
The Doll Hospital
The Doll Hospital is an adventure I created in 2011 for the Don’t Rest Your Head system, a great 
little game about nightmares and insomnia and insanity. I only ran it once, and not very well or with 
ideal players. It’s been rotting on my hard drive ever since, but I still like it a great deal. I’m posting it 
here so maybe a few people can appreciate it, lest it sit in dust forever. 

DRYH is an amazing world that is light on rules and heavy on nightmare fuel, which is to say it is my 
favorite kind of thing. Its own page summarizes it as follows:  
Don’t Rest Your Head is a sleek, dangerous little game, where your players are all insomniac heroes 
with superpowers, fighting—and using—exhaustion and madness to stay alive and awake for just 
one more night in a reality gone way wrong called the Mad City.  

If you like crazy shit, read on!  

For context, the premise of the game is each player character (PC) has been having trouble sleeping, 
and because of this has crossed over into something called the Mad City, which is more or less Alice 
in Wonderland gone crazier. These characters are referred to as “Awake.” Baddies of the Mad City are 
known collectively as Nightmares, and often represent more generalized fears, like a fear of the dark 
or a fear of dentists. And they all have pun names! There are some stock ones in the book named 
things like the Tacks Man, the Paper Boys, and Pin Heads.  

My notes are a bit disjointed and don’t read like a story or anything. You have been warned. And if 
you like these ideas and want to borrow or tweak them for your own games, go crazy.  

So without further ado, the Doll Hospital.  
——————  

Places 
—————— 
Switches Square - Entryway to the Mad City 
The door:  
It is a dark green hardwood thing that looks like it has never been touched by human hands.   It 
smells like bleach. It will replace a door near the PC to force them into the Mad City.  

Going through the door takes the character to the Switches Square and its Operators.  

The Operators are scrawny men seated in a hot, dank, windowless room that seems to stretch on 
forever. They are all seated in front of large black switchboards, endlessly and silently plugging and 
unplugging calls into their extensions. A sick sucking sound issues from each plug as it is pulled 
from its home, followed by a groaning fluster of squelching air as it is pushed into another.  

If the PC speaks to one they will smile and nod and say “Ah yes.   One moment, allow me to direct 
your call.”   He’ll plug something in somewhere else and another door will appear, leading to the 
Waiting Room.  

The door will look like a normal door to anyone outside of the Mad City/not Awake.  
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———  
The Doll Hospital — Floor 1 
——— 

The Waiting Room 
Where it all begins.  

Each arrives in their own fashion at the Waiting Room, where all seems normal. It is a dreary, dry 
place, with high, small windows and too little illumination. The overhead light is sickly fluorescent 
and flickers rapidly in a way that irritates the eyes. A dying plant sits in the corner of the room. 
Assorted, hollow-looking people (old and young, male and female) dot the ancient chairs and 
couches.   Dusty paintings and antique posters cover the pale walls.   There’s a receptionist desk that 
looks abandoned, though a nameplate, paperwork and a bell sit on its counter.   Old, irrelevant 
magazines sit on the coffee tables, except for the larger table in the center of the room, which is 
covered in what looks like dozens and dozens of business cards.  

Time seems to stretch and bend here.   There’s a coat nook, etc. with a mirror. On either side of the 
receptionist’s desk sprawl the Hallways that part the hospital and go past various rooms.   There’s an 
elevator.  

 • If they try to use the elevator it will grow teeth and snap at them, growling like a dog.            
 • None of the people waiting will respond to the party in any way. Hitting them will result in a            

rush of air seething out of their nose/mouths and they will seem to “deflate” visibly. If they’re 
pricked in any way they will pop, loudly. The other patrons will give the party a sharp look, 
maybe a Shh. 

 • The business cards are all identical: they are plain white, sharply cut on stiff paper, and on            
one side have typed “Meet me outside. Hurry up.” The other side has a picture of a stylized 
bowler hat on it. 

 • The front door opens, but it opens into a complete black void. The windows look large            
enough to get through and show signs of life, but breaking or opening one reveals the void. 
The players notice the window seems to be plugged into an electrical outlet. Unplugging it 
turns the window into an empty window box only showing the wall. It cannot be removed. 
Easily. 

The nameplate on the desk reads “Barbara Roberts.” Ringing the bell will summon a life-sized Barbie 
doll, complete with joints and plastic. She speaks in a valley girl accent, wears weirdly-stitched 
clothes and her face barely moves from its synthetic smile.  

