
Loner Cozy Fantasy

Version: 3



Table of contents

Loner Cozy Fantasy . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠1

Introduction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠1

What is Cozy Fantasy? . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠2

Setting Introduction . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠4

Timeline of Everhollow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠6

Characters . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠8

Character Traits . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠10

Names . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠16

Rules . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠20

Setting Related Rules . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠23

Magic in Everhollow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠26

Conflicts . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠34

Factions & Organizations . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠37

Creatures of Everhollow . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠41

Adventure Tables . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠54

Appendix: Inspirational Media . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠121

License . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . ⁠123

i



Loner Cozy Fantasy

Loner Cozy Fantasy is a solo tabletop RPG adventure set 

in a warm realm of gentle magic, small communities, and 

everyday wonders.

This minimalist Solo Role Playing Game is designed to be a 

low-stakes, comforting journey focused on personal growth, 

found family, and soft, local challenges.

Introduction
Loner Cozy Fantasy follows the following design principles:

1. Portable: To play, you will need a few common six-sided 

dice and writing materials. Anything else is optional and 

not essential.

2. Rules-Light: The game relies on a few rules and only one 

solving mechanic, easy to learn and eventually memorize.

3. Tag-based: Characters and situations are defined only by 

qualitative descriptors and no quantitative characteristics.

With a focus on quick resolutions, Loner Cozy Fantasy 

throws you into the heart of small, heartwarming adven

tures. Your character will be defined by thematic tags, such 

as “Gentle Herbalist”, “Wandering Baker”, or “Timid Appren­

tice Mage”.
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What is a Role-Playing Game (RPG)?

A role-playing game (RPG) is a type of game in which players 

assume the roles of fictional characters and act out their 

actions and decisions within a narrative or imaginary setting. 

The outcome of these actions and decisions is often deter

mined by a set of rules and game mechanics, such as dice 

rolls or qualitative descriptors. Players may also collaborate 

to create a shared story or narrative through their characters’ 

actions and interactions.

What is a Solo RPG?

In a solo RPG, a single player takes on the roles of one or 

more characters while also managing some elements of the 

game world. These games typically involve the use of a rule 

system and game mechanics to determine the outcome of 

actions taken by the player-controlled characters. Unlike a 

gamebook (such as Fighting Fantasy, Lone Wolf, or Tunnels 

& Trolls), a solo RPG is not a form of interactive, forked narra

tive in which outcomes are predetermined and limited by 

the author’s choices.

Through the interaction of the player, oracle, tools, and 

prompts, the character’s actions will build an emergent nar

rative within whose boundaries anything can be attempted, 

without predetermined limits.

What is Cozy Fantasy?
Cozy Fantasy is a genre that embraces warmth, wonder, 

and a sense of belonging. Instead of high-stakes battles or 

world-ending catastrophes, it focuses on small, meaningful 

adventures—solving personal dilemmas, helping a commu

nity, or discovering magic in the everyday.
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It’s about comfort and connection, where conflicts are 

resolved with wit, kindness, and cleverness rather than 

brute force. The setting is often filled with inviting villages, 

enchanted forests, and magical workshops, where charac

ters are more likely to be bakers, herbalists, or librarians than 

warriors or thieves.

Here are some hallmarks of Cozy Fantasy:

• Low-Stakes Conflicts: Problems might involve fixing a 

broken teapot that whispers secrets, finding a lost cat with 

a mischievous streak, or helping a ghost move on—not 

defeating an evil overlord.

• A Comforting Atmosphere: The world is warm and invit

ing, with rustic cottages, magical bakeries, and cozy fire

sides where friends gather to share stories.

• Gentle Magic: Spells don’t destroy; they heal, protect, and 

create. Enchanted quilts bring good dreams, tea blends 

soothe troubled minds, and handwritten letters carry a bit 

of the sender’s heart.

• Character-Driven Stories: Instead of epic quests, Cozy 

Fantasy focuses on relationships, self-discovery, and 

community-building. Found families, lifelong friendships, 

and personal growth take center stage.

• A Slice of Everyday Magic: Simple pleasures—freshly 

baked bread, a perfectly brewed cup of tea, or a kind word

—hold as much narrative weight as any grand adventure.

If you love the idea of wandering into a sleepy town, run

ning a magical café, or unraveling tiny mysteries between 

cups of warm cider, then Loner Cozy Fantasy is for you. 

Here, every small moment matters, and even the most ordi

nary day can hold a bit of magic.
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Safety Tools

You will play alone, but be sure to play in an environment that 

is comfortable for you, without overexerting yourself, and 

reserve the option to stop as soon as you feel uncomfortable 

for any reason, physical or emotional. Don’t be afraid to tackle 

new themes, but do so in full awareness of your boundaries.

Minimum Requirements

To play Loner Cozy Fantasy, you will need: - 4 six-sided dice 

(also known as d6s): two pairs of different colors - Paper and 

writing tools: At least a sheet of scrap paper and a pencil, 

but index cards or sticky notes are a fine addition. - Charac

ter sheet: You may use the provided sheet at the back or a 

simple index card. - Notebook: Loner Cozy Fantasy is not a 

solo journaling game; you can easily play it in the “theater of 

the mind.” However, keeping track of your game in a journal 

can enhance your experience if you feel the need!

Setting Introduction
Welcome to Everhollow, a world where magic lingers in 

the quiet corners of life, woven into the fabric of everyday 

routines. It is a place of small villages, hidden wonders, 

and gentle mysteries, where each season brings its own en

chantments and every cup of tea carries a whisper of magic.

The lands of Everhollow are not ruled by mighty empires 

or plagued by dark lords. Instead, they are tended by story

tellers, bakers, apothecaries, and wanderers—people who 

cherish the slow beauty of life. Here, adventure is not about 

slaying dragons but about helping a neighbor, tending to a 

stubborn magical garden, or uncovering the lost recipes 

of a centuries-old bakery.
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A World of Small Wonders

• Villages and Hamlets: Instead of grand cities, Everhollow 

is dotted with quaint villages and cozy hamlets, each 

with its own unique traditions, seasonal festivals, and 

charming eccentricities. Whether it’s the candlelit streets 

of Brindlewick, the floating herbal market of Mossmere, or 

the valley orchards of Cindergrove, every place has a story.

• Gentle Magic: Magic is a part of daily life, subtle yet 

powerful. It is found in enchanted ink that writes secret 

messages, gardens that grow best when sung to, and 

bakeries where the scent of cinnamon can heal a broken 

heart.

• The Four Seasons: The world follows the gentle rhythm 

of the seasons, each bringing new joys and quiet chal

lenges. Autumn is rich with pumpkin harvests and crack

ling hearths; winter brings candlelit evenings and snow-

dusted rooftops. Spring hums with the buzz of new growth, 

while summer carries the scent of wildflowers and long 

twilight gatherings.

A Place of Stories, Not War

Everhollow is not a place of war or conquest. Conflicts here 

are personal, heartfelt, and often resolved through kind

ness, understanding, or a touch of magic. Whether it’s 

mending a friendship, helping a spirit find peace, or brewing 

the perfect cup of calming tea for an anxious traveler, every 

problem has a solution that doesn’t require a sword.

What Adventures Await?

• Restoring a forgotten herbal garden, where each plant 

holds a different kind of magic.

• Solving the mystery of the wandering lighthouse, which 

appears in a different village each month.
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• Helping a mischievous talking cat find its lost owner (or 

perhaps its lost purpose).

• Weaving a cloak of midnight starlight for a traveler who 

wishes to walk unseen.

• Learning the secrets of an ancient recipe that was once 

baked only on the longest night of the year.

In Loner Cozy Fantasy, adventure is not about saving the 

world—it’s about finding joy in the little moments, forg

ing friendships, and embracing the everyday magic that 

makes life special.

Timeline of Everhollow
The history of Everhollow is not marked by wars or empires 

but by the ebb and flow of everyday magic, community tra

ditions, and the mysteries of nature. Time here is measured 

in the turn of seasons, the stories passed down, and the 

slow, steady rhythms of life.

The Age of First Hearths (Time Unknown - Long Ago)

• Before history was recorded, people settled in the valleys, 

forests, and hilltops, drawn by the land’s quiet magic.

• The first villages formed around natural wonders—a well 

that always gave warm water, an orchard where the 

trees whispered secrets, a lake that never froze even in 

winter.

• Magic was not studied but simply known, a part of daily life 

like the rising sun and the evening stars.

The Age of Lanterns (Long Ago - Generations Past)

• Travelers and wandering artisans spread across the land, 

bringing tales, crafts, and gentle enchantments.

• The great Lantern Festivals began, marking the seasons 

with light, music, and feasts.
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• Many of the traditions still practiced today—bread-bless

ing ceremonies, the art of ink-whispering, and the first 

talking cats—were established in this time.

• The first Wayfarers’ Lodges appeared, cozy havens for 

those who wished to wander but always have a home to 

return to.

The Age of Gathering Tales (Generations Past - A Few 

Centuries Ago)

• The world grew richer in stories as villages began keeping 

Great Storybooks, bound collections of myths, recipes, 

and memories.

• Magic found new forms—bakers who could weave emo

tions into pies, tailors who embroidered dreams into fabric, 

scribes who could trap a melody inside a page.

• The wandering library known as the Everbook Caravan 

first appeared, moving from town to town, never in the 

same place twice.

The Age of the Unraveling Mist (A Few Centuries Ago - A 

Lifetime Ago)

• A strange fog drifted across Everhollow, obscuring some 

places and revealing others.

• Hidden groves, cottages, and long-lost pathways reap

peared, as if waiting for the right moment to be found.

• Some say the mist was not a danger but a reminder—that 

the world still holds mysteries worth uncovering.

The Present Age: The Age of Quiet Wonders (Now)

• The land has settled into a gentle harmony, with each 

village and town nurturing its own traditions and small 

magics.
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• Magic is woven into daily life, but some still seek out the 

forgotten places left behind by the mist.

• The greatest adventures are not in battles but in friend

ships, discoveries, and small acts of kindness.

• Every season brings new mysteries: a shop that wasn’t 

there yesterday, a star that sings in the night, an old 

letter found in the roots of an ancient tree.

Characters
In Loner Cozy Fantasy, characters are ordinary people with 

extraordinary hearts, drawn into small but meaningful ad

ventures. Instead of warriors and rogues, you’ll step into 

the shoes of herbalists, apprentice magicians, traveling 

storytellers, and kindly shopkeepers—people who bring 

warmth and wonder to the world around them.

Your journey will not be about slaying dragons or toppling 

kingdoms, but about building friendships, unraveling gen

tle mysteries, and making a difference in the lives of 

those around you. Whether it’s a baker whose pastries hold 

emotions, a wandering musician who hears the whispers 

of the wind, or a bookbinder who stitches forgotten stories 

back into the world, every character has a place in the quiet 

magic of Everhollow.

Everything is a Character!

In Loner Cozy Fantasy, Non-Playing Characters (NPCs), Foes, 

Organizations, Monsters, and even significant objects—like a 

sentient teapot or a wandering house—are treated as char

acters, each with their own tags and qualities.

Your Protagonist is described by a set of fixed traits:

• Name: The name should be whimsical and fitting for a 

world of cozy magic.
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• Concept: A concise description of the character’s pro

fession, background, or identity. Examples: “Kindly Book­

binder”, “Wandering Candle-Mage”, “Forgetful Potion-

Maker”.

• Skills (x2): Unique abilities that define how the character 

interacts with the world. “Good Listener” is better than 

“Smart”, and “Cloud-Whisperer” is better than “Weather 

Control”.

• Frailty: A personal challenge or shortcoming—perhaps 

a fear, a stubborn streak, or a tendency to get lost in 

daydreams.

• Gear (x2): Special items the character carries, enchanted 

or mundane, that hold personal significance. Examples: 

“Ever-Warm Tea Kettle”, “Lantern That Knows the Way”.

• Goal: A quiet ambition or dream—perhaps to perfect a 

recipe, write a story, or uncover a forgotten place.

• Motive: What drives them to pursue this goal? Curiosity, 

longing, duty, or something else?

• Nemesis: Not always an enemy, but someone (or some

thing) that complicates their journey—perhaps an old rival, 

a mischievous spirit, or a skeptical town elder.

• Luck: A measure of the character’s ability to avoid misfor

tune. It applies in Conflicts and resets at the end of each 

scene. Luck starts and caps at 6.

These traits are described by tags—descriptive words or 

phrases that bring them to life. Even environments and 

emotional conditions are represented by tags.

They are qualitative representations, not numerical val

ues.
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Character Traits

You can use the following traits to create a character quickly, 

mix and match them, or use them as inspiration.

Character Traits

Concepts

1 2 3 4 5 6

1 Kindly 

Baker

Wan

dering 

Herbal

ist

Gentle 

Can

dle

maker

Curi

ous 

Story

teller

Shy 

Tea 

Witch

For

getful 

Alchemist

2 Travel

ing Li

brar

ian

Warm

hearted 

Innkeeper

Soft-

Spo

ken 

Tailor

Thought

ful 

Car

togra

pher

Mis

chie

vous 

Tin

kerer

Dream

ing 

Poet

3 Cloud-

Gaz

ing 

Shep

herd

Secre

tive 

Po

tion-

Maker

Hearth-

Keeper

Friendly 

Ghost

Pa

tient 

Toy

maker

Hid

den 

Heir

4 Fid

gety 

Ap

pren

tice

Firefly CatcherQuiet 

For

tune 

Teller

Stargaz

ing 

Cob

bler

Gen

erous 

Letter-

Carrier

Lost 

Timekeeper

5 Guardian 

of an 

Old 

Can

dlelit 

Musi

cian

Night 

Mar

ket 

Trader

Reluc

tant 

Healer

Cozy 

Cot

tage 

Witch

Kindly 

Potion Brewer
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1 2 3 4 5 6

Gar

den

6 Wan

dering 

Artist

Friend 

to the 

Forest

Keeper 

of Lost Things

Ec

cen

tric 

Per

fumer

Clover-

Finder

Luck

less 

Map

maker

Skills

1 2 3 4 5 6

1 Ex

pert at 

Brew

ing 

Tea

Can 

Hear 

Books 

Whis

per

Speaks 

to 

Fire

flies

Can 

Al

ways 

Find a 

Warm Hearth

Sews Wishes 

into 

Fabric

Rec

og

nizes 

Every 

Bird

song

2 Can 

Fix 

Any

thing 

with 

String

Bakes 

Mem

ories 

into 

Pas

tries

Reads 

the 

Stars 

for 

Hid

den 

Mes

sages

Whit

tles Wooden 

Ani

mals 

That 

Move

Paints Dreams 

into 

Reality

Knows 

the 

Secret 

Paths 

Be

tween 

Towns

3 Com

forts 

Even 

the 

Most 

Stub

Knows 

Every 

Wild 

Herb

Can 

Mend 

a Bro

ken 

Heart 

Writes 

Let

ters 

That 

De

liver 

Al

ways 

Knows 

When 

It Will 

Rain

Can 

Talk to 

Cats
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1 2 3 4 5 6

born 

Spirits

with 

Music

Them

selves

4 Re

mem

bers 

Every 

Face They’ve 

Met

Can 

Smell 

Hid

den 

Emo

tions

Makes 

the 

Best 

Can

dles 

for 

Long 

Nights

Finds 

For

gotten Things

Can 

Tell 

When 

Some

one Is 

Lonely

Sings 

Flow

ers 

into 

Bloom

5 Tells 

Sto

ries 

That 

Come 

to Life

Can 

Follow 

the 

Wind 

Like a 

Com

pass

Lis

tens to 

Trees 

for Ad

vice

Hears 

the 

Foot

steps 

of 

Time

Can 

Bind a Promise 

into 

an Ob

ject

Knows 

the 

Song 

of 

Every 

River

6 Feels 

the 

Sea

sons 

Chang

ing 

Before 

They 

Arrive

Can 

Draw 

Maps 

That 

Shift 

with 

the 

Land

Can 

Weave 

Luck 

into Thread

Cre

ates 

Per

fumes 

That 

Hold 

Mem

ories

Makes Lanterns 

That 

Keep 

Away 

Bad Dreams

Has 

an Un

canny 

Sense 

of Di

rec

tion
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Frailties

1 2 3 4 5 6

1 Easily 

Distracted 

by 

Beau

tiful Things

Al

ways 

Gets 

Lost, 

Even 

in Fa

miliar 

Places

Strug

gles to 

Say No

Can 

Never 

Re

mem

ber Names

Is Too 

Curi

ous for 

Their 

Own 

Good

Al

ways 

Run

ning 

Late

2 For

getful 

When Stressed

Terri

ble at 

Keep

ing 

Se

crets

Too 

Kind 

for 

Their 

Own 

Good

Tends 

to 

Over

com

pli

cate 

Sim

ple 

Prob

lems

Avoids 

Con

flict 

at All 

Costs

Prone 

to 

Daydream

ing 

Mid-

Con

versa

tion

3 Can’t 

Han

dle 

Spicy 

Food

Gets 

Flus

tered 

Easily

Talks 

Too 

Much 

When 

Ner

vous

Shy Around 

Strangers

Tends 

to Col

lect 

Too 

Many 

Odd Things

Takes 

on Everyone’s 

Prob

lems

4 Hates 

Being 

the 

Cen

ter of 

Never 

Knows 

When 

to 

Stop 

Afraid 

of Dis

ap

point

ing 

Can’t 

Resist 

a Mys

tery

Has a 

Hard 

Time 

Trust

ing 

Gets 

Lost in 

Their 

Own Thoughts

13



1 2 3 4 5 6

Atten

tion

Talk

ing

Oth

ers

Peo

ple

5 Too 

Softhearted

Can’t 

Stay 

in One 

Place 

for 

Long

Hides 

Their 

True 

Feel

ings

Loses 

Track 

of 

Time 

When 

Read

ing

Has a 

Rival 

Who 

Constantly 

Out

shines 

Them

Terri

ble at 

Giving 

Direc

tions

6 Is Scared 

of the 

Dark 

(But 

Won’t 

Admit 

It)

