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Introduction

It’s the peak of summer: long, humid days and cool, fun-filled nights. The local carnival has
started up again and this is a big year for you… the first year you no longer qualify for the “Kiddy-pass.”
The adult entrance fee is way more expensive and you definitely have not been working a summer job
like you were supposed to. So, instead, you and your pals decide to sneak into the large carnival grounds.

You manage to slide right in, not bothering to pay for the neon-colored, all-access wristbands, and not
caring in the slightest. It’s a wild night, full of eating too much gross fair food, complaining about rigged
games, getting weird vibes from the fun house, and riding all the rides until you get sick.

It’s not until well after midnight that you’re finally caught. All of your tickets, prizes, and delicious
snacks are confiscated and taken back to the boss’s office. You and your friends are kicked out of the
carnival and banned from ever returning. You head home dejectedly, wishing there were something,
anything you could do to get those nostalgic items back to commemorate this special summer night.

---

You wake up late the next morning to an urgent text from one of your friends: The carnival was abruptly
shut down today due to (significant) safety violations! Now, you and your buddies are determined to get
your hard-won possessions back. You know that the fair crew will be coming back first thing tomorrow to
start dismantling the rides, tents, and attractions, so you need to get in and out fast tonight without being
noticed or leaving a mess behind.

As night falls, you and your friends sneak back to the carnival grounds. The carnival is split up into three
sections. You walk through the entrance tent into the food section at the far right of the carnival. Down the
next row in the middle are games and attractions. At the far end are carnival rides. You pause, formulating
a plan to get your possessions back as quickly as possible - what would you like to explore first?



Observable Items

Carousel: For an otherwise underwhelming carnival, this carousel is outstanding. It is ornately decorated
with vibrant filigree and shining lights, but that is not what catches your attention. You are astonished by
the sheer variety of animals there are to choose from aboard the ride - it’s a veritable menagerie.
Monkeys, giraffes, porpoises, you name it, and you’re pretty sure you can find it on this carousel.

Cash box: It is a small metal box with a tiny keyhole, similar to the kind you’d see for collecting money
at a garage sale or school dance. It is locked. As you pick it up to examine it, you notice there is a
crumpled sketch on the counter beneath it.

Corn dog stand: You distinctly remember the corn dogs being delicious, so you head over, and… oh,
that’s disappointing. The stand has been completely emptied for the night. The only thing left behind is a
small trash can sitting behind the counter.

Entrance tent: The entrance to this carnival is made up of a small tent. Inside is a solitary ticket counter,
on which sits a metal cash box.

Ferris Wheel: This is your classic Ferris wheel. Two dozen or so carts are suspended from a large, metal
ring. The paint job looks like it might be trying to cover years of rust and dilapidation. It’s not currently
running, but if it were, you’re not sure how confident you’d feel riding it. The control panel screen reads,
“Employee Access Card Required for Activation.”

Food section: This area consists of all the food the carnival has to offer. In terms of purchasing treats, you
see a popcorn cart and a corn dog stand. There is also a spot set up for a pie-eating contest.

Fortune-teller booth: This is a small, wooden stall decorated with curtains of colored beads. A sign
reads, “Fortune Teller: Palm Readings, Tarot Cards, Secrets of the Future.” The window where you’d
presumably have these readings is currently shuttered tight. You try to pry it open to no avail, although
you can’t see what’s holding it shut.

Fun House: The fun house is an old, somewhat creepy building with an automated musical recording
playing faintly from inside. You can see the front door has a large clown face painted on the top half and
buttons with odd-looking symbols on the bottom half. The door is shut tight, and you don’t see a door
knob or any sort of way to get inside. [Show supplementary door image.]

Games and attractions section: As you turn down this row, you see a booth for a fortune-teller and the
Fun House. Just beyond those is a booth labeled ‘Milk Bottle Toss’, one called ‘Water Gun Balloon
Classic’, and a prize tent. At the very end of the row is a small office building.

