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1d20 Chapter pg. 1d20 Popular Monsters HD (HP) pg.
1  People 8 1  Goblin 0 (2 HP) 44
2 Dungeon 40 2  Kobold 0 (B3HP) 75
3  Dragon 64 3  Skeleton 1 (4 HP) 61
4 Thinking Beasts 82 4  Orc 1 (6 HP) 59
5 Heraldic Beasts o8 5  Monstrous Vermin 2 (9 HP) 54
6  Primeval 110 6 Zombie 2 (9 HP) 173
7  Elemental 122 7 Wolf 3 (12 HP) 247
8  Divine 136 8 Giant Spider 4 (18 HP) 43
9 Dark and Malign 156 9 Ogre 4 (18 HP) 166
10 A Wizard Did It 174 10  Owlbear 5 (22 HP) 107
11 Spring 194 11 Bear 6 (27) 239
12  Summer 204 12  Minotaur 7 (32 HP) 91
13  Fall 216 13  Troll 7 (32 HP) 245
14  Winter 226 14 Vampire 8 (36 HP) 167
15 Hostile Forests 236 15 Mind Eater 9 (41 HP) 190
16 Hot Plains 248 16  Tunnel Hulk 9 (41 HP) 214
17 Mysterious Mountains 258 17 Eye Tyrant 15 (69 HP) 183
18 Stormy Seas 268 18 Lich 15 (68 HP) 49
19 Strange Water 280 19 Froghemoth 16 (72 HP) 209
20 Science Fiction 204 20 Ancient Dragon 30 (135 HP) 67
Reaction Roll
2d6 Feral General Grandiose Unusual
2 Frenzied Attack Immediate Hostility Ultimatum Annihilation
35 Puffs Up Cautious Aggression Denunciation Probing Attack
6-8 Alarm Calls Hesitation / Confusion Banter / Analysis Form Shift
9-11 Plays Dead Retreat Monologue Reverberating Tones
12 Trust Signals Instant Friendship / Panic Proposal / Flattery Implosion / Explosion
Reasons For An Encounter
1d6 Bestial Intelligent Scheming Outsider
1 Hunger Extortion Preemptive Strike Meteoric Fall
2 Territorial Display Revenge Insult Delivery Violent Dissection
8 Habitat Loss Offer of Alliance Testing Prowess Unstable Portal
4 Startled Mistaken Identity Idle Curiosity Accidental Summons
5 In the Way Interrogation Deliberate Misdirection Assassin / Patrol
6 Plea for Assistance Overconfidence Swirling Madness Omen / Warning
1d6 Situation Impediment Twist Formation
1 Ambush Badly Wounded / Dying Reinforcements Column / Line
2 Pursuit / Flight Blind / Limping Disguised / Misidentified Pincer
3 Cautious Circling Entangled Watched From Afar Wedge
4 Separated Group Hopelessly Lost Betrayal / Schism Echelon
5 Standoff Drunk / Addled Clear Hierarchy Scattered Fireteams
6 General Brawl Compelled Weather / Terrain Shift Confused Mass
1d10 Where They Find You (Indoors) Where They Find You (Out Of Doors) Weather
1  Barn. Highly flammable. Muddy field. Sliding, stumbling. Soft dappled sunshine.
2  Cave mouth. Damp, treacherous. Road, blocked by an uprooted tree. Grey, flat, low clouds.
3  Scaffolding. Rickety platform layers.  Cliff edge. Deceptive grass, updraft. Persistent drizzle.
4 Ladder. Splintered rungs. Bridge. Thundering torrent. Blazing noon heat.
5 Interrupted feast. Turnspit, hearth. Hilltop ruin. Pillars, mossy slabs. Thick, heavy fog.
6  Forge. Hammers, sparks, coals. Nest. Tangle of twigs and clay. Thumping waves of rain.
7  Arena. Tiered seats, flags, sand. Crowd. Carts, barrels, stands, shoving. Cold, sharp breeze.
8 Temple. Suspended bell, ropes. Stream. Reeds, slippery stones. Dark boiling clouds.
9  Mine. Rails, columns, hidden pits. Courtyard. Gates, towers, windows. Crunching sleet.
10 Throne room. Braziers, drapes, stairs. Overgrown statue. Outstretched limbs. Lightning fans and darts.




1d8 Element Vice Virtue 1d20 Chapter pg.
1 Acid Envy Courage 1 People 8
2 Air Gluttony Diligence 2  Dungeon 40
3 Fire Greed Humility 3  Dragon 64
4 Ice Hatred Justice 4 Thinking Beasts 82
5  Lightning Lust Kindness 5  Heraldic Beasts 98
6 Stone Pride Patience 6  Primeval 110
7  Void (Sonic) Sloth Prudence 7  Elemental 122
8  Water Wrath Temperance 8 Divine 136
9  Dark and Malign 156
1d10 Local Attitude Valued For Its... 10 A Wizard Did It 174
1  Weary indifference. Meat. 11 Spring 194
2  Partial domestication. Milk / blood / fluids. 12 Summer 204
3  Impotent loathing. Eggs / offspring. 13 Fall 216
4 Sincere worship. Horns / teeth. 14 Winter 226
5 Dismissed as a myth. Deadly reputation. 15 Hostile Forests 236
6  Pampered symbol. Hide / scales / hair. 16 Hot Plains 248
7 Unlucky or ill-fated. Song / noises. 17 Mysterious Mountains 258
8  Hunted for sport. Pleasing shape. 18 Stormy Seas 268
9  Cause for debate. Alleged wisdom. 19 Strange Water 280
10 Ruthlessly abominated. Curious strength. 20 Science Fiction 294
1d6 Unique Feature Texture 1d6 Horrible Aesthetic  Enigmatic Variant
1  Thick scar. Dazzling stripes. 1  Skinless, bleeding. Crown of branches.
2  Pale / shaded / tinted. Translucent. 2  Lubricous sludge. Opalescent spirals.
3 Burning eyes. Mottled camouflage. 3 Surgically fused. Benevolent clay mask.
4 Phosphorescent dots. Vivid warning bands. 4 Gloaming nightmare. Double limbs.
5 Golden armour plates. Countershaded. 5  Sleek mockery. Rainbow patches.
6 Legendary size / age. Greasy, shaggy. 6  Eternally rotting. Lightless flames.
1d20 Generic Creature Upgrades
1 Dire / Elite. +2 HD (+9 HP). Slightly more cunning.
2 Winged. Fly normal. If already flying, double number of wings and fly speed.
3  Two-Headed. Gain an additional bite attack. Immune to mind-altering effects.
4 Venemous. Bite attack deals +1d6 poison damage.
5 Regenerating. Regenerates 3 HP per round. Acid, fire, or very strong magic prevents regeneration.
6 Elemental. Immune to [element] damage. Once per day, can breathe a 40cone of [element]. 2d6 damage,
Save for half.
; Armoured. Increase armour by one level (none, leather, chain, plate, plate+shield). If armour is already
plate+shield, reduce all incoming non-magical damage by 2.
8  Fizzing. Adjacent creatures take 1d4 [element] damage at the start of each round.
Vampiric. Bite attack heals the creature for damage dealt. If it doesn’t have a bite attack, it gains one,
dealing 1d6 damage.
10 Aquatic. Swim normal. If already swimming, streamline, double swim speed.
11  Tunneling. Burrow normal. Claw attacks deal +1 damage.
12 Stone Construct. Immune to slashing and piercing damage and mind-altering effects.
13 Undead. Halve movement speed. Morale 12. Reduce all incoming damage by 1.
14 Ghost. Immune to non-magical damage, cold, lightning, and mind-altering effects. Can pass through solid
objects. Melee attacks deal cold damage and ignore armour.
15 Phasing. If dealt more than HD damage in a single hit, teleports up to 30' in any direction.
16 Shapeshifting. Can spend 3 rounds transforming into the form of a creature of equal or lower HD (see pp.
313-318). Gains all the stats, attacks, and abilities of its new form. HD and current HP remain the same.
17 Parasitized. When killed, 1d6 rounds later, a creature of lower HD (see HD(NA) pp. 313-318) bursts out.
18 Celestial. If uninjured, other creatures must Save to attack. Casts light as a torch.
19 Infernal. Immune to fire and cold damage. Attacks deal +1 fire damage.
20 Prodigy. +1 HD (+4 HP). Vastly more intelligent. Highly conversational, fluent in most languages, full of

guile and secrets. Has several backup plans in place.
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Introduction

READ THIS FIRST

| know that there is a strong temptation to skip ahead
to the monsters and illustrations, but if you spend a
few minutes reading this section, the rest of the book
will make a lot more sense.

PURPOSE

This book is designed for at-table utility. Monsters
are presented alongside useful tools. Background
information is minimal, optional, or entirely absent.

The 200+ monsters in this book are designed to be
thematically and mechanically unique. The entries
are a mix of classic staples and new creatures,
designed to cover as much ground as possible.

In the middle of a game, a GM doesn’t need to

be told that Bears live in caves or that Ghosts haunt
graveyards. They know that. What they need are
interesting prompts or things that are difficult to
invent under pressure; names, details, motivations,
secrets, riddles, maps, etc.

The “Generic” label applied to tables and locations
is faintly ironic (just like the ludicrous ambition of the
Alphabetical Index of All Monsters). They are generic
enough to give an enterprising GM themes on which
to improvise, and interesting enough to help an
exhausted GM.

Treat The Monster Overhaul as a toolkit. Some tools
are generally useful, some tools are specialized,
and some are obscure. This book is not designed

to tell you what to think. This book is designed to
give you space to think.

FORMAT

The Monster Overhaul is divided into 20 chapters of
10 monsters. To pick an entry at random, roll 1d20
for the chapter number and 1d10 for the creature.
The first two pages of each chapter are devoted to
random encounter tables and other useful tools.
Wherever possible, cross-reference page numbers
are provided.

Chapters are designed to be combined to create
settings. Want to run a Gothic horror game?

Mix chapters 1, 9, 13, and occasionally 8.

A lost world wilderness? 6, 16, and possibly 20
buried in a mountainside.

To rapidly locate any monster by hame, see the
Alphabetical Index of All Monsters (pg. 323).

WRITE IN THIS BOOK

This book is designed to be used. Write in the margins.
Edit abilities, circle names, and summarize infamous
encounters for future reference. Add page markers
and sticky notes. If you want a pretty object to put on
your shelf, buy a second copy.

RANDOM TABLES

Rolling on any table is not mandatory. Pick a result,
adjust a rolled result, or make something up. Tables
are a convenient way to densely pack information.

To save time, a GM can ask a player to roll dice and
read out the result while the GM is reading other
information or turning pages.

In some tables, results are listed from least weird to
most weird. You can roll on a d10 table using a d4,
a d6, or a d8 to exclude some results.

Tables are placed where | feel they are most useful,
but that doesn’t mean they cannot be used elsewhere.

MONSTER MENU-ALL

Some creatures have a Menu listed. Eating monsters
to gain strange powers is a time-honoured tradition.
It is not necessarily wise or even survivable.

* A rat-sized creature provides a meal for 1 person.
* A human-sized creature provides meals for 30 people.
¢ A cow-sized creature provides meals for 300 people.

In doubt, a creature provides meals equal to its HDx20.

BALANCE

The random encounters in this book are not designed
to produce a series of “fair” mechanically challenging
fights. Balance requires assumptions about system,
playstyle, group numbers, and PC abilities that this
book cannot feasibly support.

In a game where both the monsters and PCs have
goals, balanced encounters are meaningless. Faced
with a stronger foe, the weaker side can (and probably
should) run, negotiate, bribe, bluff, seek common
ground, surrender, or, if all else fails, fight.

If players are used to game styles where balanced
combat is the goal (and not merely means to an end),
the GM may want to gently directly remind them that
options other than fighting exist.



Mechanical Jargon

GM stands for Game Master, the person who runs the
game, knows some of the rules, and can make up the
rest as needed.

PC stands for Player Character, an imaginary person
run by a player (and usually run into danger).

NPC stands for Non-Player Character, an imaginary
person run by the GM.

XP stands for Experience Points, the traditional
measure of a character’s progress. XP milestones
are called levels.

In the text, People or Person refers to a creature

that is intelligent enough to wear clothes and pay

(or avoid) taxes. Goblins are borderline; snails definitely
do not qualify. The terms Monster and Creature are
used interchangeably.

Living creatures are biologically active. Stone golems,
zombies, ghosts are not living creatures.

Magical damage includes damage from spells,
enchanted weapons, or sufficiently magical creatures.
Elemental damage may also count as magical.

Some effects specify a Target. This refers to a specific
creature, object, or point the creature creating the
effect can see (or sense), unless otherwise noted.

Some effects may call for a Save. The exact
mechanics will vary based on the system in use.
Enough information should be provided for a GM to
make a judgement call. Only roll a Save if it makes
sense; a PC cannot possibly Save to dodge if there is
no room to dodge.

Effects or abilities may refer to a PC’s Stats,
numerical values which a system assigns to facets of
a character. This book references the classic list of
Strength, Dexterity, Constitution, Intelligence,
Wisdom, and Charisma, though results should be
easily adaptable to any number of systems.

A Round is one cycle of action in combat, lasting
approximately six seconds. Once every participant
has acted on their Turn, a round is over and a new
round begins.

ROLLING DICE

Dice rolls are listed as “d#”. If you need to roll 1 six-
sided die, that's d6. If you need to roll 3 ten-sided
dice and add the results together, that's 3d10. If you
need to roll 1 eight-sided die and add +2 to the result,
that’'s 1d8+2.

In some systems, a Critical Hit is a result of 20 on a
d20 used in an attack roll. A Critical Failure is a
result of 1 on a d20.

DISTANCES AND AREAS

Assume one human-sized combatant occupies
one 5'square.

If a line does not have a width specified, assume
it is a beam or ray, and only strikes targets directly
along its path.

For RPG purposes, a cone’s width at any given

length is equal to the distance from its point of origin.
A 50' cone is 50" wide at its widest point, and 30'
wide 30' away from its point of origin.

Some effects specify volume in 10' cubes. This is
a visualization and mapping aid, not a literal
description of cube-shaped blocks of fog or poison
gas. It's not poetic or evocative, but it does help
adjudicate odd situations.

Most of the time, precise measurements, areas,
and distances aren’t relevant. Grids and maps can
be helpful, but players often only need to know
relational information. Can | attack the creature?
Can it see me? Can it hit both of us at once? If it
breathes fire, is there space to dodge?




Monster Statistics

The rules in this book are guidelines, written down

to save the GM the trouble of inventing them on the
spot. An overly literal or combative reading of numbers
and abilities misses the point of this book.

Values are calibrated towards old-school principles,
where a goblin with a knife remains a threat even at
higher levels and 9d6 damage is a worrying figure.
For systems with a higher power curve, use the
numbers from that system’s book of monsters,
supplemented by details, names, and abilities

from this book.

Rules text is printed with a line to the left. Additional
less critical information is listed after the rules text.

# Appearing is broad suggestion of how many
creatures might be expected to turn up at once.

HD stands for Hit Dice, the number of d8s that are
rolled and summed to determine a creature’s HP.
HD are often roughly equivalent to a creature’s
danger level in combat.

HP stands for Hit Points, an abstract combination
of physical health and ability to avoid damage. For
convenience, HD values in this book are followed by
an average HP value (usually HD multiplied by 4.5).

Appearance, Voice, Wants, Morality, and Intelligence
are descriptive categories. If a creature has unusual
modes of perception, they are usually listed here.

Armour is given as None, Leather, Chain, Plate,
or Plate+Shield. Damage reduction and immunites
are typically listed here.

The table below is provided for reference purposes
only. If you don't understand the values or abbreviations,
don’t worry. Any GM running a system will have a fairly
good idea of what “armour as leather” means in that
system, and when to adjust a creature’s armour.

Armour AC AC AC AC
(V.0ld) (Old) (Adv.) (Ascending)
None 1 9 10 10
Leather 2 7 8 12
Chain 5 5) 4 14
Plate 7 3 2 18
Plate+Shield 8 2 0 20

Move is how quickly a creatures moves, and by what
methods. “Move normal” is “move as fast as a
person,” “Climb 2x normal” is “climb twice as fast as
a person,” etc. The values are provided to aid GMs in
chases and pursuits.

Creatures can employ alternative movement modes
if it makes sense (people can swim, birds can hop),
but rarely effectively or for any length of time.

w

Morale is a number from 2 to 12 that represents

a creature or group’s willingness to continue an
unfavourable fight. Morale values can supplement,
but cannot replace, a GM’s judgement and sense
of a creature’s goals.

Roll 2d6 and compare it to a creature’s Morale
score after:

¢ A side’s first death in combat.
* Half of the monsters are incapacitated.
¢ A spectacular event or shift in circumstance.

If the result is equal to or under the creature’s Morale
value, it continues to fight. If it is over the creature’s
Morale value, it will flee, surrender, negotiate, or
otherwise seek to end the fight.

A creature with a Morale value of 12 will fight with
near-mindless intensity. A creature with Morale of 2
will flee combat at the first opportunity.

Damage is the type or types of attacks a creature
makes, and how much HP a target loses on a
successful hit. The type of attack (claw, bite, sword,
etc.) gives the GM range, damage type, and
descriptive information. Non-lethal damage reduces
HP but cannot Kill a creature.

Multiple attacks are separated by a slash. “1d6 claw
/ 1d6 claw” means the creature makes two claw
attacks each round, with each attack dealing 1d6
damage on a successful hit.

Special abilities, unusual effects, and other notes
are included below the main monster statistics.
In some cases, it's not stated if a special ability
can be used instead of attacking or in addition
to attacking. The GM should use their judgement.