Has a 

Mis

chie

vous 

Streak 

That 

Gets 

Them 

Into 

Trou

ble

Wor

ries 

Too 

Much

Takes 

on Too 

Many 

Pro

jects 

at 

Once

Is Too 

Polite 

to Refuse 

a 

Chal

lenge

Strug

gles to 

Ask for 

Help

Gear

1 2 3 4 5 6

1 Teapot 

That 

Never 

Runs 

Dry

Book 

That 

Writes 

Its 

Own 

Notes

Map 

That Changes 

De

pend

ing on 

the 

Moon

Pocket 

Watch 

That’s 

Al

ways 

Five 

Min

A Feather 

That 

Glows 

in the 

Dark

A 

Patch

work 

Cloak 

That 

Smells 
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1 2 3 4 5 6

utes 

Off

Like 

Home

2 Tiny 

Box of 

Unfin

ished 

Sto

ries

A Pen 

That 

Writes 

in Any 

Lan

guage

A Can

dle 

That 

Never 

Melts

A 

Spool 

of Thread 

That 

Re

pairs Clothes 

on Its 

Own

A 

Com

pass 

That 

Points 

to 

Where 

You 

Need 

to Go

A 

Note

book 

That 

Re

mem

bers 

Every

thing 

You 

Forget

3 A 

Walk

ing 

Stick 

That 

Feels 

Like 

an Old 

Friend

A Tiny 

Bell 

That 

Calls 

Lost 

Ani

mals 

Home

A 

Pouch 

of 

Spices 

That Change 

Flavor 

Based 

on 

Mood

A 

Neck

lace 

That Warms 

When 

Some

one 

Misses 

You

A Bas

ket 

That 

Keeps 

Bread 

Fresh 

For

ever

A Cup 

That 

Tells 

the 

Tem

pera

ture of 

What

ever It 

Holds

4 A 

Scarf 

That 

Smells 

Like 

the 

First 

A Wooden 

Spoon 

That 

Never 

Lets 

Soup 

Burn

A 

Small 

Jar of 

Cap

tured 

Sun

light

A Mu

sic 

Box 

That 

Plays 

For

gotten 

Songs

A Coat 

That 

Al

ways 

Feels 

Just 

the 

Right Weight

A Lantern 

That 

Glows Brighter 

When 

You 

Laugh
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1 2 3 4 5 6

Snow

fall

5 A 

Book 

of Let

ters 

Never 

Sent

A Pair 

of 

Gloves 

That 

Never 

Wear 

Out

A Hat 

That Changes 

Color 

With 

the 

Sea

sons

A Set 

of Tiny 

Keys 

That 

Un

lock 

Some

thing, 

Some

where

A Tin 

of Bis

cuits 

That 

Never 

Goes 

Stale

A Peb

ble 

That 

Hums 

Softly 

When 

Held

6 A Teacup 

That 

Lets 

You 

Share 

Mem

ories

A Quilt 

That Dreams 

When Folded

A Pair 

of 

Boots 

That 

Never 

Get Muddy

A Satchel 

That 

Holds 

More 

Than 

It Should

A 

Small 

Whis

tle 

That 

Calls 

the 

Wind

A 

Jour

nal 

That 

An

swers 

in Rid

dles

Names

Female Names

1 2 3 4 5 6

1 Elara Marigold Sylvie Clemen

tine

Opal Juniper

2 Winry Rowan Odette Isolde Tansy Wren

3 Liora Hazel Calla Sable Meadow Eulalie

4 Briar Sage Fawn Lyra Mabel Ivy
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1 2 3 4 5 6

5 Anwen Thistle Fern Del

phine

Clover Mirren

6 Oriel Petal Nimue Solenne Poppy Beatrix

Male Names

1 2 3 4 5 6

1 Alder Cassian Florian Bram Otis Leon

2 Hugo Emrys Sylvan Thorne Basil Everett

3 Orion Jasper Mar

lowe

Rowan Finnian Oswin

4 Wilbur Alder Felix Pere

grin

Virgil Alaric

5 Quin

lan

Hal

cyon

Am

brose

Gideon Ludo Soren

6 Crispin Ezra Hawthorne Idris Niall Tobias

Surnames

1 2 3 4 5 6

1 This

tle

down

Un

der

wood

Hon

eywell

FairweatherWren

haven

Frost

whis

per

2 Fern

brook

Hearth

stone

Nightin

gale

Sage

brush

Alder

wood

Bramblewick

3 MerriweatherWin

ter

green

Star

fell

Dewhurst Finch

ley

Ever

wood
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1 2 3 4 5 6

4 Maplewick Lark

spur

CobblethatchGoldfinch Moon

whis

per

Wiste

ria

5 Fox

glove

Apple

brook

Tum

ble

weed

SilverbranchDove

tail

Marigold

6 Oak

shade

Sprig

gan

Soft

paw

Bright

meadow

Wind

mere

Feath

er

stone

Nicknames

1 2 3 4 5 6

1 Pip Sunny Bram

ble

Lark Moth Thistle

2 Cricket Tilly Sprout Clover Wisp Mar

bles

3 Tuck Dandy Breezy Cosmo Fidget Echo

4 Fig Pebble Puddle Smudge Poppy Quill

5 Nib Tinker Wren Sooty Doodle Flax

6 Toad

stool

Titch Button Snip

pet

Whimsy Fawn

Locations

1 2 3 4 5 6

1 The Drowsy 

Book

shelf

Moon

lit Meadow

The 

Wan

der

Warm 

Kettle 

Inn

The 

Whis

pering Woods

Star

fall Bridge
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1 2 3 4 5 6

ing Li

brary

2 Fire

side 

Bak

ery

The 

Old 

Wil

low

Can

dle

glow 

Work

shop

Hid

den 

Glade

The 

Cozy 

Cor

ner

Twi

light 

Tea

room

3 The 

For

gotten 

Gar

den

Lantern 

Grove

Em

ber & 

Ash 

Forge

Crys

tal 

Brook

The 

Velvet Thread

Dew

drop 

Dell

4 The 

Wind

ing 

Path

Firefly 

Hol

low

The Mended 

Quilt

Stargazer’s 

Peak

The Singing 

River

Hon

ey

comb 

Mar

ket

5 Moss-

Cov

ered 

Ruins

The 

Warm 

Wel

come

Petal Bridge The 

Quiet 

Shore

Bram

ble Thicket

The 

Tat

tered 

Map 

Room

6 Cob

ble

stone Square

The 

Drift

wood 

Pier

Fern Canyon The 

Sleep

ing Hearth

Clover 

Cross

ing

The 

Silver 

Bell
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Regions

1 2 3 4 5 6

1 BrindlewickMoss

mere

Cin

der

grove

Wil

low

bend

Thorn

haven

Am

ber 

Hol

low

2 Clover

field

Hearth

brook

Mist

wood 

Vale

Star

fall 

Cross

ing

PebbleshoreFern

wick

3 DewmereCandlewickBram

ble 

Rest

QuiethavenMead

owlark

Silver 

Birch

4 Hon

eydell

Twi

light 

Glen

Cob

bleton

Rose

mere

Fire

side

Moon

water

5 Lantern

wood

Apple

bough

Starling’s 

End

Wren

dale

Marigold 

Mills

Whis

per

leaf

6 Cin

der

holm

Frost

vale

Em

ber

stone

ThimblewickGold

enrod

Soft

pine

Rules
Loner Cozy Fantasy is a minimalist Solo Role Playing Game 

designed to be played with only one character (the Protag

onist). You’ll guide them through the story that will unravel 

during the game, asking closed questions to an Oracle which 

will help you overturn your expectations.

Every now and then you will be surprised with an unex

pected twist!
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Keep The Action In Motion

A game in Loner Cozy Fantasy is a succession of scenes. A 

scene is a unit of time in which a certain action takes place 

in pursuit of a certain short-term goal.

In Loner Cozy Fantasy at each scene: 1. Identify what you 

expect from the scene. Compared to traits, goal, and moti

vation determine the Protagonist’s action. What might be 

the reaction of the game world? 2. Test your expectations. 

When you are uncertain (or overconfident) about the reac

tion to your actions, ask the Oracle a closed question (answer 

is Yes or No), considering the tags involved to determine 

if there is an Advantage or Disadvantage. 3. Interpret the 

result. Is the Oracle’s answer in line with your expectations? 

If not, in the context in which the scene takes place, how 

should an answer that subverts them be considered?

This sequence will come to you naturally after some practice. 

Use it as a guideline the first few times.

Consulting the Oracle

When you need to test your expectations you’ll ask the 

Oracle a closed question.

You’ll need 2d6 in one color (Chance Dice), and 2d6 in an

other (Risk Dice).

To resolve a closed question, roll one Chance Die and one 

Risk Die: - If the Chance Die is highest, the answer is Yes. - If 

the Risk Die is highest, the answer is No. - If both are low (3 or 

less), add a but…. - If both are high (4 or more), add an and…. 

- If both are equal, the answer is Yes, but…. Add a point to 

the Twist Counter.
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Dice Value Chance Die > Risk 

Die

Risk Die > Chance 

Die

Both < 4 Yes, but… No, but…

Both > 3 Yes, and… No, and…

Mismatched Yes No

Equal Add 1 to the Twist 

Counter

Advantage and Disadvantage

If circumstances or positive tags grant an advantage, add a 

Chance Die to the roll. Otherwise, when hindrances or neg

ative tag cause a disadvantage, add a Risk Die. In both cases 

keep only the higher die of the added type when you check 

the roll.

Consider tags intuitively and not quantitatively, using the 

context of the situation at play. It is important to keep the 

flow of play fast and not accounting for advantages and 

disadvantages numerically!

Twist Counter

The Twist Counter is a measure of the rising tension in the 

narrative. At the beginning is set to 0. Every time a double 

throw (dice are equal) happens, add 1 to the Counter. If the 

Counter is below three, consider the answer as “Yes, but…”. 

Otherwise a Twist happens and resets the Counter.

Roll 2d6 and consult the following Twist Table to determine 

what kind of twist happens.

D6 Subject Action

1 A third party Appears
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D6 Subject Action

2 The hero Alters the location

3 An encounter Helps the hero

4 A physical event Hinders the hero

5 An emotional event Changes the goal

6 An object Ends the scene

Interpret the two-word sentence in the context of the cur

rent scene. Twists will keep the plot and events going in 

unexpected ways.

Setting Related Rules
The world of Loner Cozy Fantasy is one of warmth, wonder, 

and personal connections. Instead of battles and grand 

quests, the game focuses on helping others, uncovering 

small mysteries, and finding joy in everyday magic. The 

following rules guide how challenges and progress are han

dled in this setting.

The Heart & Hearth System

In Loner Cozy Fantasy, instead of measuring physical harm 

or success in battle, we track Heart (Emotional Well-being) 

and Hearth (Sense of Home & Belonging). Both start at 6 

and cap at 6.

• Heart represents a character’s emotional state, motivation, 

and personal fulfillment.

• Hearth represents their connection to places, people, and 

traditions that make them feel safe.

When challenges arise, instead of taking damage, a char

acter may lose Heart (feeling discouraged, lonely, or over

whelmed) or Hearth (feeling disconnected or uncertain). 

At 0 Heart, the character cannot pursue their Goal until 
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restored. At 0 Hearth, they cannot benefit from advantages 

related to home or community.

A character regains Heart through small moments of joy, 

self-care, and encouragement.

A character regains Hearth by spending time with loved 

ones, engaging in comforting rituals, or finding stability 

in a place that matters to them.

How It Works in Play

• If a scene is particularly emotionally challenging, roll 1d6. 

On a 1-3, the character loses Heart; on a 4-6, they find a way 

to push through.

• If a scene involves losing or finding a sense of home, roll 

1d6. On a 1-3, they feel adrift, losing Hearth; on a 4-6, they 

reaffirm their place in the world.

• Restoring Heart and Hearth should be part of the story—a 

warm cup of tea, a heartfelt conversation, or a favorite 

book on a rainy afternoon can help recover what was lost.

The Comfort Conflict Resolution

Since combat is rare in this setting, challenges are often 

about persuasion, crafting, problem-solving, or emotional 

negotiation. When a major challenge arises:

1. Set the Stakes – What is at risk? (e.g., Someone’s trust, a 

fragile object, a secret)

2. Roll as Normal with the Oracle, but interpret results 

through a cozy lens:

• Yes, and… → The resolution is even more heartwarming 

than expected.

• Yes… → The problem is solved, and everyone feels good 

about it.
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• Yes, but… → The problem is solved, but a small misun

derstanding remains.

• No, but… → The attempt doesn’t work, but a new path 

opens up.

• No… → The challenge isn’t resolved, but it isn’t disastrous.

• No, and… → The challenge escalates, but not in a dan

gerous way—perhaps someone is embarrassed, or a 

misunderstanding deepens.

Kind Deeds & Quiet Magic

A character can use small acts of kindness or gentle magic 

to assist others.

Whenever a character helps someone in a meaningful way 

(without expectation of reward), roll 1d6:

• 1-2 → The act is appreciated, but doesn’t have an immediate 

effect.

• 3-4 → The act brings comfort, mends a small hurt, or 

strengthens a relationship.

• 5-6 → The act creates a lasting change, earning deep grati

tude or unexpected good fortune.

Mysteries & Whimsy

Mysteries in Loner Cozy Fantasy are rarely sinister—often, 

they lead to new friendships, forgotten places, or rediscov

ered joys. The world is filled with gentle mysteries and 

small wonders. When encountering something unknown, 

magical, or curious, roll 1d6:

• 1-3 → The mystery deepens, raising more questions.

• 4-5 → A small clue is revealed.

• 6 → A major insight is gained, or the mystery is delightfully 

solved.
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Seasonal Magic & Traditions

Each season brings its own gentle challenges and oppor

tunities, shaping the world’s rhythm. The passing of the 

seasons is an integral part of the world. If a seasonal event 

is happening (like the Lantern Festival, the First Snowfall, or 

the Gathering of Fireflies), it influences the magic in the air.

• During Autumn & Winter, characters gain advantage 

when creating cozy spaces, hosting gatherings, or pre

serving traditions.

• During Spring & Summer, they gain advantage when en

gaging in exploration, personal growth, or making new 

connections.

Magic in Everhollow
Magic in Loner Cozy Fantasy is not about power or destruc

tion—it is about enhancing everyday life, bringing com

fort, and uncovering small wonders. It is deeply personal, 

often tied to traditions, crafts, or natural elements.

Instead of rigid spell lists, magic is flexible, flowing through 

intent, creativity, and storytelling. The magic system uses 

an oracle-based approach, letting players discover magic 

organically rather than treating it as a fixed set of rules.

You’re absolutely right! Instead of adding an entirely sepa

rate mechanic for magic resolution, we should integrate 

it into the existing oracle system so that magic remains 

intuitive, narrative-driven, and seamlessly fits the game’s 

structure.

Revised Magic System: The Whim of Magic

Magic in Everhollow is not about strict spells or formulas—it 

is about intention, connection, and storytelling. Whether 
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it is infused into tea-brewing, embroidery, song, or candle

light, every spell is a small act of wonder.

Whenever a character attempts to use magic:

1. Describe the magic: How is the character performing it? 

What do they hope to achieve?

2. Ask the Oracle: “Does the spell work as intended?” and 

roll 2d6 to consult the table.

3. Interpret the answer: If the result has a complication 

(Yes, but…, No, but…, No, and…), roll on the D66 Unin

tended Effects Table for inspiration.

4. Narrate what happens: Whether successful or not, every 

spell shapes the story in some way.

Oracle An­

swer

Magic Outcome

Yes, and… The spell works perfectly, and something 

even more delightful happens.

Yes… The spell works exactly as intended.

Yes, but… The spell works, but there is a small unex

pected side effect.

No, but… The spell fails, but something beneficial 

still occurs.

No… The spell does not work.

No, and… The spell fails dramatically, and some

thing complicates the situation.

D66 Table: Magic’s Unexpected Twists

If the Oracle result suggests a complication (Yes, but…, No, 

but…, or No, and…), roll a D66 on this table for inspiration.
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D66 Unintended Effect

11 The magic affects someone nearby instead of its 

intended target.

12 A whimsical visual change occurs (e.g., glowing 

freckles, floating leaves, shimmering footprints).

13 The spell lingers longer than expected, causing 

minor inconvenience.

14 The effect is weaker than expected but still func

tional.

15 The spell is misinterpreted by someone, leading to 

confusion.

16 The magic echoes later, triggering again unexpect

edly.

21 The spell activates a hidden enchantment nearby.

22 The spell shifts subtly, causing a slightly different 

but harmless effect.

23 A small creature is attracted to the spell’s energy.

24 The spell alters the caster’s voice for a short time.

25 The magic manifests as music, with faint melodies 

tied to its effect.

26 A harmless illusion accompanies the spell, making 

it more dramatic.

31 The effect is delayed, activating at an unexpected 

moment later.

32 The magic reacts with the current season, modify

ing its effect.