Milk Bottle Toss: You rush over to the booth - this was always your favorite game as a kid. It’s a pretty
sad rendition; there are only three bottles stacked, two on the bottom, one on top. A plexiglass barrier is
set up behind the counter with just a meager hole to pass the ball through - you guess to prevent angry
players from just barging in and knocking the bottles over. A basket full of softballs is sitting on the



counter, ready to be thrown. Around the corner of the booth, you see a door to the interior. It is locked
with a 6-letter combination lock.

Office: Well, this is pretty disillusioning. In stark contrast to the bright lights and vibrant colors of the rest
of the fair, this is just a plain cinder block building the size of a large tool shed. A paper sign reading
‘Office’ is taped above a simple door, locked with a four-digit combination lock. You are sure this must be
where your confiscated prizes are being kept.

Pie-eating contest: Being a bit of a pie connoisseur yourself, you go to investigate the pie-eating contest.
The long wooden table with empty pie tins takes up most of the space and the winners’ board hangs
proudly in the back, ranking the names and types of pies in ordered rows.

Popcorn cart: This is a retro-looking popcorn cart, the free-standing kind with stripes and large wheels at
the bottom. There is plenty of popcorn popped and ready, but you’re not sure how you’re supposed to get
any out. The only opening is a thin slot near the top of the glass. Looking closely, you notice a small,
metal bar loose among the popcorn that certainly does not belong there. Ew. You’re not sure you’d want
to eat this popcorn anyway, even if you could get it out.

Prize tent: It’s the stuff your childhood dreams are made of. Plush carnival prizes are hanging from the
walls and ceiling of this tent, with just one low counter separating you from them. Interestingly, five
stuffed animals are sitting separately on a table in a colorful heap, with a handwritten sign below
proclaiming “Staff Favorites”. You’re not sure what makes these stuffed animals any more special than
the others. They are a unicorn, a seahorse, a cow, a lizard, and a kangaroo.

Ride section: Toward the back end of the carnival is the area with all the rides. You see a kiddy roller
coaster, a very tall Ferris wheel, and a beautiful carousel.

Roller coaster: The roller coaster is pretty dinky. It is basically a kids’ ride with one long, curvy loop.
Almost like they wanted to make up for how kiddy it looked, they named this ride ‘Coaster of Doom’.
Although, that might not be entirely inaccurate. It looks like it could just fall apart at any moment. There
is a small control panel standing in front of the boarding area, where the ride train is sitting, waiting to be
boarded.

Sketch: You take a closer look at the wrinkled piece of paper. The sketch is strangely cryptic with words,
animals, and a landscape. The top reads, “Boss said you keep losing your employee access card, so I drew
you a hint to find it.” Maybe the fair shut down because of the blatant employee negligence? [Show
supplementary sketch image]

Water Gun Balloon Classic: Several squat stools are lined up in front of a counter with cheap, plastic
water guns built into the surface. It seems the object of the game is to fill and pop your balloon before
your opponents do by shooting at a small target. There are four different stations, each with their own
color of balloon to pop - blue, yellow, red, and green. Beneath each balloon is a column of three small
lights.



Actions

Carousel - looking for animals that match the prizes: It takes a bit of searching, but you do eventually
find the same five animals as the plush ones you found at the prize tent.

Carousel - starting the ride with 801 from mirrors: The ride starts up gloriously. The lights are
dazzling, and a cheery tune plays as the animals spin. You can even climb on and ride, if you like.

Carousel - riding the prize animals AFTER starting it up: You climb aboard your matching animals,
grab ahold of the gilded poles, and enjoy your ride. The carousel is even more exhilarating than you
remember. As your animals move up and down, you do notice the poles aren’t as smooth as you would
expect them to be. Upon investigation, you see words have been roughly carved into the surface. Who
would mar such a beautiful ride? On the seahorse, you see the word ‘pull’. The kangaroo has the word
‘beads’, the cow has ‘times’, the unicorn has ‘green’, and the lizard has ‘three’.

Carousel - trying to ride without the code: You can climb aboard any animal you like, but the ride is
not currently moving. You take a look at the control panel, and it looks like it needs a 3-digit code to get it
started. Stuck to the panel is a sticky note written on in a messy scrawl, “Forgot the passcode again?? You
need to take a long, hard look at yourself.”