NOT INCLUDED IN THIS BOOK

Monsters do not have skills listed. These rules are a
framework and a set of prompts; they should not feel
restrictive or exhaustive. The GM can safely assume a
monster is an expert in their domain. Rolling to find
out how well a Bear catches salmon or a Lich distills
potions seems irrelevant. The GM should also add
appropriate minor effects or thematic details. An
Angel’s presence evaporates illusions. A Hag can
speak with toads. Dryads are disgusted by names.

TREASURE

Monsters have a treasure listed in gp (gold pieces).
Values should be comparable to the average treasure
types for old-school games, but may be biased low.
For calibration purposes, a decent meal cost 1gp,
new sword costs 10gp, and a good horse costs 75gp.



Effects

The most common status effects are listed below.
System-specific definitions take precedence.

e Immobilized: Cannot move. Automatically hit.

e Insubstantial: Cannot affect the world or be
affected by it. Can move through solid objects.

¢ Paralyzed: Cannot move or speak. Automatically hit.

e Prone: Can either crawl or spend an entire round
standing up. Automatically hit by melee attacks.

* Regenerates: Heal a set amount each round, up to
but not beyond the creature’s maximum HP.

e Stunned: Can either move or attack, but cannot do
both. Automatically fail all Saves to dodge.

DURATION AND DETAILS

An effect with a random duration or hidden aspects
can be difficult for a GM to manage.

One option is to not tell the player. This is the fun
and confusing approach, but it can be frustrating
for players who feel tricked or misinformed.

GM: “You develop an itchy green rash in the
shape of a skull.”

Player: “Augh! I'm doomed! Retreat! Get me a
doctor! A priest! A really good lawyer!”

The other option is to tell the player. This is the
convenient and sensible approach. It reduces the
GM'’s workload, but can break immersion and make
some effects feel pointless.

GM: “You develop an itchy green rash in the
shape of a skull. It is harmless and will fade
in 1 hour.”

Player: “Neat. Let's continue exploring.”

Mixing both approaches is probably best. If a PC
could know the approximate nature and duration
of an effect, or if secretly tracking the effect would
be too much trouble, the GM should tell the player.
If the GM thinks interesting choices might result,
they should reveal only visible information.

LEVEL DRAIN AND XP DEBT

Some monsters traditionally remove levels of
experience from PCs. This powerful effect is a
nightmare from a bookkeeping perspective, and is
more frustrating than terrifying.

In this book, these creatures instead inflict XP debt,
increasing the amount of XP needed to reach the PC’s
next level. Instead of draining a PC’s current abilities,
they drain hope and confidence.

XP debt is not insurmountable, but a PC saddled with
several levels of XP debt may consider a somber
retirement instead of further adventures.

FEAR

A GM is free to tell a player that their PC has died, lost
a limb, become a Vampire, collapsed from fatigue, or
remembered a detail about a rare herb, but telling a
player that their PC is experiencing an emotional state
is something most GMs avoid. Supernatural spell-like
fear is permissible; regular emotional fear never
occurs unless a player decides it occurs.

This approach is both odd and limiting. The GM can,
with caution, suggest emotional effects.

Telling a player, after a failed Save against fear, “Your
PC is afraid. What do they do?” leads to interesting
results. PCs can often act like heroic automatons;
fear reminds the player that their character is both
mortal and imperfect.

Fear is especially useful for new players, who may not
realize that running away is a viable strategic option
and not an admission of failure.

A GM should, as always, listen to appropriate counter-
arguments. The player knows their PC best; there
might be a perfectly logical reason why they wouldn’t
feel fear under a given situation.

AGING

Some monsters can age a creature, representing
folkloric life drain and general withering. This effect
cannot instantly turn an infant into an adult (unless
the GM says otherwise).

CHARM

Some effects specify that a creature treats another
creature “as a good friend” for a specified duration.
You’'d lend a good friend money and try to avoid
harming them, but you might not help them embark
on a murderous rampage or remain friends after a
sudden betrayal.
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Random Encounters

The first two pages of every chapter are devoted to
random encounter tables and other useful tools. The
first random encounter table, the “Cross-Reference”
table, lists ten monsters from other chapters that are
thematically related to monsters in the current
chapter. On the next page, the first table lists the ten
monsters in the chapter, in alphabetical order. The
second table lists a “Combined” encounter with two
or more monsters from the current chapter, with a
weighted 2d6 column on the right-hand side for
added utility. The GM can read the first monster listed
as the weighted result (7 being the most common, 12
the least).

If the PCs are moving cautiously, they may receive an
Omen before an encounter, giving them time to hide,
prepare an ambush, retreat, bluff, draw weapons,
conceal weapons, or come up with a cunning plan.

Omens and encounters should not be read verbatim.
They are prompts for an improvised and naturally
integrated description. They should be ammended,
altered, or replaced on the fly.

The “Where They Find You” tables list interesting
locations for an encounter or other details a GM can
use to improve a scene. Encounters in a featureless
plain move along one axis: closer or further. Adding
extra dimensions (above or below, hidden or visible),
impediments (a muddy stream, a ledge), or kinetic
elements (dangling ropes, swaying platforms) can
turn a simple encounter into an interesting and
memorable challenge. Make the environment an
active participant.

THE REACTION ROLL

A GM should choose a monster’s reaction to fit the
situation. If there is no clear choice, consider rolling
on the table below, or see the inside front cover.

2d6 General

2 Immediate Hostility
3-5 Cautious Aggression
6-8 Hesitation / Confusion
9-11 Retreat

12 Instant Friendship / Panic

o1

THEORY

A game consisting entirely of randomly generated
locations, plots, and monsters will feel thin and
meaningless. Random generation can supplement
a GM’s plans, and provide a source of surprise and
wonder, but it cannot entirely replace planning.

The most boring use of a random encounter is
resource depletion, ritualistically filling time between
planned events. The PCs travel between a safe place
and an interesting destination. The GM rolls a few
dice, consults a table, introduces 1d6 Wolves. The
Wolves attack immediately and fight to the death. The
PCs, unless they make some truly appalling mistakes,
do not risk death or even serious inconvenience. The
only interesting choice is whether to use limited spells
or abilities now, or save them for a later encounter.

If there is no later encounter, the choice is meaningless.
The game, or at least what the players consider the
game, is paused for the duration.

Alternatively, the GM rolls an Ancient Red Dragon,
who casually vaporizes the party and flies away
without any interaction.

BETTER USES

Time vs. Stealth

Random encounters can introduce time pressure.
Don't tarry on the roads, and don’t spend too long
searching this dungeon vault, or the horrible things
gathering in the darkness will spring and devour you.

Moving cautiously is slower, but gives the PCs a
chance to react to an encounter’'s Omen. Moving
quickly means fewer encounters, and more chance
of both sides being surprised, but less control over
what the PCs encounter and how they can react to it.

Information

Random encounters can convey details about a
setting that would be instantly forgotten

if presented via a GM monologue. What sort of world
is this? Who lives here? What do they do?

Reframing Current Events

A random encounter can provide allies or unexpected
tools to solve other problems. If the PCs encounter
signs of a Medusa, they might return later to bargain
for the Medusa’s aid.

Players also like to speculate. “Could that Dragon be
the mastermind behind the caravan ambush?”
“Possibly,” says the GM, adding a note.



Tactics

A fair fight is a fight you’ve already lost. Predators
don't fight fair. Even if the prey knows it is being
hunted, the killing blow tends to be sudden; a
snapped neck, a torn throat, a smashed skull. A long
combat gives an opponent a chance to act.

Large herbivores, who can afford missing a few meals
and rarely need to sprint, are far more willing to throw
their full weight at a comparatively fragile threat.

Most conventional creatures won’t attack humans
unless the creature is:

*Very Hungry. Humans are usually too much trouble
to eat. They have sharp parts, fight in groups, and
return to seek revenge.

« Trapped or Startled. If escape doesn’'t appear to be
an option, even the most placid creatures may turn
and fight.

* Supremely Confident. From ignorance, experience,
or size, the creature is fairly certain it can eat that
strange pink wobbly thing and get away without
injury.

e Impaired. Anything that affects judgement: rabies,
pain, alcohol, age, etc.

RIVALRY AND DISPLAY

Intraspecies fights to the death are relatively rare in
nature. The risk of permanent injury and a Pyrrhic
victory is too high. For most species, non-predatory
combat escalates as follows:

* Warning. Calls, marking territory.

* Display. Roaring, posturing, circling. Try to convince
the other side a fight will be dangerously expensive.

 Brief combat. A few swats, a collision, a chase and
counter-chase.

*Focused combat. Until one side retreats.

SOCIAL CREATURES

Intelligent creatures with human-like minds can be
convinced to risk death in service of a higher purpose.
While an abstract cause might be enough to assemble
a military force, the only two motivations which
consistently matter in life-or-death situations are
shame and fear; shame of failing fellow combatants
or family (often the same people), and fear of what
might happen if they are not protected.

Fighting is an excellent way to achieve some goals,
but it is not a universal solution.

MISINTERPRETED SIGNALS

To a goat, a human stands in a two-legged head-
smashing fight posture, ready for a brawl at any
moment. Cats and owls wiggle their heads to lock
onto prey; stick insects wiggle to imitate a leaf blown
by the wind; humans wiggle for joy. Exposed teeth and
eye contact can be signs of aggression, confusion, or
submission. Intuition may lead to disastrous results.

THE GLORY OF NATURE

Visit zoos. Watch unedited wildlife videos. Touch
grass. Stare at the side of a fish. Flip over rocks. Dig
your fingers into the soil. Get a cheap microscope.
Practice describing the texture of the world. Not the
cartoon version, not the silhouette, not the narrative
constructed by a documentary crew.

THE ACTION ECONOMY

A group has a significant advantage over a lone
creature. Each round, the lone creature can do one
thing; its opponents can do many things and can
coordinate their actions. This imbalance in the action
economy can lead to brief and unsatisfying combat.

Ways to manipulate the action economy include:

e Multiple attacks. Most powerful creatures make two
or more attacks per round.

* Overwhelming deadliness.

¢ High HP, armour, or damage reduction to make
attacks less effective.

* Movement and positioning. Require enemies to
constantly realign and adjust their plans. Evade
their attacks entirely.

¢ Interrupt actions. Some creatures can break the
normal turn sequence to attack, or perform actions
in response to attacks.

* Minions. Force enemies to split their attention.

 Additional pressures. A lit fuse. A ritual nearing
completion. Rising water, falling ceilings, spreading
flames, or imperiled hostages.

e Conditional immunity. Cannot be harmed in
darkness, while the obelisks stand, or while the
spellcaster in the background continues to cast.

GMs should feel free to tweak how some monsters
interact with the action economy.
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What Is A Monster?

Mythology was not written for RPG purposes.
Creatures have always been created and adapted for
specific reasons, but until very recently those reasons
did not include, “What happens if some imaginary
people in a collective story framework bolted to a
random number generator encounter this monster?”

The entries in this book try to balance tradition,
interest, utility at the table, and page space.
Mechanically similar creatures are lumped together.
Complex or contradictory tales are distilled to a clear
and immediately accessible set of rules and prompts.
Some monsters are gendered by tradition, but this
can safely be ignored by a GM.

No bestiary can contain an “authentic” version of a
creature because no such version exists. Elephants
exist; anything humans have to say about elephants
is a pale and distorted reflection of reality, told at a
particular time for a particular reason. The version
created during an RPG session is as authentic and as
meaningful as any other version. Don't be afraid to
change or invert elements. You are participating in an
ancient tradition.

THE SCALE OF THE WORLD

Consider making some monsters unique: a Medusa
vs. the Medusa. This might be it; the only one, the
legendary example, the creature that spawns the
original tale. Or consider generating monsters in
pairs; the monster the players encounter, and their
unseen rival, ally, spouse, or progenitor.

Common creatures should have an influence on the
local area, and be influenced by it. They should feel
like part of the world. PCs and NPCs should possess
practical knowledge, countermeasures and fragments
of plausible legends.

NAMES HAVE POWER

When describing creatures, especially unusual or
unnatural ones, consider avoiding the use of familiar
names. An Ogre or a Goblin, laden with other
associations, might be trite or even boring. Describe
glimpses, impressions, and visceral details. One well-
turned phrase can do more to plant an image in the
minds of players than a folio of illustrations. Let their
imagination fill in the gaps. Wonder and terror are two
sides of the same coin.

=~

TYPES OF MONSTERS

Monsters of Warning

Goblins, Lamia, and other night terrors say “Don’t go
out at night, child, or you'll be eaten.” The Minotaur,
the Ghoul, and other unnatural creatures say “Don’t
break these taboos.” A surprising number of monsters
say “Be polite.”

Monsters of Unease
What does this culture fear? What is it ashamed to
desire? What defect in the world requires correction?

Monsters of Explanation

What are those strange lights in the bog? Why are
trees shredded by the wind? Why do drowned corpses
look like that?

Monsters of Translation

Many classic monsters are victims of enthusiastic
translation. An obscure word in one text becomes
something entirely new in a later collection. Idioms
mutate, figurative expressions become literal, and
adjacent creatures blur together. In keeping with this
tradition, the entries in the Primeval and Strange
Water chapters are likely to send paleontologists
howling for their pitchforks.

Monsters of Allegory

This temple is protected by a mighty guardian:

the head of the wisest creature (a human), the body
of the strongest creature (bull), and the wings of the
swiftest creature (hawk).

Monsters of Exaggeration

A creature so deadly its venom Kills instantly. No,
even its breath can kill. No, merely the sight of it kills.
No, it is so deadly that the sight of it turns its victims
to stone; a superlative form of death.

NUMBERS NOT REQUIRED

Creatures that cannot feasibly challenge a PC in
combat or create an interesting encounter are not
included in this book. In the battle of sword vs. sheep,
the sheep rarely wins. Small venemous snakes,
shrieking mushrooms, and toxic maggots are best
treated as traps, not creatures. If stats are absolutely
required, see Flightless Bird (pg. 252) for something
cattle-sized and Murderous Crows (pg. 223) for a
swarm of smaller creatures.






RPG settings should feel complex and inhabited.

The world is larger than the narrow view of the PCs;
their story is just one among many. Not all encounters
will be relevant, but chance meetings can alter the
course of an entire campaign. The background
bustles. Nothing occurs in isolation.

Out of every hundred people
those who always know better:
fifty-two.

Unsure of every step:
almost all the rest.
People can provide information about the world in

a natural and subtle way. A single vivid detail can Ready to help,
summon more imagery than pages of tedious if it doesn’t take long:
background text read aloud by an indifferent GM forty-nine.

to a half-listening group.

Always good,

because they cannot be otherwise:
four—well, maybe five.

Creating completely neutral setting-less entries for
this chapter proved impossible. | choose a generic
medieval base, with some standard western fantasy
twists and exceptions. The results should be broadly —Wislawa Szymborska, A Word on Statistics
adaptable to many settings, but should not be treated
as the optimal or only choice.

1d10 Cross-Reference Omen Cross-Reference Encounter 2d6
Burbling barks and yelps, clattering 1 Questing Beast (pg. 108) pursued by 1d6 Knights (pg.
1 2-3
hooves, trumpets, shouts. 21) on horseback.
5 Mumbling, insults, lists of obscure 1 Homunculus (pg. 189) listens to the incoherent orders of 4
herbs, sparks of magic. 1 Wizard (pg. 35). Should be taking notes.
3 Avian shrieks, feathers, torn ropes, 1 Griffon (pg. 105) surrounded by 10x1d10 Barbarians 5
cautious shouts. (pg. 17), hoping to capture and tame it.
4 Fragments of analogies, thunderous 1 Visionary (pg. 154) preaches to 1d10x1d10 Pilgrims 6
declamations, chanted responses. (pg. 29). PCs quietly invited to join.
5 Glimpses of scales and robes, 1 Giant Snake (pg. 243) followed at a safe distance by 7
incense, hissing. 3d6 Cultists (pg. 19). Testing its divine nature.
6 Clanging swords, accusations, curses, 1d6 Pirates (pg. 273) and 1d4 Adventurers (pg. 12) 8
fresh blood and soil. squabble over a freshly excavated treasure chest.
Waft of vegetable rot, singing, swirling 1 Harvest Avatar (pg. 221) meanders, preceded by 3d6
7 o . . 9
breezes, twitching vines. Peasants (pg. 30). Requests reasonable offerings.
8 Screams, snipped limbs, discarded 1 Giant Crab (pg. 271) scuttles after 3x1d10 Mercenaries 10
baggage, crushed plants. (pg. 24). May rally around a confident leader.
9 Piping song, insincere wails of 1 Grey Horse (pg. 230) berates 2d6 Townsfolk (pg. 33) for 11
contrition, clacking teeth. their lack of talent. Desperate for a distraction.
Ankle-deep purple fog, embers, 1 Jinni (pg. 256) waits for 2d6 Merchants (pg. 27) to state
10 . . . . . ; 12
furious whispers. their one wish. Willing to accept any shouted wish.
Monsters Hit Dice 1d10 Reasons for Conflict Obscure Motives
Cultist 0 1  Economic disparity.  Treasure division.
Peasant 0 2  Religious antipathy.  Academic bickering.
Barbarian 1 3 Local hostility. Legal requirement.
Mercenary 1 4 Simmering rivalry. Death ritual.
Pilgrim 1 5  Societal collapse. Artistic disagreement.
Townsfolk 1 6  Slow revenge. Landscape upheaval.
Merchant 2 7  Wild overconfidence. Hasty sacred oath.
Knight 3 8  Drunk or addled. Fleeing something.
Adventurer 4 9  Outside influence. Brain parasites.
Wizard 2,4,0r6 10 General confusion. Divine command.