If they speak to her: 
=> If they give Barbie their names, she will alert them that a Dr. Atay has been expecting them and 
that she will let him know right away.  (“Yeah, no, I’ve got your files right here”) They should go meet 
him as soon as possible; he’s on the fifth floor, in his office. They should go to the exam room in the 
hallway behind her first for a check up.  

=> “What the hell?” etc will give them a short spiel/weird look: “Um, like, duh, this is the Doll 
Hospital? All the sick toys come here I guess? I don’t know, I just, like, check people in.”  

———  
The Hallways 
The Hallways are lined with doors miscellaneous, bathrooms, the Cafeteria, kitchen, exam rooms 
etc. Most of these will be locked. Strange beings walk about; stuffed animals in scrubs pushing 
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gurneys, tall, frightening-looking things that seem to be humans but wear masks and have otoscopes 
for eyes (these are the Registered Nurses). Little kids dressed like doctors and carting toys come and 
go, giving orders and seeming to be in charge.  

There’s a sign that says, with arrows, 
CAFETERIA —> 
LAUNDRY —>  
<— VENDING MACHINES 
ELEVATORS (out of order) —>  
STAIRS —>  

 • The laundry room is perfectly ordinary, with a teddy bear washing a few things. She is            
unhelpful and will ignore the party if she can. 

 • The vending machines are selling things like crinkly plastic bags of Excitement, Shyness and            
Good Luck; pop that tastes like the weekend or Halloween or the day you got your first kiss. 

 • The stairs will take them to floor two.            
 • All of the elevators are broken and will snap and growl at the party.            

After a while, before they can really go anywhere, a stuffed animal T-Rex wearing comically altered 
scrubs and glasses will approach them, asking if they’re the ones Dr. Atay was looking for.   He’s 
giving someone’s character weird looks now and then, frowning and breaking off in the middle of his 
words to stare at him.  

=> Eventually the character or Roary will realize that Roary was a precious toy the character lost in a 
move when he was ten years old. Depending on how the character reacts Roary may either become a 
friend or an enemy.  

=> Either way, Roary will take them to the Exam Room and give them paperwork to fill out.    It 
seems ordinary at first, but slowly devolves into weirder and weirder questions like “Do you like ice 
cream?” “What do you want to be when you grow up?” “Can you pat your head and rub your 
stomach at the same time?” “Would you like a lollipop?”  

=> If they complete it Roary will take it and tell them someone will be with them momentarily. If 
they stay, insert Jacob Shaw.  

=> If they leave, let them wander around some more before introducing Steve Johnson.  

——— 

The Cafeteria 
…is completely empty. It’s huge with a high ceiling and has dozens of tables, but there’s no one there
—except the cafeteria lady.  There’s food of almost every kind here.  

The cafeteria ladyis a My Little Pony (Firefly) with a bored expression. She is able to answer the 
characters about many things but won’t leave the cafeteria unless properly encouraged. She wants 
hay.  She knows more than most of the orderlies.  

Insert Jacob Shaw if they have gone to the exam room and not met him.  

Will give them their meals on the house if they’ll talk with her a while. She is SO BORED. Otherwise 
requires payment—a happy childhood memory or Wax Coins. Roary may have Wax Coins to spare.  
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———  
The Exam Room 
This is a sterile place, with a cardboard box functioning as a “computer” at a cardboard desk, with an 
upturned box for a seat, and crayon drawings all over the walls.  No windows. The seat cushions are 
colorful and spaceship-print.  

On the desk is littered even more business cards. They are almost the same as before, with the bowler 
hat on the back, but the message is different: “Quit wasting time. Hurry up.”  

———  
The Doll Hospital — Floor 2 
——— 

The Nurses’ Station 
It is dark upon entering, with dozens of pinpricks of yellow light staring at the door: they are all 
located in neat rows of two about seven feet off the ground.   If they turn on the light they will see 
dozens and dozens of the same creepy humanoids standing in rows and columns, waiting for orders.  
A whiteboard is on the wall by the door. Various notes are scribbled on it, but the most notable is 
one in thick red scrawled in messy hand, covering up parts of other messages: “Unregistered Nurses. 
DO NOT DISTURB!!!!”  

A Bowler card is tucked into the frame. It reads “You’d better listen.” (As always, dozens more are 
nearby: this time they’re on the floor under the board, with HURRY UP. HURRY UP. HURRY UP. 
WHERE ARE YOU? HURRY UP.)  

An Unregistered Nurse is a Nurse without a barcode, in a form of stasis. Nurses are Awake that have 
been captured and experimented on by Atay; they are now a minor Nightmare. The barcodes make 
them compliant and obedient. Removing one will cause them to flip out until they die.  