Cash box - unlocking with the key from the coaster: It fits! The box pops open. Sadly, there is no
money inside. However, you do find a gold carnival ticket and a note. The note reads, “Don’t forget to
clean the mirrors. Boss got cheap, you’ll have to use the stuff in the water guns.”

Corn dog stand - looking in the trash can: Inside this trash can is a gold carnival ticket. It’s somewhat
stuck to the side of the can with a glob of ketchup, but you’re able to peel it off, and it seems to still be
salvageable. At the bottom of the can, you also see some discarded corn dogs. Clearly they are not
concerned about food waste here - each dog had only a few bites taken from it, if that, before it was
discarded. [Show supplementary corn dog image.]

Ferris Wheel - inserting employee access card: The lights illuminate along the giant metal frame of the
Ferris wheel and a soft carnival tune plays as the ride powers on. It still isn’t moving, though. The control
panel screen now reads, “5 tickets to ride.”

Ferris Wheel - putting in any number of tickets <5: You put the tickets in, and the panel now reads
(whatever the difference is) tickets required.

Ferris Wheel - putting in five tickets: You insert the fifth ticket, and the Ferris wheel creaks as it begins
to spin! It completes a few full revolutions before pausing for riders to disembark and new riders to load
in, then it starts up again.

Ferris Wheel - riding: You clamber into a cart, hoping the Ferris wheel wasn’t the primary safety
violation that closed the carnival, and your ride begins. The wheel takes you on a few revolutions before
jerking to a halt at the top, jostling the car. Not very relaxing. After a few moments, the ride continues and
brings you back to the boarding area.



Ferris Wheel - riding and observing: Sure enough, if you take a moment to look around, you do have an
extraordinary bird’s-eye-view of the whole carnival. [Show supplementary carnival image.]

Fortune-teller booth - observing the mannequin: As you investigate, you notice the mannequin is
holding an item in each hand. In one hand is a tarot card, and in the other hand is a gold ticket.

Fortune-teller booth - observing the tarot card: It’s the Wheel of Fortune card, and it looks like there’s
a quote on the back… “The fortune you seek can only be found by reaching great heights.”

Fortune-teller booth - pulling the green beads three times: You pull the string of green beads three
times as instructed, and the shutters abruptly swing open! And - oh my god - there’s someone standing
there! You jump back, heart racing, expecting to be chased out of the carnival… but they don’t move. You
take another look and breathe a sigh of relief. It’s just a mannequin, dressed in layers of gauzy scarves.

Fun House - cleaning the mirrors with game fluid: You wipe down the mirrors with the liquid, and the
grime starts to melt away. The reflective surface shines brilliantly now that it’s been cleaned off… Except
for small sections on each mirror that you can’t seem to scrub off no matter how hard you try. The first
mirror has two dirty squares down the center in a vertical line. The second mirror has one tall, dirty
rectangle, right in the center, and for the last one, the entire left side is still coated in stubborn dirt. At least
you did the best you could.

Fun house - pressing the buttons to enter: Just as you’ve had about enough of the repetitive clown
laughter, you realize how to get in the door! You press the buttons in order from 1 to 8, and the door
swings inward, revealing a hall of mirrors.

Fun House - trying to clean the mirrors without fluid: You *do whatever the PCs are doing*, but with
little impact. The dirt is caked on pretty well, you don’t think you’ll be able to get it off like that.

Fun House - trying to enter without pressing the buttons: The door is shut tight. A mechanical clown
laugh track plays behind the door, mocking your futile efforts. Maybe the buttons below the clown face
have something to do with the answer?

Fun House - walking through: The Fun House is … pretty fun, you guess? There are a variety of
mirrors, some that make you very short, some very tall, some that make your head swell up to the size of
a beach ball. You enjoy the gimmick for what it’s worth until you reach a group of mirrors at the end.
Ugh, these are filthy, covered in a layer of grime. You can barely make out your own reflections. You
hope whatever’s dirtying these up isn’t harmful to your health.

