
Harry Potter and the Handle of Janus was inspired by the sheer volume of Harry Potter fanfics out there 

and the hope for a Benny Hill/Scooby Doo chase sequence. It is an adventure gathers Harry Potters 

from multiple alternate universes that have been captured by their mortal enemy and find themselves in 

a foreign world. 

This adventure utilises the Strands of Fate system a love child of the classic FATE. After playing a Harry 

Potter campaign using the system I found that with a few house rules was to simulate the quick fire 

spells and action from the books and movies. A summary of the rules are included as an aid to players. 

Of course adventure layout or premise can be used with any other system the gamemaster or player 

chooses. 

This adventure comes with four playable Harry Potter PCs each inspired by a different fanfic; a Slytherin 

Harry, a Rational Harry, a half-basilisk Harry and a Harriet Potter. Each of these Harrys are inspired by 

fanfic but as the adventure takes place during Harry‟s sixth year I took some liberties with each one. 

Character sheets for the pre-made Harrys are available and they give a quick summary of their pasts 

and motivations. 

The scenario is intended as a one shot but can be easily dragged out or continued with longer sojourns 

in each universe. 
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„Before there was thought, there was this place. One Earth. With a single history. But with 

the coming of man, came the illusion of free will. And with that illusion, came chaos. With 

every choice we make, we literally create a world. History branches in two, creating one 

Earth where we made the choice, and a second where we didn't. That's the secret of the 

universe, you know. Billions of people, making billions of choices, creating infinite Earths. 

Some so similar to each other that you could spend a lifetime searching for any difference. 

Others so radically different, they defy comprehension.‟ 

  Owlman, Justice League: Crisis on Two Earths 

„Listen: there's a hell of a good universe next door; let's go.‟ 

  E.E.Cummings 

This scenario begins with the PCs awakening in a darkened room. Each PC will be playing a Harry 

Potter in their sixth year of Hogwarts from an alternate universe. They will find that they are trapped. 

These Harrys will awaken with very little to knowledge of how they arrived or that other universes exist. 

They will need to work together to escape their prison, leading to further questions to be solved. 

The Handle of Janus 

„A large brass bearded face of a wizened man, an instrument allowing travel to exciting 

new worlds.‟ 

The Handle of Janus is an ancient magical artefact named after the ancient Roman god of beginnings 

and transitions that allows the beholder to walk between alternate universes. These alternate worlds are 

thought to have been created the instance the handle was created. The handle is an ancient Roman 

relic that was lost when the Roman Empire crumbled only to be discovered in the British Isles centuries 

later. 

The Handle of Janus allows the bearer to use any door as a portal to an alternate world. The handle is 

just inserted into the door and depending on the direction the traveller enters the door would connect 

you a different world. There are only a finite number of worlds that are accessible. 

The Handle is kept within the Department of Mysteries kept in the Door Cell. 

Jumping from one universe to another is by attaching the handle to a door turning the handle and 

opening the door. Depending on the direction you enter the door alters which universe you head into. It 

appears that you exit back through the same door you entered but on closer inspection you‟re in an 

entirely different world. The portal does not close until the door does. 

Voldemort 

The only thing that stood in his way to true immortality was the mother shielding her son. 

“Noooo! Not Harry!” She wailed. 

“Get out of the way and I will spare your life,” the Dark Lord offered but still the mother 

stood before her child. 



Annoyed, Voldemort performed the Killing Curse on the woman leaving him free to 

dispatch this last „obstacle‟. If you could call an infant an obstacle, “Avada Kadavra,” he 

shouted, the satisfying green jet turned suddenly to agonizing pain.  

In an instance he was nothing, a shade in limbo, he screamed but they were the screams 

of a wailing boy. 

He was the wailing child. 

In this universe, Voldemort‟s Killing Curse rebounded off Harry Potter and the sliver of his soul grasped 

onto the unintentional Horcrux in Harry, binding them together, making them one. 

Their symbiotic relationship grew during their time with the Dursley‟s. Voldemort giving Harry the ability 

to stand up to is abusive Uncle and Aunt. In this time Voldemort groomed to hate and loath his 

extended family, using that hate to get a stronger foothold on his mind. 

When it came time to attend Hogwarts, Mort!Harry convinced the Sorting Hat to be sorted into 

Gryffindor to avoid suspicion. For a number of years Voldemort hid in plain sight, beneath the nose of 

Albus Dumbledore. 

In his first year Mort!Harry managed to avoid the temptation of the philosophers stone but made 

contact with Peter „Scabbers‟ Pettigrew. Using the man to find the faithful and perform duties. 

Second year he reprimanded Lucius Malfoy after he handed one of his Horcruxes to a first year but had 

an opportunity to reconnect with the basilisk. 