People

Random Encounters

1d10 Omen Encounter
1  Bickering, singing, and clanking. 1d4 Adventurers (pg. 12) confident and proud.
2  Hooves, shouting, dust, musk. Warband of 10x1d10 Barbarians (pg. 17).
3  Rustle of robes, glint of steel. 1 Cultist (pg. 19) cautiously monitors the PCs.
4 Clanking, whistling. A challenge. 1 Knight (pg. 21) on a quest. Probably gets in the way.
5  Marching, shouting, waving banners. Roving band of 3x1d6 Mercenaries (pg. 24). Avaricious, volatile.
6  Crunch of cart wheels, crying wares. 1 Merchant (pg. 27), cart, and pack animals. Friendly but cautious.
7  Low musical chanting, marching. Procession of 1d10x1d10 Pilgrims (pg. 29).
8  Shuffling, pervasive odour. Cluster of 3d6 Peasants (pg. 30). Working, traveling, or gawking?
9  Shouting, flickering torches. Mob of 2d6 Townsfolk (pg. 33). Just curious or hostile?

10 Ozone, muttering, faint glow. 1 Wizard (pg. 35) on a mission. Already late, no patience.
1d10 Combined Omen Combined Encounter 2d6

1 Conversation, sweat, clank and rustle, 1d4 Adventurers (pg. 12) lead 3x1d6 Mercenaries (pg. 23
belligerent demands and apologies. 24) and 1d6 Peasant (pg. 30) hirelings.
Stealthy tread, muffled cries, odd 3d10 Cultists (pg. 19) drag 2d6 Peasants (pg. 30) to their

2 . . . 2 4
clouds, croaking birds. cult lair. Their time is nigh!

3 Deep chanting, clank of armour, Procession of 1d10x1d10 zealous Pilgrims (pg. 29) lead 5
fluttering banner, glint of gold. by 1 Knight (pg. 21).

4 Screaming, horses, smoke from a Horde of 50x1d10 Barbarians (pg. 17) pursues 2d6 6
burning town, whistling arrows. terrified Townsfolk (pg. 33).

5 Slow and irritated speech, gathering  3d6 Peasants (pg. 30) try to negotiate with 3d6 7
crowd, stamping horses. Barbarians (pg. 17). A neutral party would be welcome.
Panicked shouting, torches, running, 2d6 enraged Townsfolk (pg. 33) chase 1 desperate Cultist

6 ) ) 8
cries for help. (pg. 19). Surely the source of the town’s woes.

7 Huge dust cloud, scouts, horses, Vast army of 50x1d4x1d10 Mercenaries (pg. 24) and 1d4 9
trumpets, songs, stale beer. Wizards (pg. 35). Might have missions for travellers.
Music, high-stepping horses, 1d4 Knights (pg. 21) accompanied by 1d6 long-suffering

8 . . . 10
imperious commands. squires (as Peasants, pg. 30). Bold and dangerous.

9 Creak of cart wheels, clang of swords, 1 Merchant (pg. 27) with 1d6 assistants (as Peasants, pg. 11
quiet conversation. 30) and 3x1d6 guards (as Mercenaries, pg. 24).

10 Glow of threatening magic, crashing 1 Wizard (pg. 35) argues with 1 Barbarian (pg. 17) while 12
branches, raised voices, spitting. 1d4 associated Adventurers (pg. 12) watch.

1d10 Where They Find You (Indoors) Where They Find You (Out Of Doors) Minor Creatures

1 House. Low ceiling, hearth, peasants. Barnyard. Animals, mud, low fences. Flock of sparrows.

2  Thicket. Bramble walls, dense thorns. Grove. Maze-like bands of trees. Old horse without a rider.

3  Gatehouse. Iron bars, thick walls. Crossroads. Muddy fields on all sides. Small wild dog.

4 Old tower. Moss, precarious stairs. Hilltop. Small ruins, deceptive pits. Sheep in a field.

5 Stables. Horses, flammable hay. Bridge. Over a swift but narrow river. Hare sitting very still.

6  Windmill. Wooden gears, flour dust. ~ Watermill. Wheels, channels, ponds. Tethered goats.

7  Mine. Pumps, tunnels, heat. Quarry. Dust, sharp drops, scaffolding. Pigs in a sty.

8 Camp. Tents, fires, mud lanes. Switchbacks. Steep shortcuts. Cattle in a pasture.

9  Church. Glass, relics, pews. Battlefield. Corpses, ravens, flies. Ox in a shed.

10 Bathhouse. Steam, wood tubs, tiles.  Field. Tall grain, stone fences, cattle. Hawk circling overhead.

10
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<{1. Manor House
e Large farmstead, stone walls.
* Where the local authority rests.

) 2. Woods
/e« Deadfall cleared, trees pruned.
* Still a good place to hide.

* Waterwheel, sacks of grain.
¢ Constant accusations of fraud.

||I
e W \H'tp\l _ 4. Village Square
o " I_,» I~|| ||| M\\\ \I,I ll\ nw\l( ]Imlﬁ (I [|':“-"” ------ *Well, apple tgze, notice board.

|
|\ | ‘l' e If trouble starts, gather here.

e

i : 5.Inn

: *Smoky fire lit day and night.
.... *Rates mostly non-negotiable.
% 6. Reeking Sty

y * Animals, compost, and mud.
*Where bodies tend to turn up.

7. Bridge
*Angled deck. Disputed maintenance.

8. Outer Fields
e Carefully marked with sticks.

f "1. Hostile Hall 1d10 Trouble at the Inn

* Entrance. Long walk to fire. 1 Privy Ooze (pg. 57).
I * Preferred by the paranoid. 2 Attic Ghost (pg. 159).
2. Cosy Kitchen 3 Night Hag (pg. 164).
. *Meats, cheeses, salt. 4 Dullahan (pg. 220).
*Variety of ales and wines. =~ 5  Hive Insects (pg. 253).
\ 6 Masked Fai . 241).
c . 3. Happy Hearth asked Fairy (pg. 241)
3 . 7 Drunk Pirates (pg. 273).
* ¢ 0ld trophies on mantle. s b | 299
*Sleep under a bench. o.ppc'a gangers (pg. )
9 Drinking contest!

4. Private Chambers Hallucinogenic ergot

* Innkeeper and family. poisoning. Oh no.
. *Locked but comfortable. 1

ﬁ

See Peasant (pg. 30)
for additional details.
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1 Adventurer

# Appearing: 1d4, or parties equal to the PCs +1
HD: 4 (18 HP)

Appearance: varies widely. Often outlandish, well-
armed, and swaggering.

Voice: professional and bold.

Wants: wealth and power. Roll for variations below.
Morality: pragmatic. Not above light torture.
Intelligence: at least as smart and paranoid as the
PCs. Adventurers grow cunning with age.

Armour: varies. As leather, chain, plate, or
plate+shield depending on wealth and role.

Move: normal.

Morale: 9

Damage: varies. 1d6+1 for lighter weapons, 1d10+2
for heavier weapons. Fighter-types can attack twice
each round. Thief-types deal double damage when
attacking by surprise.

Combat is risky. Adventurers prefer diplomacy,
intimidation, alliances, and sudden betrayal to fair
fights. A fair fight is a fight you've already lost. They
will use tools and terrain to their utmost advantage,
and retreat well before death looms.

Adventurers are a rare breed. Mercenaries touched by
magic. Travellers from strange lands. People in it for
the money. Scarred, wily, and bold, a group of
Adventurers can interfere with any plan or steal an
endeavour from under the noses of the PCs. For a
magical Adventurer, see Wizard (pg. 35).

Treasure: Adventurers carry 10x1d20gp in gems,
gold, trinkets, and smashed bits of artwork.

DRIVE A RIVALRY

Rival parties put time pressure on the PCs. Suddenly,
someone else is trying to loot their dungeon or
meddle with their plans. The key to a rivalry is
repeated minor encounters. Use proxies. Retreat.
Send letters. A rival party doesn’t need to be
villainous, just competent and inconvenient. They
could even be a source of replacement PCs.

1d10 Vice Goal
1 Moderate Greed Wealth.
2  Distressing Greed Wealth beyond measure.
3  Ludicrous Greed Wealth beyond dreams.
4 Gluttony New and delicious meals.
5  Lust A good time.
6  Pride A reputation.
7 Envy Better items and gear.
8 Wrath Bloodshed.
9 Sloth Drugs and retirement.
10 Hatred Extermination.

1d10 Why Are These Adventurers Here?
1  Found a map.
2  Contracted by a mysterious patron.
3  Hired to help the PCs.
4 On aseparate but related mission.
5  Hired to thwart or capture the PCs.
6  Seeking a rare item or treasure.
7  Rob the PCs of most of their wealth.
8  Mistaken rivalry due to a misunderstanding.
9 Revenge on the PCs for a past wrong.
10 Utterly lost.

1d12 Type Subtype
1  Human Regular, Artificial, Beastborn
2 EIf High, Dark, Sea, Wood
3  Dwarf Hill, Deep, Mountain
4 Halfling Brawling, Pastoral, Urban
5  Half- Half-Elf, Half-Orc
6 Gnome Bog, Highland, Forest, Rock
7  Dragonkin  Dragonborn, Kobold
8 Devilkin Abyssal, Faustian, Infernal
9  Giantkin Firbolg, Goliath
10 Birdkin Hawkfolk, Ravenfolk
11 Elemental Air, Fire, Stone, Water
12 Angelkin Celestial, Incarnated

12



1d100 Adventurers

1d100 Name Notable Features Skill / Profession Speciality Tool

1  Marguilia Humblebee Tortoiseshell armour. Pickpocket Rascally urchin hirelings.
2  Golgil Coldwood Utterly filthy, inside and out. ~ Butcher Belt of rare spices.

3  Elyn Drake Knobbed thick leather gloves. Anatomist Potions of dragonfire.

4 Smith M. Ledgermain Striped fur-lined cloak. Mountaineer Silver hammer-pike.

5 Lara Sorrowstar Lightdrinking black hair. Thief Collapsible 20' ladder.

6  Baldrick Meridel One tooth. Warts. Servant Poisoned daggers.

7  Marcus Dailsnaker Glowing teardrop tattoos. Hunter Three-pronged spear.

8  Violet Imbroglio Festooned with scrolls. Archivist Translation stone.

9  Patrick Smethurst Bloodstained white apron. Surgeon Bonesaw and poison.

10 Lorraine Garrigan Sniffles constantly. Allergic. ~ Gemcutting Parachute cloak.

11 Sol Fang Leathery, rude, bitter. Dungeon Guide Vampire-tooth daggers.
12 Angibal Stranglebelly Murder-scene tattoos. Beast-Catcher Paralyzing bolas.

13  Friar Norden Polished bald head. Religion Glowing holy icon.

14  Elizabeth Greenslade Exiled noble. Dignified. Caver Leather climbing harness.
15 Maloch Willow Pointed hat, shoes, nails. Curse-Breaker Six-speed broomstick.

16 Dungo Ironhammer Conical red plate armour. Brawler Concussion hammer.

17 Alexander Inderbail Enormous ivory false teeth. Spy Sleep-dart blowgun.

18 Crokto Slightly scaly. Alchemist Surprising bite attack.

19 Jacob Tallerand Lovely emerald green eyes. Gossip Terrified hirelings.

20 Koren Prin Heap of furs and buckles. Tracker Executioner’s axe.

21 Perry Bardwood Curly blonde hair. Diplomat Temporary gold potions.
22 Corvish Talls Unwrinkled, charming face. Charlatan Pouch of false diamonds.
23 Mira the Bastard Scarred, blistered, grinning.  Sudden Violence Far too many knives.

24 Arch Thunderfoot Gold-capped fangs. Berserker Double-bladed axe.

25 Tana Hornsdelt Enormous bulging backpack. Trapper Thrown beartraps on chains.
26 Cadeth Crake Throat-chain tattoo. Convict Incredibly strong hands.
27 Tim Eonwalker Levitates mysteriously. Prophet Crystal magic-eating orb.
28 Bellina Greymantle Embroidered eyepatch. Miner Unbreakable pickaxe.

29 Allair Blackstone Lavender headscarf. Bandit Deadly accurate shortbow.
30 Honoria Corgin Dark cloak, red eyes. Cultist Hungry sacrificial dagger.
31 Jack Orthrook Perfectly coiffed hair. Carpenter Gnarled ironbark club.
32 Maugan Duskwater Broad-brimmed grey hat. Assassin Targeted poisons.
33 Targen Solomon Runic charms on sleeves. Magehunter Enchanted paper umbrella.
34 Varkar Solid gold mask. Ore Assessor Acid spraytube.
35 Janet Elton Grisly facial burn scar. Bounty Hunter Enchanted flying manacles.
36 Mikulus Bright blue scarf. Shivers. Running Away Double-jump boots.
37 Laira Averstom Bloody handprint on helm. Soldier Two-handed axe.
38 Belastor Lordan Pearl plate armour. Justice Glowing divine lance.
39 Sormon the Bloak Imperious glare. An antique. Blackmailer Soul-seeing spyglass.
40 Kare Blackthar Makeup and beauty mark. Gambler Invisible daggers.
41  Morgus Lightbarrel Prismatic silk headgear. Diplomat Hidden miniature crossbow.
42  Lukian Dundread Warrants sealed with wax. Enforcer Monstrous clawed hammer.
43 Jandor Silverbounge  Dried lizards as boots. Cutpurse Spiderclimb gloves.
44  Arla the Solett Peaked black cap. Methodical Plots Flammable oil flasks.
45  Jim Garrett Mossy cloak. Green hair. Botanist Feeble plant-servants.
46 Titus Marical Leather apron full of tools. Siege Engineer Custom recurve crossbow.
47 Dimble Mist Ruby-tipped teeth. Linguist Permanent illusion copies.
48 Velakius Twitches and grimaces. Historian Sharpened shovel.
49 Casia Brandilvar Brawny, slow-moving. Prison Breaker Boomerang crowbar.

50 Lyssandra Dridget Il Elaborate feathered hat. Forger Binding contracts.




1d100 Name

Notable Features

Skill / Profession

Speciality Tool

51 Peren Axebutter

52  Tylarth

53 Exima Wisters

54 Argus Dawnstar

55 Burt McHittletopple
56 Korana

57 Ren Cullowsong

58 Alcone Darkwell

59 Jed Bones Helder
60 Allisandra
61 Cyrus Myx

62 Darra Hausmane
63 Jorgen Fireforge

64 Thran Tailor

65 Mercurial Mercust
66 Zeiro Hightower

67 Hiantu Opam

68 Vincent Tam

69 Rahl-Merder

70 Zatharis Alderstreak

71 Moose Gregorian
72  Lendigol

73 Constantine Balting
74 Grog Ur

75 Captain Zun Ravensall
76 Alain Hawk

77 Rolandria Fathermash
78 Huge Alvermus

79 Lano Salazar

80 Dax Crumple

81 Arthis the Vain

82 Revelia Embermause
83 Prince Vall

84 Kasma

85 Valen Oakot

86 Fenn Guy

87 Aliphen Forlorn

88 Tuppy Fairest Avari
89 Walsworth

90 Annie Mountain
91 Rorian Diego

92 Emeric Bartwright
93 Ubagar the Prawn
94  Prolch

95 Walker Frothtstab

96 Alentine Everwater
97 Galon Laredo
98 Namis von Monthrid

99 Malena Cortel
100 Gorgen Tooth

One shaking arm. Stutters.
Clanking silver plate.
Cautious. Sheds dust.

Lit by inner fire. Frantic.
Helmet down to shoulders.
Oyster-shell shield.
Three-tiered pointed hat.
Ruddy face, smashed nose.
Butterfly wings in hat.
Tower of red hair.

Habitual gold toothpick.
Green glass armour.
Skimpy clothing, blue eyes.
High, strained laughter.
Takes notes on a slate.
Deeply wrinked face.

Blue and red heraldry.
Pristine white robe, beard.
Strong smell of liquorice.
Flickering lantern-helmet.
Recently broken nose.

Blue cloak. Fears sunlight.
Luminous purple warts.
Thick greased chain armour.
Peg leg carved from bone.
Albino crocodile coat.
Reeks of wet horse. Glowers.

Shirtless, broad, and smooth.

Hairless, toothless, dribbly.
Wandering eyes. Cheerful.
Prematurely aged.
Spring-loaded stilts.
Exceedingly handsome.
Claw-mark facial scars.
Singed face, grey teeth.
Small eyes, leather cap.
Stained silk ruff.

Orbiting eye-stones.
Scorched livery. Dead eyes.
Spiked leather armour.
Trumpet slung over shoulder.
Blackened soup-pot helmet.
Chattering teeth. Excitable.
Oiled muscles. Silver belt.
Screaming and gurgling.
Peacock eyelashes.

Broad brown hat with corks.
Smug grin, powdered wig.
Oiled mask and greaves.
Lone diamond-tipped tusk.

Translator
Headhunter

Dungeon Diplomat

Visionary
Mason
Diver
Entertainer

Spy

Wilderness Survival

Banker
Extortion
Dancer

Snake Charmer
Kidnapper
Architect
Pathfinder
Quest Recorder
Unarmed Fighter
Surgeon
Scholar

Debt Collector
Lockpicking
Potion Tester
Blacksmith
Sailor

Tanner

Raider

Actor

Archer
Musician
Exorcist
Trapfinder
Courtesan

Bird Tamer
Demolitionist
Wild Improvisation
Duellist
Cartographer
Servant

Pit Fighter
Guard

Chef

Smuggler
Wrestler
Lunatic

Singer

Beast Herder
Tourist
Dungeon Tracker
Mugger

Complicated crossbow.
Soulcuttng scythe.

Trained pheromone moths.
Divinely convincing words.
Razor-sharp prybar.
Sentient speaking sword.
Coloured fire powder.
Polymorph potions.
Lifedrinking longsword.
Well paid mercenary goons.
Spits acid globs.

Invisible burning sword.
Thrown venomous snhakes.
Canvas bag of sleep.
Skullcracking plumb bob.
Lantern on a pole.

Wavy steel longsword.
Implanted brass knuckles.
Soporific and deadly herbs.
Paired immobile rods.
Ferocious trained dogs.
Smoke powder.

Thrown acid potions.
Everburning brand.
Octoparrot advisor.
Strangling wire.