Milk Bottle Toss - knocking over the bottles by hand: You go to knock over the bottles by hand, but
they still don’t fall as you’d expect them to. You have to literally pry them apart. Curious, you move to set
them up again, and you realize they are held together by an extremely strong magnet taped beneath the
platform. So that’s how they rig it. Whatever sensors there are don’t seem to have picked up on your
deception, though; you hear the distinct sound of a ticket being printed at the front of the booth.



Milk Bottle Toss - trying to knock them over: You take a softball from the basket and line up your shot,
aiming through the hole in the plexiglass. Yes! You hit the bottles dead on...but they don’t fall; the ball
simply bounces to the ground. You try again, throwing a little harder this time, but it seems no matter how
well you hit the stack, the milk bottles just won’t fall. Dang carnival games. No wonder they put the
barrier up to keep out frustrated players.

Milk Bottle Toss - putting in the word “rigged” from pie: The letters click into place, and the lock
springs open. You can now walk into the booth.

Office - putting in code 7409 from Ferris wheel: [Refer to conclusion!]

Pie-eating contest - looking at pies/table: You glance over the pie remains littering the table. None of it
looks particularly appetizing, but you’re impressed by the variety of different pies that the contestants
must have eaten. You see pie flavors ranging from the typical classics to the more unique and absurd.

Pie-eating contest - looking at winners’ board: You take a look at the winners’ board, and it looks like
only the top 3 places were recorded. [Show supplementary pie-eating contest image.]

Popcorn cart - using magnet to retrieve lever: You run the magnet along the clear sides of the cart,
pulling the small, metal bar towards you. It’s just light enough that you can pull it up through the small
opening at the top of the cart. You have a lever!

Popcorn cart - trying to get the lever out WITHOUT magnet: You jostle the cart and try to poke your
fingers in the small opening to reach the metal piece at the bottom, but it doesn’t seem like you’ll have
any luck getting it out using just your hands.

Prize tent - looking at ‘Ruby cow’: You take an extra hard look at the red cow from the Staff Favorites
pile. There seems to be a rough hem sewn together on its belly… And they were going to just give this
away as a prize? What a cheap carnival!

If PCs try to open rough hem - You give a tug at the amateur sewing job and it easily pulls apart in
your hands. Old, yellowed stuffing pours out from the cow plush, along with a small plastic rectangle that
falls to the ground! Who would ever think that this was a good place to stash a piece of plastic?

Prize tent - looking at ‘Staff favorites’: Without any annoying carnival employees around, you can
easily climb over the countertop separating you from the plush prizes lining this tent. You can even pick
up and look at the “Staff Favorites” pile if you’d like. The colorful plushes certainly don’t seem like
anything special to you.

Roller coaster - repairing control panel: You carefully pop the lever back into the control panel, and
everything looks good to go! You pull the newly-repaired lever, and the wheels of the cars begin to roll.
The empty cars zoom around the track. As they move around the first curve, you hear a loud “ka-chunk”
noise. Uh oh. You hope the thing isn’t about to fly off the rails. Maybe this is why the controls were
dismantled.



Roller coaster - riding it: Deciding to take your chances, you set the ride to autopilot and hop into the
first car. It moves at the slow and steady pace of a kiddy ride, but as you round the first corner, something
under the wheels makes a metallic crunching sound, and you see a small metal key fall into the grass
under the ride.

Roller coaster - searching for the source of the noise: You walk over to the ground beneath the area of
the track where the noise seems to be coming from. You can’t be sure, and it is certainly out of your reach,
but you think you see something small and metallic stuck on the tracks, causing an obstruction. You
wonder if you could force it loose somehow.

Roller coaster - trying to start it: You take a look at the control panel of the roller coaster to try to get
the ride started, but you can see that someone has dismantled it. It appears as if the lever the ride-attendant
would pull to get the ride going is missing. Why would someone do that?

Water Gun Balloon Classic - playing the game at random: You take a seat on one of the stools, and
take a test squirt of the water gun. Sure enough, if you hit the target with the water from the gun, the
balloon in front of you will begin to fill! It takes a bit, but if you continue squirting, the balloon pops.

Popping blue balloon: As it does, a “wah-wah” sound plays from some unseen speaker.
What? Isn’t being the first to pop your balloon how you win this game? As you ponder this in
frustration, your station is automatically refilled with an identically-colored balloon.