In third year he got Sirius Black killed and continued to make contact with his faithful servants through 

Peter Pettigrew. 

Fourth year saw him reconnected with one of his most fanatical believers, Barty Crouch Junior. 

Together they won the Tri-wizards cup and paid a visit to the Hall of Prophecy in the Department of 

mysteries hearing the full prophecy. 

Before entering the hall he stumbled upon another room within the department, the Door Cell. A small 

chamber separated by iron bars with a free standing door in the cell. A single ornate door handle sat 

upon a pedestal. This door handle is the Handle of Janus, an ancient artefact that allows one to travel 

to an alternate universe. Meaning multiple Harrys, so Mort!Harry wished to kill all the remaining Harrys 

from these other worlds to establish his hold. 

Setting up in the Shrieking Shack in his own world, he utilised Barty and Peter to gather Harrys from the 

other worlds. Once they were gathered Mort!Harry planned to bring his most faithful together to 

dispatch these Harrys…. 

The Harrys 

He was garbed in dirty, worn clothes, topped by a long messy mop of hair, and a scraggy, 

adolescent beard. Though, his most prominent feature was the large lightning bolt scar 

cutting across an eye-patch covered eye. 

Each Harry (or Harriet) comes from a different universe, each with very similar timelines though the 

details can differ greatly. They have different personalities, skills, friends and foes. 

Sometime during 1995/96 (Harry‟s fifth year at Hogwarts) Mort!Harry ordered Pettigrew and Crouch 

Jnr to gather the other Harrys straight from their universes. With the use of the Hand of Janus, 

Pettigrew‟s animagus rat form and knowledge of Hogwarts, and Crouch‟s potioneering talents made 

quick work of collecting the Harrys. 



Harriet Evans (63!Harry) 

Harriet is a humble, loyal young witch that joined house Gryffindor. As well as a star on the Quidditch 

pitch she also managed to continue to thwart the plans of Lord Voldemort. She is suicidally heroic and 

managed to survive most confrontations through luck and persistence. 

Harry Evans Verres Potter (Rational!Harry) 

A scientific and mathematical prodigy, Harry attended Hogwarts joining the Ravenclaw house. During 

his time at Hogwarts he was a piece and player in a deadly game of chess, pitted against highly 

intellectual opponents. 

Harry Potter (Basilisk!Harry) 

Harry was bitten by the basilisk in the Chamber of Secrets and was never healed by the Phoenix tears. 

Instead, he began transforming into a basilisk-human hybrid. During the transformation he became 

more of a loner identifying closer to Neville, half-humans, and other beings. 

Harry Potter (Slytherin!Harry) 

This Harry is a right out manipulative jerk. Sorted into Slytherin house, he befriended Blaise Zabini and 

made an instant enemy of Draco Malfoy. After his first scrap with Voldemort he discovered that he 

doesn‟t have the magic strength like other wizards, so he invested his time in the „wandless‟ arts like 

potioneering, runes and such. 

Harry Potter (PostApocalyptic!Harry) 

This Harry was forced to work alongside the Dark Lord and Dumbledore with the world in stasis to 

prevent nuclear holocaust across the globe. They spent months in the perpetual stasis disarming 

nuclear devices but it was moot when Voldemort was dispatched and the stasis was lifted, sending the 

world into nuclear winter. Harry was hardened by the experience of the resulting post-apocalyptic world. 

 

Peter Pettigrew 

He cowered as if it came natural, begging for mercy he clawed at Harriet‟s robes. In an 

instance he transformed into a rat and darted between her feet. The jerk Harry levelled his 

wand at the grotesque man come rat, shouted a curse but missed the nimble rat. 

Peter Pettigrew was once one of the Marauders, friend of James Potter, Remus Lupin and Sirius Black. 

Bar Remus Lupin each of the Marauders was an animagus, Peter choosing to take the form of a rat. 

During the peak of Voldemort‟s reign of terror Peter was secretly entrusted with the secret location of 

James and Lily Potters hideout. He ratted his friend and his family out to Lord Voldemort. 

After Voldemort disappeared Peter framed his other friend Sirius for betraying the Potters and the 

murder of a dozen muggles. He went into hiding as a rat and living amongst the Weasley‟s. 

Mort!Harry first encountered Petigrew as the rat Scabbers on the Hogwarts Express. Peter was outed 

and utilised once again by Mort!Harry, using his ability to sneak about undetected. 

Peter is motivated by fear, put under any pressure and he is likely to crumble spilling information to 

either side. Just because he‟s craven doesn‟t mean he isn‟t dangerous, he has proven to be a capable 

killer and coupled with his rat animagus is able to weasel his way out of trouble. 