Pair of rusty swords.

Eerie darklight lantern.
Enormous longbow.
Concealed dagger-lute.
Dented banishment bell.
Tool-tipped tapping stick.
Hypnotic silver handmirror.
Pair of hunting hawks.
Thrown explosive potions.
Forked silver daggers.
Razor-sharp rapier.

Minor teleport boots.
Poisoned wine.

Dual spiked chain whips.
Endless throwing axes.
Cleaver and ladle.
Invisibility potions.
Surprise daggers.

Twin smouldering flails.
Teleporting hammer.
Prehensile whip.

Masked obedient hirelings.
Life-detector stone.
Memory-wiping club.
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1d20 EIf Names 1d20 Dwarf Names

1 Lidnar Feather dew 1  Urist Red delve
2  Ellios Raven strider 2  Cerol Brawn beard
3  Wayann Winter bloom 3 Alberich Bright axe
4 Isandar Black wood 4 Mardan Iron wall
5 Doram Blood thorn 5 Olda Gem worth
6  Mimish Bright water 6  Audhild Trim holm
7  Omnic Night shade 7  Magnar Black heart
8 Vaeleth Storm song 8  Trockmar Hammer  stone
9 Syssan Willow star 9 Sormo Stark brand
10 Rillian Dusk born 10 Kalazar Thunder  forge
11 Telara Moon stag 11 Gimlith Storm fell
12  Eandril Gem wing 12 Bradewynn Frost kiln
13 Silsa Silver flower 13 Trobate Chain breaker
14 Marion Sorrow weaver 14 Bargus Gold bane
15 Larrus Dawn stream 15 Moldath Stern shield
16 Bellan Morning  blade 16 Kalnar Silver hand
17 Penlob Summer  petal 17 Bron Fire ward
18 Ellian Dark wind 18  Fingmir Hard fist
19 Cayewynn Shadow watcher 19 Dornval Dark tongue
20 Erendal Ever brook 20 Barna Oaken foot

1d12 Unusual Names 1d12 Landform Suffixes
1 Bzort 1 Grove
2 Skr'th GENERIC NAMES 2  Flats
3 nge.eths * Angelkin: see Angel (pg. 141). 3 P.ond
4 Piilblit « Devilkin: see Devil (pg. 151). 4 Field
5 Zuk * Dragonkin: see Dracospawn (pg. 71). 5 Valley
6 Tsulewynsis « Giantkin: see Giant (pg. 263). 6 Bay
7  Shaelaer *Orc: see Ore (pg. 59). 7 Hill
8 G'ting * Additional Humans: see Pirate (pg. 274). 8  Mountain
9  0Oo-oot * By Syllable: see 1d100 Domains (pg. 147). 9  Marsh
10 Dhersh *Silly Names: See Goblin (pg. 44). 10 Ford
11  Ovlclof 11 Spring
12  Skhrikt 12 Pass

1d20 Halfling / Gnome Names 1d20 Regions Settlements
1 Eliza Cander step 1 Vest fell Isen  gos
2  Dunkle Wart caller 2 Mer sil Gam  stadt
3  Varnia Blun bottom 3 Jor dale Snem dor
4 Charl Good sting 4 Zung rind Crem helm
5  Alyttia Tea hill 5 Bor ran Alor view
6  Wallyfer Fizz gage 6 Styr field Lird ceter
7  Emilio Brown bell 7 Van ask Selu  stead
8 Pharnand Mint scowl 8 Roch donia Chal  hurst
9 Basil Dung bee 9 Avor ban Froth  grad
10 Lotharia Thump foot 10 Lord alia Eva dorf
11  Perry Spring tinker 11 Tawn stkal Adri karta
12 Mardryan Tall bough 12 Sten  march Tan hampton
13 Tuberius Cherry nock 13 Rod mos Keth  port
14  Chail Filch duck 14  Whil  ade Hale ton
15 Shreeble High song 15 Are lough Gund spire
16  Knut Mander brew 16 Or ania Zil thorp
17  Mickity Under wattle 17 Hab  set Birg  tem
18 Gwadder Stout belly 18 Vork ern Kob los
19 Rodspagger Bramble  stick 19 Parm xus Rau wich
20 Dess Ander buckle 20 Tith wryn Eng rin
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2 Barbarian

# Appearing: 1 troublemaker, warbands of 10x1d10,
or hordes of 50x1d20
HD: 1 (6 HP)

Appearance: a lightly armoured warrior.

Voice: heavily accented or incomprehensible. Often
very direct, occasionally poetic.

Wants: to have a good time. Make some money, sing
some songs, and fight people who need fighting.
Morality: pragmatic. Honourable when convenient.
Intelligence: practical. Expertise with horses,
wilderness travel, trading, and field medicine.

Armour: as chain.

Move: normal. Often on horseback.

Morale: 10

Damage: 1d6+1 sword, axe, or flail or bow, throwing
axe, or javelin (1d6 damage, 50' range).

Once per day, a Barbarian may perform a Feat of
Strength. See the table below.

Like most people, Barbarians will fight when
necessary or entertaining, retreat when advisable,
and loot whenever possible.

Barbarians are just people who aren’t from around
here. Barbarians often have less complex technology
and industries, but are otherwise subject to the same
whims, goals, and restrictions as everyone else.
Everyone is a Barbarian to someone.

Treasure: Barbarians carry 1d20gp in strange coins,
ivory carvings, precious stones, or silver ingots.

1d10 Feats of Strength

Instantly leap 20' in any direction, then make

1 an attack against one target.

5 Headbutt. Deal 1d4+1 damage to a target.
Target must Save or be stunned for 1 round.

3 One shield or piece of armour on a target is
destroyed. Magic items get a Save.

4 Heal fully and stand up from prone. Works
even if dead, provided head is still attached.

5 Target must Save or drop one weapon or item
they are holding. It lands 10' away.

6 Hurl a weapon, object, or severed limb up to
100'. Does 1d6+1 damage on a hit.

7 Tear someone’s arms off. Make 2 attacks. If

both hit, target takes 3d6+3 damage.
Scream so loud that hirelings, animals, and
8  timid people within 50" must Save against
fear or flee.
Next attack deals 1d8+2 damage. Even on a
miss, target must Save or be knocked prone.
Break something. Burst bonds, split chains,

10 topple pillars, or annihilate doors.

’ ,

1d10 Barbarian Nations Just Over The Horizon
1 Cotelans. Cattle-thieves, spice traders.
Elrig. Sea-raiders, explorers, sky-seers.
Wolsci. Fight at night. Disciplined.
Monreth. Slavetakers, traders, reavers.
Skelfing. Icewalkers and herders. Skittish.
Vicalur. Necrocultists, mercenaries, farmers.
Huscon. Family-force of mounted warriors.
Calobar. Dream-readers. Dour, fatalistic.
Arberi. Cannot reveal faces. Stealthy.
Ghur-Dreki. Servitors of a distant dragon.

© 00 ~NO 0 WwN
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1d10 These Barbarians Want...
Gold, silver, gems, and other shiny objects.

1 .
Your money or your life.

5 Scholars, literature, and artisans for their
distant capital. Willing to pay for information.
Strong drink. Herbal distillations preferred.

8 .

Beer, mead, or wine tolerated.

4 Companions of negotiable virtue. Willing to
negotiate and bathe (if necessary).

5 A new homeland. You're not using this
farmland, are you? Great. Set up the tents.
Rare beasts. For prestige, for a menagerie,

6 . o
for tribute, for sacrifice, for a meal.

7 Directions. They were hired for a war but
accidentally killed their guide while partying.

3 Information. How are your cities defended?
Who rules here? How many soldiers?

9 A good and honourable fight. To first blood, to
the death, to total annihilation.

10 Allies for a conflict in their homeland. Paid in

gold, status, and all the horses you can eat.
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1d100 Barbarians

1d100 Name Distinction 1d100 Name Distinction
1  Macliaw Chews bitter green herbs. 51 Glismoda Mute. Expressive gestures.
2 Odrium Speaks most languages. 52 Papianilla On a suicidal death-quest.
3  Yaahlee Krin Covered in scraps of fur. 53 Amalasuntha Scorched. Immune to fire.
4 Badolar Bloodshot green eyes. 54 Ingoberg Fidgets and sways. Rude.
5 Ugapar Fearless. Immune to pain. 55 Bolormaa Gleefully gouges out eyes.
6 Dragh Angrily prays aloud. 56 Chroma Wields bronze javelins.
7  Farvald Eelhide Travels with ancient father. 57 Rothaid Elaborate gold headband.
8 Rothaid Bedecked with stolen silk. 58 Keltmorr Fleeing divine judgement.
9 Erban Rides a bad-tempered bird. 59 Lewen Indulges in cannibalism.
10 Ganbold Wields two steel swords. 60 Vuldetrada Completely shaved.
11 Ivar Broken nose, missing ear. 61 Ria Legbreaker Wields a brutal stone club.
12  Thrathavur Given to idle talk and lies. 62 Guntheuc Spits after every sentence.
13 Batbayar Blind in one eye. Elderly. 63 Audorec Carries a huge wooden idol.
14  Hathus Legendary poet. 64 Inkola Collects unusual teeth.
15 Scapthar Despises all priests. 65 Enkhjargal Patient diplomat.
16  Erik Evanson Eyeliner and sharp teeth. 66 Leuba One withered arm.
17 Ardobart Cursed to die by fire. 67 Ideria Speaks with beasts.
18 Sverre Branson Hates absolutely everyone. 68 Merofled Throws smoky firebombs.
19  Witteric Wields throwing axes. 69 Craayke Loathes all wizards.
20 Hildefons Scrupulously honourable. 70 Chlotsuintha Deeply pious. Polite.
21 Eric Dawnsplitter Covered in sacred lice. 71  Luchri Engraved bronze shield.
22 Nikora Sadistic and inventive. 72 Giso Has never lost a fight.
23 Hillalum Pockmarked with scars. 73 Anikena Preternatural wrestler.
24 Athanagild Once ate a whole bear. 74  Delia Loves to set things on fire.
25 Jornkaur Astonishingly beautiful. 75  Astrid Collects skulls.
26 Gelamir Exiled noble. Bitter. 76 Elinbar Spits vindictive curses.
27 Blok Throws large stones. 77 Modwenn Deviant taste in partners.
28 Durache Insufferably proud. 78 Gaeserica Golden braided hair.
29 Chindasuinth Doesn’t need to sleep. 79 Shursun Six-horned iron helmet.
30 Balathu One black crooked tooth. 80 Maia Travels with grimy child.
31 Ganbaatar Wears a broad fur hat. 81 Almafrida Rides a giant lizard.
32 Tunbeard Always ice cold. 82 lonia Literate and well educated.
33 Gento Gento Only laughs and smiles. 83 Wilgefortis Carries poisonous herbs.
34 Orn Breakhead Wields a spiked hammer. 84 Theudechild Painfully honest.
35 Osgar Pretends to be gullible. 85 Gemekaa Travels with a mad priest.
36 Wiremu Olagson Debauched and fleshy. 86 Amalaberg Loves drinking contests.
37 Faramund Huge. Related to giants. 87  Elkrin Hand replaced with dagger.
38 Braulio Frostbitten and weathered. 88 Sunilda Wields a rope lasso.
39 Harjach Wields a feathered spear. 89 Gez Willothea Delights in assassination.
40 Dorna Forked tongue, snake eyes. 90 Jenhanna Climbs with ease.
41  Hranweir Bright blue dye lines. 91 Alittum Grey cloth mask.
42  Ottelmar Wears only hair. 92 Sidonia Hunts with a trained owl.
43  Euric Collects rings and trinkets. 93 Valia One-Eye Legendary spirit-seer.
44 Slagnar Urn Bleak sense of humour. 94  Ingitrude Hawk-like eyesight.
45 Uktannu Ritually lost two fingers. 95 Chlodovaldia Maze of thin facial scars.
46 Harthor Corpulent but very strong. 96 Nidintu Washes hair in blood.
47 Redobart Never bathes. Smells awful. 97 Yasera Feverish and ill. Desperate.
48 Gar-Sater Fights naked. Terrifying. 98 Beppolena Speaks to ghosts.
49 Sunno Arrogant, vain, and chaste. 99 Sicharia Kidnapper and ransomer.
50 Theudebald Makes friends easily. Kind. 100 Marcatrude Blessed. Immune to iron.

18



3

Cultist

# Appearing: 1 assassin or prophet, cults of 3d10
HD: O (2 HP)

Appearance: robed dagger-wielding fanatic.

Voice: syrupy compliments, chanting, screaming, or
blasphemous oaths and dire predictions.

Wants: to fulfill their Dark Purpose.

Morality: good and evil are quaint and archaic.
Intelligence: strange insights, filtered by madness.

Armour: none.

Move: normal.
Morale: 11

Damage: 1d6 dagger.

Once per day, a Cultist can call down a Blight. See the
adjacent table. In a stressful situation, Blights have a
50% chance to work.

If 10 or more Cultists are present, they can
collectively enact a Ritual. See the table on pg. 20.
Rituals take 6 hours and are usually 5 rounds from
completion when the PCs enter the room. Cults may

use a variety of Blights and Rituals. 1d10 Blights
Cultists fight fanatically if threatened, but may try to 1 it alliehleEs fo_r 1d6. r_mnutes. Targetis
convert, trick, or hire interlopers tormented by swirling visions.
’ ’ ’ 5 Tentacle spurt. One target, 1d6 damage, 30'
Treasure: Cultists carry 1d4gp in loose change. range. Drags or pushes target 10'.
Leaders may carry obscene icons worth 30gp. Lairs Plants wither and die in a 100' radius.
may contain 200x1d10gp in gold candlesticks, fine 3 Magical plants take 2d6 damage instead.
tapestries, rare books, pearls, and wine. 4 One non-intelligent animal must Save or die.
Corpses rot into putrescence immediately.
1d10 Cult Methodology Lair 5 gnraged ghos;s. Unp::zpared victims must
1  Religious domination. Bland, normal church. avg agam;t ear.or ee. i
. . Hellfire Whip. 50' line, 2d6 fire damage, Save
2  Kidnapping. Abandoned keep. 6 to dodge
3 Mind control. - CeniEs .grove. . Beastblood. Cultist takes no damage and
4 Fear and extortion. Decrepit mansion. 7 inflicts +1 damage for 1d4 rounds
5  Briberyand lies. Sewer temple. Target is severely weakened for 1d6 minutes.
6  Pruned lineage. Blasted tower. 8 All attacks deal -5 damage.
7  Honeyed promises. Perfectly ordinary inn. ¢ Agony. Target take 1 damage per round for 5
8 Political infiltration.  Converted tomb. rounds and must Save each round to move.
9  Exclusivity, curiosity. Ancient amphitheater. 10 Enfolded. Target vanishes for 1d6 minutes,
10 Secret rebellion. Hidden cellar. returns baffled, cold, and terrified.
1d10 Cult Names Dark Purpose Robes Secret Mark Or Sign

1  The Enlightened Acquisition of immortality and power. Red with silver trim. Triangular eye amulet.
2 Last Circle Reversion to primitive forms. Crudely stitched furs. Claw-mark chest scar.
3  Conventicle of Iron Blood, destruction, and pain. Old spiked leather. Blinded in one eye.

4 The First Archive  Collection of all knowledge. Black with white lines. Missing finger.

5  Springseers Maintain the ancient rites. Leaves and bark. Branded tongue.

6  Ur-Purity League  The melding of all flesh. Black silk, gold masks. Purple ankle tattoo.

7  Society of Truth Decadence, freedom, and strength. Blue with yellow dots. Topaz signet ring.

8 Devotees of Night  Bring about the Final Sunset. Spirals within spirals. Defaced book.

9 The Sky Watchers Transcend weak mortal forms. Woven copper discs.  Dyed lock of hair.

10 Eternal Whispers  Manipulation of political events. Grey rags. Whistled tune.
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1d10

Rituals

Requirements

Trappings

1  Summon an obedient avatar of their god. Animal sacrifice. 1d6 victims.  Stone altar, sharp knives.
2 Summon a disobedient avatar of their god. = Human sacrifice. 1d4 victims. Iron braziers, white flames.
3 Fully heal and restore all participants. Rare herbs, green smoke. Boiling cauldron.
4 Enhance the powers of one participant. Lightning, rain, and blood. Huge heartbeat drums.
5  Wither crops and trees in a 30 mile radius.  Dancing, special incense. Dribbly candles, fog.
6  Enhance fertility in a 30 mile radius. A full moon, a high place. Carved stone pillars.
7  Blight the futures of 1d6 people. Hair, coal, and seaweed. Wailing unnatural chants.
8 Open a fragile gate between worlds. Diamonds, ice, and mirrors. Flayed skin banners.
9  Learn terrifying oracular truths. Mercury and corpse-gristle. Dried toads and bats.
10 Learn comforting oracular falsehoods. Crystals, bone, and ash. Elaborate bone mosaic.
1d10 Gods / Things To Summon 1d10 Things Cultists Shout While Attacking
1 Mztelb Zombie Dragon (pg. 81) 1  Your doom was foretold!
2 Bal'uluk Eye Tyrant (pg. 183) 2  Fools, can you not see what we are doing?
3  Nihdrubeth  Angel (pg. 139) 3 Your souls will fuel our ascension!
4 Xixquzax Beast of Creation (pg. 143) 4 Let blood flow! Let flesh be torn!
5  Ek’sulath Devil (pg. 149) 5  We are being tested, but we will not fail!
6  Kergorbal Harvest Avatar (pg. 221) 6  Zoz! Zoz! Wosketh-N'treguran! Zoz!
7  Spijaain Nightmare Beast (pg. 165) 7  You are too late! Our triumph is complete!
8 Pax-Pentar Kraken (pg. 271) 8 Even death cannot stop us!
9  Urulthu Hydra (pg. 106) 9  Spare none! All will perish!
10 Garnsolex Perfect Predator (pg. 305) 10 Die, ye of little faith!
1d6 Minor Artifacts Of Sinister Power Fabled Powers Of Their Exalted Leader
1  Founder’s Portrait. Glares at least loyal cultist. Eats fire with a knife and fork. Drinks oil of vitriol.
2  Harvest Sickle. Cuts deep but draws no blood. Can heal any wound with a few arcane gestures.
3  Thief-Book. Writes out the secrets of one reader. Scooped out their own brain, replaced it with diamonds.
4 Gloaming Cloak. Imperfect cloudy invisibility. Visited all afterlives to Prepare The Way.
5) Ur-Chalice. Turns wine to poison, poison to wine. Converses with birds, snakes, and spiders.
6  Assaying Crown. Burns all save for true royalty.  Ages from a child to a corpse over the course of a day.