If they disturb the Unregistered Nurses, hell will break loose. They will immediately try to confine 
the PCs to wards, strap them to beds, etc. Some may remember being Awake and will panic over 
what they have become. URNs will roam until destroyed or subdued by Atay or someone else of 
importance.  

———  

The General Ward 
This is where most of the patients (the Exquisite Corpses) are.   It is a cramped, narrow room with 
too many beds stuffed together and toys/medical instruments carelessly littering the floor.  The walls 
are drawn on in crayon (rainbows, happy families, etc). Nurses and orderlies tend to the patients.  

There is a single huge window making up most of the far wall, and light—warm light, like sunlight—
shines too brightly through it. It is impossible to see past the light. Breaking the window will simply 
make the glass shatter and fall to the ground, revealing a yellowed, stained wall. The wall reads 
“WHY DID YOU DO THAT?” in huge bloody letters smeared on by a hand. Obviously, nurses/etc 
will not react favorably.  

Steve Johnson may appear here.  
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———  

The Psych Ward 
The Psych Ward is the opposite of the General Ward. It is low-lit and dank, depressing, and there are 
no staff here.   No windows, though some of the patients stare at crayon-drawn ones like they’re real 
(and little crayon butterflies and cars go past). The walls are covered in peeling paint and more 
crayon drawings, only these are more hysterically happy than any others seen: madly grinning faces, 
“smile” over and over, and so on.  

It seems to consist of sad-looking children sitting in wheelchairs or on beds or the floor.  They are all 
cradling toys.  A few of them are toys cradling human babies.  None of them will look a questioner in 
the eye when being spoken to, and the whole place seems desolate and forgotten. The room stretches 
on for what seems like forever. Rats and roaches skitter along the floor.  

Bowler card: “Sad, isn’t it?" Located at a kid’s bedside table.  Tim may appear here.  

———  

ER Room 
This is where the thing the Hell Ambulance works for lives.  

The ER Room is a filthy, blood-splattered room that smells like rot and piss.  Unidentifiable lumps of 
something wet and solid dot the floor amid mangled limbs and large white stones that seem to just 
be sitting around the room.   The room stretches on and on into darkness, and there’s a constant wet 
wind sort of blowing around them, changing directions every few seconds. The whole room seems to 
be angled slightly downwards.  

Advancing will bring them to the Eating Robot.  

Jacob’s grandma is here, unconscious.   She’s been put in a gurney near the opening and will start 
rolling toward the ER’s mouth  when the ER—a monstrous Hungry Hungry Hippo—starts pulling 
the floor down toward it.  

There are Bowler cards in here but they just say “Meet me outside.”  

———  
The Doll Hospital — Floor 3 
——— 

Atay’s Office 
There is no floor three. It’s just one long hallway filled with more fake windows, leading to Atay’s 
office.  
It’s very nice in here.  There’s a pleasant odor in the air; smells like bubblegum, in fact.  Light streams 
in from a window overlooking what appears to be a large city at dusk.   Paperwork is neatly stacked 
on the desk and it’s just overall very nice—there are awards for research and certificates of doctorate 
on the wall. It’s all very professional.  

Behind a sleek mahogany desk there sits Doctor Atay.  

Atay’s office will literally bottom out if he wants it to, into the Special Treatment Room.  
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———  
Special Treatment Room 
This is Atay’s lab.  

His office will literally bottom out, dropping everyone into a hellish laboratory filled with pieces of 
toys, gurneys, overhead operating equipment, vats of a roiling liquid substance that seems to change 
color.  It’s relatively dark and Atay has the advantage here.  

Touching the liquid will turn ANYTHING into plastic in an extremely painful process.  

The drop will go down a full two floors, putting them at level with another door: it’s one of those big 
double doors like you usually see leading outside.   There are a few other doors that obviously lead 
back into the hospital, but they’re locked (breakable).  If they manage to get through the double door 
(and Atay will try to stop them) they will have escaped the Doll Hospital and will encounter the 
Bowler.  

——————  

NPCs 
—————— 

Jacob Shaw just wants his nanna back. He will run into the characters early into the game and will be 
nervous of them at first, but since they seem to be acting normal will eventually ask for their help in 
finding his nanna. If they agree they will become targets for the Hell Ambulance.  
My name is Jacob Shaw and I’m eight years old.  

I haven’t been able to sleep because my nanna is real sick and I’m worried about her.  

• My nanna was standing on a chair trying to get something down from a shelf and she fell.   Mom 
and dad weren’t home so I called 911. They said they’d send an ambulance but then my toy 
ambulance started blaring its lights like it was real, and started driving around in circles getting 
bigger and bigger. It got to the size of a real car and then these toys jumped out of the back. They 
put my nanna inside and shut the door and drove away. I chased it down the hall and found myself 
in the Doll Hospital.  