33 The spell causes objects to gently float for a short 

time.
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D66 Unintended Effect

34 A random item glows faintly in response to the 

magic.

35 The magic attracts attention, even from unseen 

forces.

36 The caster gains a brief vision of a related event.

41 The spell affects memories, bringing a nostalgic 

feeling.

42 A familiar scent lingers after the spell.

43 The spell’s effect is mirrored on a distant, unknown 

object.

44 A nearby plant or object responds to the spell in an 

unexpected way.

45 The magic creates a comforting warmth, regard

less of its purpose.

46 A small pocket of time slows briefly, making things 

feel dreamlike.

51 The spell has aesthetic flair, making the area more 

charming.

52 A tiny, friendly spark of light follows the caster for 

a while.

53 The magic briefly reveals something hidden (a 

message, a passage, a thought).

54 The spell’s effect is gentle but humorous in some 

way.

55 The magic leaves a mark—a glowing rune, a swirl of 

color, a shimmer.

56 A harmless spirit takes notice and might interact 

with the caster.
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D66 Unintended Effect

61 The spell slightly changes the caster’s appearance 

(eye color, glowing hands).

62 The magic responds to the caster’s emotions, 

intensifying when excited or dimming when uncer

tain.

63 The spell affects the weather slightly, making it 

more pleasant.

64 A tiny star-like sparkle follows the spell’s effect.

65 The magic leaves a feeling of warmth and peace in 

its wake.

66 The magic unexpectedly enchants a small object, 

leaving a lingering charm.

The Six Schools of Everyday Magic

Everhollow’s magic is woven into daily life. Spells are not 

grand displays of power but small wonders, crafted with 

care.

1. Hearth & Home Magic

🔹 Magic tied to warmth, comfort, and domestic life.

🔹 Often performed through baking, knitting, cleaning, or 

brewing tea.

2. Nature’s Whimsy

🌿 Magic that connects to plants, animals, and the turning 

of the seasons.

🌿 Often practiced through gardening, walking in the 

woods, or caring for creatures.
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3. Ink & Wordcraft

📜 Magic hidden in books, letters, and stories.

📜 Often performed by scribes, poets, or anyone who un

derstands the weight of words.

4. Whispers of the Past

🕰️ Magic that unravels forgotten things—memories, lost ob

jects, echoes of old places.

🕰️ Often used by historians, wanderers, and keepers of 

secrets.

5. Light & Lantern Magic

🕯️ Magic of glow, warmth, and gentle guidance.

🕯️ Found in candles, lanterns, and fireflies on a summer 

night.

6. Luck & Little Wonders

🍀 Magic of small, delightful surprises—things turning out 

just right.

🍀 Often practiced by those who don’t try too hard, but 

trust the world’s whimsy.

D66 Spell Table: Everyday Wonders

Roll a D66 (one for the tens place, one for the ones place) to 

determine the effect of a spell.

D66 Spell Name Effect

11 Warmth of 

the Hearth

A space becomes cozy, inviting, and 

safe.

12 Kindled Can

dle

A candle or lantern never goes out 

until blown out on purpose.
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D66 Spell Name Effect

13 Memory in a 

Cup

A tea or soup reveals a comforting 

memory to the drinker.

14 Soothing 

Touch

A gentle warmth eases aches, stress, 

or sadness.

15 Breeze of 

Clean Air

Clears dust, stale air, or bad smells 

from a room.

16 Patchwork 

Mending

Fabric, clothing, or blankets mend 

themselves overnight.

21 Whispering 

Leaves

Trees rustle with advice only the 

caster can hear.

22 Song of the 

Birds

Birds carry a message to someone 

nearby.

23 The Green 

Thumb

A plant blooms early, producing fruit 

or flowers.

24 Trailblazer’s 

Guide

A small glowing light leads the way 

safely.

25 Hearth’s Wel

come

A home recognizes the caster as a 

friend, opening doors or lighting fires.

26 Comforting 

Quilt

A blanket provides warmth beyond its 

material, easing loneliness.

31 Letters That 

Listen

A written message shifts slightly to 

match the reader’s heart.

32 Echo of the 

Past

A whisper of something forgotten 

lingers in the air.

33 Ink That 

Never Fades

A story, poem, or letter becomes per

manent.

34 Binding 

Promise

A spoken promise holds emotional 

weight, ensuring sincerity.
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D66 Spell Name Effect

35 Story-Woven 

Threads

An embroidered design changes to 

tell a different tale.

36 Tales Be

tween the 

Pages

A book’s illustrations shift when no 

one is looking.

41 Moonlit Re

flection

A mirror reveals something important 

about the viewer.

42 Old Roads 

Remember

Forgotten paths reveal themselves 

briefly.

43 Timeless 

Hearthstone

A stone from home always leads the 

way back.

44 Lost and 

Found

A small missing object suddenly turns 

up nearby.

45 Mended 

Memories

A faded photograph or keepsake re

gains clarity.

46The Watchmaker’s 

Secret

A broken clock or sundial tells the 

right time once more.

51 Fireflies’ 

Glow

Small floating lights follow the caster.

52 Lantern of 

Safety

A lantern casts light where needed 

most, even in a storm.

53 Guiding Em

ber

A candle’s flame flickers toward the 

right direction.

54 Glimmer of 

Hope

A soft glow offers emotional reassur

ance in hard times.

55 Sunbeam’s 

Touch

Even on a cloudy day, a warm light 

shines on the caster.

56 Kindred 

Flame

Two matching candles light when the 

other is lit, no matter the distance.
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D66 Spell Name Effect

61 Lucky Coin A single small event turns in the 

caster’s favor.

62 Mishap’s 

Grace

A clumsy accident turns out just fine 

in the end.

63 Feather’s Fall Something dropped lands gently 

without breaking.

64 Little 

Whimsy

A harmless, unexpected delight hap

pens nearby.

65 Pocketful of 

Luck

Something that should have been 

lost turns up in the caster’s pocket.

66 The World’s 

Smallest Mir

acle

A tiny, perfect moment happens just 

when it is needed.

Conflicts
A Conflict is any situation in which opponents clash, attack

ing, defending, or wearing each other down in order to win. 

This applies both in a practical and metaphorical sense.

So, a Conflict is not only limited to combat (or fighting) in 

the strict sense but also to competitive situations (such as 

contests, duels, verbal confrontations, etc.) in which two or 

more characters (including vehicles, of course!) compete.

Conflicts can be resolved in different ways depending on 

preferences and context: 1. Ask a single closed question. The 

Oracle’s answer determines the outcome of the conflict. 2. 

Ask a series of closed questions to resolve current single 

actions. 3. Use the rules of Harm & Luck below.
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Note that the Twist Counter does not apply to Harm & Luck. 

Instead, it is used regularly if the Conflict is handled with 

closed questions.

If the conflict is resolved by applying damage to the Luck 

trait, roll the dice to determine whether the protagonist 

causes damage to the opponent or suffers damage due to 

counterattack or failed defense. The rolls are player facing 

only.

The damage reduces the Luck of the target, whether protag

onist or NPC. When the Luck runs out, the character has lost 

the conflict.

The final outcome depends on the context. Do you get 

caught? Are you seriously injured? You may even die if that 

fits the narrative.

An­

swer

Do you get what you want? Harm

Yes, 

and…

You get what you want, and something else. Cause 

3

Yes… You get what you want. Cause 

2

Yes, 

but…

You get what you want, but at a cost. Cause 

1

No, 

but…

You don’t get what you want, but it’s not a 

total loss.

Take 

1

No… You don’t get what you were after. Take 

2

No, 

and…

You don’t get what you want, and things get 

worse.

Take 

3
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Determine the mood of the next scene

At the end of the current scene sometimes you will be clear 

about the direction to take, other times you may need to 

determine the general mood of the next one. In this case roll 

1d6 and consult the following table:

D6 Next Scene

1-3 Dramatic scene

4-5 Quiet Scene

6 Meanwhile…

• A dramatic scene does not break the tension of the previ

ous scene but carries it further forward, introducing further 

obstacles or difficulties.

• During a quiet scene there is time to take a breath, to heal, 

to make plans for the next steps and to deepen relation

ships.

• A meanwhile scene takes place somewhere else, other 

than where the hero is. It cuts to villains or other plot-

important characters.

Open-Ended Question or Get Inspired

To answer an Open-Ended question, roll 1d6 once on each of 

the Inspiration Tables (roll at least a verb and a noun, adjec

tives are optional).

When the story ends

At the end of the adventure you may add another trait to the 

character. It is better that this is related to how the story just 

ended and can be either a Skill, Gear, a new Frailty, or even a 

new Nemesis! You can also modify an existing trait to better 

represent an enhanced expertise.
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Also update the list of NPCs, Locations, and Events that may 

show up again in future adventures.

Factions & Organizations

The Lantern-Keepers

• Concept: Wandering Lightbringers

• Skills: Guiding the Lost, Preserving Stories

• Frailty: Bound by Old Promises

• Gear: Ever-Burning Lantern, Map That Changes at Dusk

• Goal: To ensure no traveler ever feels truly alone.

• Motive: A belief that light—whether from a candle, a home, 

or a kind word—should never be hidden.

• Nemesis: The Silent Fog, an unnatural mist that obscures 

paths and memories.

Scattered throughout Everhollow, the Lantern-Keepers are 

wayfarers, guides, and storytellers. They walk the roads, 

tending to forgotten paths, lighting hearths in abandoned 

homes, and ensuring that no place is ever truly lost. Each 

Keeper carries an enchanted lantern, which flickers when 

someone nearby needs help. They also collect and share 

stories of hope and kindness, believing that the past should 

never be forgotten.

But not all places want to be found, and the Silent Fog—

a strange mist that erases paths and memories—seems to 

work against them. Some believe the Keepers have angered 

something old, while others whisper that the fog is protect

ing something they were never meant to see.

The Hearthwoven Circle

• Concept: Magic-Knitters & Tea Witches
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• Skills: Weaving Enchantments, Brewing Comforting 

Teas

• Frailty: Their Magic Only Works for Others

• Gear: Self-Mending Scarf, Tea That Tastes Like Home

• Goal: To stitch warmth and wonder into the world.

• Motive: They believe that small comforts make life worth 

living.

• Nemesis: The Frayed Thread, a rogue weaver whose magic 

unravels bonds instead of strengthening them.

The Hearthwoven Circle is not a secret society, but it is elu

sive—no one quite knows who belongs to it, only that their 

gifts appear when needed most. A scarf left on a doorstep 

on the first cold night, a teacup that soothes an aching 

heart, a quilt that holds the scent of childhood—these are 

the work of Hearthweavers.

Each member stitches magic into everyday life, but they 

have a rule: they can only make for others, never for 

themselves. Their greatest rival is the Frayed Thread, a 

weaver who undoes their magic, unraveling not just fabric, 

but friendships, trust, and the warmth of home itself.

The Bookbinders of Everword

• Concept: Keepers of Living Stories

• Skills: Binding Memories, Whispering to Books

• Frailty: Some Stories Want to Be Free

• Gear: Ink That Never Fades, Book That Writes Back

• Goal: To preserve every untold story before it is lost.

• Motive: A belief that stories are the heartbeats of the past, 

and forgetting them is like losing people all over again.

• Nemesis: The Torn Page, a faction that believes some sto

ries should be erased forever.
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The Bookbinders of Everword travel the land collecting sto

ries, secrets, and lost memories. Their libraries are unlike 

any others—the books breathe, whisper, and shift when no 

one is looking. Each bookbinder carries a blank tome, into 

which they write moments too precious to be forgotten.

But some stories are dangerous, and the Torn Page believes 

that certain histories should never be retold. They steal 

books, rewrite the past, and silence those who seek to 

uncover forgotten truths. The Bookbinders must decide: is 

every story worth remembering? Or are some pages bet

ter left blank?

The Moonwake Gardeners

• Concept: Keepers of the Midnight Blooms

• Skills: Growing Impossible Flowers, Speaking to the 

Moon

• Frailty: Their Gardens Only Bloom at Night

• Gear: A Seed That Never Stops Growing, A Trowel That 

Hums in Moonlight

• Goal: To tend to the secret gardens of Everhollow.

• Motive: A belief that beauty should flourish in the quiet 

places of the world.

• Nemesis: The Root-Takers, who steal rare plants for profit.

In hidden groves, atop forgotten rooftops, and beneath an

cient ruins, the Moonwake Gardeners cultivate flowers that 

bloom only under the stars. Their magic is subtle—a vine 

that leads the way home, a petal that holds a secret, a 

flower that only blooms for those who need it most.

But their greatest rival, the Root-Takers, seek to claim 

magic for themselves. They believe no plant should grow 

wild, and no flower should bloom beyond the reach of 
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those who would sell it. The Gardeners must work in the 

shadows, protecting the delicate wonders that would other

wise be lost.

The Everclock Society

• Concept: Tinkers of Time

• Skills: Fixing Broken Things, Listening to Old Clocks

• Frailty: They Can Mend Time, But Never Turn It Back

• Gear: A Clockwork Sparrow, A Watch That Runs Only for 

Its Owner

• Goal: To keep time running smoothly—in every sense.

• Motive: A belief that everything can be fixed, except 

regret.

• Nemesis: The Hollow Hours, a group that steals time from 

those who waste it.

The Everclock Society does not control time, but they listen 

to it. They fix clocks that never should have stopped, 

mend broken sundials, and repair old hourglasses—

because in Everhollow, some timepieces hold memories, 

magic, and unfinished moments.

But the Hollow Hours believe time is wasted on the un

worthy. They steal moments—not in years, but in seconds 

stolen from daydreams, from conversations that could 

have been longer, from laughter that fades too soon. The 

Everclock Society must restore what is lost, without ever 

breaking their own rule: time must never be reversed, no 

matter how much someone longs for the past.

The Wayfarers of the Silent Bell

• Concept: Keepers of Lost Roads

• Skills: Finding Hidden Paths, Walking Between Places

• Frailty: They Can Never Stay in One Place for Too Long
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• Gear: A Bell That Rings Where No One Can Hear It, A Map 

That Writes Its Own Directions

• Goal: To keep the forgotten roads open.

• Motive: A belief that no place should ever be truly lost.

• Nemesis: The Vanishing Mile, a force that erases roads and 

pathways, making places disappear forever.

The Wayfarers of the Silent Bell are wanderers who follow 

paths that no longer exist—roads that appear only at twi

light, bridges that cross into memory, staircases that lead to 

places that once were. Their bells ring only for those who 

are truly lost, guiding them back to where they belong.

But something is erasing the roads, and the Vanishing Mile 

grows stronger. The Wayfarers must walk the forgotten 

paths, ensuring no place—and no one—is ever lost for 

good.

Creatures of Everhollow
The creatures of Everhollow are not monsters in the tradi

tional sense. Some are companions, some are tricksters, 

and others guard small secrets, but they all add to the cozy 

magic of the world.

11. Duskwhisker Cat

• Concept: Twilight-Furred Familiar

• Skills: Vanishing in Shadows, Finding the Lost

• Frailty: Only Appears When No One is Looking

• Gear: A Silver Collar That Never Rusts, A Soft Purring 

Aura

• Goal: To keep wanderers safe on their way home.

• Motive: It believes all paths should lead somewhere warm.

• Nemesis: The Will-o’-the-Wisp, which tries to mislead 

travelers.
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12. Whispering Owl

• Concept: Silent-Winged Watcher

• Skills: Reciting Forgotten Words, Sensing Unspoken 

Worries

• Frailty: Only Speaks in Riddles

• Gear: Feathers That Glow Under the Moon, A Hollow Tree 

for Nesting

• Goal: To collect every story ever told.

• Motive: Knowledge should never be lost.

• Nemesis: The Torn Page, who steals and burns old tales.

13. Hearthlight Moth

• Concept: Glimmering Fire-Keeper

• Skills: Guiding the Lost, Carrying Tiny Sparks

• Frailty: Drawn to Warmth, Even When Dangerous

• Gear: Dust That Glows Like Embers, Wings Soft as Ash

• Goal: To keep every home fire burning.

• Motive: Without warmth, the world is too cold.

• Nemesis: The Chillwind Fox, who loves putting out fires.

14. Tanglekin

• Concept: Mischievous Yarn Spirit

• Skills: Unraveling Threads, Hiding in Wool

• Frailty: Can’t Resist a Loose String

• Gear: A Ball of Endless Twine, Knots That Can’t Be 

Undone

• Goal: To tangle and untangle the world’s little problems.

• Motive: It loves puzzles, knots, and things that need fixing.

• Nemesis: The Hearthwoven Circle, who keeps it too tidy.
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15. Candle Mouse

• Concept: Tiny Flickering Guide

• Skills: Lighting Paths, Warming Cold Fingers

• Frailty: Can’t Stay Lit in the Wind

• Gear: A Wick-Like Tail, A Hollow Walnut Shell Home

• Goal: To make sure no one fears the dark.

• Motive: Darkness is only scary when it’s empty.

• Nemesis: The Lantern Snatcher, who steals small flames.

16. Murmuring Brookfish

• Concept: Water-Bound Storyteller

• Skills: Echoing Old Voices, Keeping Rivers Clean

• Frailty: Can Only Be Heard at Dusk

• Gear: Scales That Hold Whispers, A Memory of Every 

Droplet

• Goal: To remember everything ever spoken near water.

• Motive: Words should never be washed away.

• Nemesis: The Silent Pebble, which absorbs sound.