Generic Cult Lair

5. Blasphemous Altar
*The Exalted Leader.
¢ 10 cultists, praying.
*1d6 victims.

4. Vile Vestry

1 Cultist, preparing.
e Locked coffers.

e Sacred texts.

3. Menacing Nave
*1d6 Cultists, praying.
¢ Dust, splinters, bones.
* Crepuscular light rays.

2. Ominous Narthex
* 1d6 Cultists, watching.
* Tattered banners.

¢ Silver candlesticks.

1. Grim Facade
1 Cultist, on guard.
¢ Ancient statues.

e 4 \

6. Inviolate Chapel
¢ 1d6 Cultists, chanting.
* Gold idols.

* Creeping plants.

e Lightning and rain.
*The clouds look wrong.
*Dogs howl, birds scatter.

7. Harrowing Hallway
e Stabbing spike trap.
*Shadowed alcoves.

e Fluttering curtains.

8. Doleful Dormitory
* Empty beds, clay jugs.

* Spare cult robes.

* 1d10gp under mattress.

9. Cells of Correction
e Locked iron doors.

¢ 1d6 chained victims.

* Fleas and rags.

10. Corrupt Garden

* Bloodfed stranglevines.

* Twisted trees.

* Dead grass, white gravel.

e A victim, taken!
* A divine warning!
* A prophecy, fulfilled!

20



Al Kni

# Appearing: 1. May be accompanied by 1d4 other
Knights or Squires (as Peasants, pg. 30).
HD: 3 (14 HP)

Appearance: heavily armoured warrior.

Voice: courteous and formal, even when angry.
Wants: to fulfill their Quest.

Morality: Lawful Dim. Usually uncompromising, but
can sometimes be made to understand morally
ambiguous situations.

Intelligence: expertise with horses, courtly functions,
poetry, legends, and beasts. Hopeless at nearly
everything else.

Armour: as plate+shield.

Move: normal. 2x normal if on horseback.
Morale: 9

Damage: 1d8+1 sword / 1d8+1 sword

Depending on their Quest, Knights may issue
challenges, charge immediately, offer assistance, ask
for assistance, demand payment, or generally
interfere with the lives of anyone they meet.

For “historical” knights, see Mercenary (pg. 24).

Treasure: Knights carry 1d10-2 gp. Their plate
armour, weapons, and shield might also be valuable,
but they are invariably emblazoned with heraldic
emblems, making them inconvenient to sell and
potentially leading to cases of mistaken identity.

1d20 Title Name Inconvenient Quests

1 Kensingknot of Barwell Guards a passage, bridge, or gate.

2 Alhoon the Dour Collects a legal but highly unfair tax on commerce.

8 Sir Geoffrey of Blution Accompanies travellers (and bores them with tales).

4 Rexhart the Merciless  Interrogates people, searching for ancestral crimes.

3 Oswald of Treckett Attacks impious or rude travellers.

6 Guy Truthspeaker  Enforces archaic weaponry and sumptuary laws.

7 Alicia of Lursingion Warns people away from a lucrative treasure site.

8 Scoborth the Pure Flees from or destroys anything less than chaste.

9 Lady Matilda the Ascetic Tries to convince people of the evil nature of wealth.
10 Frigia Dragonslayer  Cooks hearty but deeply suspicious meals for the poor.
11 Geromina of Scarburl Requires wizards to justify every spell and item.

12 Joan the Blue Commands travellers to pay a visit to a nearby castle.
13 The Knight Eckhart of Blood Royal Kills anything that looks even remotely like a monster.
14 Baron Koss the Foreigner  Insists people provide maps and full itineraries.

15 Dread Hedgewalloper of Necker's End Accompanies travellers (and sing endless jolly songs).
16 Defender Cantrell the Skeptic Examines all printed material for heretical ideas.

17 Legate Huberis of Rose Hill Interprets dreams, seeking hints of future calamities.
18 Protector Scoots of Anderwells  Howls unbelievable curses at sinners and heathens.
19 Herald Hamilbil the Brave Wants to die nobly and pointlessly for a worthy cause.
20 Warrior-Lord Roald the Scourge Cursed to ask a riddle (pp. 96-97). Answer or die.




1d20 Knights of Legend Famous Quests Eccentricity
1  Sir Gilbert Meller Seeks the Holy Chalice of Immortality. Old and forgetful.
2  Lady June Weaver Charts a route to the far side of the world. Armoured in books.
3  Sir Malfang of Gurpt Must slay the Black Dragon Tyranoceptus. Inconveniently honourable.
4 Lady Trentwell Reclaim the Lost Land of the Urgonzoli. Swarms of squires.
5  The Bronze Knight Any non-knight in armour must die. Silent, slowly regenerates.
6  Sir Frank the Giantslayer Must fight larger and larger creatures. Remarkably small and stout.
7  Lady Sybil Grey Seeks the True Icon of the Four Martyrs. Sings hymns.
8  Sir Walter of Boswell Prepares a feast that will summon an angel.  Obsessed with appearance.
9 Lady Judith the Just Duels everyone to gain more combat skills. Bedecked with weapons.
10 The Knight of Long Lake Drags people into lake, drowns them. Aquatic. Constantly dripping.
11 Sir Giles Roquefort Atones for a vile unspeakable sin. Morbid and prone to fits.
12 Lady Bell of Orby Seeks the Five Stones of Svendelbart. Arrogant beyond belief.
13  Sir Edwin the Bold Vengeance on the beast that claimed an eye. Accompanied by hunting dogs.
14  Lady Turbellina Guards the relics of the King of Sibylan. Rides a giant squirrel.
15 The Briarworth Knight Seeks a cure for a poisoned lord. Wields an enormous hammer.
16 Sir Laurentian Compelled to burn, salt, and scour the earth. Maniacal fixation on goal.
17 The Indigo Rider Slays any beast that isn't arguably a horse. Wields a flaming sword.
18 Sir Gershwin the Red Seeks the Precarious Tower of Wisdom. Terrible sense of direction.
19 The Lady of the Meadows Wreaks terrible revenge on all murderers. Reanimated corpse in armour.
20 The Obsidian Knight Inscrutable acts of shocking violence. Stalks by night.
1d10 Conditions For A “Fair” Duel Dishonourable Secrets Rides A...
1  First on horseback, then on foot. Changed sides in a war. Flightless Bird (pg. 252)
2  Fight using opponent’s weapons. Forbidden unchaste inclinations. Griffon (pg. 105)
3  Tied together with rope. Accidentally killed a priest. Crocodile (pg. 251)
4 Blindfolded and with ears muffled. Forgot a crucial secret. Elephant (pg. 252)
5 Ona rock in the middle of a river. In love with their lord’s partner. Giant Spider (pg. 43)
6  Rapidly scavenge or build weapons. Failed a critical quest. Boar (pg. 240)
7  Platonic dignified nudity. Seeks power for its own sake. Unicorn (pg. 247)
8  Shaving, sewing, or cheesemaking contest. An impostor and a fraud. Herd Lizard (pg. 113)
9  Race to kill something or someone else. Wracked with religious doubt. Shark (pg. 277)
10 But first, the Demonstrations of Strength!  Studied forbidden arts. Predatory Snail (pg. 289)
Heraldry Generator
Field Division Charge Obscure Supporters
1d10 (Base Colour) (Overlay) (Decoration) Charges (Side Bits) Renown Borne On
Argent Fess Escutcheon S e .
1 (Silven) on/botom) (Shield) Basilisk Ivy Falsified Shield
Or Pale Lozenge . Handheld
2 (Gold) (left/right)y  (Diamond) ~ Cawoblepas Pillars Laughable Banner
Azure Bend Roundel . . Tabard /
g (Blue) (diagonal S)  (Circle) chiet Unicorns Chel Surcoat
Gules Bend sinister Billet . . .
4 (Red) (diag. 2) (Rectange) Cockatrice Dolphins Pitiable Back Banner
Very Saltire Mullet . -
5 @) (quart. X) (Stan) Griffon Owls Middling Helmet
Indigo Cross Crescent . .
6 (Purple) (quart. +) (Moon) Hydra Elephants  Recognizable Horse Barding
Vilette Chevron
7 (Violet) (half ~) Cross Owlbear Serpents Remarkable Huge Flag
Sable Pall . Tattooed
8 (Black) (split Y) Angel Wurm Spears Prominent Penitent
Sanguine Wavy . Portable
O (Blood) (half =) Lion Starburst Storks Famous (P~
Tenne Dancetty . . All Available
10 (Tawny) (half AAAAR) Sword Turnip Centipedes Infamous Surfaces
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Generic Castle

* Designed to make casual raiding expensive, a
_ siege difficult, and outright conquest tedious.
-H- — - *Vulnerable to scaling ladders and treachery.
e Walls are 10' thick and 30' high.
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\._H_:‘\ | 1 o *Benches, tables. Excitable dogs.
AR | * Banners, modest throne.
" *Hub of social and political life.
1. Ramp and Gate 3. Garden

¢ Paranoid sentries, nowhere to hide.
¢ [nsults, then stones and arrows.
e If forewarned, logs and hot sand.

2. Gatehouse

* Imposing towers, arrow slits.

e |ron portcullis to trap raiders.

* Attached kitchen and barracks.

e Herbs. Covered cistern.
* Pigs, chickens, and geese.
*Small gate to flank besiegers.

4. Outer Ward

¢ Dirt, grass, and mud.

e Temporary tent shelters.
¢ Filthy flammable stables.

7. Chambers

e Straw mattresses, tapestries, fleas.
e Subdivided by wooden screens.

¢ Attached privy and cloak storage.

8. Chapel and Crypt
* Drifts of candles, gilded altar.
* Depths of crypts half-forgotten.

1d10 Name Surroundings Aesthetic Current Activity Twist
1 Castle Blackstump Walled town. Plastered sandstone. Raucous feast. Politically contentious.
2 Newfort Smouldering ruins. Mossy brick. Tournament. Approaching siege.
3  Lorscon Mount Timid village. Perfect ashlars. Lawsuits. Badly built. Crumbling.
4 Crevicegard Prosperous farms. Dry limestone. Execution. Still under construction.
5  The Trest Overgrown wastes. Bulbous granite. Holy procession. Prone to flooding.
6  Comstock Tower Fetid bog. Delicate decorations. Mild brawl. Avaricious inhabitants.
7  Buxby Hurlowe Flooding river. Cheap timber. Mass cleaning.  Overcrowded.
8 Wychwood Castle Sea cliff. Flecked basalt. Plague. Elaborate daily rituals.
9  Blencrake Hall Flying island. Fused quartz. Succession crisis. Thoroughly haunted.
10 Old Noctal Trackless desert.  Bone mortar. Wild panic. Occasionally migrates.
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# Appearing: lances of 3, scouting parties of 3x1d6,
or armies of 100x1d4x1d10.
HD: 1 (4 HP)

Appearance: slouching, ill-tempered warriors in
patchwork gear. Some carry banners or wear the
colours of their Company.

Voice: jeers, demands, songs, shouting.

Wants: to get filthy rich without too much effort.
Morality: most of them wouldn’t actually eat a baby.
Unless the siege went on too long and they were out
of rats. They would sell their grandmothers for a pint
of strong drink, a companion of negotiable virtue, or a
handful of coins.

Intelligence: expertise with horses, warfare, and
cunning plans. Very intermittent book-learning.

Armour: as leather.

Move: normal. 20% chance of being on horseback.
Morale: 7

Damage: 1/3rd of Mercenaries wield swords or pikes
(1d8 damage), 1/3rd wield daggers (1d6 damage),
and 1/3rd wield bows (1d6 damage, 50' range). In a
lance of 3, one of each weapon type will be present.

A lance of 3 Mercenaries can be treated as a 3 HD
(12 HP) creature with leather armour that makes 2
melee (1d8 and 1d6) and 1 ranged (50', 1d6) attacks
per round.

Mercenaries will try to capture important-looking
people, rob or harass unimportant looking people and
seek employment or flee from dangerous people.

Working for a Mercenary company is a good way to
make some quick cash. See 1d50 Mercenary
Missions (pg. 25) for examples. These could also be
missions a group of Mercenaries are carrying out
when they encounter the PCs.

Treasure: each Mercenary carries 1d6gp in stolen
coins, pay slips, and partially melted jewellery.

1d10 Mercenary Group Leader

Mercena

1d20 Reasons We Can’t Fight Today

1
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The weather is too warm.

The weather is too cold.

Rain has turned the roads to mud.

Our pay is late. The coins are poor quality.
Our pay just arrived. We want to celebrate.
We celebrated and now we’re hungover.

A wizard said it was an inauspicious day.

A wizard said it was a good idea.

We can't find the wizard to ask them.

We are waiting for reinforcements.

We are waiting for orders. Not those orders.
It's a holy day. Can’t fight on a holy day.
Can’t find a priest to check if it's a holy day.
Our horses are all violently ill.

Can’t find our lucky icon.

Discount day at the brothel.

We lost our map and codebook.

The enemy asked us to postpone for a day.
The enemy made us a better offer.

Bloated from all this cheese we looted.

Reputation

1  The Company of the Blue Banner William Osprey

2  The Company of the Cap Dominica the Rat

3  The Company of the White Star The Lord of Balsam

4 The Cavalry of Courcelles John Carbol

5 The Black Company The Master of Spirals

6  The Legion of Gold Lady Bufort & Sir Azemio
7  The Red Company Sir Edward Westham

8 The Company of St. Theodore Adolpus Spon

9  The Great Company Frederica of Brandnich
10 The Company of No Banner Sir James Killarn

Bloodthirsty and reckless.
Frequent pay disputes.
Well-fortified camps.

Ruthlessly acquisitive.

High ratio of wizards to soldiers.
Endless trouble with relatives.
Infamously nimble maneuvers.
False reputation for cruelty.
Prizes cleanliness and order.
Highly superstitious.
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1d50
Mercenary Missions

1d50 Mercenary Missions
There’s a legend about that castle. They say, on the summer solstice, a fifth tower of pure gold appears at

1 noon. And it's the summer solstice tomorrow...

5 For diplomatic reasons, you need to sack and burn this monastery while dressed as mercenaries from a
rival company. Make sure you leave survivors. And don’t loot anything too obvious and hard to sell.

3 See if you can find a path through that swamp. Map it or use markers. You may need to find a local guide,
and your local guide may need persuading.

4 This convent of nuns has a very important relic. Go steal it for the greater glory of the mercenary company.
If the saint doesn’t want it stolen, you'll probably get smitten by lightning or something.

5 The emperor of some foreign land is sending wax copies of his legs to a nearby city for custom-fitted
armour. You're going to steal them and we’re going to hold them for ransom.

6 Our leader’s favourite lover is very sick. A famous elderly physician resides two towns away, but refuses to
help despite offers of vast wealth. Go kidnap the physician... politely.
A diplomatic courier is carrying secret letters to a nearby city. Insert this letter among them. Don’t get

7 . .
caught either. That would ruin the whole scheme.

8 We need you to paint insulting slogans on these dead and diseased cows before we launch them over the
walls of the city we're besieging.

9 The emperor of some foreign land wants to add a local beast to his menagerie. Go capture something
magic and dangerous. Here’s 50' of rope and a wooden mallet.

10 There’s a small castle along our line of march. It would be convenient if it was occupied before the bulk of
the army passes by. Bribe, fight, or bluff your way in.

11 Apparently the queen of this city has a magic mirror that identifies pretty women for her. Strange, | know,
but think of what we could do with that mirror! Go steal it.

12 There was a silver mine in the hills before the war. See if any of the locals remember where it was. It might
still be operating.

13 Here’s a laugh. Go ride out to this castle and tell the owner to surrender or we’ll burn it at dawn. We won't,
of course. Too much trouble and it’s too far away. But the owner might fall for it.
The court poet from a local city has written some very satirical verses about our leader. It'd be unfortunate

14 . . . .
if the poet met with a tragic accident on the road.
The enemy army has camped on a plain just below a dam. If someone breaks that dam, the river will burst

15 . . . .
its banks and sweep them away. Of course, the dam is behind enemy lines...

16 A diplomatic courier is carrying vital letters. You need to steal them, copy them, and return them without
the diplomat noticing.

17 Feint a night attack on this town, just to annoy them. Don't get killed, just make them raise the alarm,
round up the militia, and race about like pigs on fire.

18 The captain says he needs a tutor for his children. Go find someone suitable. A literate priest or
something. They may need some persuading to work in a mercenary camp.

19 We've tried undermining this town’s walls, but something keeps eating the miners. | mean the miners
keep disappearing. Anyway, if you sort it out you'll get a nice bonus.

20 Our leader is hosting a banquet. Ride down to the coast, buy fresh fish, and get them back here before
they start to smell.

21 The enemy town has hired unbribeable mercenaries from foreign parts. They don’t speak the local
language so we can’t corrupt them. Find someone who speaks their language, and quickly!

59 Our leader’s astrologer-wizard started gibbering about “moondrops” and “silver rain” and ran off into the
night. Go find them and drag them back.