He is still currently wandless and faced with confrontation will shift into rat form and scamper. Being 

involved in retrieving the Harrys he is privy to information regarding the Handle of Janus. He knows 

about the other universes and why Mort!Harry. 

Barty Crouch Junior 

With a whip crack, school detritus came down in a crash, blocking our escape. The 

perpetrator approached with maniacal intent. Once baby- faced, he had been hollowed by 

years in Azkaban, his tongue flicked out the corner of his mouth, he crowed “Should have 

killed you when I had the chance, instead of gathering you all up to parade you in front of 

the unfaithful.” 

Bartemius „Barty‟ Crouch Junior is the son of the Bartemius Crouch Senior, Head of the Department of 

Magical Law Enforcement.  Barty Junior had joined the league of Death Eaters and was able to keep 

that secret hidden from his family and the greater public. He was one of the few Death Eaters devoted 

enough to search for the dark lord after his disappearance in 1981. 

It wasn‟t till the Death Eater inquisition that it was revealed that Barty Junior was in fact a high ranking 

Death Eater. He was subsequently imprisoned by his own father and was locked away in Azkaban 

where he spent his days, harrowed by Dementors. 

Years later, Barty Junior was smuggled out of the wizarding prison by his guilt ridden father. Barty 

Senior kept his son imprisoned at home using the Imperius Curse. With the aid of Peter Pettigrew Barty 

Junior was released of the curse and joined Mort!Harry at Hogwarts under the Polyjuice guise of 

Professor Mad-eye Moody. 

 Once the Handle of Janus was discovered Mort!Harry sent Crouch and Pettigrew out into the other 

universes to gather the alternate Harrys and prepare them for sacrifice. With his expertise as a 

potioneer, Barty was able to transform into most people and with his talents of deception is able to 

impersonate their behaviour. 

Barty has a fanatical devotion to Lord Voldemort looking to him as a father figure. He was one of the 

few who even looked for the Dark Lord after his disappearance and he detests those who simply 

abandoned Voldemort. Time in Azkaban further unhinged Barty, making him far more sadistic and 

burning with vengeance. He is just as likely to curse a „traitor‟ Death Eater as an enemy. 

The Harrys may try to seek help from sources friends or other allies on their character sheets. If an ally 

sees that there are multiple Harrys it is likely that they will freak out. 

Albus Percival Wulfric Brian Dumbledore 

The headmaster was garbed in a midnight blue robe emblazoned with stars, he gestured 

with an ancient hand and spoke kindly “Flig hipotauhn deliospell et kumphfer dorf?” 

The grouping of Harrys looked amongst each other in the headmaster‟s office, filled with 

tick-whirring devices. The „silence‟ was eventually broken by Obnoxious Harry throwing his 

hand in the air in exasperation, “Great he‟s gone mad.” 



 Dumbledore‟s head tilted to the side quizzically, “So you‟re not from that Universe with the 

tentacle monsters.” 

Arguably the most powerful wizard of his time Albus Dumbledore; Supreme Mugwump of the 

International Confederation of Wizards, Chief Warlock of the Wizengamot and is the Headmaster of 

Hogwarts School of Witchcraft and Wizardry. 

Dumbledore opposed Lord Voldemort and his Death Eaters, it is said that Dumbledore was the only 

wizard Voldemort truly feared. During the First Wizarding War at the height of their terror in fact 

founded the Order of the Phoenix, a secret organisation of witches and wizards who would risk their 

lives to fight Lord Voldemort. In many worlds Dumbledore would later reform the organisation at the 

return of Lord Voldemort though not in Mort!Harry‟s world. 

 Dumbledore is a supremely talented and intelligent wizard, he always composed and calm though he 

does have his eccentricities. Dumbledore is a great advocate of the better aspects of humanity; trust, 

love and friendship. 

Pandora Maxwell 

With a turn of the enchanted handle they burst through the isolated door. On the other 

side they found they were still in the same bronze cage but instead of pursuing Death 

Eaters, a witch garbed in non-descript black-violet robes stared at them from the outside of 

the cage. Her mouth parted slightly as the female Harry barred the door with her Firebolt. 

As an Unspeakable, Pandora finds herself working in the Department of Mysteries, she is a both an 

emissary that keeps tabs on the alternate universes and a gate-keeper of the Handle of Janus inside the 

Door Cell. 

She is a middle aged woman with a round chin, pointed nose, curly strawberry blonde hair tied up into 

a loose bun. She is intelligent, with an adventurous spirit. She often asks questions that she herself will 

answer. She wears the dark navy robes and dark green dragon hide boots worn by Unspeakables, 

though beneath the robes she wears conventional slacks. 