21. Moonlit Stag

• Concept: Guardian of Quiet Places

• Skills: Walking Without a Sound, Appearing Only in 

Moonlight

• Frailty: Can’t Be Seen by Those Who Seek It

• Gear: Antlers That Hold Starshine, Hooves That Leave No 

Tracks

• Goal: To protect peaceful forests from ruin.

• Motive: Not all places are meant to be found.

• Nemesis: The Root-Takers, who steal plants for profit.
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22. Pillow Spriggan

• Concept: Dream-Keeper of Restful Sleep

• Skills: Weaving Soft Dreams, Ensuring Restful Nights

• Frailty: Becomes Drowsy When Hugged

• Gear: A Quilt-Like Cloak, A Feather-Stuffed Satchel

• Goal: To help people wake up feeling safe.

• Motive: No one should fear the night.

• Nemesis: The Waking Worry, a spirit of sleeplessness.

23. Chimney Swift Spirit

• Concept: Guardian of Old Roofs

• Skills: Keeping Homes Safe, Perching Where Chimneys 

Crack

• Frailty: Bound to One Village at a Time

• Gear: Sooty Feathers, A Tiny Bell That Rings in Storms

• Goal: To keep hearths warm and homes unbroken.

• Motive: A roof is only as strong as the love beneath it.

• Nemesis: The Cold Snap, which tries to freeze rooftops.

24. Teacup Toad

• Concept: Tiny, Steamy Oracle

• Skills: Predicting the Weather, Brewing Tasty Rainwater

• Frailty: Easily Distracted by Sugar

• Gear: A Porcelain Shell, A Miniature Spoon

• Goal: To share tea and good conversation.

• Motive: Nothing bad happens over tea.

• Nemesis: The Spilled Milk Gremlin, who ruins perfect 

cups.

25. Star-Kissed Otter

• Concept: Riverborn Stargazer
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• Skills: Predicting the Tides, Reading the Night Sky

• Frailty: Becomes Distracted by Floating Objects

• Gear: A Tiny Nautical Compass, Fur That Shimmers in 

Moonlight

• Goal: To map the constellations reflected in the water.

• Motive: The sky and the sea are connected, and someone 

must prove it.

• Nemesis: The Cloudherders, whose misty magic obscures 

the stars.

26. Cobblestone Frog

• Concept: Guardian of Forgotten Paths

• Skills: Sensing Hidden Roads, Croaking in Different 

Echoes

• Frailty: Can Only Move When Unseen

• Gear: A Pebble-Shaped Shell, Tiny Mossy Satchel

• Goal: To ensure no road is truly lost.

• Motive: Even the smallest paths deserve to be remem

bered.

• Nemesis: The Vanishing Mile, which erases roads from 

memory.

31. Lantern Fox

• Concept: Guide of the Twilight Roads

• Skills: Illuminating Safe Paths, Appearing at Just the 

Right Moment

• Frailty: Can Only Lead, Never Follow

• Gear: A Flame-Tipped Tail, A Small Charm That Glows in 

the Dark

• Goal: To make sure no one is lost when night falls.

• Motive: Travelers deserve to feel safe.
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• Nemesis: The Will-o’-the-Wisp, which lures wanderers 

astray.

32. Puddlekin

• Concept: Playful Rain Spirit

• Skills: Jumping Between Puddles, Summoning Light 

Showers

• Frailty: Dries Up if Kept Indoors Too Long

• Gear: A Raindrop Pendant, A Tiny Floating Leaf Boat

• Goal: To make sure every rainy day is fun.

• Motive: Splashing in puddles is an art form.

• Nemesis: The Grumblecloud, which brings stormy tem

pers.

33. Clockwork Finch

• Concept: Tiny Tinkerer’s Companion

• Skills: Keeping Perfect Time, Detecting Rust and Wear

• Frailty: Winds Down if Not Sung To

• Gear: A Miniature Key, A Gilded Feather

• Goal: To ensure every broken thing can be mended.

• Motive: Time is precious—so are the things we build.

• Nemesis: The Rustmonger, who delights in breaking deli

cate things.

34. Library Sprite

• Concept: Keeper of Misplaced Books

• Skills: Finding Missing Pages, Remembering Every Story 

Ever Read

• Frailty: Can’t Resist an Unfinished Book

• Gear: A Tiny Satchel of Ink, A Feather-Light Bookmark

• Goal: To make sure every story is told to the right person.
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• Motive: Books have their own destinies.

• Nemesis: The Torn Page, which seeks to erase certain tales.

35. Clover Hare

• Concept: Bringer of Small Fortunes

• Skills: Finding Four-Leaf Clovers, Jumping Over Bad 

Luck

• Frailty: Can Only Grant Luck Once Per Day

• Gear: A Clover-Woven Charm, Soft Paws That Leave No 

Tracks

• Goal: To spread just enough luck where it’s needed.

• Motive: A little bit of luck can change everything.

• Nemesis: The Shadowstep Weasel, who steals good for

tune.

36. Inkdrift Koi

• Concept: Painter of Water and Dreams

• Skills: Weaving Colors Into Water, Creating Temporary 

Illusions

• Frailty: Its Magic Fades With the Tides

• Gear: Scales That Absorb Moonlight, A Swirling Ink Pool

• Goal: To paint the most beautiful dream ever seen.

• Motive: Beauty should never be forgotten.

• Nemesis: The Graywash Eel, which steals color from the 

world.

41. Moonshadow Lynx

• Concept: Watcher of the Hidden Glades

• Skills: Moving Silently, Seeing Into the Between Places

• Frailty: Its Gaze Can’t See the Present, Only the Future 

or the Past
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• Gear: A Silver Eye Pendant, Pawprints That Disappear 

at Dawn

• Goal: To ensure the balance between what was, and what 

will be.

• Motive: Every moment is part of something greater.

• Nemesis: The Echo Jackal, which alters past events.

42. Thistle Imp

• Concept: Prickly Little Trickster

• Skills: Hiding in Wildflower Fields, Playing Gentle Tricks

• Frailty: Too Small to Carry Anything Heavy

• Gear: A Crown of Woven Thistles, A Tiny Bell That Rings 

in the Wind

• Goal: To make sure people stop and enjoy the little things.

• Motive: Life is better when you laugh.

• Nemesis: The Overgrown Bramble, which traps people in 

their worries.

43. Sunbeam Squirrel

• Concept: Messenger of Warm Days

• Skills: Spreading Warmth, Finding Hidden Acorns of Joy

• Frailty: Can Only Be Seen in Sunlight

• Gear: A Golden Leaf, A Tail That Flickers Like Sunbeams

• Goal: To ensure every day has a moment of brightness.

• Motive: Even cloudy days deserve some warmth.

• Nemesis: The Driftwood Crow, which thrives in gloomy 

weather.

44. Driftwood Crow

• Concept: Harbinger of Quiet Storms

• Skills: Sensing Weather Changes, Finding Lost Things in 

the Wind

48



• Frailty: Feathers Become Heavy When Wet

• Gear: A Twisted Driftwood Perch, A Beak That Taps Like 

Rain

• Goal: To carry messages between storms.

• Motive: Every tempest has a story worth telling.

• Nemesis: The Sunbeam Squirrel, who tries to chase away 

gloomy days.

45. Twilight Snail

• Concept: Keeper of Slow Secrets

• Skills: Absorbing Forgotten Memories, Moving Without 

a Sound

• Frailty: Takes a Full Day to Cross a Single Village

• Gear: A Spiral Shell That Holds Echoes, A Trail of Soft 

Glow

• Goal: To preserve the quiet stories no one else remembers.

• Motive: Slow steps still lead somewhere.

• Nemesis: The Hollow Whisper, which steals forgotten mo

ments.

46. Ember Jackalope

• Concept: Keeper of the Last Fire

• Skills: Hopping Between Campfires, Warming Cold 

Hands

• Frailty: Its Fire Goes Out If It Feels Unloved

• Gear: Antlers That Spark in the Dark, Ash-Tipped Paws

• Goal: To keep warmth alive in the loneliest places.

• Motive: No one should shiver alone.

• Nemesis: The Winter Wisp, which steals embers for itself.

51. Starroot Mole

• Concept: Burrower of Celestial Gardens
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• Skills: Sensing Buried Stars, Softening the Earth

• Frailty: Can Only Surface Under Moonlight

• Gear: Tiny Crystal Claws, A Nose That Glows in the Dark

• Goal: To plant starlight where it’s needed most.

• Motive: Even the darkest soil can bloom with light.

• Nemesis: The Root-Takers, who dig up magic for profit.

52. Mist-Eyed Koi

• Concept: River Guardian of Dreams

• Skills: Turning Ponds into Portals, Swimming Between 

Reflections

• Frailty: Can’t Leave the Water

• Gear: A Rippled Tail, Eyes That Hold Distant Places

• Goal: To connect dreams between lakes, rivers, and rain 

puddles.

• Motive: Even dreams need bridges.

• Nemesis: The Stone-Tongue Toad, who freezes water into 

silence.

53. Melancholy Cricket

• Concept: Singer of Gentle Sadness

• Skills: Playing Soft Lullabies, Sensing Loneliness

• Frailty: Can Only Be Heard by Those Who Need to Listen

• Gear: A Violin-Like Wing, A Hollow Reed to Hide In

• Goal: To comfort those who can’t sleep.

• Motive: Sometimes, sadness needs a melody.

• Nemesis: The Echo Jackal, who turns sorrow into silence.

54. Dreambound Moth

• Concept: Flutterer of Nighttime Wishes
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• Skills: Carrying Messages in the Wind, Illuminating For

gotten Paths

• Frailty: Only Exists in the Space Between Sleeping and 

Waking

• Gear: Wings Dusted with Starlight, A Silk Cocoon That 

Whispers

• Goal: To guide lost thoughts home.

• Motive: Even half-formed wishes deserve to be found.

• Nemesis: The Lost Hourglass, which traps dreams before 

they can take flight.

55. Hearthbound Goose

• Concept: Guardian of Village Gossip

• Skills: Spreading News, Honking Loudly at Suspicious 

Strangers

• Frailty: Easily Distracted by Shiny Objects

• Gear: A Bell-Tied Ribbon, A Beak That Always Looks 

Stern

• Goal: To make sure no secret is left untold.

• Motive: Stories belong to everyone.

• Nemesis: The Silent Pebble, which buries whispers for

ever.

56. Pebble Sprite

• Concept: Keeper of Quiet Moments

• Skills: Finding the Perfect Skipping Stone, Smoothing 

Rough Edges

• Frailty: Too Small to Move on Its Own

• Gear: A Worn River Stone, A Bag of Soft Sand

• Goal: To remind people to slow down.

• Motive: Every still moment matters.
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• Nemesis: The Rushing River, which never stops to listen.

61. Silver-Tongued Fox

• Concept: Wanderer of Forgotten Promises

• Skills: Hearing Half-Spoken Truths, Tracking the Unfin

ished

• Frailty: Cannot Tell a Lie, No Matter How Small

• Gear: A Ribbon of Vows, A Nose That Sniffs Out Lost 

Intentions

• Goal: To ensure that words never go unkept.

• Motive: Promises shape the world.

• Nemesis: The Echo Jackal, who erases oaths from mem

ory.

62. Hollow Fern Stag

• Concept: Silent Wanderer of Forgotten Groves

• Skills: Walking Between Places, Hiding Paths from Un

kind Eyes

• Frailty: Cannot Be Seen in Direct Sunlight

• Gear: Antlers That Grow Moss, Hooves That Leave No 

Sound

• Goal: To guard sacred glades from those who would harm 

them.

• Motive: Some places should remain untouched.

• Nemesis: The Root-Takers, who steal nature’s secrets.

63. Winter Wisp

• Concept: Flickering Spirit of Snow

• Skills: Bringing the First Frost, Whispering in the Wind

• Frailty: Melts in Warm Hands

• Gear: A Trail of Icy Petals, A Breath of Frozen Air

• Goal: To ensure that winter arrives gently.

52



• Motive: Change should be soft, not sudden.

• Nemesis: The Ember Jackalope, who tries to keep warmth 

forever.

64. Sunlit Badger

• Concept: Burrower of Hearthfires

• Skills: Digging Warm Dens, Finding the Best Kindling

• Frailty: Struggles to Stay Awake After Sunset

• Gear: A Patchwork Blanket, Claws That Smell Like Fresh 

Earth

• Goal: To make sure no one ever goes cold.

• Motive: A home should always be warm.

• Nemesis: The Cold Snap, which steals warmth in the night.

65. Fiddlefern Wren

• Concept: Singer of Morning Light

• Skills: Bringing Sunrises, Carrying Songs in Its Wings

• Frailty: Can Only Sing at Dawn

• Gear: A Feather That Glows in Daylight, A Tune That 

Warms the Heart

• Goal: To make sure every morning feels new.

• Motive: Every day is a fresh start.

• Nemesis: The Driftwood Crow, who prefers the quiet 

before storms.

66. The Echo Jackal (Unique Entity)

• Concept: Thief of Sound and Memory

• Skills: Stealing Words, Running Between Forgotten 

Spaces

• Frailty: Cannot Speak Its Own Name

• Gear: A Shadowed Pelt, A Hollow Howl
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• Goal: To erase stories before they are told.

• Motive: Some things should stay lost.

• Nemesis: Every storyteller, everywhere.

Adventure Tables

Adventure Seeds

D66 Adventure Seeds

11 A mysterious letter arrives at the village, ad

dressed to someone who no longer lives there.

12 The old baker has lost their secret ingredient 

and needs help finding it before the festival.

13 A traveling merchant is searching for an object 

that no one remembers but everyone feels nos

talgic for.

14 A forgotten path in the woods has reappeared, 

leading to an overgrown cottage.

15 A neighbor’s cat keeps bringing back strange, 

glowing pebbles—where are they coming 

from?

16 A storyteller arrives in town but refuses to share 

their last tale until a personal mystery is solved.

21 Fireflies are gathering unnaturally early this year

—something is calling them.

22 A teashop’s blend has suddenly started whis

pering advice to the drinkers.

23 A festival mask vendor insists one of their masks 

belonged to the player’s ancestor.

24 A local bridge crumbles overnight, but no one 

remembers it ever being there in the first place.
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D66 Adventure Seeds

25 A patchwork quilt at the market is said to 

change its pattern based on who owns it.

26 A reclusive artist has painted a portrait of some

one they’ve never met—but that person is real.

31 A ghost in the attic insists they are not a ghost 

but refuses to leave.

32 A tiny door has appeared in a tree trunk, with a 

note asking for sugar.

33 The town’s clocktower chimes at an odd hour, 

causing small but delightful mishaps.

34 A mysterious pastry appears on the bakery 

counter every morning before dawn.

35 The village librarian discovers a book that writes 

back to whoever reads it.

36 A soft rain falls, but only on a single street in 

town—where is it coming from?

41 A candle shop receives an order for a candle that 

no one remembers requesting.

42 A cat refuses to leave a specific bench and hisses 

at anyone who sits there.

43 A firefly-shaped lantern keeps flickering, seem

ingly pointing toward something.

44 The town’s well hums a tune at midnight, and 

no one knows why.

45 A child claims their shadow has gone missing, 

and strange footprints appear at night.

46 A handwritten recipe is found in an old book, but 

it’s written in disappearing ink.
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D66 Adventure Seeds

51 The cobblestone street rearranges itself every 

time it rains.

52 A pair of gloves appear on doorsteps through

out the town, perfectly tailored for the recip

ients.

53 A talking magpie insists they have urgent news 

but keeps getting distracted.

54 A wind chime only rings when someone tells a 

lie nearby.

55 A pocket watch without hands keeps ticking, 

and its owner has a request.

56 A single tree in the orchard is blooming out of 

season, attracting curious visitors.

61 A song keeps playing on the wind, but only cer

tain people can hear it.

62 A lighthouse flickers on and off, despite having 

been abandoned for decades.

63 A tiny boat is found floating in a pond with a 

miniature letter inside.

64 The bakery’s sourdough starter has started writ

ing messages in flour.

65 A traveling seamstress offers to sew a single 

dream into fabric—for a price.

66 A star falls, but instead of a crater, it leaves be

hind a single glowing feather.
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Encounters in Everhollow

D66 Encounters in Everhollow

11 A lost traveler asks for directions to a place that 

doesn’t exist on any map.

12 A fox with silver-tipped ears follows the player at a 

distance but never comes closer.

13 A child is searching for their missing hat, which 

seems to have a mind of its own.

14 An elderly shopkeeper needs help remembering 

where they hid their most precious item.

15 A flower cart vendor sells blooms that change color 

based on mood.

16 A musician plays a haunting tune that makes 

nearby objects float slightly.

21 A cat sleeps on a windowsill, refusing to move even 

when called by its owner.

22 A lantern flickers in the daylight, signaling some

thing unseen.

23 A letter blows into the player’s hands, sealed but 

with no address.

24 A hidden door appears in a cobblestone alley for just 

a moment.

25 A baker asks for help gathering a rare herb that only 

blooms at twilight.

26 A teacup in a local café occasionally refills itself.

31 A stranger claims they’ve been here before, but no 

one remembers them.

32 A candle in the marketplace never melts, no matter 

how long it burns.
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D66 Encounters in Everhollow

33 A blackbird lands nearby and taps a specific rhythm 

on the ground.

34 A patch of mushrooms grows overnight in the shape 

of a perfect circle.

35 A traveling merchant offers a trade but only in ex

changed memories.

36 A weaver stitches patterns that seem to tell future 

events.

41 A small wooden toy moves on its own when no one 

is watching.

42 A child’s drawing comes to life for just a few minutes 

at sunset.

43 A rain shower begins, but only over one building in 

town.