23 It's vitally important, for diplomatic purposes, that this convent of nuns is protected. Make sure nobody
bothers the nuns. This includes you. And keep your hands off their relics.

o4 We need to bulk up our numbers before the assault. Go see if any of the local villagers can hold a sword
or a spellbook. If they can and they want to fight, sign them up.

o5 Our leader is getting married. You need to get a gift. Go steal something nice off the registry. Nothing too

flashy or you’ll make the rest of us look bad.

25



1d50 Mercenary Missions

Remember that old manor we took in the spring? Apparently there are tunnels below it. Some of the

26 guards went in; only one came out. Died in a tavern three days later, but his pockets were full of gold.
27 Go scout the enemy army and count their cannons, wizards, and divisions. Don’t get caught. If you see
anyone important, grab them as a hostage.
o8 The fog isn’t natural. It's a wizard business. Or a druid. Or something worse. Head that-a-way and see if
you find anything. We’'ll light a signal fire to guide scouting parties back home.
29 Here’s the plan. You pose as deserters, sneak into town, and spread word that it will be violently sacked
tomorrow. The nobles sneak their valuables out. We ambush them and share the proceeds.
30 Someone massacred a village and it wasn’t us. Go take a look. See if you can find out who and why and
either hire them or drive them away.
You're our last hope. Get inside the town somehow and open the gates. Don’t try dressing as
31
washerwomen. The last three teams to try got caught.
32 A wizard’s tower along our line of march is supposed to be empty, but something in there keeps lobbing
spells at our troops. Fix it.
33 You look like clever people. Invent a terrifying weapon to impress our employers. It only needs to work
once, during the demonstration. You've got a week.
34 To prevent the enemy from marching against us, set fire to all the grassland and pastures from here to the
mountains. It's been a dry month. Their horses will starve.
35 Some moron says he found “giant bones” down by the riverbed. There haven’t been giants in these parts
for years, but a powder made from the bones makes your... well, never mind. Just go find them.
We’'re running low on horses. Go to the hills, find a village, and see if they have any horses. Mules won’t
36 > , . .
work. Stop bringing us mules or we’ll make you ride them into battle.
37 Go check on the condition of this road. Rumour has it goblins were seen in the trees, and where there’s
some goblins there’s always more goblins.
38 See that hill? There are standing stones on the top with strange markings on them. Might be nothing, but
you should check them for wizard business.
39 Our leader’s worthless bastard son turned up. Take him on a “hunting trip” in the hills. | hope nothing
conveniently tragic happens to the poor lad.
40 Your job is to deliver this letter to a rival mercenary company. Don’t stick around for the reply. No seriously,
it's best if you hand the letter to their leader and run.
We’'re running low on food. Go into the hills, find a village, and get as much food as you can. Pay for it if
41 , o ) .
you're not willing to fight for it. Take these two carts.
42 They say a tunnel went through that mountain in ancient times. Go see if you can find the entrance.
Smarter people than you have tried, but if you find it you'll be legends.
43 We might have accidentally killed a bishop and his retinue. You could be his twin. Put on this hat and
robe, go where he was going, pretend to have a fever, and die of natural causes as soon as possible.
a4 They say there’s a hidden village in the hills, inaccessible unless you know the path... Or you're very smart.
And you're pretty smart, right? Go find it and see if they’'ve got anything worth stealing.
45 You need to fake a troop movement away from the camp. Convince any observers watching by night that
we'’re sending a detachment to flank them. No, there’s no budget. Figure it out.
46 The people paying us say we can only claim territory up to the border. The border stones are moveable if
you have a pickaxe, three oxen, and a cart. You only need to move... oh, two dozen or so.
47 An ambassador from a distant kingdom was kidnapped by bandits. They’'re hiding in a small looted castle.
The locals want the castle back but can’t pay. The ambassador’s ransom is unlikely to arrive.
48 A rival mercenary company just purchased a huge stock of weapons and food in preparation for a siege.
It'd be a real shame if someone set fire to their storehouses.
49 Old Simpkins, who sells us onions and those funny woodcuts, says bandits have been bothering him near
the pass. Go sort them out. We like old Simpkins. We like him more than we like you.
50 A noble in a local town is stirring up trouble. Go assassinate him. Quietly, publicly, doesn’t matter. Just
make sure people know who did it and why.
1d6 Faction Claim To Power Current Crisis Cunning Scheme Civic Distinction
1  Busy port, large harbour. Faltering war. Additional war. Sprawling palaces.
2  Ancient seat of order. Succession dispute. Return to traditional ways. Crooked brick towers.
3  Fertile farmland. Spiraling debt. Ally with a rival. Hanging gardens.
4 Guards a narrow pass. Crop failure. Provoke a border dispute. Stagnant canals.
5  Most stable banks. Impulsive ruler. Threaten to collapse. Cerulean house paint.
6 Impregnable citadel. Agonizing plague. Ill-advised sorcery. Aggressive bleakness.
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6 Merchant

# Appearing: 1. May be accompanied by 1d6
assistants (as Peasants, pg. 30) and 3x1d6 guards
(as Mercenaries, pg. 24).

HD: 2 (8 HP)

Appearance: slow-moving traveller. Usually with a
cart, pack animals, and associated trappings.
Voice: inquisitive but polite.

Wants: to make a lot of money and return home.
Morality: willing to bend almost every rule.
Intelligence: sharp and experienced. Can spot an
ambush, a con, or a threat half a mile away.

Armour: none.

Move: normal. Sometimes on horseback.
Morale: 5

Damage: 1d6 dagger

Merchants avoid combat wherever possible.

Small bribes and “road taxes” are a normal part of
trading. Robbing or injuring a Merchant may result in
official reprisals or a poor reputation. Merchants with
strange goods are sometimes found in dungeons.

Treasure: Merchants carry 1d4-1 trade goods (see pg.
28). Results 1-50 are “normal” goods; 50-100 are
“strange” goods. Merchants often conceal valuable
goods inside or beneath less valuable items.

Common trade goods are worth 40gp at most.
Valuable trade goods are worth 100x1d20gp.
Merchants also carry 1d10x1d10gp in coins.

1d10 Why Is This Merchant In The Dungeon?

1  Hiding from creditors.
It's rent free and conveniently located.
Chased out of town by angry guild members.
Kidnapped by Goblins (pg. 44).
Got very drunk, then very lost.
Hired by adventuring party (now deceased).
Complicated insurance fraud.
Searching for rare trade goods.
None of your business. Go away.
Unknowable entity beyond space and time.
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Price Factor

1d10 Haggling And Commerce

1  You spit on my honour. No deal! -

2 The market is flooded. Too bad. x0.25
3 It'salll can afford. Take it or go. x0.5
4 Afair price, well delivered. x1
5 A good price, and | have a tip... x1
6 Asolid price, and my thanks. x1
7 Paid in goods, not in coin. x1
8 You make a compelling case... X2
9 Paid in stolen goods, not in coin. X2
10 We are like siblings now. x3

1d10 Merchant Missions

My guards ran away. Help me get this cargo

1 to the nearest city.
My guards absconded with my cargo. Kill
2 .
them and recover it for a reward.
3 For a small fee, spread word of my fabulous
wares in the nearest city.
4 | will pay you well for the carcass of a rare
beast said to lurk in this region.
5 I'm lost. Do you know the way to the City of
Nine Gates? On the Road of Pyres? No?
6 There’s a rapacious toll-keeper ahead. For a
small fee, distract them or find a new route.
7 My hated rival also travels these roads. If
they met with an unfortunate accident...
8 Mercenaries, barbarians, and beasts stalk
my caravan. Fend them off!
Carry this sealed letter to my friends in a city
9 .
along your route. You will have my thanks.
10 My goods would sell better if certain shops in

this city were burned or ransacked...

1d10 Pack Animals

Distance To / From Destination Quirk

Secret Wealth Stored In

1 Peasants (pg. 30). 1d6 days. Trivial. Very disorganized. Large sturdy boots.

2  Mules 1d6 weeks. Arduous. Intensely curious. Hollow board or stick.

3  Horses 2d6 weeks. Ambitious. Actually a spy. Thick iron strongbox.

4 Oxen 1d6 months. Epic. Tells tall tales. Sack of animal feed.

5 Camels 3d6 months. Legendary. Tireless haggler. Velvet neck pouch.

6 Alpacas 1d6 days. First leg of loop. Loves to gossip. Magically locked chest.

7  Giant Capybaras 1d6 weeks. Second leg of loop. Paranoid and secretive. Wooden holy symbol.

8 Golems (pg. 187). 2d6 weeks. Diverted by war. Notorious cheat. Flap in waterskin.

9  Skeletons (pg. 61). 1d6 months. Awful weather. Remarkably boring. Under vest of surly pet.
10 Chimeras (pg. 103). Unknown. Got a map? From another world. Nowhere. Tragically broke.
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1d100 Merchants

1d100 Name Cargo / Trade Goods 1d100 Name Cargo / Trade Goods
1  Khunufesh Leather. 51 Cotsyrup Ashar Stupefying herbs.
2 Maeda Kunihiro Ink. 52 Ruth Longlegs Bottled lightning.
3  Samia Rose Incense. 53 Oomailiq Whale oil.
4 Zarvart Manoogian Root vegetables. 54  Zafika Young Aphrodisiac horns.
5 ZhaolJi Carpets. 55 Rabi-Sillashu Glowing green stones.
6  Toru the Poet Salted fish. 56 Nora Karmarian Novel music.
7  LiuLun Parchment. 57 Faceless Chang Counterfeit souls.
8 Naomi Attawat Cereal crops. 58 Nonhlanhla Sontuli Speaking birds.
9 Inagaki Hidemoto  Sea shells. 59 Mo’'nthrawl Decorated bones.
10 Kambuzia Swords and shields. 60 Lauren of Wide Hill Immortal crickets.
11 Nanni Low-quality copper. 61 Malik Prasad Songbirds in honey.
12  Bjarti Evensen Common furs. 62 Ena Kralhammer Dragon scales.
13 Eli the Walker Linen. 63 Abu Dharr Burning black stones.
14 Zhang Quin Scented wood. 64 Vatche Fleshy clay.
15 Rene the Blue Horses. 65 Wu Xiangxi High fashion.
16 Chiwa Mezoar Bows and arrows. 66 Ibn Tutullia Pure refined sugar.
17  Varos Kinosyan Silk. 67 Zanisi Jane Roy Mummies.
18 Masura Shinzu Brandy. 68 Abaven Taslakian Glass swords.
19 Assim Hailhand Pearls. 69 Maria Elbow Improbable maps.
20 Rashad Umar Fine embroidery. 70 Kodda Ice cold starmetal.
21 Gareth Hartwell Bitumen. 71 Diipatusu-Nasir Mindbending dust.
22 Khadiga Tala Bronze scrap. 72  Kubburum Gossamer glass.
23 Dorian Kerim Dried fruit. 73 Ezra Neo Praetor Pickled insect eggs.
24  Maneklal Flour. 74  Zaliyne Shokarov Eerie lead bells.
25 lIris Shengtong Dyed cloth. 75 Yin Lihua Telescopes.
26 Elwood Plimsol [ron ingots. 76  Samir Mitra Invisible cloth.
27 Neelam Rajagopal Seafood and molluscs. 77 Gexothbert Rare poisons.
28 Yaminah Cattle. 78 Dong Buwei Liquid magic residue.
29 Benjamin of Groat  Wine. 79 Hakim Sand Lighter-than-air oil.
30 Ona the Wise Carved stone. 80 Nawirbiy Naurzok Refined poppy milk.
31 Huo Soothtalker Dubious medicine. 81 Ramachander Healing blood.
32 Galahad Peasmold Geese. 82 Colenius Soulsteel.
33 Ea-nasir High-quality copper. 83 Gammada Eel Rock wool.
34  Mark of the Gulf Porcelain. 84  Mushezibti Eyeglasses.
35 Aka Mereniu Slaves or servants. 85 Emilia Gibbon Iron-seeking iron.
36 Deacon Schultz Beer. 86 Tefnek Ur-tek Spidersilk.
37 Lu Zhi Coral. 87 Antaemnekht Light-drinking dye.
38 Jayantilal Su Dried mushrooms. 88 Tamboli Incredibly heavy metal.
39 Irene of Scave Glassware. 89 Borthelwort Bottled dreams.
40 Jatindranath Ivory. 90 Urhammu Sour wind.
41 Cedric the Spitter Goats. 91 Wen Zhelan Rainbow silk.
42  Neithoker Rare furs. 92 Old Bhattacharyya  Angel feathers.
43 Melrose the Monk  Esoteric religious texts. 93 Demetri Mythical red mercury.
44  Dune Brantova Potent medicine. 94  Haygouhi Araratian  Cloudpiercing stones.
45 Heron Stick-Head Sheep. 95 Nomiya Yome Frozen sunlight.
46 Selma Gorgodian Spices. 96 Baltazar Infamous swords.
47 Wang Wan Salt. 97 Quin Xiang Enchanting perfume.
48 Margaret Aveti Tea. 98 Ningikuga Mathematical texts.
49 Mentun Sasu Rare hardwoods. 99 Sou Nikean Spells (pg. 36).
50 Ranno Grey Gemstones. 100 Indolor Era Magic items (pg. 37).
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# Appearing: processions of 1d10x1d10.
HD: 1 (6 HP)

Appearance: robed, shuffling, focused people.
Voice: chanting, singing. Hoarse.

Wants: to reach the goal of their pilgrimage, to live a
holy life. Sometimes, the usual vices.

Morality: deeply pious, but easily led.

Intelligence: book-wise, life-foolish.

Armour: none.

Move: normal.

Morale: 7

Damage: 1d4 desperate flailing.

If 10 or more Pilgrims are present, they can
collectively call down one Miracle per day. See the
adjacent table. If 50 or more Pilgrims are present,
they can call down two Miracles per day. Roll
randomly once per Miracle; the group always uses the

same Miracle or Miracles. 1d20 Pilgrim Miracles
“Pilgrim” covers monks, nuns, flagellants, penitents, 1 Summon weird bread for everyone present.
and other religious devotees. For less savory people, 2 Appear to be dead for up to 12 hours.
see Cultist (pg. 19). 3 Lighting bolt. 1 target, 3d8 damage.
Treasure: none. Pilgrims are notoriously poor. If 50 or 4 Summon 100L of \{vater from a t.>oulder.
more Pilgrims are present, they carry a Relic or Icon 5  Cure 1 person of diseases or poisons.
worth at least 200gp. 6  Immune to physical damage for 1 hour.
7  Flaming hail. 100' radius, 1d6 damage.
8 Remove 1 curse, disease, or affliction.
9  Walk on water for 1 hour.
1d10 Pilgrim Problems 10 Detect lies for 6 hours.
1  Alms! Alms for the weary travellers! 11 Speak all languages for 1 hour.
5 Wild beasts stalk us, seeking whom they may 12 Summon 6 HD of helpful wild animals.
devour. 13  Wither up to 10 trees or plants.
3 Punish us! Lay blows upon our sinful flesh! 14  Part lake-sized body of water for 1 hour.
4 We harbour a fugitive. Help them escape. 15 Protection from heat or cold for 6 hours.
5 Every night, one of our group dies. 16 Banish a Ghost (pg. 159) of 3HD or fewer.
6  Religious disputes threaten to divide us. 17 Healing touch. Restore 2d6 HP.
7 One of our number is a traitor. 18 Darkness. 100' radius for 6 hours.
8  We are lost and will surely die. 19 Light. As a bonfire for 6 hours.
9  Our last scraps of food have been stolen. 2 Resurrect one pious person who died in the
10 We are fleeing a war or invasion. Flee too! past 24 hours.
1d10 Relic Or Icon Effect
1 The Left Toe of St. Hubert of Swanreach None. Clearly a forgery carved from a carrot.
2  The Thighbone of St. Agatha the Seer Bearer receives confusing, very loud dreams.
3  The Tooth of St. Nigel, Pyromartyr Bearer reduces incoming fire damage by 4.
4 The Right Eye of St. Valentina Bearer can see the true form of shapeshifters.
5  The Flayed Skin of St. Eusebian the Ninth ~ Bearer reduces incoming physical damage by 2.
6  The Holy Sword of Abbot Melriggs Bearer no longer needs to sleep.
7  The Death Mask of St. Hyspia the Devout No one within 20' can die by violence.
8 The Golden Image of  St. Bartolomeius Bearer controls local weather with moderate precision.
9  The Triptych of Bishop Greening Unholy creatures must Save or flee.
10 The Hand of Vargus the Wanderer Can either point due north or towards water.
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Peasant

# Appearing: 3d6. 1 will act as spokespeasant.
HD: O (2 HP)

Appearance: simple clothes in plain colours. Some
visible deformities, blemishes, diseases, and wounds.
Voice: broadly accented, careful, unpracticed.

Wants: security, wealth, a long and peaceful life.
Morality: generally good but easily tempted.
Intelligence: usually dim. Some folk wisdom, hard
lessons, and professional expertise.

Armour: none.

Move: normal.

Morale: 5

Damage: 1d4 punch or 1d6 improvised weapon.

Peasants rarely attack unless the situation is truly
dire. Magic and spectacular effects may drive them to
panic or murderous frenzy.

Villages and farms dot the landscape in civilized
regions. Peasants are everywhere.

Treasure: Minimal. Peasants carry 1d4-3gp and a
mundane item or two.

1d20 Peasant Problems

1  There’s something wrong with the goats.

2 Hill bandits raid every few months.

3 Do you know anyone who can translate the
runes on this tablet | found?

4 Our wizard went mad and hid in a tower.

5 Idesire bloody revenge. Help me for free?

6 There’s something in the woods. It keeps
eating our sheep. Never leaves tracks.

7  The miller uses small bags to cheat us.

8 They say there’s a witch in the bog.
Our old lord died and his heir has cruelly

o . ;
increased taxes. We will starve come winter.

