
Dungeons and Dragons Book Club 

What: A structured, pre-made adventure based off of a novel timed to run for 2 hours from start 

to finish with library staff as the Dungeon Master.  

When: TBD  

Where: POR Auditorium/Teen Zone (Based off of availability) 

Who: Jonathan Klotz (Circulation Section Head) and Kasey Thomas (Teen Librarian) 

Why: Provide a safe social space for young adults to interact with peers while engaging in a 

structured activity. Basing adventure off of a novel’s themes and motifs, providing time for a 

discussion afterwards on the meaning of the novel, author’s intent and how it compares to the 

popular culture’s understanding of the novel. By having the players experience the subtext for 

themselves, they can then learn how to analyze and perform a deep read of literature.  

How:  

A table 

6 chairs for players around the table, 1 chair for the DM at the head and 1 chair at the foot for the 

other staff member assisting the program (re: Kasey)  

A DM screen, dice for each player (standard D&D set of dice, provided by DM), character sheet 

(pre-made characters, laminated to allow for re-use if program is run again), washable markers 

A few copies of the D&D Player’s Manual/Dungeon Masters Guide (available in our collection)  

 

 

 

 

 

The Adventure Begins on the next page!  

 

 

 

 

 

 



Our First Adventure 

Charlie and the Chocolate Factory by Roald Dahl 

 

Theme: Roald Dahl’s classic is about the theme of Poverty vs. Wealth. Well that’s one theme, 

but it’s perhaps the most prevalent and the easiest to parse throughout the text. The Golden 

Ticket is a literal representation of this as it levels the playing field between Charlie and the rich 

kids. All of them had an equal chance at the Golden Ticket, which ends up giving Charlie 

everything he’s ever dreamed of.  

This theme is further reinforced by Charlie’s attitude. He’s humble and polite with no inherent 

vice unlike the other children whom are starkly bad kids that each have a primary vice that 

defines them. Charlie’s honesty is ultimately what sets him apart, as he resists the temptation of 

Mr. Sluggo and is truthful to Willy Wonka.  

 

First Section – Meet At The Inn 

All great adventures begin with the party meeting at the local Inn. This is no exception. The 

Halfway Inn, located in the Town of Halfway which is so named because it is Halfway to there, 

is a lively and bustling place. So lively and bustling that all the PCs are forced to sit at the same 

table as there’s no seats anywhere else. After the party exchanges names/pleasantaries with each 

other, they are approached by a small man wearing a heavy travelling cloak, judging by the size 

and mannerisms this man appears to be a Halfling but he’s orange with bright green hair.  

The Halfling offers a job to the party. They need to infiltrate the magical workshop of a 

reclusive, powerful wizard named….uhh….Billy Bonka. Yeah. That works. Billy Bonka hasn’t 

left his workshop in over a year and the Halfling is concerned for his employer. The candy 

shipments are still making it out of the workshop, but things aren’t the way they used to be.  

The party accepts (because they have to, or there’s no adventure!)  

The Halfling takes the party outside of the inn and into a sewage ditch along the side of the road 

just outside of town. It’s surprisingly nice, smooth rock and looks like it’s basically unused. The 

brown liquid splattered along the small sewage tunnel doesn’t smell horrible at all. It 

smells….like chocolate.  

At the end of the tunnel, the Hafling opens a thick wooden door and the party walks out into a 

large, strange room that looks like rolling hills under a bright blue sky along a river. Except the 

grass is spearmint, the mushrooms, trees and leaves dotting the area are all edible gummy candy 

and the river is a giant flowing source of chocolate.  

 

 

 



Second Section – Chocolate Golems Attack!  

As the party wanders around the area, they can eat different items [SKILL CHECKS TO 

DETERMINE EFFECTS OF EACH CANDY (Here’s where temptation first appears re: 

Augustus)]. When one of them gets too close to the chocolate river, or after enough other 

actions, the river starts to rumble, bubble, toil and trouble. A Chocolate Golem for each party 

member [4 MEMBERS = 4 GOLEMS] oozes out of the river. The Golems stand at the height of 

seven feet, sometimes 5 feet, then back up to 7 feet as they are constant undulating and flowing. 