44 A handwritten note appears in a book that hasn’t 

been opened in years.

45 A tiny brass key is found in an envelope labeled “For 

You.”

46 A firefly lingers too long, blinking a pattern in the air 

as if trying to communicate.

51 A cobbler makes shoes that always lead home, even 

for the lost.

52 A flickering lantern at the crossroads guides travel

ers to a hidden path.

53 A whispering wind carries secrets from the past.

54 A forgotten statue in the village square blinks when 

no one is looking.
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D66 Encounters in Everhollow

55 A fox and a magpie seem to be arguing over some

thing in the road.

56 A mysterious melody plays from nowhere during 

the afternoon tea hour.

61 A traveler with a heavy satchel claims they carry the 

last page of a missing story.

62 An old bench in the town square has a name carved 

into it that no one recognizes.

63 A single gold leaf floats in the air, refusing to land.

64 A door in the village that was always locked is sud

denly open.

65 A firefly lantern in the market refuses to stay unlit.

66 A cat with mismatched eyes seems to be leading 

the way somewhere.

Quaint Village Events

D66 Quaint Village Events

11 The annual pie-baking contest is today, but the 

prize pie has gone missing.

12 A market day special offers enchanted trinkets, but 

their effects are temporary.

13 The cobblestone streets glow faintly under the full 

moon.

14 A local poet is holding a storytelling night where 

only whispered stories are told.

15 The town bell rings at an odd hour, signaling some

thing special.
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D66 Quaint Village Events

16 A gardener’s competition results in vines growing 

far beyond expectations.

21 The village hosts a firefly-catching contest, but one 

of them speaks.

22 A mysterious traveler offers fortunes in exchange 

for a single wish.

23 The bakery is selling loaves that hum softly when 

sliced.

24 A child’s lost balloon floats back three days after it 

was released.

25 A festival of lanterns reveals hidden messages writ

ten in the air.

26 A sunflower in the town square turns to face people 

instead of the sun.

31 A soft rain falls, and every puddle reflects a different 

place.

32 A festival of forgotten words is held, bringing back 

old phrases.

33 The town fountain overflows with warm tea instead 

of water.

34 A bird delivers an invitation to a tea party, but no 

one knows who sent it.

35 A book club meeting discovers that one of their 

books has rewritten itself.

36 A dance is held under the stars, where some part

ners seem lighter than air.

41 A baker’s apprentice accidentally creates a cake 

that makes people tell the truth.
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D66 Quaint Village Events

42 A hidden melody plays from the wind chimes 

around town.

43 A local tailor stitches patterns that shift throughout 

the day.

44 A festival of kindness is held, where small anony

mous gifts are exchanged.

45 The town square fills with floating lights on the first 

frost of the season.

46 A visiting storyteller’s shadow moves indepen

dently, acting out their tales.

51 The bookstore has a sale on books that change 

their endings at midnight.

52 The cobbler creates shoes that lead to unexpected 

reunions.

53 The village hosts a competition to find the best 

home-cooked meal.

54 A mysterious bell rings in the distance, but no one 

knows where it’s coming from.

55 A street musician’s song lingers in the air long after 

they’ve left.

56 A tree in the village square blooms unseasonably 

early, and no one knows why.

61 The first snowfall carries whispers on the wind.

62 A community knitting project results in an en

chanted quilt.

63 A candle-lit reading event features books that glow 

softly.
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D66 Quaint Village Events

64 A kite festival leads to one kite never returning to 

the ground.

65 The scent of fresh bread fills the air, even when the 

bakery is closed.

66 A letter written long ago finally reaches its intended 

recipient.

Mysterious Happenings

D66 Mysterious Happenings

11 A single street in town remains warm even during 

the coldest nights.

12 The village well hums softly at dawn, but only when 

no one is looking.

13 Footsteps appear in the snow leading up to a door, 

but no one arrives.

14 A mirror in a shop briefly reflects a different version 

of the town.

15 A closed book flips open to a specific page when

ever touched.

16 A bell rings in the distance, but there’s no bell tower 

nearby.

21 The scent of lavender lingers in a house that hasn’t 

had visitors in years.

22 Someone’s shadow is slightly out of sync with their 

movements.

23 The bakery’s flour is sparkling under moonlight, 

and no one knows why.
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D66 Mysterious Happenings

24 An old key is found under a doorstep, but it doesn’t 

seem to fit any door.

25 A patch of grass in the town square is untouched by 

frost, even in winter.

26 Every candle in town flickers in unison for a brief 

moment.

31 A child draws a picture, and the next day, a similar 

scene plays out in real life.

32 Letters delivered by the post contain faint traces of 

forgotten perfume.

33 A statue in the square seems to shift slightly when 

no one is watching.

34 The village pond ripples as if something is swim

ming, but nothing is seen.

35 A cat brings home a perfectly folded note, but the 

handwriting is unfamiliar.

36 A faint song can be heard on certain streets, but 

there are no musicians.

41 The bakery’s sugar glows faintly under starlight.

42 A message appears in the condensation on a shop 

window at dawn.

43 A lantern on the edge of town is always lit, even 

when no one lights it.

44 An old house sometimes smells like freshly baked 

cookies, but it’s abandoned.

45 A flock of birds follows the same unknown path in 

the sky every morning.

46 A cobblestone rearranges itself every time it rains.

63



D66 Mysterious Happenings

51 Someone dreams of a place they’ve never been, 

and the next day, they find it.

52 A scarf woven decades ago is still as warm as the 

day it was made.

53 A teapot at the café pours the perfect tea for who

ever drinks it.

54 A paper crane folded by a child flutters its wings 

when no one is watching.

55 Footsteps echo differently in the town square after 

dusk.

56 A piece of jewelry is found that hums faintly when 

held.

61 A pair of shoes are always perfectly clean, no matter 

the weather.

62 A person hums a tune they’ve never heard before, 

and others recognize it.

63 A bird delivers a small trinket to someone in need.

64 A book is discovered in the library that no one 

remembers adding.

65 A feather floats in midair before gently settling in 

someone’s hand.

66 A stranger walks into town and immediately greets 

the player by name.

Charming Side Quests

D66 Charming Side Quests

11 Help an elderly villager find the perfect gift for their 

childhood friend.
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12 Assist a candle maker in collecting rare wax from a 

special tree.

13 Gather firewood for a neighbor who is struggling 

through the winter.

14 Bring a warm meal to someone who has been too 

busy to cook.

15 Find a missing pet that keeps leaving tiny magical 

footprints.

16 Help a librarian organize books that keep shifting 

on their own.

21 Collect wildflowers for a bouquet meant to bring 

good luck.

22 Write a heartfelt letter on behalf of someone too shy 

to express themselves.

23 Test a baker’s new recipe before they reveal it at the 

festival.

24 Patch up an old quilt that seems to hold sentimen

tal magic.

25 Restore a broken wind chime that once played a 

forgotten melody.

26 Help a child find the perfect skipping stone by the 

riverbank.

31 Run an errand for a shopkeeper who’s caught up in 

too many tasks.

32 Escort an elderly storyteller to the town square to 

share their tales.

33 Find a lost letter and return it to its rightful owner.
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34 Discover the origin of a mysterious book left at a 

doorstep.

35 Help a traveling merchant set up their market stall.

36 Assist in decorating the village square for a festival.

41 Retrieve a precious charm that fell into a well.

42 Find a perfect shell for someone collecting seaside 

memories.

43 Fix a broken pocket watch that has sentimental 

value.

44 Deliver a message to someone in the neighboring 

town.

45 Weave a new scarf for someone who’s lost theirs.

46 Plant a garden in a neglected part of the village.

51 Help a friend overcome their fear of heights by 

climbing a gentle hill.

52 Arrange a surprise gathering for a lonely neighbor.

53 Bake something special for a child who needs 

cheering up.

54 Teach a newcomer how to navigate the town.

55 Find a missing shoe that keeps appearing in unex

pected places.

56 Help a musician find inspiration for a new song.

61 Create a special tea blend for someone feeling un

well.

62 Write down the memories of an elder before they 

are forgotten.

63 Mend a piece of clothing that seems to hold an old 

wish.
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64 Assist in gathering fireflies for a lantern festival.

65 Offer comfort to a spirit lingering near an old tree.

66 Carry out a final request from a letter written long 

ago.

Strange & Whimsical Weather

D66 Strange & Whimsical Weather

11 A light drizzle falls, but the raindrops shimmer like 

tiny stars.

12 A fog rolls in that carries faint whispers of old stories.

13 A sudden gust of wind carries the scent of cinnamon 

and freshly baked bread.

14 The clouds form shapes that resemble real events 

happening elsewhere in town.

15 A soft rain falls only on cobblestone streets, leaving 

the grass dry.

16 Snowflakes drift down, but they feel pleasantly warm 

to the touch.

21 A golden haze appears at dawn, revealing long-lost 

pathways for a short time.

22 A slow-moving storm passes overhead, but it only 

rains on rooftops.

23 A day where sunlight seems to linger longer in cer

tain places.

24 A gentle rain that leaves behind faint, glowing pat

terns on the windows.

25 Fireflies arrive in the morning instead of the evening, 

confusing everyone.
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D66 Strange & Whimsical Weather

26 Leaves fall upward into the sky for a few moments 

before settling down again.

31 A cold breeze passes through town, but it carries the 

warmth of summer.

32 Moonlight appears brighter than usual, casting faint 

silver reflections in puddles.

33 A rainbow appears at night, only visible for a few 

minutes.

34 The wind carries snippets of distant songs from un

known places.

35 A morning mist that smells like fresh-brewed tea.

36 Tiny glowing motes of light dance in the air on an 

especially cold night.

41 A drizzle that only wets certain objects, leaving oth

ers dry.

42 A brief moment where shadows flicker as if alive.

43 A swirling wind that gently lifts fallen leaves but 

nothing else.

44 A rain shower that leaves objects cleaner and shinier 

than before.

45 A cloud that hovers unusually low, following a single 

traveler.

46 An evening where the sky turns a deep purple before 

sunset.

51 The stars twinkle in different colors for a single night.

52 A warm drizzle that makes flowers bloom slightly out 

of season.
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D66 Strange & Whimsical Weather

53 A thick fog that disappears the moment you step 

into it.

54 A rainstorm that causes quiet chimes to ring in the 

distance.

55 A dusting of frost that vanishes the moment sunlight 

touches it.

56 A sunny day where shadows appear slightly longer 

than usual.

61 A soft, golden glow lingers in the air just before twi

light.

62 An unseasonal breeze carries fallen flower petals 

through the village.

63 A night where the stars reflect in puddles as if they 

were tiny skies.

64 A snowfall where the flakes dissolve into warmth 

instead of cold.

65 A day where the air is filled with floating dandelion 

seeds.

66 A single sunbeam lingers over the village square for 

the entire afternoon.

Seasonal Festivals & Traditions

D66 Seasonal Festivals & Traditions

11 The Lantern Walk, where villagers release floating 

lanterns carrying their wishes.

12 The First Frost Gathering, where warm drinks are 

shared beneath frost-covered trees.
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13 The Bloom Festival, where people weave crowns of 

the first spring flowers.

14 The Night of Falling Stars, when everyone stays up 

late to watch meteor showers.

15 The Festival of Forgotten Stories, where old tales are 

told before they are lost.

16 The Harvest Lights, where homes are decorated with 

glowing autumnal charms.

21 The Festival of Mended Things, where broken ob

jects are repaired and gifted anew.

22 The Tea Moon Festival, where tea is brewed under 

moonlight for special blessings.

23 The Kindness Exchange, where anonymous gifts are 

left for strangers.

24 The Whispering Winds Celebration, where mes

sages are sent with ribbons tied to trees.

25 The Firefly Festival, where lanterns are released to 

mimic the glowing insects.

26 The Festival of Shared Shadows, where shadow 

puppets tell village legends.

31 The Echo Market, where merchants trade items 

based on sentimental value, not money.

32 The Feast of the Hearth, a winter gathering to share 

stories and warm food.

33 The Soft Snowfall Celebration, when snow is wel

comed as a sign of good fortune.

34 The River’s Gift, where small boats are set afloat car

rying handwritten wishes.
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35 The Candle-Lit Vigil, held on the longest night to 

welcome back the sun.

36 The Festival of Hidden Paths, where forgotten trails 

are mapped anew.

41 The Sun-Kissed Gathering, a picnic under the first 

full day of summer.

42 The Echo of Laughter, where people re-tell their fa

vorite childhood memories.

43 The Quiet Day, when no loud noises are made, allow

ing nature to speak.

44 The Turning Leaves Festival, where golden leaves 

are pressed into keepsakes.

45 The Evening of Shared Secrets, where people leave 

anonymous kind notes for others.

46 The Festival of Woven Threads, celebrating the art 

of storytelling through textiles.

51 The Sky’s Reflection, where people release paper 

boats in ponds at twilight.

52 The Gathering of Soft Echoes, where lullabies and 

gentle songs are shared.

53 The Elder’s Evening, where elders share their wis

dom under candlelight.

54 The Cup of Comfort, where people leave tea outside 

for wandering travelers.

55 The Festival of the Night Breeze, where wind 

chimes are exchanged as gifts.

56 The Day of Lost and Found, where people return lost 

items to their rightful owners.
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61 The Evening of Silent Lanterns, where people walk 

the village holding quiet glows.

62 The Autumn Serenade, where musicians play soft 

melodies at sunset.

63 The Feast of Secret Recipes, where dishes passed 

through generations are shared.

64 The Festival of Hidden Fires, where small bonfires 

are lit along forgotten paths.

65 The Petal’s Farewell, where flower petals are cast 

into the wind to welcome new beginnings.

66 The Gathering of Gentle Spirits, where kindness is 

celebrated above all else.

Unusual Visitors & Travelers

Strangers passing through Everhollow, each with their own 

quiet mystery.

D66 Unusual Visitors & Travelers

11 A cloaked traveler whose face is never seen, but who 

always carries fresh flowers.

12 A merchant who trades in forgotten dreams and 

misplaced wishes.

13 A wandering musician who plays a song no one can 

remember after hearing.

14 A scholar searching for a book that never stays in one 

place.

15 A baker whose pastries contain tiny stars when bro

ken open.

16 A weary traveler whose boots never collect dust.
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21 A storyteller who always arrives just before the first 

snowfall.

22 A trader who only deals in items lost and later found.

23 A child who claims to have walked out of a dream.

24 A traveler who sketches places they’ve never been 

but will visit soon.

25 A person who smells of cinnamon and firewood, but 

no one knows why.

26 A quiet guest who leaves small gifts wherever they 

stay.

31 A sailor with a map that leads to a place that doesn’t 

exist.

32 A tea merchant whose blends cause people to re

member long-forgotten moments.

33 A cartographer redrawing the land based on stories 

rather than facts.

34 A traveler who always carries an umbrella, even on 

clear days.

35 A mysterious artist who paints scenes of things yet 

to happen.

36 A seamstress who weaves spells into thread.

41 A person who speaks in riddles, but only when it’s 

raining.

42 A trader whose wagon contains trinkets from places 

no one has ever heard of.

43 A person who seems to know everyone’s name but 

claims they’ve never visited before.
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44 A traveler who keeps looking for an inn that has never 

existed.

45 A botanist who is collecting petals from a flower that 

no one else can see.

46 A wandering poet whose words seem to linger in the 

air long after they’ve been spoken.

51 A shoemaker who creates footwear that takes people 

where they need to be, not where they want to go.

52 A collector of forgotten songs who offers a trade for 

any tune no one remembers.

53 A fisher who claims they once caught the reflection 

of a missing person.

54 A guest at the village inn who never sleeps, only 

listens.

55 A traveler carrying a suitcase filled with letters that 

were never sent.

56 A candle maker who claims to capture fleeting mo

ments in wax.

61 A beekeeper whose bees whisper secrets to those 

who listen closely.

62 A puppeteer whose marionettes perform plays that 

predict the future.

63 A traveling dancer who leaves behind footprints that 

glow faintly at night.

64 A person who carries an old-fashioned pocket watch 

but insists it tells no time.

65 A herbalist who grows plants that only bloom under 

starlight.
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66 A visitor who claims to be from the past but refuses 

to say when exactly.

Hidden Places & Forgotten Paths

D66 Hidden Places & Forgotten Paths

11 A cobblestone alley that only appears on foggy morn

ings.

12 A footpath in the woods that leads to an ancient tree 

with glowing carvings.

13 A door at the base of an old oak that sometimes 

stands slightly open.

14 A bridge that only spans the river under the full moon.

15 A tiny island in the middle of the lake that no boat 

seems able to reach.

16 A hidden courtyard in the village, filled with wind 

chimes that ring softly even when there is no wind.

21 A forgotten well at the edge of town that reflects the 

past instead of the present.

22 A crumbling stone path in the forest that always feels 

warm underfoot.

23 A vine-covered gazebo that shifts locations every 

season.

24 A hollow tree where lost letters from years ago are 

found tucked inside.

25 A staircase in the hills that vanishes at sunset.

26 A quiet meadow where time seems to pass just a little 

slower.
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31 A library hidden beneath the village, filled with books 

no one remembers writing.

32 A garden that blooms in the shape of constellations 

under a starlit sky.

33 A cave where echoes whisper long-lost lullabies.

34 A bridge in the forest that appears only after a rain

storm.

35 A small stone shrine covered in ivy, dedicated to a 

forgotten name.

36 A tunnel beneath the village square, leading to an 

unknown destination.

41 A wooden doorframe standing alone in the middle of 

a field.