Like many British witches and wizards Pandora attended Hogwarts School of Witchcraft and Wizardry, 

and was sorted into Gryffindor. She was quite the outdoors type, talented on a broom, not too good to 

get her hands dirty in herbology. After her time at Hogwarts Pandora became an explorer and 

adventurer becoming a witch of action. Her family were the ones to first discover the handle and took it 

upon themselves to safeguard it. After her father died she took the mantle as the gate-keeper. 

She is the gate-keeper in most of the alternate universes (though dead in the Apocalyptic!World and 

Mort!World, and male in 63!World). At first upon seeing multiple Harrys she will seem shocked but 

unlike any other civilian this is due more to a breach in protocols that date back centuries. 

Alternate Universes 

It was Hogwarts but the exterior walls were charred black except for wizard shaped 

silhouettes. It wasn‟t just the castle that was different, the sky was perpetually overcast and 

it was cold, colder than Scotland should be. 



With the aid of the Handle of Janus, Harry, Mort!Harry, and his Death Eaters are able to travel to 

alternate universes where history has taken a slightly different route. 

What universe the Harrys end up in depends on the direction they pass through the door. Say if they 

begin in the Post Apocalyptic Universe and use the handle on a door and then east through it they will 

pass through into the Basilisk Harry‟s Universe, appearing to walk out the same door they just walked 

into. Below is a die with a suggestion on how to keep track of the worlds you are passing through. 

Additional Universes can be accessed by going up or down through trap doors. 

 

Since each Harry comes from a different world they each have differing allies and enemies. They may 

only be able to call upon these allies by travelling there but may run into trouble once there. Some key 

points include: 

Post Apocalyptic Universe 

The first world the Harrys will find themselves in is a post-apocalyptic world. In this world 

Grizzled!Harry and Voldemort were working together to stop a nuclear war consuming the globe. 

Unfortunately, they failed, many of the muggles largest cities were devastated, including London and 

the wizarding centres of London; Diagon Alley though remnants of the Ministry of Magic remain albeit 

deserted. 

Rational Harry’s Universe 

In this world Harry found his opponents far more intelligent and capable. Voldemort in the guise of 

Professor Quirrell managed to shape a year of Hogwarts students with his mock battles. The halls of 

Hogwarts are patrolled S.P.H.E.W. (Society for the Promotion of Heroic Equality for Witches). 

Dumbledore is darker broken (though still crazy brilliant) after years of war waged with Voldemort. 

Harry‟s greatest enemies are smarter and more powerful in this world. 

Basilisk Harry’s Universe 

In this world Harry would not be found at Hogwarts having left years ago to fulfil his destiny as the true 

Heir of Slytherin to the dismay of both Voldemort and Dumbledore. The creature that Harry has 

become is being hunted by Unspeakables and any trip to the ministry will be fraught with danger. 



Harriet’s Universe 

The differences in Harriet‟s universe can be noticed immediately, the faces will seem awfully familiar 

but over time the Harrys will notice that everyone they know will be of the opposite sex. Hogwarts is still 

standing, Voldemort is at large and Dumbledore is hunting for clues. 

Slytherin Harry’s Universe 

In this universe Harry was not a loner and made friends and contacts easily, albeit sometimes through 

extortion. 

Mort!Harry’s Universe 

This universe is home to harry who is possessed by Voldemort. Voldemort has been slowly gathering his 

closest allies and dispatching with his enemies including Sirius Black. Deep in the bowels of Hogwarts 

Castle resides the basilisk. Dumbledore suspects the boy possessed but rather keep him close, hoping 

the boy will cast the shattered souls of Voldemort from his person. 

Hogwarts Castle 

Getting anywhere within Hogwarts was a chore, the shortest route was not always as 

simple as going as „the crow flies‟. The place was non-euclidean, hallways that appeared 

short would take you far longer to cross, secret passages could take you from a top of a 

tower to the bottom in an instant, or a doorway will refuse you passage on every second 

Tuesday, they all obeyed rules. Granted, these rules varied greatly across the castle 

depending on the day of the week or direction you are heading. Simple rules I‟d learnt in 

my first year and now I was relearning the rules all over again in this god forsaken 

„alternate‟ Hogwarts. 

Hogwarts Castle was magically constructed by the four founders of the school Rowena Ravenclaw, 

Godric Gryffindor, Slazar Slytherin and Helga Hufflepuff. It is a large seven storey castle with an 

eclectic blend of architecture that sits on top of a hill overlooking a large black lake. The castle has a 

very organic appeal; the ancient enchantments made by the founders give the castle a character of its 

own, the way doors need to be tickled or stairwells turn to slides if the wrong step is trodden on, give 

the place its own personality. 