10 Something keeps stealing my cheese.

11 My sister died yesterday. I’'m sure it was
murder. But who could have done it?

12 The church roof collapsed. Alms?

13 Fifteen daughters, all unmarried.

14 Can you help my cousin get out of town
before people find out what he’s done?

15 The weather is awful! Can you fix it?

16  We need more decorations for the festival.

17 Does this rash look like the plague to you?
Why does the priest keep the church ossuary

18
locked and sealed?

19 Something is living in the ruined keep.

20 Have you seen strange lights in the forest?

1d10 Village Landmark Inn Name
1  Rickety mill. The Dog & Trumpet.
2  Ancient stone church. The Maypole.
3  Isolated monastery. The Rose & Thorn.
4 Gloomy manor. The Spit & Girdle.
5 “Haunted” woods. The Bell & Nurkle.
6  Major crossroads. Red Ron’s Inn.
7  Twisted rock spire. The Bull.
8  River or stream. The Ball & Basket.
9 Enormous tree. The Cat’s Leg.
10 Muddy central square. Old Hole-on-Hill.

1d10 Flocks, Herds, and Droves Disposition
1  Geese. Cackling madly. Vicious
2  Chickens. Clucking, hopping. Frightened
3  Cattle. Shuffling, lowing. Friendly
4 Goats. Clattering, staring. Combative
5  Sheep. Bleating, jostling. Sociable
6  Pigs. Grunting, snuffling. Cunning
7  Horses. Whinnying, darting.  Excitable
8 Large Birds. Gobbling. Suicidal
9  Land Snails. Oozing. Torpid
10 Horse-Sized Birds. Wobbling. Homicidal
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1d100 Peasants

1d100 Name Appearance Odour Demeanour Mundane Item
1 John Sweats profusely. Stale Beer Passive Leather Bag
2  John Permanent grimace. Rotten Vegetables Frantic Loaf of Bread
3 John Fidgets with anything. Dried Herbs Stoic Broom
4 John Dribbles. Frying Oil Keen Tongs
5 John Bulbous goiter. Sweat and Feces Optimistic 3 Sturdy Belts
6 John Youthful, unsmiling face. Peat Smoke Ignorant Needle & Thread
7  John Whistling voice. Bitter Sweat Wrathful Comb and Wool
8 John One dense eyebrow. Ice-Cold Water Impulsive Bag of Tacks
9 John Deep, booming voice. Goose Blood Stoic Barrel
10 John Extraordinarily crooked nose. Wood Shavings Passive 3 Linen Sacks
11 William Almost bald. Raw Sulphur Ignorant 3 Horseshoes
12 William Splayed-wide nostrilled nose. Urine Rebellious Live Lamb
13  William Slouches and spits. Chalk Dust Passive Bag of Salt
14 William Sheds clouds of dust. Flour Skeptical Fishing Net
15  William Lumpen. Soggy Paper Ignorant Wooden Stool
16 Robert Missing limb. Salt Devout 3 Torches
17 Robert Narrow face. Rotten Fruit Petty Dead Rabbit
18 Robert Blind in one eye. Acidic Sweat Amoral Jar of Dirt
19 Thomas Sunken head and short limbs.  Oysters Hopeless 3 Old Turnips
20 Thomas Ragged sail-like ears. Cat Hair Lustful Bag of Mortar
21 Thomas One black tooth. Onions Devout Wheel of Cheese
22 Richard Deep-sunk, lidded eyes. Pond Scum Frantic Leather Hat
23 Richard Concave forehead. Moles. Butter Hopeless Holy Book
24  Richard Hooked, dribbling nose. Dry, Polished Leather  Cruel Wheelbarrow
25 Henry Dotted with warts. Battery Acid Surly Fine Cloak
26 Roger Angular, asymmetrical chin. Garlic Gregarious Hoe
27 Walter Mouth-breathing. Sour Milk Prideful 3 Candles
28 Adam Smiling, open face. Ozone Lazy Quill and Ink
29 Nicholas Coated head to toe in muck. Molten Rubber Moronic Live Goat
30 Hugh Has a silent partner. Wet Dog Frantic Bag of Flour
31 Peter Speckled with sores. Mushroom Slothful 30' of Rope
32 Gregory Wiry-haired. Mashed Earthworms  Stoic Loaded Dice
33 Ralph Old burn scars. Dry, Very Fine Dust Ignorant Red Paint
34 Simon Ferocious squint. Charcoal Rebellious Leather Bridle
35 Gilbert Deaf in one ear. Contorted. Soil Ignorant 3 Clay Pots
36 Edmund Furious eyes. Hot Blood Paranoid Iron Scraps
37  Phillip Feverish movement. Pine Arrogant Mangy Dog
38 Stephen Rheumy, raw eyes. Burnt Pork Gluttonous Pot of Glue
39 Alan Horn-like carbuncle. Musk Lazy Donkey
40 Lawrence Sheds fleas and lice. Dry Straw Stoic Fine Boots
41  Andrew Bandy-legged. Stale Bread Diseased Bolt of Fabric
42 James Slow-witted Roses Incompetent Raw Honeycomb
43 Eli Bafflingly beautiful. Violets Rude Book of Poetry
44  Giles Long, winding scar. Burnt Leather Fearful Dead Goat
45  Jordan Lopsided body. Wine Diseased Bundle of Rags
46 Matthew Stiff as a board. Shudders. Damp, Mouldy Cheese Envious Rake
47  Michael Yellow stump teeth. Rye Bread Dribbling 3 Chickens
48 David Large mouth, like a fish. Horse Sweat Rude Bundle of Reeds
49 Reginald Facial abscess. Compost Fearful Brush
50 Bartholomew Pale, cracked skin. Freshly Cut Grass Passive Hammer




1d100 Name Appearance Odour Demeanour Mundane Item
51 Alice Vein-coated neck. Ash Diseased Drum
52 Alice Thin, pale lips. Cottage Cheese Envious 3 Buckets
53 Alice Back bent like a hoop. Wet Horse Imaginative  Bandages
54  Alice Haggard and hunted. Caramel Trustworthy  Spool of Thread
55 Alice Pig-like nose. Rotting Flowers Eager 9 Acorns
56 Alice Cross-eyed. Sun-Baked Egg Frantic Heavy Chisel
57 Alice Long, skeletal fingers. Vinegar Slinking Hand Puppets
58 Alice Blubber lips. Mouldy Bread Furious Torn Banner
59 Alice Mismatched arms. Porridge Passive Dagger
60 Alice Vaguely suggestive comments.  Metal Shavings Trusting Scythe
61 Joan Long-necked. Flax Dust Stoic Bag of Seeds
62 Joan Wipes nose constantly. Wood Smoke Truculent Dead Pig
63 Joan Dented head. Pickled Cabbage Frantic Brick of Soap
64 Joan Flicking tongue, cracked lips. Wet Wool Humble Bundle of Sticks
65 Joan Unusually large head. Rotten Meat Wise Polished Rock
66 Agnes Irregular, grey teeth. Freshly Baked Bread  Passive Wooden Stake
67 Agnes Phlegm-spraying cough. Grease Devout Trumpet
68 Agnes Bird sits on shoulder. Asparagus Hopeless 3 Clay Bowls
69 Margery Flat, pancake face. Urine and Blood Stoic Lewd Scrawling
70 Margery Tufts of irregular hair. Skin Flakes Imaginative  Club
71 Margery Slab-faced. Lavender Meticulous Large Bucket
72 lIsabel Extraordinarily compressed. Wet Clay Hopeless 9 Dead Rats
73 Isabel Hissing, rasping voice. Tar Skeptical Whittled Statue
74 lsabel Sunken head and short limbs.  Blackberries Valiant Dead Cat
75 Margaret Twitches and jerks. Sharp Raw Sewage Passive Shovel
76 Emma Thunderous flatulence. Cedar Observant Bag of Sand
77 Juliana Stump-fingered. Cloves Sarcastic Clever Dog
78 Christine Small, tightly pursed mouth. Mothballs Hopeless Axe
79 Katherine Cannot make eye contact. Roast Chicken Rebellious Floppy Hat
80 Beatrice Crooked back. Old Spinach Equitable Bag of Nails
81 Elizabeth Loose skin. Wax Skeptical Whip
82 Ellen Remarkably small head. Rotten Eggs Frantic 3 Pots of Dye
83 Mary Little goggling eyes. Wet Cereal Witty Live Pig
84 Ruth Spindly, knob-jointed limbs. Pungent Blue Cheese Greedy Bow and Arrows
85 Sibilla No chin whatsoever. Damp Straw Grumpy Wooden Spoon
86 Cecily Bloated stomach. Lye Lazy Spade
87 Sara Languid, calm speech. Pus Excitable Pot of Grease
88 Avice Terrifying laugh. Wet Mortar Vulgar Curved Knife
89 Isolda Widely set eyes. Mouse Urine Passive 6 Eggs
90 Lucy Turnip-shaped nose. Yeast Surly Handcart
91 Mariota Astonishingly old. Rotting Fish Diseased Live Cat
92 Ann Hideous grin and winking eyes. Red Hot Iron Quarrelsome Bundle of Weeds
93 Annabel Left eye much larger than right.  Pig Shit Rigid Sack of Manure
94 Anastasia Half-asleep. Horse Shit Ignorant Trowel
95 Avelina Missing fingers. Goat Shit Dribbling Vial of Poison
96 Letita Waddling gait. Dog Shit Surly Pitchfork
97 Agatha Stutter. Cow Shit Devout Felt Cap
98 Eustacia Sagging lips. Ten Kinds of Shit Rebellious Sack of Manure
99 Sabrina Wild, tangled hair. No Odour Suspicious Basket
100 Susanna Prominent mole or boil. Far Too Strong (Reroll) Passive Saw
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9 Townsfolk

# Appearing: 2d6. The most prosperous townsfolk in
the crowd will bully their way to the front and try to
take control of the conversation.

HD: 1 (4 HP)

Appearance: riot of fashion and colour. Slashed
sleeves, bright dyes, curled shoes, tall hats. Aprons
and caps. Uniforms for guilds.

Voice: all varieties. Educated to simple, witty to vulgar,
courteous to rude.

Wants: wealth, status, and security.

Morality: tolerably good when someone is watching.
Intelligence: usually dim. Some folk wisdom, hard
lessons, and professional expertise.

Armour: none.

Move: normal.

Morale: 7

Damage: 1d4 punch or 1d6 improvised weapon.

Townsfolk rarely attack unless the situation is truly
dire or they think they have a tactical advantage.

Townfolk sometimes have last names related to their
profession (e.g. Roland Baker) or an incongruous
profession (e.g. Alice Carter the Butcher).

Treasure: Townsfolk carry 1d4gp. High-status
individuals might carry 1d10gp and clothes worth a
further 1d10gp.

1d10 Guild Crises

Y

1d20 Townsfolk Problems

1  Supplies of a vital material are running low.
2  The treasurer fled with the guild’s savings.
3 Feud with a rival guild is growing violent.

4 Desperate drive to recruit new members.

5  Preparations for annual procession go awry.
6  Factions within the guild fight for control.

7  Natural disaster cripples guild.

8  Guild has earned the wrath of local rulers.
9 Rival town seeks to undermine guild.

10 Lower ranks of guild are in open revolt.

1d10 Shopkeeper Eccentricities

Must examine every coin for forgeries.

Tells awkward personal stories.

Sneezes every few seconds.

Training a young assistant. Lots of shouting.
Snobbish and peculiar.

Gives incorrect change “by accident”.
Constantly tries to upsell every purchase.
Ignores all but one customer.

Offers drinks, cakes, and sweets.

Awful memory. Needs constant prompting.
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1  Anarmy marches towards our town.

2  The old house down the lane is haunted.

A sinister cabal of nobles move to curtail our
town’s ancient freedoms.

They say it’s just rats in the basement, but
I've never heard of rats that can sing.

Fire! Fire! Fire! Fire!

Our rival town has sent agents to destroy our
prosperity. We should retaliate.

The Guildmaster never works before sunset.
Stay away from the east quarter. | hear
they’ve got the Plague.

A thief has been robbing church almsboxes.
10 My sister disappeared! Have you seen her?
11 The prize bull has broken loose! Catch it!
Something dark and hairy roams the streets
by the light of the full moon.

13 Mercenaries are drinking and rioting.

Is the wizard college supposed to be glowing

14 like that? Oh look, fireworks.

15 Gate tolls are increasing again. Where does
the money go? The walls are falling apart.
| think my spouse is unfaithful. Can you

16 . ) .
discreetly investigate?

17 The new bishop is stirring up trouble. Will no

one rid us of this turbulent priest?
18 All the eyes were gouged out of our statues.
19 | need a date for the festival. Are you free?
20 Why is that house always hit by lightning?

33



1d100 Townsfolk

1d100 Name Town Name Profession / Shop 1d100 Name Town Name Profession / Shop
1 Richard Longwall Illustrator 51 Alice Marcade Domestic Servant
2 Richard Vair Glove-Maker 52 Alice Courcelles Storyteller
3 Charles Skipton Goatherd 53 Joan Boutonnais  Banker
4  Charles Pulverbatch Broom-Maker 54  Joan Bezel Toll-Keeper
5 Louis Chervache Armourer 55 Agnes Spode Woodcarver
6 Louis Tickhall Gravedigger 56 Agnes Precy Farrier
7  Robert Wigmore Land-Merchant 57 Margery Warton Poet
8 Robert Little Easton Scullion 58 Margery Sandhollow  Shipwright
9  William Beret Stonecutter 59 Isabel Tiers Weaponsmith
10 William  Castle Combe Belt-Maker 60 Isabel Balth Porter
11 John Gowse Sea-Merchant 61 Mary Appleby Furrier
12 John Turnebe Barber-Surgeon 62 Mary Wem Rat Catcher
13 John Saintalle Map-Maker 63 Mary Chester Cartwright
14 Claude  Mezeray Apothecary 64 Mary Garthly Gongfarmer
15 Thomas Durindu Jeweller 65 Margaret Scobie Ointment-Maker
16 Adam Thropsford Servant 66 Emma Belleau Bookbinder
17 Jean Rosny Cheese-Maker 67 Juliana  Old Wardon  Copyist
18 Hugh Lavedon Pewterer 68 Christine Blairbuis Bridle-Maker
19 Joseph  Colness Siege Engineer 69 HKatherine Elbow Springs Cook
20 Michael Lyonal Carpenter 70 Elizabeth Hartsyde Poultry-Keeper
21 Raymond Chepstow Minstrel 71 Ellen Grougar Astrologer
22 Roland Hallyards Engineer 72 Mary Spunge Herbalist
23 Matthew Bunt Clerk 73 Amice Carnation Woodcutter
24 Gilles Clair Butcher 74 Sibilla Koata Bureaucrat
25 George Meschnot Furbisher 75 Cecily Campair Inn-Keeper
26 Gregory Nape Parchment-Maker 76 Sara Aboyne Cobbler
27 Edmund Asthall Plasterer 77 Avice Long Crendon Jailer
28  Phillip Kirkton Felt-Maker 78 Isolda Abernathy Leatherworker
29 Geoffrey 0Oggerham Debt Collector 79 Beatrice Nebers Swineherd
30 Henry Seridale Blacksmith 80 Lucy Hook Norton Locksmith
31 Gadifer Baif Fishmonger 81 Mariota Underland Falconer
32  Oliver Middlemarch Hat-Maker 82 Ann Thirsk Baker
33 Stephen Giffen Chirugeon 83 Annabel Sceve Tailor
34 Andrew  Boisrobert Clock-Maker 84  Anastasia Goodtower Painter
35 Huget Patchwork Miller 85 Letitia Sempora Tanner
36 Francis Barnstaple  Cooper 86 Agatha Rickfries Brewer
37 Peter Pasquier Weaver 87 Eustacia Bursting Architect
38 James Hapsin Bag-Maker 88 Avelina Gombaud Sculptor
39 Gilbert Renton Needle-Maker 89 Sabrina Martel Gambler
40 Arthur Bedrule Dyer 90 Susanna Borling Thatcher
41 Jules Stavely Rope-Maker 91 Andrea  Lurgi Basket-Maker
42  Andre Aufair Mercer 92 Anna Grogorot Goldsmith
43 Jerome  Winton Glass-Maker 93 Bianca Lopsterset Mason
44 Guy Tontes Lead Servant 94 Colette  Esselmont Embroiderer
45 Jacob Storknest Pack Handler 95 Flo Olgan Spice-Merchant
46 Isaac Pellamy Alchemist 96 Lucia Sudley Chandler
47  Mark Cotin Tax Collector 97 Goody Nether Stowe Potter
48 Nicholas Bearcrofts Bronze-Caster 98 Charity  Alsouice Salter
49 Victor Seggieden Lawyer 99 Faith Headingham Carder
50 Roman Entrou Fletcher 100 Hope Sebillet Cloth-Merchant
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Wizard

# Appearing: 1
HD: 2, 4, or 6 HD (9, 18, or 36 HP) for low-, mid-, and
high-level Wizards respectively.

Appearance: outlandish robes, tall hat, spellbook.
Voice: educated, distracted, and confident.

Wants: rare magic, power, wealth, and glory.
Morality: varies, but easily tempted.

Intelligence: knowledgeable but eccentric. Wizards
can detect strong magic. They can Save to see
through invisibility or illusion spells.

Armour: none. 25% chance to resist any spell.
Move: normal.

Morale: 7

Damage: if out of spells, 1d4 pathetic punch or 1d4
mundane missile (thrown object, 30' range).

Each round, a Wizard may cast one of the following
spells. Low-level Wizards may cast spells 1 and 2
once per day. Mid-level wizards may cast spells 1 and
2 twice per day and spells 3 and 4 once per day. High-
level wizards may cast spells 1 and 2 three times per
day and spells 3 and 4 twice per day.

Spell Checker

1d10 Why Is This Wizard In The Dungeon?