42 A tiny house with no doors, only windows, always 

glowing softly from within.

43 A brook that vanishes into mist halfway along its 

course.

44 A single cobblestone in the town square that, when 

stepped on, gives a sense of déjà vu.

45 A whispering glade where the wind always carries a 

faint song.

46 A hidden passage inside a bakery that leads to a for

gotten storeroom.

51 A set of footprints in the forest that never fade, even 

in the rain.

52 A path that loops back onto itself unless you walk it 

while holding someone’s hand.
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53 A wooden bridge that only creaks when someone is 

telling a lie.

54 A hedge maze where paths shift when walked alone.

55 A willow tree with a small door at its base, sometimes 

locked, sometimes open.

56 A series of stepping stones across a creek that never 

stay in the same place.

61 A small stone cottage in the woods that no one 

remembers building.

62 A tree that only casts a shadow at night.

63 A lantern that flickers at the crossroads, revealing a 

path not visible by day.

64 A waterfall that, once a year, flows in reverse.

65 A bench under an old oak where strangers always 

seem to have meaningful conversations.

66 A forgotten cellar in the oldest inn, filled with letters 

and keepsakes left behind.

Odd Jobs & Requests from Locals

D66 Odd Jobs & Requests from Locals

11 A baker needs help finding an ingredient that only 

grows under moonlight.

12 The town librarian wants someone to return an over

due book—borrowed 50 years ago.

13 A tailor needs assistance threading a needle with an 

enchanted thread that keeps moving.

14 A florist requests help arranging flowers that keep 

changing their colors.
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15 A child needs someone to retrieve their kite, which is 

stuck on a roof—but no ladder reaches it.

16 An elder wants to find the perfect bench in town for 

watching the sunset.

21 A merchant seeks someone to test a new type of tea 

that supposedly enhances dreams.

22 A traveler dropped a locket in the river and asks for 

help finding it.

23 The cobbler’s cat has taken a liking to hiding people’s 

shoes, and they need help retrieving them.

24 A musician is composing a song but needs help re

calling the lyrics to an old lullaby.

25 A local painter needs inspiration for their next work 

and asks for a story.

26 The village blacksmith asks for someone to deliver a 

small, mysteriously warm package.

31 A potter has made a cup that changes temperature 

based on mood but doesn’t know how to stop it.

32 A candle-maker needs someone to gather special 

wax from a hidden grove.

33 A child is afraid to walk home at night and asks for 

company—but they keep stopping to talk to some

one unseen.

34 A wandering merchant seeks help identifying the 

meaning of an old, cryptic map.

35 A beekeeper asks for assistance moving a hive that 

has relocated inside a hollow book.

36 A letter is found with no recipient—someone in town 

must recognize the handwriting.
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41 A friendly ghost asks for help finding the last object 

they misplaced before passing on.

42 A bakery’s sourdough starter has mysteriously gone 

missing—was it stolen?

43 A glassblower is working on a special commission but 

needs help shaping the final piece.

44 A tea shop is missing a particular type of herb that 

only grows on the highest hill.

45 A weaver requests help threading a loom with strands 

of golden thread that seem to hum.

46 A farmer needs assistance gathering fruit from a tree 

that has grown too tall overnight.

51 A seamstress accidentally stitched magic into a quilt, 

and now it whispers memories.

52 A bookshop owner asks for help reorganizing their 

shelves—but the books keep moving themselves.

53 A lantern-maker needs help testing a lamp that flick

ers in response to unspoken thoughts.

54 A storyteller wants an audience to test a story that 

seems to be writing itself.

55 A local post carrier asks for assistance delivering a 

package to a house that disappears at certain times 

of the day.

56 The village’s lost-and-found chest is full of things no 

one remembers losing.

61 A collector of strange objects seeks help identifying 

the purpose of a mysterious key.

62 A gentle-voiced elder asks for help moving a chair 

that seems strangely rooted to the floor.
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63 A basket of letters from years past was found in the 

attic—who do they belong to?

64 A windchime maker needs someone to find a rare 

feather that produces the perfect sound.

65 A gardener needs assistance relocating a plant that 

seems to have a mind of its own.

66 The town’s clock stopped exactly at midnight, and no 

one knows why.

Curious Items Found in the Market

D66 Curious Items Found in the Market

11 A teacup that hums softly when filled with warm 

liquid.

12 A notebook that turns blank pages into maps of fa

miliar places.

13 A scarf that always feels like it was left in the sun.

14 A candle that flickers in different colors based on the 

emotions in the room.

15 A small mirror that only shows a reflection when it 

hears laughter.

16 A tiny bell that rings softly when someone is thinking 

of the owner.

21 A satchel that smells like home, no matter where you 

are.

22 A silver spoon that makes anything stirred with it 

taste slightly sweeter.

23 A quill that writes in a color based on the writer’s 

mood.
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24 A music box that plays a different song for each new 

owner.

25 A tiny vial filled with the scent of the first day of spring.

26 A jar of ink that glows faintly in the dark.

31 A pocket watch that ticks in sync with the heartbeats 

of those nearby.

32 A stone that, when held, warms to the touch like a 

sunlit windowsill.

33 A woven bracelet that tightens slightly when a storm 

is coming.

34 A set of buttons that match perfectly with any fabric 

they are sewn onto.

35 A whistle that only birds seem to respond to.

36 A key with no markings, but it turns easily in any old 

wooden door.

41 A candle that never drips wax, no matter how long 

it burns.

42 A pouch of seeds labeled “For when you need a 

friend.”

43 A comb that untangles knots in hair effortlessly.

44 A small wooden toy that moves ever so slightly when 

no one is looking.

45 A ribbon that holds a knot for exactly one day before 

coming undone.

46 A feather that, when dropped, always lands gently in 

the palm of its owner.

51 A hat that never gets wet, even in the heaviest rain.
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52 A set of playing cards that shuffle themselves when 

placed on a table.

53 A small stone that faintly glows when held during a 

full moon.

54 A book that always falls open to a meaningful page 

for its reader.

55 A spool of thread that seems to never run out.

56 A coin that always lands on its edge when flipped.

61 A pair of gloves that fit perfectly on whoever picks 

them up.

62 A folded paper crane that flutters slightly in the 

breeze.

63 A cup that keeps its contents the perfect drinking 

temperature.

64 A wooden hairpin that smells like lavender, no matter 

how old it is.

65 A pendant that faintly glows when reunited with its 

matching half.

66 A small book of poetry, with new verses appearing 

when read aloud.

Letters, Notes & Messages Left Behind

D66 Letters, Notes & Messages Left Behind

11 A letter tucked inside an old book, signed only with 

the initials “R.L.”

12 A note on a bakery napkin that reads, “Meet me where 

the fireflies dance.”
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13 A faded postcard from a place that no one has ever 

heard of.

14 A scrap of parchment under a loose floorboard that 

simply says, “Look up.”

15 A neatly folded letter that begins, “If you’re reading 

this, then I was right.”

16 A love letter never sent, sealed with an old wax stamp.

21 A note inside a teapot that reads, “Thank you for the 

kindness. I won’t forget.”

22 A crumpled paper with the words “Follow the lanterns 

at dusk.”

23 A to-do list left on a desk, with the last task reading 

“Remember the melody.”

24 A journal entry about a festival that hasn’t happened 

yet.

25 A shopping list with an extra item at the bottom: “One 

pinch of moonlight.”

26 A child’s drawing of a smiling stranger, with “See you 

soon!” written underneath.

31 A weathered letter sealed inside a bottle, washed up 

by the river.

32 A message carved into the wood of an old bench: “I 

still wait for you here.”

33 A pressed flower inside an envelope with no return 

address.

34 A poem written in beautiful handwriting, but missing 

the last line.
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35 A torn page from a storybook with a handwritten note: 

“The ending is wrong.”

36 A letter addressed to someone in town, but no one 

recognizes the name.

41 A dusty note found inside a music box: “Play me under 

the full moon.”

42 A list of names, but half of them are crossed out in ink.

43 A birthday card dated 20 years ago, but it looks freshly 

written.

44 A warning scribbled hastily: “Do not open the door on 

the red moon.”

45 A neatly written invitation to a tea party that hap

pened decades ago.

46 A slip of paper under a bakery counter reading, “The 

secret is in the cinnamon.”

51 A folded map with a small “X” marked outside the 

village.

52 A letter in an old coat pocket that simply says, “I forgive 

you.”

53 A note tucked into a book: “Come find me where the 

old lantern still burns.”

54 A tiny scroll hidden in a drawer, with a single word: 

“Patience.”

55 A farewell letter, but it’s addressed to someone who 

never left.

56 A pressed leaf with words written in golden ink: “Re­

member me in autumn.”

61 A business card for a shop that doesn’t seem to exist.
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62 A letter of apology, but the ink has been smudged 

beyond reading.

63 A recipe for a “memory cake” that includes “one tea­

spoon of laughter.”

64 A neatly folded napkin with musical notes scribbled 

along the edges.

65 A half-finished letter beginning with “I hope you 

haven’t forgotten…”

66 A final message scrawled in the margin of a journal: “It 

was always you.”

Cozy Shops & Their Keepers

D66 Cozy Shops & Their Keepers

11 The Hearth & Hollow – A bookshop where the 

shelves shift slightly when no one is looking. The 

owner, Mr. Thistlewood, remembers every book he’s 

ever sold.

12 The Lantern & Lattice – A candle shop where the 

wicks hum softly. Madame Isolde, the candle maker, 

claims she can weave emotions into wax.

13 Fern & Feather Tea Room – A teahouse run by Aun

tie Elenora, whose tea blends always seem to match 

exactly what a visitor needs.

14 The Woven Wind – A fabric and tailor shop owned 

by Marigold Stowe, who stitches tiny protective 

runes into every garment.

15 The Whistling Kettle – A bakery where the ovens 

never quite cool down. Baker Tomas makes loaves 

that always stay fresh for the perfect amount of time.
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16 Moonwake Instruments – A shop that sells only 

handmade flutes and harps. Gideon the Luthier 

claims each instrument chooses its owner.

21 The Honeycomb Pantry – A general store where the 

honey always tastes just a little different, as if infused 

with forgotten summers. Run by Old Rhea, a former 

beekeeper.

22 Star & Stitches Apothecary – An herbal shop where 

the jars of dried herbs are arranged like constel

lations. Sage Whitlock, the apothecary, can read 

futures in dried leaves.

23 The Midnight Loom – A small weaving shop that 

only opens at twilight. Aunt Moira claims she can 

weave luck into fabric.

24 Bell & Bramble – A florist’s shop where the flowers 

whisper softly at dawn. Clover and Pippin, the twin 

florists, always seem to know who needs a bouquet 

before they ask.

25 Patchwork Wonders – A tailor shop where buttons 

appear in your pocket if you lose them. Miss Juniper 

embroiders small charms into each of her works.

26 The Cloud & Compass – A mapmaker’s shop where 

the ink never quite dries. Cartographer Edwin is 

always half-packed for a journey.

31 Silver & Sunbeam – A jewelry shop that sells pieces 

made from found objects. Lysander the Smith 

hums while he works, and his creations always catch 

the morning light just right.
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32 The Fabled Quill – A stationery shop where the pens 

write neater for their favorite owners. Mistress Ade

laide never seems to blink.

33 Moss & Marble Antiques – A small curio shop filled 

with forgotten trinkets. Mr. Farrow insists every item 

still remembers its first owner.

34 Ember & Ash – A glassblowing studio run by Cres

sida Ashwood, whose creations sometimes glow 

faintly at night.

35 The Wandering Chest – A secondhand shop where 

objects occasionally rearrange themselves. Mer

chant Tobias has never left town, yet somehow 

always has goods from distant places.

36 The Fiddlefern Bakery – A cozy bakery known for 

pastries that taste like nostalgia. Rosie Fiddlefern 

claims she bakes memories into her bread.

41 The Velvet Paw – A shop selling scarves, gloves, and 

hats. Mina Softpaw, a retired adventurer, knits each 

item while telling stories.

42 The Murmuring Brook – A quiet bookshop with a 

hidden back room. Elliot Waters, the keeper, reads 

aloud to the books at night.

43 The Sunbeam Market – A shop that only stocks 

fresh produce and homegrown spices. Miriam, the 

grocer, always knows exactly what’s in season.

44 The Bramble Basket – A small stall selling en

chanted baskets that never spill their contents. Holly 

Redfern, the weaver, was once a famous traveler.
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45 Whisper & Wing – A music store where the instru

ments seem to remember the songs played on 

them. Old William always recognizes a melody, even 

if he’s never heard it before.

46 The Pebbled Path – A shoemaker’s shop where 

every pair is made by hand. Finnian Cobbler makes 

shoes that always find their way home.

51 The Lantern Nook – A cozy lighting shop where 

lamps flicker when good news is near. Mistress Lau

rel is rarely seen without a warm cup of tea.

52 The Gentle Hearth – A furniture workshop run by 

Mason Turner, who crafts rocking chairs that always 

feel perfectly worn-in.

53 The Owl & Inkpot – A scribe’s shop where the ink 

bottles refill themselves at dawn. Mr.  Sylvan, the 

scribe, always remembers a customer’s handwriting.

54 The Whispering Willow – A flower shop where bou

quets bloom fresh upon purchase. Nettle Windrow 

always wears a crown of woven herbs.

55 Cobweb & Crystal – A shop full of small trinkets that 

glow softly in moonlight. Miss Lenora claims each 

item is waiting for the right person.

56 The Echoing Bell – A clockmaker’s shop where no 

two clocks tick in perfect sync. Old Mr. Dorian winds 

every clock by hand each morning.

61 The Everwarm Hearth – A candle and incense shop 

where the scents change based on the weather. 

Maggie Brightfire always smells of cinnamon and 

cloves.

88



D66 Cozy Shops & Their Keepers

62 The Dusty Satchel – A leatherworking shop where 

each bag made seems to weigh less than expected. 

Benedict Leatherby has never lost a single item in 

his life.

63 The Wayfarer’s Knot – A rope and knot shop run by 

Captain Norwyn, an old sailor who ties knots that 

never come undone unless they’re ready.

64 The Silver Birch – A woodcarving shop where the 

scent of fresh shavings lingers. Rowan Birchwood 

always leaves a small hidden carving in their work.

65 The Hollow Acorn – A shop selling enchanted 

charms made from nature. Lena and Piper, the twin 

sisters who run it, never seem to age.

66 The Starlit Loom – A tailor’s shop where the gar

ments seem to subtly change their patterns at night. 

Mistress Aveline always embroiders a single hidden 

star into every piece.

Baking Mishaps & Culinary Wonders

D66 Baking Mishaps & Culinary Wonders

11 A loaf of bread rises perfectly but hums softly when 

sliced.

12 A batch of cookies accidentally turns invisible, though 

they still smell delicious.

13 A cake baked for a festival changes flavors depending 

on who eats it.

14 A cinnamon roll starts spinning gently on its plate, 

refusing to be eaten until complimented.
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D66 Baking Mishaps & Culinary Wonders

15 A pie filling rearranges itself to form pictures of dis

tant places.

16 A cup of tea whispers a kind word before cooling to 

the perfect drinking temperature.

21 A baker misreads a recipe, and now their muffins glow 

faintly in the dark.

22 A pastry crumbles into the shape of a perfect heart, 

completely by accident.

23 A loaf of bread puffs up larger than expected, filling 

the entire kitchen.

24 A missing ingredient is found tucked neatly inside the 

recipe book, though no one put it there.

25 A spoon stirs by itself, as if eager to help with the 

baking.

26 A batch of scones turns an unusual shade of blue, but 

tastes better than ever.

31 A cup of cocoa refuses to spill, no matter how much 

it’s tilted.

32 A bun left in the oven too long still emerges perfectly 

soft.

33 A sugar-dusted tart reveals a hidden message when 

the light hits it just right.

34 A teapot begins whistling a tune instead of its usual 

sharp whistle.

35 A pie smells exactly like a childhood memory of home.

36 A cake rises taller than expected, revealing a hidden 

pattern inside when cut.
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D66 Baking Mishaps & Culinary Wonders

41 A baker accidentally doubles the cinnamon, making 

the entire village smell warm and sweet.

42 A loaf of bread splits open to reveal a tiny folded note 

inside.

43 A batch of cookies goes missing from the counter, 

only to be found neatly arranged outside.

44 A slice of toast lands butter-side up every single time.

45 A warm pastry seems to hum in harmony with the 

morning birdsong.

46 A tray of biscuits refuses to cool down, staying warm 

for hours.

51 A stray ingredient falls into the mix, making the entire 

batch sparkle faintly.

52 A pie filling swirls into the shape of a sleepy cat just 

before being served.

53 A misplaced pinch of salt makes a batch of scones 

unusually lucky.

54 A roll of dough seems to twitch as if it’s eager to be 

baked.

55 A slice of cake gives off a gentle glow under moon

light.

56 A single pastry in a batch always lands in the hands of 

the hungriest person nearby.

61 A loaf of bread smells so inviting that even the grump

iest villager smiles.

62 A forgotten tart left in the oven too long still comes 

out golden and perfect.
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D66 Baking Mishaps & Culinary Wonders

63 A cup of hot cider swirls on its own, forming tiny 

constellations.

64 A baker’s apron gains a new embroidered pattern 

overnight, as if stitched by unseen hands.

65 A small pastry left on a windowsill vanishes, but the 

next day, a thank-you note appears.

66 A batch of cupcakes forms a pattern on the tray, 

spelling out a name no one recognizes.