There are tons of places for the Harrys to explore but a few may be of more interest than others 

depending on if they want to meet someone or even to procure knowledge or items. A few places are 

outlined below: 

Gryffindor Common Room - Located up in Gryffindor tower the common room can be 

accessed on the seventh floor by using a password to get past the portrait of the Fat Lady. 

It is a large circular room adorned with red and gold tapestries, stairways lead up to 

separate dorms for boys and girls. 

Headmaster‟s (Dumbledore) Office – Is located high in the Staircase tower, accessed 

through a password protected gargoyle. The gargoyle retracts into a moving spiral 

staircase into the office where a phoenix sits on a perch, scores of painting of old 

headmasters snore away and thousands of gadgets whir, whizz, bubble and pop. 

Library – Is home to all the reading material a wizard could ever want, that fly back to the 

spot on the shelf when unattended. It is guarded by the strict librarian Madam Pince. The 

students may need a letter of permission to access the restricted section where all the 

juiciest books are kept, full of wailing books and books on poisons. 



Ravenclaw Common Room - Located at the top of a stair case in Ravenclaw tower, the 

common room is accessed through a door without keyhole or doorknob, only a bronze 

eagle knocker adorns the door. To enter a riddle must be answered. The common room 

boasts its own library and balcony to enjoy the views from the tower. 

Slytherin Common Room - Located in the dungeons the common room can be accessed 

through a stone wall with a password. The room was built underneath the great lake 

giving the impression that one is submersed in a submarine cut from obsidian stone. 

Prominent Slytherins tend to have their own rooms rather than sharing a dorm. 

Snape‟s Storeroom - Is located in the dungeons near the Potions classroom. It is a small 

room with roof with shelves on all sides with a ladder to access the highest. The 

storerooms houses Snape‟s personal store of potions and ingredients. 

Of course each world‟s Hogwarts will be different in some regard. It might be as simple as passwords 

being different or shortcuts being slightly different meaning that only the Harry from that world will be 

familiar with. Allow the Harry whose world you‟re in to make Declarations to add a different taste. 

Department of Mysteries 

You enter an ante-chamber the floor appears to be reflective pond lit by blue torches but 

as your foot touches it, you realise it is just dark marble. Various doors branch out to all 

sides, as you reach for the handle of one the whole room begins to spin. Disorientated you 

stumble into a room nearly knocking over a shelf of Time-turners. 

In all the universes the Department of Mysteries is a division of the Ministry of Magic whose actions are 

mostly unknown to the greater wizarding community. 

Located deep in the bowels of Ministry of Magic, the Department of Mysteries is both, vault and 

research facility for some of the greatest mysteries in the wizarding world. 

Those that work in that department are called Unspeakables and tend to the artefacts stored there, 

including the Handle of Janus. The place is divided into a number of divisions/rooms: 

Entrance Chamber – Is a round chamber lit by blue torches with twelve doors that spin, 

prohibiting unauthorised entry. 

Door Cell – The Door Cell houses the Handle of Janus. Like many of the rooms within the 

Department of Mysteries it is paved with blocks of black stone. In the centre of the room is 

a large bronze cage discoloured by green oxidation.  On the other side of the bars of the 

cage is a large mahogany table and at the opposite side of the table is a simple door on a 

rotating platform. On an ornate pedestal sits the Handle of Janus. 

Brain Room – As the name suggests is a room with a number of large rectangular fish 

tanks that house a number of brains. It is a room that studies the power of thought and if 

anyone is fortunate to get too close to a brain may just find out. 

Death Chamber – Houses an ancient stone archway with a thin veil. Those that have 

witnessed death can hear the whispers of the dead. Anyone unfortunate to pass through 

the archway, die. 

Hall of Prophecy – This is a large hall with shelves reaching to the ceiling, stacked with 

thousands of small crystal balls that house prophecies, each are labelled with the prophet 

and people mentioned in the prophecy. 

Love Chamber – This room is locked. Tightly. 



Space Chamber – Floating in this seemingly endless void are miniaturised version of the 

solar system. The chamber is used for research into space and though it is miniaturised in 

scale one is still able to get lost in infinity. 

Time Room – is a tight rectangular room that is home to the Time-turner. This room is 

home to some pretty bizarre time magicks and experiments. Connected to this room are a 

number of offices. 

The Escape 

You wake up groggily you stir from the blackness of sleep, neck stiff you try to rub the 

sleep but you find your wrists bound behind your back. A slither of light streams down from 

above, dimly lighting the area around you, finding yourself in a very cramped cell with a 

very high ceiling with no apparent doors. Others are rousing beside you, all tied together 

at the waist. 

“Guh…. Last time I drink butter beer before bed,” said a peculiarly familiar voice. Turning 

around you see another lightning bolt scarred face. 

