no
matter how far they travel, the Room That
W atches is always directly behind them.
They will never see it, but they may feel its
presence:

¢ A shadow that moves without a source.

¢ A faint breath against their neck when no one is
standing there.

¢ Footsteps heard in the places they just left, as if
something is always following.

@ NARRATIVE IMPACT

¢ Players may obsess over trying to see it, but it will
never be visible.

o If they attempt to trap it—closing all doors,
blocking the way—it simply does not exist.

e [t creates an unsettling presence, making them
question if they are ever truly alone.

DM VARIANTS

¢ The players eventually find a door labeled with
their own name—is it theirs, or does it belong to
the thing behind them?

e If a character looks directly into a mirror, the
Room That Watches is visible for an instant—but
what they see is not meant to be known.

10



Q THE TRUE KEY —
THERE Is A REAL Ex1T, BUT
IT COMES AT AN
UNFATHOMABLE COST

“This door will take you home. The price?
Something you will not realize you've lost—
until it is too late.”

Every traveler seeks the Key to Escape—
but what if it truly existed?

A room deep within the Mansion holds
the answer: a door that leads home, a way
out, a final exit. But the Key that unlocks it
is not a simple object—it is a sacrifice,
something far more valuable than gold or
knowledge.

If a player takes the Key and leaves, they
will find themselves back in their world,
exactly as they left it—or so it seems.

But something is missing.

It could be:

¢ A name erased from existence—they return, but no
one remembers them.

¢ A lost skill or spell—one they always had, but now
cannot recall.

¢ A piece of their past—a friend, a moment, an entire
memory, gone as if it never was.

@ NARRATIVE IMPACT

¢ The players get what they wanted, but at a cost
they did not expect.

e [f they return to the Mansion, will the Key still
work—or is their second exit price even steeper?

¢ What if the cost was paid before they took the Key,
and they never knew what they had lost?

'ﬁ‘j DM VARIANTS

¢ Instead of an object, the Key is a person—one
player may need to trade places to allow another to
leave.

¢ The Key does not work for those who seek it—only
for those who have forgotten they were searching.

@ WHY THESE TWISTS MATTER

# HE INFINITE MANSION IS NOT A SIMPLE
! [ puzzle—it is an unfolding
{ ﬁ mystery, a place where reality is
| W unstable and the cost of
knowledge is high.

: By introducing cursed rooms
and hidden twists, you create a deeper
experience for players, making them
question not just the Mansion, but
themselves.

Not every answer should be found.
Not every door should be opened.
Not every traveler should leave.

Step through the door.

See what awaits.

11



HIS CHAPTER PROVIDES PRE-BUILT
narrative arcs for integrating the
Mansion into different
campaigns.

CHAPTER 6: EXPANDING THE MANSION

+ ) The Key That Doesn’t Exist — Players must
discover why no key ever leads out.

e L The Last Room — A chamber where every
traveler has written their final words.

o E The Architect’s Message — A phrase is repeated
throughout the Mansion, leading to something
greater.

O THE KEY THAT DOESN’T EXIST — PLAYERS
Must DiscoverR WHY No Key EVER LEADS OuT

ANY WHO ENTER THE INFINITE
Mansion believe there must be
a way out—a key, a passage, a
final door that leads home. But
what if the key has never
existed?

Rooms whisper of it. The Doorkeeper
speaks of it. Some travelers claim to have
seen it—a golden key, a silver key, a key
made of dreams and starlight. And yet, no
one who has ever held it has left the
Mansion.

Perhaps the key is not an object at all,
but a realization. The Mansion’s doors do
not open to where one desires, but to
where one is meant to be. The search for

the key is the true trap—as long as the
players seek it, they will remain.

But what happens when a player stops
searching?

¢ Do they finally wake up, realizing the Mansion was
never real?

¢ Do they become part of the Mansion itself, another
figure lost in its halls?

e Or do they simply step through a door, not
knowing if it leads home or deeper in?

If a player ever truly believes they are
holding the Key, do they escape—or does
the Mansion simply allow them to think
they did?

L THE LAsT RooM — A CHAMBER WHERE EVERY
TRAVELER HAS WRITTEN THEIR FINAL WORDS

HERE IS A ROOM THAT ALL TRAVELERS
pass through eventually, though
none remember entering it. It is
a simple place—four walls, a
wooden table, a single candle
flickering in eternal stillness.

And on the table, a book.

Its pages are filled with thousands of
names, each one signed at the end of a
short passage. Some are pleas for help,
others messages to loved ones, and many
are warnings.

l

“The Mansion is not what you think it is.”
“If you find my name, please remember

»

me.
“The Key is a lie.”
“I stepped through the final door. If you are
reading this, I never left.”

New travelers always find a blank page
waiting for them.

The question is—when do they choose to
sign it?

Once a name is written, it never fades.
But those who sign may find that the
Mansion remembers them differently.

12



U THE ARCHITECT'S MESSAGE — A PHRASE IS
REPEATED THROUGHOUT THE MANSION, LEADING
TO SOMETHING GREATER

HROUGHOUT THE MANSION, IN PLACES * Does the Mansion respond, shifting in

Lo
both grand and forgotten, a recognition’ .

¢ Does a door appear—not an exit, but a way
phrase appears: forward?

¢ Or do they begin to forget something—as if, by
knowing too much, they must pay a price?

Etched into the walls of ancient halls.
¢ Whispered by the Doorkeeper when no

e _ _ Perhaps the Mansion itself does not
) l?;:;:&iil;::ﬁgargms of books in the Library of know its own truth. Perhaps it is waiting
for someone to finish writing it.
“What was built is never finished.” But who holds the pen?
The words shift, never in the same place Step through the door.
twice, yet always there for those who seek See what awaits.

9

them. Some believe they are the Architect’s
last message, a clue to the Mansion’s true
nature. Others say it is a warning—that the
Mansion is still being written, that it is
waiting for its final design.

What happens if a traveler speaks the

phrase aloud?

0 Wy THIS PDF MATTERS—

HE ARCHITECT’S SECRETS IS NOT JUST
lore—it is a storytelling toolkit
for DMs.

Step through the door. .
See what awaits. \
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