Herbal Remedies & Potion Side Effects

D66 Herbal Remedies & Potion Side Effects

11 A calming tea blend that helps with sleep, but also 

makes dreams more vivid.

12 A potion for sore throats that briefly causes the 

drinker’s voice to echo.

13 A herbal salve that heals small cuts instantly, but 

smells like freshly baked bread.

14 A tonic that boosts energy but makes the drinker 

slightly more prone to giggling.

15 A tea that clears the mind, but also makes the drinker 

temporarily forget minor things.

16 A syrup for headaches that causes the drinker’s hair to 

shimmer in the sunlight.

21 A digestive tonic that works instantly but causes a 

brief moment of hiccups.

22 A potion meant to ease sadness that makes the 

drinker momentarily hear comforting whispers.
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D66 Herbal Remedies & Potion Side Effects

23 A balm for aching muscles that tingles and smells of 

summer rain.

24 A cough remedy that works but causes the drinker’s 

voice to sound slightly musical for an hour.

25 A flower-based tea that relieves stress and causes the 

drinker’s eyes to glow softly at night.

26 A potion for courage that makes the drinker stand 

taller for a few minutes.

31 A fever remedy that gives off a faint lavender scent 

when mixed.

32 A tonic that relieves exhaustion but makes the drinker 

momentarily very talkative.

33 A tea that helps with focus but causes words on a page 

to shimmer slightly.

34 A cooling salve that numbs pain and leaves the skin 

with a faint, shimmering glow.

35 A potion that soothes nerves but temporarily makes 

the drinker unable to frown.

36 A stomach-soothing tea that also makes the drinker 

slightly more attuned to birdsong.

41 A potion that cures hiccups but makes the drinker 

sneeze tiny glowing sparks.

42 A minty syrup that refreshes breath and causes a faint 

chill in the air around the drinker.

43 A tonic that helps with memory but makes old, nearly 

forgotten memories surface.

44 A soothing balm that, when applied, hums a faint, 

comforting melody.
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D66 Herbal Remedies & Potion Side Effects

45 A potion for warming up on cold days that briefly 

causes the drinker’s cheeks to glow.

46 A tea that enhances creativity but causes ink to flow 

more freely from quills and pens.

51 A sleep aid that works perfectly but also causes the 

drinker to sleep-talk in rhymes.

52 A potion to stop nightmares that leaves behind a faint 

scent of cinnamon and honey.

53 A tea that boosts confidence but makes the drinker’s 

footsteps slightly louder.

54 A potion that helps with healing, but makes the 

drinker feel a little too cozy to move quickly.

55 A herbal tonic that sharpens hearing but muffles dis

tant sounds.

56 A tea that brings warmth to cold fingers and toes but 

makes steam rise gently from the drinker’s breath.

61 A potion for clearing congestion that makes the 

drinker’s nose temporarily very sensitive to scents.

62 A balm for sore feet that also leaves faint, glowing 

footprints for a few minutes.

63 A tonic that soothes anxiety but makes the drinker’s 

hands feel slightly tingly.

64 A potion that helps with relaxation but causes candles 

nearby to flicker softly.

65 A cooling tea that leaves behind the taste of mint for 

several hours.

66 A remedy for restlessness that briefly makes the 

drinker’s shadow move on its own.
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Talking Animals & Their Troubles

D66 Talking Animals & Their Troubles

11 A cat insists that it once belonged to royalty but has 

lost proof of its noble lineage.

12 A mouse is searching for a lost button that it swears 

was once its treasure.

13 A fox needs help remembering where it buried some

thing important.

14 A parrot keeps repeating a phrase in an unfamiliar 

language and wants to know what it means.

15 A dog insists that it saw a ghost last night but no one 

believes it.

16 A hedgehog keeps waking up to find its nest re

arranged mysteriously.

21 A raven has a message to deliver but has forgotten 

who it was for.

22 A rabbit refuses to go home because it insists the 

burrow is haunted.

23 A squirrel needs help retrieving a stolen acorn from a 

mischievous magpie.

24 A barn owl keeps landing on the same windowsill 

each night and won’t explain why.

25 A swan is convinced it’s actually a goose but wants a 

second opinion.

26 A cat keeps stealing small items from a shop and can’t 

explain why.

31 A group of fireflies blinks in a pattern that seems to 

be a message.
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D66 Talking Animals & Their Troubles

32 A turtle claims it once raced a hare and is still bitter 

about the outcome.

33 A fox wears a ribbon around its neck and won’t say 

where it got it.

34 A horse refuses to walk a certain path, saying the 

ground “feels wrong.”

35 A talking fish appears in a pond for only one night a 

year and has something important to say.

36 A frog keeps croaking a tune that sounds almost like 

an old lullaby.

41 A magpie has been collecting shiny objects and 

wants to trade them for something “better.”

42 A deer with one golden antler is looking for the other 

one.

43 A cat insists that it knows a shortcut through town 

but refuses to explain how.

44 A crow keeps dropping twigs onto a specific rooftop 

and won’t say why.

45 A dog believes that its shadow has been acting 

strangely.

46 A goose seems determined to lead strangers to an 

old, forgotten bridge.

51 A tiny bird is searching for its favorite tree, but the tree 

has disappeared.

52 A wise old owl is willing to answer one question—but 

only if asked in rhyme.

53 A hedgehog claims to have met a fairy and wants to 

prove it.
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D66 Talking Animals & Their Troubles

54 A fox keeps laughing at jokes no one else can hear.

55 A cat has been following someone for weeks and 

finally admits it was sent by someone they know.

56 A duck insists that the pond’s water tastes “different” 

but can’t explain why.

61 A mouse has a tiny satchel of notes but doesn’t know 

who wrote them.

62 A goat keeps trying to eat a very specific book and 

won’t say why.

63 A blackbird keeps tapping on a door at the exact 

same time every morning.

64 A dog is convinced it saw the moon wink at it last 

night.

65 A butterfly seems to be spelling something out with 

its wing patterns.

66 A fox claims to know a hidden treasure but refuses to 

share unless asked politely.

Gentle Spirits & Hauntings

D66 Gentle Spirits & Hauntings

11 A ghostly cat keeps curling up by the fireplace of an 

abandoned house.

12 A spirit lingers in a teashop, making sure the tea is 

always brewed just right.

13 A faint melody plays in the town square at dusk, but 

no one can find its source.

14 A lantern in the village never goes out, no matter 

how strong the wind.
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D66 Gentle Spirits & Hauntings

15 A child’s laughter echoes from an empty swing set 

on foggy mornings.

16 A shadow follows visitors through the forest, but 

only on moonless nights.

21 A kind spirit leaves warm blankets on doorsteps 

before the first snowfall.

22 Someone keeps finding handwritten notes in their 

handwriting—but they never wrote them.

23 A pair of dancing footprints appear on the old stage 

once a year.

24 A locked attic door occasionally creaks open, reveal

ing a room filled with light.

25 The scent of fresh-baked bread lingers in a house 

where no one has cooked in years.

26 A child claims to have an invisible friend who always 

gives the best advice.

31 A mirror in an antique shop sometimes shows 

glimpses of people who aren’t there.

32 A faint knock is heard on a cottage door every 

evening, but no one is outside.

33 A spirit watches over the town library, making sure 

no book is ever truly lost.

34 A forgotten garden blooms perfectly each spring, 

though no one tends to it.

35 A wisp of smoke curls into words before vanishing in 

the fireplace.

36 A lantern in the old watchtower flickers at the exact 

same time each night.
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D66 Gentle Spirits & Hauntings

41 A door in the village sometimes leads to a different 

place for just a moment.

42 A kind spirit leaves small trinkets in shoes, as if 

granting tiny wishes.

43 A bell rings faintly in the night air, though no bells 

are nearby.

44 A portrait in the town hall seems to change expres

sions ever so slightly.

45 The sound of laughter echoes through the bakery 

before sunrise.

46 A trail of glowing footprints appears in the meadow 

before fading at dawn.

51 A spirit hums an old tune near the riverbank, but 

only when it’s raining.

52 A rocking chair in the village square gently sways, 

even when there is no wind.

53 A carved wooden bird whistles a tune when no one 

is looking.

54 A ghostly figure sometimes sits on the same bench, 

watching the sunset.

55 A candle flickers brightly when someone tells a par

ticularly heartfelt story.

56 A name appears in the condensation on a window 

every winter morning.

61 A toy left on a doorstep is always found tucked into 

a child’s bed the next day.

62 A faint shadow lingers in the bookshop, always hov

ering near the poetry section.
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D66 Gentle Spirits & Hauntings

63 A spirit helps turn the pages of a diary, as if eager to 

be remembered.

64 A wisp of mist takes the shape of a person whenever 

music is played nearby.

65 A tree in the village square has initials carved into its 

trunk that weren’t there yesterday.

66 A kind presence ensures a candle in the town chapel 

never goes out.

Magical Mishaps & Whimsy

D66 Magical Mishaps & Whimsy

11 A book in the library keeps changing its title every 

time it’s placed on a shelf.

12 A teapot starts pouring tea before anyone picks it 

up.

13 A scarf in the market keeps slipping off its hook and 

wrapping around people’s shoulders.

14 A loaf of bread comes out of the oven already neatly 

sliced.

15 A candle flickers to the rhythm of whoever is speak

ing nearby.

16 A chalk drawing in the town square refuses to be 

washed away by the rain.

21 A cat’s shadow briefly stretches into the shape of 

wings before returning to normal.

22 A fallen leaf drifts against the wind, as if reluctant 

to land.

23 A quill writes by itself, but only in riddles.
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D66 Magical Mishaps & Whimsy

24 A puddle reflects a slightly different version of the 

sky.

25 A ladder leans against a building but no one re

members placing it there.

26 A weather vane spins in circles on a completely still 

day.

31 A street lamp lights up a few seconds before anyone 

passes underneath it.

32 A piece of paper keeps folding itself into tiny origami 

birds.

33 A pocket watch that hasn’t worked in years sud

denly ticks for a few seconds at random times.

34 A door in the village creaks out a tune when opened.

35 A small rock in the road always rolls just a little out 

of the way before someone steps on it.

36 A broom in the bakery slowly sweeps the floor 

overnight.

41 A hat caught in the wind lands neatly on a 

passerby’s head.

42 A set of keys appears in a pocket, even though they 

were left at home.

43 A spilled drink never stains, no matter what color it 

is.

44 A piece of embroidery rearranges itself into different 

patterns when no one is watching.

45 A cobblestone in the square hums when tapped 

with a cane.
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D66 Magical Mishaps & Whimsy

46 A chair scoots itself forward when someone hesi

tates before sitting down.

51 A ribbon tied to a shop door sways as if tugged by 

invisible hands.

52 A shadow lingers a moment longer than it should 

before catching up with its owner.

53 A lantern flickers to match the heartbeat of the 

person holding it.

54 A windowpane fogs up with words written in a lan

guage no one recognizes.

55 A coat in the market rack always falls off its hanger 

when someone walks by in the rain.

56 A loaf of bread bounces lightly when tapped, as if 

full of air.

61 A feather floats straight up before slowly drifting 

back down, no wind required.

62 A song lingers in the air a few seconds after it has 

stopped playing.

63 A pot of soup simmers at the exact right tempera

ture without burning.

64 A rocking chair in the village square creaks softly, 

even when empty.

65 A paper note is found with the words “You’ll need 

this soon” written in neat handwriting.

66 A handful of flower petals swirl in a tiny spiral before 

settling on the ground.
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Unfinished Stories & Lost Books

D66 Unfinished Stories & Lost Books

11 A diary with every page written except for the last 

one, which is left blank.

12 A book with a title no one can remember after closing 

it.

13 A novel missing its final chapter, but the pages feel 

heavier where the ending should be.

14 A collection of bedtime stories, each one subtly 

changing every time it’s read aloud.

15 A tiny book found under a floorboard, filled with 

poems in delicate handwriting.

16 A book whose words rearrange themselves into dif

ferent languages depending on who reads it.

21 A journal with entries dated in the future, recording 

events that haven’t happened yet.

22 A book of maps, but each page leads to a place no 

one recognizes.

23 A recipe book where new dishes appear on its pages 

whenever someone recalls a childhood meal.

24 A novel where the name of the protagonist is missing, 

replaced with a blank space.

25 A book with illustrations that change subtly from day 

to day.

26 A pocket-sized book found in an old satchel, its pages 

filled with half-written letters.

31 A book of riddles, but the answers appear only when 

spoken aloud.
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D66 Unfinished Stories & Lost Books

32 A storybook where the characters seem to glance at 

the reader when no one is looking.

33 A thin leather journal with the words “For You” writ

ten on the inside cover.

34 A book that sometimes flips to a certain page on its 

own, as if hinting at something important.

35 A poetry book where one poem is torn out, but the 

imprint of its words remains faintly visible.

36 A logbook filled with names and descriptions, but no 

one remembers writing in it.

41 A stack of pages tucked into a drawer, labeled “To Be 

Finished One Day.”

42 A book whose ink shimmers faintly under moonlight, 

revealing hidden notes.

43 A play script with a missing ending, and a note in the 

margin: “You decide.”

44 A book of fairy tales that tells a slightly different ver

sion of the stories each time it’s read.

45 A history book that mentions a village no one has ever 

heard of.

46 A children’s book with one missing illustration, its 

caption reading, “Yet to be drawn.”

51 A novel where certain words have been underlined 

by a past reader—forming a secret message.

52 A book of letters between two people, but only half 

of them remain.

53 A book with a single pressed flower between its 

pages, perfectly preserved.
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D66 Unfinished Stories & Lost Books

54 A small book of lullabies, but the notes for the last 

song have been scribbled out.

55 A dusty tome with a dedication: “To the one who will 

find me.”

56 A book with an unfamiliar symbol on the cover, glow

ing faintly at dusk.

61 A handwritten manuscript titled “The Story of a For­

gotten Friend.”

62 A book of short stories, each one signed by a different 

person.

63 A book with blank pages—except for one, where a 

name is scrawled in the corner.

64 A guidebook for a town that no longer exists.

65 A book that, when placed on a shelf, always ends up 

next to a certain other book.

66 A final volume in a series that was never completed

—except for this one copy.

Lantern-Keepers’ Secret Destinations

D66 Lantern-Keepers’ Secret Destinations

11 A grove where fireflies gather in perfect rings, glowing 

brighter when a traveler is near.

12 A stone bench on a cliffside where lanterns are left for 

those who never returned home.

13 A winding path that disappears under moonlight but 

always leads somewhere safe.

14 An ancient willow whose branches form an archway 

leading to a forgotten shrine.
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D66 Lantern-Keepers’ Secret Destinations

15 A bridge that only appears on foggy nights, crossing 

a river that is no longer there.

16 A clearing where the wind always carries the scent of 

warm tea and honey.

21 A rocky ledge overlooking the sea, where lanterns 

glow faintly even when unlit.

22 A secret garden where lost objects gently drift into 

place, waiting to be reclaimed.

23 A crossroads where a single lantern remains lit, even 

with no keeper nearby.

24 A quiet dock on a lake that reflects the stars perfectly, 

even during the day.

25 A hidden alcove in the hills where old love letters are 

tucked between the stones.

26 A sunken path lined with smooth river stones, leading 

to a well that whispers names.

31 A forgotten watchtower whose bell rings only when 

someone is truly lost.

32 A grove where footprints never last, fading like mist 

even in the driest seasons.

33 A lantern post at the edge of town that flickers when 

a traveler is returning home.

34 A meadow where every footstep leaves behind a faint, 

glowing imprint.

35 A rocky outcrop where a lantern is always left burning, 

though no one claims it.

36 A wooden stairway hidden in the cliffs, leading to a 

small room filled with candles.
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D66 Lantern-Keepers’ Secret Destinations

41 A cobblestone path that leads only to places where 

someone is waiting.

42 A small shrine carved into a tree, where messages can 

be left for those far away.

43 A cave where an eternal ember smolders, lighting the 

way for those who need it most.

44 A quiet cove where lost ships are said to rest, their 

lanterns still shining.

45 A narrow alley in the village where lantern light reveals 

footprints from the past.

46 A single lamppost deep in the forest, burning even 

when no one has tended it.

51 A grove where old lanterns are hung in the trees, their 

flames dancing without heat.

52 A wooden footbridge that only reveals itself when 

carrying a traveler home.

53 A village gate that glows faintly under starlight, even 

when no candles are near.

54 A small room at the inn where the fireplace never 

cools, always waiting for a lost traveler.

55 A narrow tunnel under the hills, where lanterns light 

themselves as people pass.

56 A quiet pier where boats arrive with no oarsman, 

always carrying something left behind.

61 A street corner where an old lamplighter used to 

stand, still warm to the touch.

62 A rocky outcrop where the wind whispers forgotten 

names into the air.
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D66 Lantern-Keepers’ Secret Destinations

63 A lantern stand in the middle of a field, where lost 

travelers always seem to arrive.

64 A ruined village where only the lantern posts remain 

untouched.

65 A single cobblestone in the marketplace that, when 

stepped on, reveals the safest way home.

66 A bridge between two trees where the lanterns light 

only when someone carries a heavy heart.

Companion Creatures & Their Quirks

D66 Companion Creatures & Their Quirks

11 A small fox with a star-shaped mark on its forehead 

that only appears at night.

12 A rabbit whose fur changes slightly with the seasons.

13 A tiny owl that refuses to sleep unless it hears a bed

time story.

14 A cat that always seems to be waiting exactly where 

you need it to be.

15 A squirrel that collects acorns and arranges them in 

strange patterns.