Non-blue balloon: You notice a small light illuminate in front of the station, and another
balloon automatically replaces the one you popped. [Lights illuminate based on the number
popped.]

>0 blue, >1 red, >2 yellow, >3 green: You hear a “wah-wah” sound play, and the game
seems to reset. All the lights that had previously lit are now off.

Water Gun Balloon Classic - popping 0 blue balloons, 1 red balloon, 2 yellow balloons, 3 green
balloons: The unseen speaker plays a triumphant song, and you look around for your prize expectantly.
You hear a sound like that of an ancient fax machine, and you see a gold carnival ticket being dispensed
from beneath the counter.

Water Gun Balloon Classic - trying to get more tickets by repeating the process: You run through all
the steps again, popping the correct number of each color. The triumphant music plays and you wait for
your ticket to be dispensed. The slot under the counter makes a whirring sound, but no ticket appears.
Dang. Must be empty.



Conclusion

You successfully enter the combination into the lock, and it pops right open. The door creaks slightly as
you push inside the office, revealing a lot of boring stereotypical office things. And then, your gaze lands
on the most beautiful sight you’ve ever seen! Tucked on top of a filing cabinet is a cardboard box labeled
“CONFISCATED.” You pull the box down and go through the contraband goodies. As you retrieve your
lost items, your victorious haze is broken by the light of dawn starting to creep in through the door. It’s
time to get out of here! And fast!

You and your friends quickly stuff the box back into its place on the cabinet and close the rickety door
behind you. It’s easy enough to get back out through the entrance where you snuck in, and you all make it
back home in no time. You’re confident that you’ve made it in and out without being noticed! And it was
all worth it. You smile to yourselves, as you look at the hard-won prizes in your hands…

Ask the players: So, what was so important to you that you broke into the carnival to get it back?



GM’s Explanation

Let’s start at the Milk Bottle Toss. If you try, you’ll find there’s no knocking over the bottles from
outside. You’ll have to get inside the booth, which requires a 6-letter combination lock. To find this, we’ll
have to go to the pie-eating contest. If you admire the winners’ board, you’ll notice the indexed letters
from the winners and their choice of pie spell a strange word - rigged. Use this to open the door to the
milk bottle toss. Knocking them over will be harder than expected, though, and you’ll find the stack is
being held together with a super strong magnet. Take the magnet and the carnival ticket dispensed to you
as a prize for beating this rigged game.

Use this magnet to retrieve the lever that is loose in the popcorn machine. Well, this looks like just
what the roller coaster was missing. Insert it into the controls for the ride, and you can indeed get it
running. If you risk your life by riding in the rickety cars, you’ll be rewarded by knocking loose a key,
just the perfect size for the cash box at the front entrance. Unlock the cash box to find a carnival ticket and
a reminder to clean the mirrors with the fluid from the water gun balloon classic. Seems like a good time
to check that out.

You can play the game, but what seems like a success is sadly met with a sound of
disappointment. To figure out what to do, we’ll have to head over to the corn dog stand. No tasty corn
dogs are left for sale, but there is a trash can sitting innocently behind the counter. Investigate that, and
you’ll find your third carnival ticket, along with several partially-eaten corn dogs. You’ll notice the colors
of the sticks match the colors of the balloons in the balloon classic. Pop the number of balloons that
matches the number of bites from each corn dog, and you will find a fourth carnival ticket.

To enter the fun house, you’ll have to reflect on what you know. Press the buttons in order, and
you’ll gain entry. Inside, you’ll find some of the mirrors are filthy. Clean them with the fluid from the
balloon game to yield the code you need to start up the carousel. Sit on the animals that correspond to the
ones found in the prize tent, and you’ll find a secret message. Use the message to open the fortune-teller’s
booth, where you’ll find your final ticket and a message telling you to find your fortune by reaching great
heights. What’s the highest point of this carnival? The Ferris wheel. With the employee access card found
using the sketch at the front of the carnival and your five tickets, you can start up the ride. Take a ride up,
and looking down at the carnival, you’ll find it vaguely looks like a four-digit code. Enter this code on the
lock to the office and retrieve your belongings!
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