• Eight year old kid, looks exhausted, blond hair, brown eyes, scared.  
• Not much else. He doesn’t have ulterior motives.  
• Save nanna and help her get healthy.  
Discipline: 3 
Permanent Madness: 0 
Current Exhaustion: 1  
Responses:  
Flight ( ) ( )  
Fight ( )  
Talents:  
Exhaustion: Living Lie Detector  
Madness: Can summon toys to help him.  
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——— 
Steve Johnson 
A frightened-looking middle-aged man approaches. He just wants to escape, he says; he’s been an 
idiot and because of that one of his patients seems to have followed him here and now he wants to 
kill him.  If the players refuse to help he will give him the biggest kicked-puppy look imaginable.  
My name is Steve Johnson and I am a doctor.  

I haven’t been able to sleep because for the past 5 years I’ve been prescribing experimental drugs to 
cancer patients and lying about their effectiveness on my reports.  I did it to boost my career, but all 
I’ve been doing is ruining lives and losing sleep. My conscience is catching up to me.  

• Tim Locke is sueing me; this could be the end of my career. I panicked all the way to work, only 
when I opened the door the entire hospital seemed to have changed.  
• 47 year old man, thicker build, seems to be a kind and empathetic individual who cares about the 
people around him.  
• He’s tried to be callous to advance himself, a reaction to years of being nettled by his ex-wife for 
incompetence.   He’s nothing like this and secretly hates himself for all the people he’s let die to add 
bigger numbers to his paycheck.  
• 1. Escape hospital. 2. Don’t get killed by Tim who’s apparently on a rampage now. 3. Turn life 
around and begin healing people like he always wanted to do in the first place.  
Discipline: 3 
Permanent Madness: 0 
Current Exhaustion: 1  
Responses:  
Flight ( ) ( ) ( )  
Fight  
Talents:  
Exhaustion: Charm  
Madness: Gravity bending  

——— 
Tim Locke  is fucking pissed as hell at Steve Johnson. He ruined his life, he ripped any chance he 
might have had at recovery away from him by convincing him to take these drugs.  Tim will wander 
through the hospital looking for Johnson and try to get the players to help him. If they refuse they 
become a target.  

Tim will eventually find Doctor Atay and will convince him to make him a Fraction Figure in order 
to go after Steve.  

My name is Tim Locke and I’m an aeronautical engineer.  

I have fucking cancer and the pills that fucker Johnson put me on have been keeping me the fuck 
awake.  

• I was just informed that the drugs have begun to eat my body from the inside.  I was numb when I 
signed the papers to sue him, but now I can feel the rage setting in. I started trashing my hospital 
room in fury and this terrible… thing rushed in and started chastising me.  
• Tall, skinny guy in ill-fitting patient’s gown. Huge bags under his eyes, pale, looks extremely 
physically frail, bony, hardly any muscle at all. Quiet but tends to snap at people a lot.  
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• Pure rage motherfucker. He doesn’t destroy indiscriminately but has a vicious seething hatred 
toward anything relating to cancer/doctors/etc—like this whole hospital.  
• Ruining Johnson—later, killing him. Revenge by any means.  
Discipline: 3 
Permanent Madness: 0 
Current Exhaustion: 1  
Responses: 
Flight   
Fight ( ) ( ) ( )  
Talents:  
Exhaustion: Applied math. 
Madness: Telekinetic RAGESPLOSIONS.  

———  
Roary the T-rex 
A giant stuffed T-rex that belonged to a PC as a kid.   He works here now.   He’s upset that the PC 
forgot him, but if the PC treats him well he’ll become an ally and will try to answer their questions.  

———  
Firefly 
Firefly knows lots of things about the hospital.  She can basically supply them with any basic info.  
"Y’got any hay? They serve everything but hay here I swear."  

——————  

Enemies 
—————— 
Shell Doctors 
(Pain 5)  
"Let’s play doctor!" The doctors all appear to be children at first blush: they are friendly, cute, carry 
around toys and pretend to give them checkups, pretending to make it talk etc. They will try to get 
the party to see Doctor Atay.  
When confronted or angered, however, it turns out the toy is the real threat: the child is just a 
puppet, with the nightmare hiding inside. The Doctor takes on the aspect of the toy its shell has 
latched on to.  
Examples: 
GI Joe  
Barney plushie 
Jack in the Box 
Marionettes 
Model horse  