16 A dog that refuses to walk in the rain but loves splash

ing in puddles afterward.

21 A hedgehog that curls into a ball and hums softly 

when it’s content.

22 A parrot that only repeats words whispered in secret.

23 A small lizard that curls up on books and somehow 

absorbs their stories.
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D66 Companion Creatures & Their Quirks

24 A mouse that gathers tiny scraps of fabric to build a 

cozy nest.

25 A goat that can always find the way home, even from 

unfamiliar places.

26 A crow that collects shiny objects and carefully 

arranges them in neat rows.

31 A fox that disappears into the mist whenever it gets 

startled.

32 A songbird that sings softly whenever someone 

nearby feels lonely.

33 A cat that refuses to sit anywhere except the sunniest 

spot in the room.

34 A firefly that flickers whenever someone nearby is 

about to have an idea.

35 A turtle that always takes the longest but somehow 

arrives first.

36 A ferret that sneaks small gifts into its owner’s pock

ets.

41 A small dog that can hear things from far away but 

only listens when it wants to.

42 A bat that refuses to sleep upside-down like a normal 

bat.

43 A pigeon that always delivers letters to exactly the 

right person.

44 A cat whose whiskers twitch whenever it senses 

something important nearby.

45 A sheep that follows the wind as if it hears something 

in it.
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46 A small frog that croaks in perfect rhythm with falling 

rain.

51 A magpie that nudges coins off tables just to watch 

them roll.

52 A raccoon that sorts objects by color when no one is 

looking.

53 A rabbit that always finds four-leaf clovers but never 

eats them.

54 A moth that flutters around glowing objects instead 

of flames.

55 A fox that leaves behind faint pawprints even on dry 

ground.

56 A dog that chases shadows instead of squirrels.

61 A tiny bird that sings in response to specific words or 

phrases.

62 A cat that always turns up exactly when someone 

needs comfort.

63 A small deer that only appears when someone is lost 

and vanishes when they find their way.

64 A chameleon that blends into patterns rather than 

colors.

65 A tiny fish that follows boats as if guiding them.

66 A fox that appears in dreams before it shows up in real 

life.
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Familiar Faces in Unfamiliar Places

D66 Familiar Faces in Unfamiliar Places

11 The village baker is spotted in the middle of the forest, 

carrying a basket of warm bread.

12 The town librarian is found reading a book in a place 

where no books should be.

13 A childhood friend is seen boarding a boat they always 

swore they’d never sail on.

14 The local tailor is discovered sewing in a meadow, 

stitching patterns that glow in the moonlight.

15 The grumpy cobbler is seen at the edge of a cliff, 

humming a lullaby to the wind.

16 The innkeeper is found fast asleep on a mossy rock, 

though they claim they weren’t tired.

21 The blacksmith is seen leaving an offering at a small 

shrine deep in the woods.

22 The florist is spotted carefully collecting petals from 

flowers that only bloom at twilight.

23 The town doctor is discovered watching fireflies as if 

listening to them.

24 The local fisherman is found skipping stones across a 

pond, looking for something lost.

25 A neighbor is seen talking to a cat as if it’s answering 

back.

26 The quietest person in town is found standing on a 

hill, reading aloud to the wind.

31 The post carrier is seen leaving letters at an aban

doned house.
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D66 Familiar Faces in Unfamiliar Places

32 The traveling merchant is sitting by the riverside, skip

ping pebbles instead of selling wares.

33 A wandering musician is discovered playing a silent 

song with no instrument.

34 The candle-maker is seen lighting a single lantern in 

an alleyway, then walking away.

35 A distant relative is spotted browsing a bookshop in a 

town far from home.

36 A usually cheerful baker is found staring at a blank 

wall, deep in thought.

41 A schoolteacher is seen tracing their fingers over an 

old name carved into a tree.

42 The tailor’s apprentice is found tying ribbons onto a 

fence with no explanation.

43 A farmer is spotted talking to the wind, waiting for a 

reply.

44 A painter is seen sketching the sky, but the clouds 

they draw appear moments later.

45 The old miller is found turning a pocket watch over 

and over, though it no longer ticks.

46 The storyteller is overheard reciting a tale, but no one 

is listening—except perhaps someone unseen.

51 A childhood friend waves from a window, but when 

you check, no one is inside.

52 A retired adventurer is spotted watching the sunrise 

from the highest rooftop.

53 A usually busy merchant is sitting quietly at the pier, 

as if waiting for someone.
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D66 Familiar Faces in Unfamiliar Places

54 The village clockmaker is found winding an invisible 

clock, whispering numbers.

55 A seamstress is seen at the river’s edge, setting tiny 

paper boats afloat.

56 The baker’s apprentice is found stacking stones into 

careful, balanced towers.

61 A young child claims to have met someone from town 

in a dream—only to see them doing the exact same 

thing later.

62 The innkeeper’s cat is spotted far from home, watch

ing something unseen.

63 A scholar is found sitting at a crossroads, staring at an 

unmarked signpost.

64 A familiar shopkeeper is spotted in an unfamiliar shop, 

but they don’t seem to recognize you.

65 A neighbor is found standing in a field of fireflies, 

whispering something softly.

66 A friend who left town years ago appears at a festival, 

but when you try to find them again, they’re gone.

Unusual Tea Blends & Their Effects

D66 Unusual Tea Blends & Their Effects

11 Moonlit Lavender – A calming tea that helps with 

sleep and causes dreams to be slightly more vivid.

12 Autumn Ember – Warms the drinker from head to toe 

and makes their breath smell faintly of cinnamon.

13 Silver Fog – Clears the mind, but also causes the 

drinker to hear faint echoes of past conversations.
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D66 Unusual Tea Blends & Their Effects

14 Whisperleaf – Enhances focus and concentration, 

but words written while drinking it seem to glow 

softly for a few moments.

15 First Snow – A crisp, cooling tea that makes the 

drinker feel as if they’ve just stepped into fresh winter 

air.

16 Golden Glow – Gives the drinker a gentle sense of 

happiness, like the warmth of sitting by a fire on a 

rainy day.

21 Honeyed Hush – Soothes sore throats and momen

tarily deepens the drinker’s voice.

22 Twilight Petal – A floral tea that helps recall old mem

ories with striking clarity.

23 Dewdrop Mint – Refreshing and cool, causing a faint 

sensation of morning mist on the skin.

24 Elderberry Charm – Boosts energy, but also makes 

small objects easier to find.

25 Brambleberry Brew – Tastes sweet at first, then turns 

slightly tart, encouraging spontaneous laughter.

26 Velvet Night – A deep, rich tea that makes the 

drinker’s heartbeat feel slightly in sync with the tick

ing of a clock.

31 Emberthorn Spice – Warms the body and keeps 

hands and feet toasty for hours.

32 Starflower Infusion – Causes the drinker to see faint 

glimmers in the sky, even when it’s cloudy.

33 Cloudberry Drift – Makes one feel lighter on their feet 

and subtly improves balance.
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D66 Unusual Tea Blends & Their Effects

34 Sundappled Peach – Brings back the feeling of lazy 

summer afternoons, even in winter.

35 Midsummer Glow – Enhances creativity, but the 

drinker’s fingertips tingle slightly while writing or 

painting.

36 Candlewick Brew – Helps calm nerves but also 

makes candle flames flicker whenever the drinker 

exhales.

41 Mariner’s Steep – Helps soothe seasickness and al

lows the drinker to hear distant waves when closing 

their eyes.

42 Harvest Hearth – Comforts the drinker and temporar

ily makes everything smell faintly of baking bread.

43 Rosehip Reverie – A floral tea that encourages day

dreaming and gentle, imaginative thoughts.

44 Echoing Chamomile – Helps with sleep and causes 

soft humming sounds to linger in the air around the 

drinker.

45 Mossy Hollow – Grounds the drinker, making them 

feel as though they are rooted to the earth like an 

ancient tree.

46 Featherlight Lemon – A zesty tea that makes the 

drinker feel lighter and quicker on their feet.

51 Crisp Orchard – Gives the sensation of biting into 

a fresh apple and momentarily makes all fruit taste 

sweeter.

52 Wanderer’s Blend – Restores energy but gives the 

subtle feeling of being pulled toward an unknown 

destination.
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D66 Unusual Tea Blends & Their Effects

53 Sable Moon – A rich, dark brew that temporarily 

sharpens night vision.

54 Willow Whisper – Enhances intuition, making the 

drinker more aware of subtle changes in their sur

roundings.

55 Stormy Grey – Warms the body on cold days and 

makes thunder sound distant and soothing rather 

than loud.

56 Dandelion Waltz – Causes the drinker to uncon

sciously sway slightly to an unheard rhythm.

61 Frostbloom Blend – Tastes icy at first sip but leaves a 

lingering warmth.

62 Golden Hour Chai – Enhances appreciation for light 

and color, making the world seem more vibrant.

63 Quiet Glen – A grounding tea that helps with medita

tion and makes the drinker’s voice slightly softer.

64 Pinecone Steep – Smells of pine forests and makes 

the drinker momentarily feel like they’ve stepped into 

the woods.

65 Woven Dream – A soft, floral tea that occasionally 

leaves the drinker with a half-remembered dream 

upon waking.

66 Lantern Glow – A comforting tea that makes lanterns 

burn just a little brighter while it’s being sipped.

Fateful Coincidences & Lucky Moments

D66 Fateful Coincidences & Lucky Moments

11 A letter meant for someone else arrives at just the 

right moment to be useful.
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D66 Fateful Coincidences & Lucky Moments

12 A forgotten coin is found in a pocket just when it’s 

needed.

13 A book falls open to exactly the right page to answer 

a question.

14 A bakery has exactly one loaf left of a person’s favorite 

bread.

15 A lost key is found in the most unexpected place—

right when it’s needed.

16 Two people say the same thing at the same time and 

share a knowing smile.

21 A lantern flickers at just the right moment, revealing 

something hidden.

22 A stranger offers help with a task before they even 

know it’s needed.

23 A cat shows up on a doorstep just as someone is 

feeling lonely.

24 A missing button, sock, or glove reappears weeks after 

it was lost.

25 A sudden gust of wind carries an important paper 

straight into the right hands.

26 A train, ferry, or carriage is running late—allowing a 

chance meeting that wouldn’t have happened other

wise.

31 A rainbow appears just as someone makes an impor

tant decision.

32 A child shares a piece of seemingly random wisdom 

at the perfect time.

33 A musician begins playing the exact song someone 

was thinking about.
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D66 Fateful Coincidences & Lucky Moments

34 A soft rain begins to fall, cooling the air just before a 

long journey.

35 A misplaced letter or note is found by exactly the right 

person.

36 A firefly lands on someone’s hand, lingering as if rec

ognizing them.

41 A shopkeeper accidentally saves the last of an item 

someone was looking for.

42 A scarf, hat, or glove is picked up just before an unex

pected chill in the air.

43 A flower blooms unexpectedly outside someone’s 

window on an important day.

44 Someone hums a song, only to realize another person 

nearby is humming it too.

45 A chance detour leads to discovering a beautiful hid

den place.

46 A small bird follows someone home, then flits away as 

soon as they arrive.

51 A candle flickers at the exact moment a difficult deci

sion is made.

52 A stranger says something in passing that turns out 

to be exactly what someone needed to hear.

53 A rainstorm stops just as someone steps outside with

out an umbrella.

54 A book borrowed long ago is returned the same day 

its owner was thinking about it.

55 A cup of tea is made just the way someone likes it—

without them asking.
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D66 Fateful Coincidences & Lucky Moments

56 A small child waves excitedly at someone from across 

the street, making them smile.

61 A missing earring, ring, or trinket is found at the bot

tom of a bag.

62 A shopkeeper discounts an item just before someone 

decides they can’t afford it.

63 A lantern lights itself just as someone reaches for a 

match.

64 A path that should have been confusing turns out to 

be easy to follow.

65 A forgotten letter arrives just when it’s most needed.

66 A wish made absentmindedly comes true in the 

smallest, sweetest way.

Inspiration Tables

Verbs

Verbs 1 2 3 4 5 6

1 Brew Stitch Whis

per

Wan

der

Glow Hum

2 Bloom Gather Com

fort

Listen Drift Mend

3 Glim

mer

Soothe Spark Rustle Tangle Perch

4 Sprin

kle

Un

ravel

Warm Bind Mur

mur

Carve

5 Catch Reflect Stir Kindle Float Guide

6 Weave Linger Fold Flicker Grow Nest
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Adjectives

Adjec­

tives

1 2 3 4 5 6

1 Cozy Flick

ering

Whim

sical

Gentle Frosted Mel

low

2 Sun-

dap

pled

Soft-

spo

ken

Wan

dering

Tran

quil

Tat

tered

Drowsy

3 Secre

tive

Warm

hearted

Hid

den

Shim

mer

ing

Dusky Quiet

4 Sleepy Time

worn

Breezy Nos

talgic

Can

dlelit

Starry

5 Over

grown

Au

tum

nal

Glow

ing

Vel

vet-

soft

Faintly 

hum

ming

Play

ful

6 Hearth-

warmed

Faded Mirth

ful

Misty Dream

like

Wispy

Nouns

Nouns 1 2 3 4 5 6

1 Lantern Quilt Teacup Hearth Firefly Feather

2 Story

book

Com

pass

Key Thread Bell Meadow

3 Ink Can

dle

Whis

per

Or

chard

Cloud Clock

work

4 Clover Doorstep Secret Patch

work

Star Tide
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Nouns 1 2 3 4 5 6

5 Letter Foot

path

Mist Cob

ble

stone

Wil

low

Mur

mur

6 Rib

bon

Peb

ble

Echo Cup

board

Lantern

light

Dew

drop

Appendix: Inspirational Media
These books, films, and other media have inspired the 

themes, tone, and atmosphere of Loner Cozy Fantasy. They 

focus on gentle magic, whimsical adventures, and the 

small joys of everyday life.

📚 Books

• The House in the Cerulean Sea – TJ Klune (Found family, 

magical children, warmth)

• Legends & Lattes – Travis Baldree (Cozy slice-of-life fantasy, 

low-stakes adventure)

• The Tea Dragon Society – Katie O’Neill (Whimsical art, 

gentle worldbuilding, tea and dragons)

• Howl’s Moving Castle – Diana Wynne Jones (Quirky magic, 

whimsical adventure, heartwarming romance)

• The Very Secret Society of Irregular Witches – Sangu Man

danna (Hidden magic, found family, personal growth)

• Emily Wilde’s Encyclopaedia of Faeries – Heather Fawcett 

(Academic fantasy, cozy worldbuilding, folklore)

• Silver in the Wood – Emily Tesh (Forest magic, folklore, 

quiet romance)

• The Girl Who Circumnavigated Fairyland in a Ship of Her 

Own Making – Catherynne M. Valente (Whimsical, dreamy, 

rich worldbuilding)
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• The Goblin Emperor – Katherine Addison (Kind protagonist, 

political intrigue without cruelty)

• Over the Woodward Wall – A. Deborah Baker (Lyrical prose, 

quiet adventure, small mysteries)

🎥 Films & TV Series

• Kiki’s Delivery Service (Studio Ghibli) – Cozy world, indepen

dent protagonist, small magic

• My Neighbor Totoro (Studio Ghibli) – Whimsical childhood 

wonder, gentle exploration

• Whisper of the Heart (Studio Ghibli) – Personal growth, art 

and creativity, warm relationships

• Spirited Away (Studio Ghibli) – Hidden magical worlds, 

kindness, transformation

• The Secret of Roan Inish – Irish folklore, quiet family mys

tery, natural magic

• The Little Prince (2015) – Gentle storytelling, poetic themes, 

emotional depth

• Hilda (Netflix) – Cozy folklore, friendly monsters, small but 

meaningful adventures

• Anne with an E (Netflix) – Slice-of-life, small community, 

coming-of-age warmth

• The Moomins (Tove Jansson / Various Adaptations) – Gentle 

philosophy, cozy world, seasonal changes

🎮 Video Games

• Stardew Valley – Community-driven stories, peaceful at

mosphere, small-scale goals

• Cozy Grove – Ghost stories, daily life tasks, gentle mysteries

• Spiritfarer – Emotional storytelling, caring for others, saying 

goodbye
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• Animal Crossing: New Horizons – Small-town feel, relaxing 

tasks, slow life

• Eastshade – A game where you play as a traveling painter, 

exploring a peaceful world

• A Short Hike – A small, heartwarming journey about curios

ity and kindness

• The Legend of Zelda: Breath of the Wild (non-combat 

aspects) – Slow exploration, quiet discovery

• Wytchwood – Crafting, fairy tale magic, quirky spells

🎶 Music & Soundtracks

• Ghibli Soundtracks (Joe Hisaishi) – Magical, warm, and nos

talgic compositions

• Secret of Mana Soundtrack – Gentle fantasy themes, per

fect for wandering and exploring

• Ori and the Blind Forest Soundtrack – Ethereal, nature-

inspired soundscapes

• Minecraft Soundtrack (C418) – Soft, atmospheric, encour

ages creativity

• Celeste Soundtrack – Warm piano and synth with emo

tional depth

• Lo-fi Beats & Fantasy Folk – Great for background music 

while playing

License
Loner Cozy Fantasy

© 2025 Roberto Bisceglie

This work is licensed under the Creative Commons Attribu

tion-ShareAlike 4.0 International License. To view a copy of 

this license, visit http://creativecommons.org/licenses/by-sa/
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4.0/ or send a letter to Creative Commons, PO Box 1866, 

Mountain View, CA 94042, USA.
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