
Caves of Hypnos 

Agenda 

Portray a fantastic world 

Fill the characters’ lives with adventure 

Play to find out what happens 

Principles 

Draw maps, leave blanks 

Address the characters, not the players 

Make a move that follows 

Never speak the name of your move 

Give every monster life 

Ask questions and use the answers 

Be a fan of the characters 

Think dangerous 

Begin and end with the fiction 

Think offscreen, too 

Dungeon moves 

Change the environment 

Point to a looming threat 

Introduce a new faction or type of creature 

Use a threat from an existing faction or type of creature 

Make them backtrack 

Present riches at a price 

Present a challenge to one of the characters 

Questions 

❖ Why do you seek the sleeping god? 

❖ What memories floated through your dreams last night? 

❖ What memories do you wish you could leave behind? 

❖ What happened to the cultists who once worshiped Hypnos? 

 

Impressions 

❖ A field of poppies bordering a rocky hill 

❖ Steps and escarpments, slippery with sand 

❖ Rooms barred with only dark curtains 

❖ Scattered rations and gear left by previous adventurers 

❖ Air heavy with silence 

❖ Slumbering corpses  

❖ A statue of an ancient priest 

❖ Eldritch waters coursing into the darkness 

 

 

 

 

Lore text from “20 Dungeon Starters” by Marshall Miller and Jason Tygart, published by 

Lampblack & Brimstone; Agenda, Principles, and Dungeon Moves from Dungeon World by 

Sage LaTorra and Adam Koebel; both used under a CC BY 3.0 license. Cartography by Dyson 

Logos, used under a non-commercial license. Progress clock from Justin Alexander. 

All other text by Kyle Maxwell, provided under a CC BY 3.0 license. 
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Lore 

Gleaned from Gods and their Dwelling-Places, by Zenopus of 

Portown: 

❖ The god Hypnos is the personification of sleep 

❖ Hypnos dwells in a mansion of caves which sees neither 

sunrise, sunset, nor lightsome noon 

❖ You will know the entrance to the mansion by the field of 

blood-red poppies that carpet the ground there 

❖ The entrance is barred by neither door nor gate, so that 

Hypnos not be awakened by a creaking hinge 

❖ The Lethe—River of Forgetfulness—winds through the caves 

before spilling into the Underworld 

 

Custom Moves 

When you drink from Lethe, the River of Forgetfulness, roll+WIS: 

on a 12+, take +1 forward as you clear your head of negative 

thoughts; on a 10+, choose 2; on a 7-9, you clear your head, but only 

partially, choose 1. 

❖ You remember how to get home. 

❖ You remember who these people around you are. 

❖ You remember why you’re here. 

When you sleep within the mansion of caves, roll+WIS: on a 10+, 

your sleep is untroubled and uninterrupted; on a 7-9, when you 

awake, you find yourself unable to move or speak for several 

minutes. 

When you stand in the presence of Hypnos, roll +CON or +WIS 

(your choice): on a 10+, you feel refreshed, recover all your XP, and 

remove one debility of your choice (as per the Recover move); on a 

7-9, you recover half of your max XP (as per the Make Camp move). 
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Discoveries 

Bag of Sand 

0 weight 

Throw a small quantity of very fine dust in their eyes, just enough 

to prevent them from keeping them open, and so they do not see 

you. You only wants them to be quiet that you may relate to them 

pretty stories. When you sprinkle a pinch of this sand on someone, 

they drift off into the gentlest sleep. 

Iron Rapier 

Close, precise, 1 weight 

This weapon has been touched by the presence of Hypnos, the 

personification of sleep. When you Hack & Slash with the iron 

rapier, on a 12+, one enemy falls into a deep sleep. 

Nightmare Bridle 

Hand, 0 weight 

When you muzzle someone with the Nightmare Bridle, roll+DEX: 

on a 10+, their world transforms into their most hellish fears; on a 

7-9, they see their nightmares made real, but only for a moment. 

   

Dangers 

When you enter the field of poppies, roll+CON: on a 10+, you stay 

fully awake; on a 7-9, you suffer a debility (GM’s choice) as you 

have difficulty not falling asleep. 

Hypnotic Guard 

Group, Stealthy, Divine, Organized, Intelligent, Ancient 

Damage Whirling rapiers 1d8, 1 piercing (hand, close) 
HP 8 Armor 1 

Special Qualities Makes no sound 

Hypnos must not be awakened, lest madness consume us all as 

wakefulness finds no respite. Guards have stood watch since the 

time before time to protect the precious gift of sleep. 

Instinct To silence any who would awaken Hypnos 

❖ Flank enemies when fighting in a squad 

❖ Fight with no noise whatsoever 

❖ Drive intruders away from the presence of a god 

Sandsower 

Solitary, Stealthy, Divine, Magical, Intelligent, Planar 

Damage Sandblast 1d6 (close, reach) 
HP 16 Armor 0 

Special Qualities Insubstantial 

It drifts through caves as easily as the breeze, whispering of the 

preciousness of undisturbed rest. 

Instinct To spread unconsciousness 

❖ Sow the sand of sleep 

❖ Move silently like the wind in the sands 
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When noise echoes through the mansion of caves, start a 6-tick 

progress clock. As a GM move, tick one box on the clock and 

possibly reflect a Grim Portent of Hypnos, as below. 

 

Hypnos, the Personification of Sleep (elemental vortex) 

Impulse: to tear apart reality 

Impending Doom: rampant chaos 

Grim Portents: 

1. The poppies surrounding the mansion wilt 

2. Rest becomes difficult 

3. Distortions and “reality quakes” 

GM Moves for Cursed Places: 

❖ Vomit forth a lesser monster 

❖ Spread to an adjacent place 

❖ Lure someone in 

❖ Grow in intensity or depth 

❖ Leave a lingering effect on an inhabitant or visitor 

❖ Hide something from sight 

❖ Offer power 

❖ Dampen magic or increase its effects 

❖ Confuse or obfuscate truth or direction 

❖ Corrupt a natural law 

 

Page 4 

version 0.2 