———  
Barrel of Monkeys 
(Single: Pain 1 — Swarm: Pain 5)  
The rats in the walls.  The Monkeys swing through the sewer system and climb through the holes in 
the floorboards.  They will prefer to avoid the party but if violence is inflicted on them they 
will swarm.   
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———  
Registered Nurses 
(Pain 3)  
 

Hello, nurse! These beasts are tall, skinny and made up of flesh and are ball-jointed and bits of them 
are various medical instruments. Their mouths are covered by medical masks and their eyes are only 
retinoscope attachments. They’re harmless—even helpful—unless ordered to attack. They cannot 
speak or think independently. Usually travel at least two at a time. Each one has a barcode on the 
back of its neck, registering it; if this is destroyed, they will fall apart into assorted medical 
accessories. They used to be Awake, just like the PCs … until Dr. Atay got ahold of them.  
Unregistered Nurses are the same, but have not yet had barcodes applied to them. See  Nurse’s 
Station. Unregistered Nurses have a Pain rating of 4.  

———  
Exquisite Corpses 
EC’s are in the assorted wards.  The patients are all in various states of life and death.  Many of them 
have been left half-operated on, with their insides exposed (and filled with stuffing and crayons and 
plastic or real organs, or just hollow). Many of them have had their faces fixed into permanently 
friendly smiles; their features may be melted away and replaced by painted ones. The patients will 
not respond or attack the party.  
Varieties: 
General Ward  
See above.  
Psyche Ward 
These have open heads and behave like broken toys.  
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———  
Fraction Figure 
(Pain 4)  
The Fraction Figures are Doctor Atay’s personal experiments; he uses them as experimental patients, 
soldiers, or toys.   They are poorly made, though, so he’s always looking for new subjects to improve 
his skills on.   He thinks living things are flawed and imperfect and sad, so he wants to make them 
better, joyous and fun.  
They are coated with plastics, every limb dissected and rearranged and put on ball-joints, brain 
missing, hollow. They are minor nightmares.  

———  
Hell Ambulance 
(Pain 6 for the chase, Pain 4 to try and “eat” you)  
A cartoonishly large toy ambulance with a mouth. It’s in charge of rounding up food for the ER. It 
roams through floors 2 and 3 and the back hallways of floor 1, wailing. It will try to corner PCs and 
eat them, and then dump them off at the ER. The Ambulance is also a means of transportation from 
the real world to the Mad City.  

———  
The Eating Robot 
(Pain 4 to escape while the floor is tilting — Pain 7 to vanquish)  
It’s a motherfucking Hungry Hungry Hippo, except it’s the size of a semi.  It lives at the end of the ER 
Room and the Hell Ambulance drops people here for it to eat.   

———  
Doctor Atay 
Normal - Pain 5 

The head doctor at the Doll Hospital. He looks like a normal human, scrubs, etc—except he has a 
furby for a head. He speaks in the same cute, robotic, eerie manner as the first-gen furbies and 
moves mechanically.  

Nightmare - Pain 8 
Atay’s true form: he is a Nightmare. All the faux fur peels off with his human costume as huge 
mechanical spider legs rip out of the disguise. He wields scalpels, needles, all kinds of weaponized 
medical items.  

Atay insists that the party is not well, that they need healing, fixing, repaired. They need the bad cut 
out and repaired, and he is the only one who can do it. He wants to help! Unfortunately his idea of 
making them well involves turning them into Fraction Figures or Registered Nurses.  
Doctor Atay represents a fear of doctors.  

——— 
The Bowler 
(Pain 12)  
Who knows who the fuck this guy is?  

He seems to be leaving professionally-made business cards around for the players to find, mostly 
yelling at them to get out of the hospital and meet him outside. They seem to be aware of what the 
players have been doing, and chastise them/give them clues.  
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OUTSIDE:  
The Bowler is a man sharply dressed: business suit, monocle, cane, and a bowler hat, of course—atop 
a featureless mannequin head.   He will be waiting whenever the party escapes the Hospital. Speaks 
calmly and evenly most of the time—actually rather pleasant. He is a Nightmare.   He represents 
strangers and the dangers of trusting someone you don’t know.  

He will say he has a business proposal for them, one he can’t talk about in the open. He will ask them 
to meet him in the Bizarre Bazaar later, when it opens during the 13th Hour. He will give them a 
pocket watch (mid-sized, silver, bowler hat emblazoned on the top) so they know when (and where
—it holds a small map with a glowing “you are here” and “you should be there”). Bowler can make it 
stop working at any time he desires.  

Assuming they meet him again, the Bowler will ask them to do one thing for him: retrieve his 
walking-stick from the Bloody Murder.  
——————  

And that’s all I’ve got!  
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