The rough outline of a fist forms as they attack by lashing out with thin, gooey arms that appear 

and disappear back into the golem’s chocolate mass.  

[STATS FOR GOLEMS GO HERE]  

After the golems are vanquished, the party notices a small wooden pathway leading to a 

ramshackle dock. Attached to the dock is an equally rickety longboat, bouncing in the flowing 

chocolate. Along the path to the dock, one member of the party discovers a large emerald. They 

can either share this information with the party or keep it for themselves.  

Third Section – The Boat Ride 

The party climbs aboard the longboat, which has clearly seen better days. The wood was once 

painted red and gold, but now it’s mostly flecks. Cracks can be seen in some of the planks. Six 

benches on either side, with an aisle in the middle leading to the stern, represent the only places 

to sit. Once the party is all on board and seated, the boat magically becomes unmoored and starts 

heading down the chocolate river into a dark tunnel.  

The wild boat ride is represented by a series of skill checks (STR for physical classes, WIS for 

magical classes) in order to stay in the boat and not take any damage. Players are able to either 

help someone else and provide a bonus for their ally at the cost of part of their bonus, or they can 

fend for themselves and get their full bonus.  

After a few twists and turns, ups and downs, bouncing off walls and maybe even the ceiling, the 

boat comes to a stop at another broken down dock. The party leaves the boat and follows the 

only path available, a stone corridor that’s made of nearly every type of stone imaginable. 

There’s rubies and gold, some silver and iron, all creating a psychedelic patchwork gleaming in 

the torchlight.  

As they walk down the corridor, the party can hear a man’s voice seemingly talking to himself. 

The words make sense….but yet don’t at the same time….from this distance it sounds like the 

ramblings of insanity. Rounding a corner the party comes into a decently sized room that’s 

clearly a study of some sort, except all the furniture is cut in half. From the chair to the desk to 

the chandelier hanging above, every object only has the right half.  

Sitting on the right half of a chair is an older man wearing an oddly purple set of vestments and a 

bizarrely large hat. He’s the one muttering to himself, staring intently at papers strewn about the 

half a desk. A conversation ensues with Billy Bonka (that is just a placeholder, I promise) and 

the party, in which it becomes clear over the course of the conversation that Billy Bonka needs 



the emerald found back at the Chocolate River to get creditors off of his back (Here’s where the 

difference between being “rich” and being “wealthy” will be laid out). The party can decide how 

to proceed. The player that picked up the emerald may keep it secret still, or the party may 

decide not to hand it over since Billy Bonka got himself into this mess in the first place and 

really, why should they help him? What do they get out of it?  

There is a chance that it comes down to a brawl.  

[INSERT STATS FOR BILLY BONKA HERE]  

If the party successfully resolves the situation without any bloodshed, then Billy Bonka will 

grant them each a wish now that his stress level is reduced and his magic is back at full power.  

If the party successfully murders Billy Bonka in cold blood, they get visited by his creditors after 

they leave the workshop and well, someone has to pay off the debt.  

 

Final Part – Discussion  

Talk with the players about the temptations faced with the candy, the emerald, dealing with 

Bonka’s debt. There was no incentive to act a certain way versus the other, which is what 

happens with the children in the novel. Willy Wonka doesn’t promise a reward if they behave, he 

just expects them to be good children. The punishment is severe for misbehaving, but the reward 

for behaving is not totally clear.  

What’s the message Roald Dahl is trying to teach young readers with this? How does it reflect 

the way we treat others and expect to be treated? What “rewards” do we get for following 

Charlie’s example and what “punishments” occur when we behave like Violet, Augustus or 

Mike?  

Finally, a brief mention on the Tim Burton movie, which instead turns the story into one of 

redemption between Wonka and his distant, disapproving father. Does this dilute the original 

intention of Roald Dahl’s novel? How?  

 

  

 

 