The adventure will start with the Harrys tied together inside a chest charmed with an Undetectable 

Extension charm. The inside for this chest is a 2m x 2m cell with not visible door or exits besides the top 

of the chest in the ceiling. Outside Peter Pettigrew minds the chest inside the shrieking shack (they can 

begin in any universe the GM sees fit except Mort!Harry‟s universe). In minutes he will open the chest 

and reapply the sleeping charm to the Harrys. 

This will be the opportunity for the Harrys to role-play, break their bounds and plan an escape. To 

make matters worse the Harrys will begin this adventure wandless and will need to rely on their other 

talents to get out (Razor claws, back to back climbing, Harry pyramid). 

Up above Pettigrew is biding his time before he has to rendezvous with Barty Crouch Junior who is 

currently with Mort!Harry in another universe preparing for the delivery of the Harry sacrifices. Crouch 

Junior is currently in possession of the Handle of Janus, while Pettigrew is in possession of all the Harrys‟ 

wands and gear. In fact, Pettigrew does not have his own wand. 

Research, Investigation and Interrogation 

The Harrys will sure to have questions that need answering. After their escape they will earn themselves 

a reprieve to reduce any Minor Consequences and hopefully answer some of these questions. 

From here they may try to research the Handle of Janus and hatch a plan. Some avenues the Harrys 

may take to ween information: 

Interrogating Pettigrew: Pettigrew is a coward but having said that unless his life is 

threatened the Dark Lord is far scarier to him and will be very reluctant to divulge 

information. 

Hogwarts Library: The library is a treasure trove of knowledge but without an inkling of 

what they are searching for. Making any search difficult and may take some time to 



recover. The literature will only give information about the artefact itself, the texts often 

underplaying its real potential, suggesting the Handle of Janus simply links doorways. 

Corpse of the late Pandora Maxwell: The Pandora Maxwell from Mort!World will be found 

dead. From the lack of injuries you can only presume the killing curse. Pandora will be 

garbed in the navy robes of the Depart of Mysteries‟ Unspeakables. On her person will be 

the authorisation papers required to access the Department of Mysteries. 

Utilising one of the Harrys‟ Aspects: The Harrys may have a Help or Resource Aspect that 

may aid them in gleaming some information about their predicament. 

Meanwhile… 

After a little research or intimidation the Harrys might end up travelling to the Department of Mysteries 

to find the Handle of Janus in this universe. If Pettigrew escapes he could attempt to notify or even 

attempt to retrieve the Handle of Janus of this universe on his own. 

Note: If for whatever reason Mort!Harry runs into the Harrys sooner than the climax he will likely act the 

part Quirrell, a bumbling, stuttering fool to fool the Harrys into thinking he is just another victim. 

Ministry of Magic 

At some the stage the Harrys may make it to the Ministry of Magic to search for their own Handle of 

Janus. 

If they are followed to the ministry there might be a resulting fight within the Department of Mysteries. 

Depending on where the fight is fought inside the Ministry, each of the rooms will have its own Apsects. 

If the Harrys head to the Department of Mysteries they will likely run into Pandora Maxwell. Upon 

seeing the Harrys she will likely be mildly shocked but will quickly compose herself. As an Unspeakable 

she will not divulge the secrets of her trade lightly but if confronted by multiple Harrys and warned of 

the breach Voldemort had made, her tongue might be loosened.  

She has the means to teach you the tricks to jumping through the worlds, divulging the differing 

orientations lead to different worlds and just because there are north, south, east and west portals 

doesn‟t mean that there aren‟t any worlds up or down through a trapdoor. 

Another World, Another Hogwarts 

If the Harrys make it to another Hogwart there is an opportunity to talk to another eccentric 

Dumbledore and get his opinion on matters. 

Unlike most people who encounter multiple Harrys, Dumbledore will react rather blasé, almost if this 

occurrence happens every day, offering them tea and some candied pineapple. 

He is fairly open to helping out the Harrys on their quest to stop Mort!Harry but he insists that „Harry‟ is 

still in there and still has the capacity to love and drive Voldemort out. He just needs to be shown how 

to love again. As always he will drive home the power of love and friendship and while you are talking 

to him, Dumbledore will constantly extract thoughts from his head and place them in the Pensieve. 

The End Game 

The robed figures part the circle allowing a teenage boy dressed in Hogwarts robes to 

emerge from a door propped up on one of the piles.  



“Fourteen years it has taken me but finally I will be able to put things straight. For fourteen 

years I have been robbed of the satisfaction of killing the infant Potter and fulfilling my 

destiny BUT now I have four of you. Watch my Death Eaters as we take the next step in 

conquering death!“ He raises his wand and turns to regard the Harrys gathered. “You may 

beg for your lives now.” 

Depending if the Harrys just intend on killing/trapping Harry!Mort or if they try and redeeming the 

Harry side. 

Exile 

As well as travelling through doors and worlds that face north, south, east, west, Pandora Maxwell will 

have also told the Harrys that up and down lead to other worlds as well where they may attempt to trap 

Mort!Harry in another universe. 

Redemption 

The redeeming of the Harry component of the Mort!Harry duo is no easy feat. This Dumbledore‟s 

vague hints with the Pensieve will suggest they implant their fondest memories into his mind. 

Either way the Harrys will need to decide where they will face Mort!Harry in the showdown. 



Mort!Harry 

The power of Harry Potter and Lord Voldemort Combined 

Scar Link (Power Aspect) 

Physical Mental Social 

Agility 3 Craft 3 Dec 3 

Endur 2 Know 3 Emp 2 

Perce 2 Reason 2 Pers 2 

Strength 2 Will 4 Res 2 

Stress 4 Stress 6 Stress 5 

GMPC (Minor, Major, Severe(P) & Defeated(P), 5 FP added to GM‟s pool) 

Aspects: 

“The Secrets of your Mind are not Safe” (Willpower) 

Creative Casting on the Fly (Knowledge) 

High Functioning Psychopath (Empathy) 

Short Fuse (Willpower) 

Advantages: Duellist (x2) – You gain +1 to Agility rolls when fighting with a wand. 

Nonverbal Spells (x2) – When using magic without speaking the incantation you gain +1 to negating 

the penalty for using such spells. 

Potent Magic:  Your spells are potent enough that they are able to affect an additional target. 

Spell Expertise (Dark Arts) – You have a knack for the Dark Arts. You gain +1 when you use a spell 

from the Dart Arts. 

Spell Expertise (Transfiguration) – You have a knack for Transfiguration. You gain +1 when you use a 

Transfiguration spell. 

Wandless Spells (x2) – When using magic without a wand you gain a +1 to negating the penalty for 

using such spells. 

Possession: 1 x Fate Point Activation, only Harrys 

Voldemort has the ability to possess any of the other Harrys but has to relinquish his hold on any other 

Harry. The possessed Harry needs to make a difficulty 4 Willpower to withstand the Voldemort‟s 

possession. While Voldemort is in control, he has complete control of the Harry. Whenever Voldemort 

performs an action that would normally would cause himself Physical, Mental or Social Stress, the Harry 

can make a Willpower save. Depending on how strongly the Harry disagrees with the act Voldemort the 

Harry may gain a bonus to resisting enthrallment. 



Mortless Harry 

Physical Mental Social 

Agility 2 Craft 1 Dec 2 

Endur 2 Know 1 Emp 1 

Perce 2 Reason 2 Pers 1 

Strength 2 Will 1 Res 2 

Stress 4 Stress 3 Stress 4 

Aspects: Stockholm Syndrome (Willpower) 

Son of Chaser (Agility) 

Tactics: 

Mort!Harry is privy to using the Killing Curse, not to mention the other unforgivable curses. 

He usually just takes it easy and utilises the Killing Curse but if things get hairy he has also got a talent 

for Transfiguration, Charms and magicks in general. 

He is also an accomplished Leglimens and can use this power in conjunction with his connection with 

the Harrys to attempt to possess them. Unfortunately this will leave the shell of the former Harry Potter 

vacant. He will continue to fight for Voldemort but he will be reduced to using Expelliarmus and other 

simple spells. Not to mention his stats will reduce to those of other Harrys. 

Holly with Phoenix core: the likely hood of Priori Incantatem is very likely if a duel occurs between a 

Harry and Mort!Harry. 

 

  



Peter Pettigrew 

Two-faced, dirty rat 

Animagus Mastery (Affinity Ability) 

Physical Mental Social 

Agility 2 Craft 2 Dec 3 

Endur 2 Know 2 Emp 2 

Perce 2 Reason 2 Pers 2 

Strength 2 Will 1 Res 1 

Stress 4 Stress 3 Stress 3 

Vital NPC (Major, Severe(P) & Defeated(P), 2 FP added to GM‟s pool) 

 

Aspects: 

Escape Artist (Agility) 

Yellow Bellied (Willpower) 

Advantages: Pitiful – You gain +2 to Persuasion rolls when pleading. 

Tracker – Gain +2 bonus on rolls to successfully track someone or something on the move. 

Animagus: 1 x Fate Point to Activate per Change. 

Peter Pettigrew is able to take an Action to transform to and from a rat form. This rat form makes 

Pettigrew smaller and agile. In this form Pettigrew will be unable to cast any spells or even talk, he will 

effectively be a rat with the mind of a person. The transformation can be countered with a Counter-

spell, returning  

Rat 

Physical 

Agility 3 

Endur 2 

Perce 2 

Strength 2 

Stress 4 

Size= -2 

Advantage: Keen Smell – When making a Perception roll using your sense of smell you gain +2 on the 

rolls. 

Tactics: 



When things hit the fan Peter‟s first instinct will be to run, he will transform into his rat Animagus form 

and leg it. 

But once he is cornered … like a rat, he will take to either pleading or worse … explosive spells. In his 

past, Pettigrew wasn‟t a very talented wizard but he was resourceful. He will use area effects rather than 

going for the direct hit. 

  



Barty Crouch Junior 

Sadistic, diabolical  fiend 

Physical Mental Social 

Agility 2 Craft 2 Dec 2 

Endur 2 Know 2 Emp 2 

Perce 2 Reason 2 Pers 2 

Strength 2 Will 3 Res 2 

Stress 4 Stress 5 Stress 4 

Vital NPC (Major, Severe(P) & Defeated(P), 2 FP added to GM‟s pool) 

Aspects: 

Pure-blood fanatic (Willpower) 

Polyjuice Potion (Resource) 

Attention to detail (Perception) 

Advantages: Academic (Dark Arts) – You gain +2 to assessment and +1 to declaration rolls associated 

with the Dark Arts. 

Duellist (x2) – You gain +1 to Agility rolls when fighting with a wand. 

Nonverbal spell – When using magic without speaking the incantation you gain +1 to negating the 

penalty for using such spells. 

Spell expertise (Charms) – You have a knack for Charms. You gain +1 when you use Charm spells. 

Spell expertise (Curses) – You have a knack for Curses. You gain +1 when you use Curses. 

Tactics: 

Voldemort is the only real father figure Barty Crouch Junior has ever had. This is the drive for 

fanaticism to please the Dark Lord. He is jealous of any other Death Eater that is not „worthy‟ of his 

attention and won‟t bat an eye to crossing another Death Eater. If he fails at a task he will be livid at 

himself and reckless in fixing the mistake. 

Besides his psychoses, Barty is actually an accomplished wizard, a skilled potioneer with the ability to 

brew a potent Polyjuice potion but his real talents lie in observation and reading people, imitating them 

and manipulating them. If he ever gets the chance, Barty will attempt to pose as someone close to the 

Harrys and drag them into Mort!Harry‟s clutches again. 

In combat itself, he his crafty using curses to affect zones and trap his opponents. Unless the order by 

the Dark Lord is given he will not kill a Harry. 

  



Death Eaters 

Pureblood supremacists 

Physical Mental Social 

Agility 2 Craft 2 Dec 2 

Endur 2 Know 2 Emp 2 

Perce 2 Reason 1 Pers 2 

Strength 2 Will 2 Res 2 

Stress 4 Stress 3 Stress 4 

Trivial NPC (Major & Defeated(P), no FP added to GM‟s pool) 

Aspects: 

Fanatic 

Coward 

Dumb muscle 

Axe-crazy 

Hair Trigger temper 

Torture technician 

Chronic backstabbing disorder 

Opportunistic bastard 

Get in each other‟s way (inverse ninjas) 

Advantage: Academic Knowledge – Choose a scope of academia, Charms, Potions, Dark Arts, etc. You 

gain +2 to assessment and +1 to declaration rolls to that field. 

Con Man – Substitute Deception for Empathy when trying to perform an Assessment to discover what 

Aspects a person could have. 

Duellist – You gain +1 to agility rolls when fighting with a wand. This advantage can be taken multiple 

times. 

Fast Talker – Whether the truth or a lie, you gain a +2 bonus (or +2 Edge) on any roll to convince 

another person to believe what you say. 

Grace Under Fire – You gain a +2 on rolls for initiative during physical conflicts. 

Nonverbal Spell – When using magic without speaking an incantation you gain a +1 to casting. You 

can choose a specific spell to allocate a +2 when used Nonverbally. This advantage can be taken 

multiple times. 

Scary – You gain a +2 bonus (or +2 Edge) to Persuasion rolls to frighten others. 

Spell Expertise – You have a knack for a class of magic, Charms, Hexes, Jinxes, Curses, Healing Spells, 

Transfiguration or Counter-spells. You gain +1 whenever you use that spell. 



Tactics: 

Make your own Death Eater, mix up the Aspects and advantages to make your own. Death Eaters‟ 

loyalties are normally divided up with the ones who truly believe in the cause and those who have 

gotten in too deep and are driven by fear. Of these some are petty thugs, while others talented bigot. 