[N

Scouting the location as a possible base.
Overconfident and a little bit tipsy.

Went through a strange unmarked door.
Lured by letters promising vast wealth.
Botched a teleport spell.

Delivering a diplomatic ultimatum.
Retracing the steps of their mentor.

Slept in, abandoned by adventuring party.
Searching for rare potion ingredients.
Powerful entity pretending to be a wizard.
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Spell Low Mid High 1d10 Reasons | Can’t Help You
1 Magic Missile 1  You couldn’t possibly afford my rates.
2 Minor Working |:| 2 | have aterrible headache.
3  Cone of [Element] 3 Your problems are boring. You are boring me.
4 Greater Working [ 4 ]am on a mission to fix the weather.
1. Magic Missile 5 |dislike danger, pain, and the outdoors.
The Wizard fires a bolt of magic at a visible target. 6 My physician said | need six months of rest.
100' range, 1d6+1 damage, always hits. Mid-level 7 I could never abandon my research.
Wizards fire 2 bolts, High-level wizards fire 3. Different 8 The omens are inauspicious.
targets can be selected for each bolt. 9 | am booked solid for the next three years.

2. Minor Working
The Wizard chooses one effect. 30' range.

e Target mundane object is repaired or restored.

e Target creature (including the Wizard) heals 1d6 HP.

* Target creature must Save or treat the Wizard as a
good friend for 1d6 minutes.

* Target creature or object (including the Wizard)
becomes invisible for 1d6 minutes.

3. Cone of [Element]
50' cone, 3d6 [element] damage, Save for half.

4. Greater Working
The Wizard chooses one effect. 30' range.

e Target creature (including the Wizard) is fully healed
or cured of all diseases or freed from all curses.

*The Wizard teleports up to 10 miles.

¢ Fill up to ten 10' cubes with fog or sticky webs.

e Target creature must Save against fear.
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10 How dare you speak to me, impudent filth.

Wizards try to win fights by intimidating opponents.
They will typically negotiate first unless cornered,
threatened, or insulted. If a fight turns against them,
they will flee and seek revenge.

Treasure: Wizards carry 20x1d10gp in rare herbs,
vials of mercury, small gems, and solid gold coins.
They may also carry a magic item (1d100, pg. 37).

IF EVER A WONDERFUL WIZ THERE WAS

The simplified spell rules listed on this page are
designed to facilitate convenient and quick
encounters. Feel free to invent minor magical effects,
substitute spells for ones listed on pg. 36, or adapt
spells from your system of choice. Spells and magic
items on pp. 36-38 are not fully described, and
should be ignored if their effects are too difficult to
look up, improvise, or adjudicate.



Spells

1d8 Elements Colours
1 Acid Red
2 Air Orange
3  Fire Yellow
4 lce Green
5  Lightning Blue
6 Stone Indigo
7  Void (Sonic) Violet
8 Water Black/White

1d6 Ways This Spell Is Stored

1

OO0k WN

Spellbook Easy to copy.

Wand 1d4 charges.
Scroll 1 use.
Notebook Experimental.
Tablet Very, very heavy.

Skull Shard Macabre, fragile.

1d10 Pompous Wizard Titles

[N
o

1
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X, Ruler of the [Element]
X the [Colour]

Dread Wizard X
Archmage X

X, Truthseer Supreme

X, Sage Arcanum
Mighty X, Wyrdwalker
Cranial Pinnacle X
Thaumic Juggernaut X
X the Elder Magister

1d10 Wizard Schools

1d100 Generic Low-Level 1d20 Unusual Low-Level 1d100
1  Alter Self 1  Adjudicate 51
2  Colour Spray 2  Become Delicious 52
3  Control [Element] 3  Butterfly Hurricane 58
4 Darkness 4 Fingerbreaker 54
5  Darkvision 5  Flying Syringe 55
6  Deflect Spell 6  Glittergust 56
7 Grease 7  Hurled Boot of Force 57
8 Hex 8 Inflict Remorse 58
9  Hold Person 9  Lock Joints 59
10 Levitate 10 Measure 60
11 Light 11 Moon Lust 61
12  Locate Object 12  Root Feet 62
13 Mage Armour 13 Rot 63
14 Minor lllusion 14 Scour Object 64
15 Resist [Element] 15 Scuttle 65
16 Share Thoughts 16 Speak with [Element] 66
17 Silence 17 Summon Vermin 67
18 Sleep 18 Transfer Heat 68
19 Speak with Dead 19 Unseen Orchestra 69
20  Summon Animal 20 Vertigo 70
Generic Mid-Level 1d20 Unusual Mid-Level
21 Contagion 1 Battering Beam 71
22  Control Weather 2  Beastcloak 72
23 Counterspell 3  Corpse Mask 73
24  Dominate 4 Dessicate 74
25 Fabricate 5  Drain Luck 75
26  Fireball 6  Dust of Discord 76
27 Fly 7  Explode Corpse 77
28 Haste 8 Invisible Flames 78
29 Induce Emotions 9  Liquefy Metal 79
30 Lightning Bolt 10 Magnetic Blast 80
31 Locate Creature 11 Perfect Balance 81
32 Major lllusion 12 Precise Bombardment 82
33 Modify Memory 13 Screaming Teeth 83
34  Shield from [Element] 14  Shackle to the Earth 84
35 Raise Minor Undead 15 Summon Throne 85
36 Summon Monster 16 Thicken Air 86
37 Temporary Polymorph 17  Wall of Distraction 87
38 True Sight 18 Water to Glass 88
39 Wall of [Element] 19 Wind Scythe 89
40 Wall of Force 20 Word of Peace 90
Generic High-Level 1d10 Unusual High-Level

41 Banish 1  Alter Gravity 91
42  Chain Lightning 2  Cone of Hooks 92
43 Earthquake 3  Death Ward 93
44  [Element] Immunity 4 Implosion 94
45  Killing Word 5  Iron Immunity 95
46 Mass Suggestion 6  Mental Prison 96
47 Meteor Swarm 7 Regicide 97
48 Permanent lllusion 8 Reverse Spell 98
49 Permanent Polymorph 9  Spiderform 99
50 Raise Greater Undead 10 Walking Trees 100

1  Abjuration Henwoths

2  Alteration Scarptower

3  Divination Lubelsham

4 Evocation Witbridge

5 Force Bizbilly

6 lllusion Morwoff

7  Enchantment Spotwelder

8 Movement Jock Well’s

9 Necromancy Blackspine

10 Hedge Magic Chrestopal
1d10 Familiars

1  Black cat with yellow eyes.

2  Enormous surly toad.

3  Patchy feverish owl.

4 Black ill-smelling goat.

5  Excitable silver ferret.

6  Capering red imp.

7 Folded paper tiger.

8 Headless hairless lemur.

9  Bottled blue slime.

10 Torpid green lizard.
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1d100 Wizards

1d100 First Name

Family Name Appearance

Area of Study

Magic Item
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Cervantes
Gamma
Nathel
Irascible
Antares
Pterence
Havelock
Congeniality
Urgrak
Thule
Auric
Victus
Case
Zephiros
Lesath
Dariel
Shorth
Gabraith
Bostigale
Lurrik
Asmithe
Solar

Tik EImer
Rannel
Underbought
Dredger
Arastro
Ephrael
Hubert
Rigel
Stepladder
Ezekiel
Jericus
Reliant
Silas
Trantor
Hannibal
Silver
Chadaugen
Kithan
Sohail
Cagnar
Asher
Creswell
Sorcelettin
Billian
Peacock
Tybalt
Cyclone
Barnard

Dubarton
Alzirr

Facts
Lowell
Entwobble
Azga
Stiltstalker
Frill
Glassteeth
Kentebarus
Firebrand
Barnacle
Extralian
Truebert
Burke
Questfinder
Galwax
Bombard
Polluxian
Hormglower
Furdle
Crux
Zazurak
Hopcraft
Puxlien
Alavega
Wisest
Kastobar
Rugg
Brucedigger
Kibmelon
Idlewild
Dolge
Wells
Littimer
Flintwinch
Urstle
Diziban
Curseboon
Pancks
Fruend
Linwickler
Mordans
Diver
Cateram
Swidger
Elderbaron
Mollusc
Earbinder
Noggs

Hooked, dribbling nose.

Half-asleep, snores intermittently.

Pleasant smile.

Greasy. Rubs fingers constantly.
Unusually tall and slender.
Nervous tic or twitch.

Very long fingernails. Clicks them.

Off-putting stare.

Practically nude. Sagacious.
Remarkably beautiful.

Bloated stomach.

Red face. Rants and raves.
Fierce eyebrows, like two ferns.
Gawping, slack mouth.

Widely spaced eyes. Fish-like.
Filthy. Wild mood swings.
Uneven, half-collapsed face.
Deep-sunk, lidded eyes.
Cackles and points.

Large, vein-coated ears.

Wild, tangled hair.

Shakes and tremors.

Spindly, knob-jointed limbs.
Short, badly cropped hair
Uneven nose, like an old turnip.
Dotted with warts.

Pinched, pointed chin.

Dirty or dusty, as if unearthed.
Slab-faced, dead-eyed.

Sunken head and short limbs.
Sloped forehead. Grunts.
Speckled with paint and plaster.
Bedecked with jewellry.
Extraordinarily compressed.
Cracked and yellowed skin.
Closely spaced dark green eyes.
Floating thundercloud hat.
Rheumy, raw eyes. Tear-streaks.
Drooping jowls.

No chin to speak of.

Blotched complexion.
Smoothed, as if made of clay.
Cold, dead skin. Slightly blue tint.
Mobile heap of fabric.

Furtive eyes, light step.

Swollen goiter.

Very fine long hair.

Prominent mole or boil. Painful.
Unusually large head.

Arched, thin eyebrows.

Taxidermy
Dragons
Artificial Life
Potion Creation
Death

Wands

Herbs
Metallurgy
Lizards

Wine
Transformation
Mazes

Giants

Orbs and Spheres
Living Illusions
Archaeology
Slimes and Oozes
Time Travel
Gardening
Locks

Poison

Large Beasts
Teeth

Item Creation
Logic
Apocalypses
History
Lightning

Hair

Ancient Runes
Summoning
Divinity
Sunlight
Mining
Literature
Dream Reading
Countermagic
Immortality
Item Duplication
Music

Astral Travel
Ice and Snow
Teleportation
Mechanisms
Numerology
Speed

Fish

Rebirth
Essential Salts
Construction

Wand of sawdust.

Ring of fire resistance.
Scroll of imbue soul.
Wand of purify water.
Scroll of instant death.
Wand of locate wand.
Wand of locate plant.
Wand of purify metal.
Perpetual warm stones.
Flask of eternal grease.
Wand of polymorph.
Bottle of liquid light.
Belt of giant strength.
Wand of force globe.
Rod of illusion.

Wand of sandblasting.
Ring of repel slimes.
Accurate modern clock.
Rake of face-breaking.
Wand of knock/lock.
Huge bottle of poison.
Wand of invisibility.
Pliers of deadly force.
50' of sentient chain.
Rod of spell resistance.
Cloak of flight.

Ring of acid resistance.
Rod of call lightning.
Staff of cleanliness.
Glasses of decoding.
Wand of mind control.
Flaming sword.

Wand of light.

Potion of detect gold.
Wand of copy text.
Wand of sleep.

Rod of deflect spell.
Potion of extend life.
Mirror of duplication.
Orb of record music.
Helm of true sight.

Rod of create blizzard.
Orb of teleportation.
Rod of animate object.
Ring of luck.

Potion of haste.

Ring of breathe water.
Scroll of reincarnate.
Wand of raise skeleton.
Rod of wall of stone.




1d100 First Name

Family Name

Appearance

Area of Study

Magic Item

51 Felicia

52 Tarnel

53 Placid

54  Uddik

55 Margasso
56 Jezobard
57 Sarithan
58 Megehra
59 Claar

60 Cor Agatha
61 Pepperton
62 Esmerzelda
63 Xor

64 Silvara
65 Lavis

66 Ogmellow
67 Karin

68 Pipirima
69 Castula
70 Boreal

71 Artina

72 Pestilent
73 Kalod

74  Alsephina
75 Tufted

76 Lugg

77 Vrake

78 Maugan
79 Roxanne
80 Porrima
81 Mariota
82 Bellatrix
83 Yenok

84 Nonesuch
85 Lilabelle
86 Saberine
87 Wensen
88 Delilah
89 Eldra

90 Alesse
91 Brassica
92 Sapphire
93 Erochia
94 Hazel

95 Lucretia
96 Katuma
97 Jin

98 Smyrna
99  Woeful
100 Pannyth

Rackbourne
Dragonhair
Omer

Best
Goatswill
Langley
Cloud
Sandalwood
Pacca
Nupkins
Cromwell
Pross

van Tammers
Grumium
Maylile
Distress

Rot

Dartle
Prattler
Sham
Lottletech
Smidgely
Tunnels
Bazzard
Dwimlight
Jumbuck
Potts
Sheliak
Ozzel
Staggers
Mortar
Sweedlepipe
Crop
Hooper
Thunderclap
Carton
Perkariad
Sneerwell
Neckett
Escutcheon
Harmond
Asmidisk
Watts

Feathers in hair and eyebrows.
Profuse sweating in all weather.

Sways. Calculates odds of events.

Darting, narrow tongue.
Great shock of white hair.
Splayed nose. Pale blue eyes.
Fluttering hands.

One tooth. Only four fingers.
Lantern jaw, jagged teeth.
Careworn features.

Uses forks to touch everything.
Well-worn, yellowed teeth.
Aged and wrinkled.

Porcelain skin.

Charming, smiling eyes.
Youthful but emotionless face.
Concealed beneath huge hat.
Domed head, wispy hair.
Androgynous. Wields a cane.
Small, tightly pursed mouth.
Rheumatic joints.
Wiry-haired, tough and squat.
Portly, kind, and irreverent.
Speckled with festering sores.
Hissing, raspy voice.

Rictus grin, eyes locked open.
Faint chemical or floral smell.
Perfect, smooth teeth.
Bulbous nose.

Elaborate abstract mask.
Pointed, chipped teeth.

Cruel, cold features.

Crossed eyes.

Shivering and wavering.
Nervous twitch-scream.
Deeply scarred.

Bespectacled and blinking.
Drunk or pretending to be.
Tufted, cloud-like hair.
Haggard and haunted.

High delicate cheekbones.
Mismatched eye colours.
Long skeletal fingers.

Shrewcatcher Protruding, uneven teeth.

von Koss
Gerton
Ruminate
Tackleton
Lockhand
Stricture

Trembles. Tiny orbiting rocks.
Dark circles under the eyes.
Extraordinarily wrinkled.

Sad, pouting mouth.
Slouching, careless posture.
Stands on tip-toe, floats about.

Fate

The Sea
Prisons
Trees
Exorcism
Beautification

Scroll of true prophecy.
Boots of walk on water.
Wand of hold person.
Rod of plant growth.
Scroll of banish.

Wand of restoration.

Oils and Unguents Wand of distillation.

Stone
Pyromancy
Astrology
Vampirism

Acid Control
Moths

Deserts
Reading Clouds
Demon Binding
Healing

Fossils
Madness
Reading Entrails
Secrecy
Alchemy
Warfare
Cooking
Politics

Golems
Entertainment
Cattle

Gylphs
Demolition
Sound

Small Beasts
Exploration
Weather Control
Newts

Comets

Birds
Decadence
Cats

Moonlight
Bloodlines
Snakes

Ash and Embers
Hallucinations
Weaving

Rain

Poetry
Darkness
Disease

Fruit

Rod of shape stone.
Wand of fireball.

Orb of minor prediction.
Wand of extract blood.
Boots of walk on acid.
Wand of moth swarm.
Flask of infinite water.
Wand of stasis.

Bag of barrier salt.
Potion of major healing.
Rod of digging.

Wand of confusion.
Dagger of flaying.
Potion of alter self.
Flask of universal acid.
Sword of decapitation.
Collapsable kitchen.
Wand of charm person.
Wand of stone to mud.
Wand of fireworks.

Rod of local fertility.
Book of madness sigils.
Wand of explosions.
Wand of thunderclap.
Ring of friendship.
Wand of linked portals.
Rod of steer clouds.
Cap of mind immunity.
Scroll of regicide.

Ring of speak to birds.
Potion of infatuation.
Ring of speak to cats.
Ring of lycanthropy.
Rod of detect parents.
Ring of resist poison.
Wand of cindercone.
Wand of delusion.

Ring of cold resistance.
Scroll of summon rain.
Cloak of melancholy.
Wand of darkness.
Ring of resist disease.
Wand of summon fruit.
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Generic Wizard Tower

11. Eldritch Library

* Rare and prosaic books.

e Lobwell’s On the Upper Air.
e Purdue’s Synthesia.

e Florentina’s Vivisections.

* Mu-Krin’s Countermagic.

9. Reagent Vault

* Pickled toads, guano.
* Many empty shelves.
e Flammable dust.
«TBlistered spiral stair.
« | Polished spiral stair.

7. Locked Alcove
*Two locked iron doors.

e Lightning and fire traps.
* Abundant scorch marks.
TPolished spiral stair.
*lFragmented spiral stair.

1d10 Encounters

12. Blasted Spire

* Sways precariously.
*Superb view of region.

* Dozens of pigeon nests.
«TClimb to pinnacle.
«|Blistered spiral stair.

10. Woeful Surgery

* Bloodstained iron door.

* Animated restraint trap.

e Serrated implements.

* Bucket of long-rotted limbs.
* 30gp in silver stitching wire.

8. Meditation Pod

e Silver runes and traces.

* Potion distillation engine.
*Domed celestial ceiling.
*90gp in egg-shaped opals.
*Small observation platform. 8 ’

Magical Treasure

1 The Wizard (pg. 35).

1 Ooze (pg. 57).

1 Ghost (pg. 159).
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Crash down 1 level.

1d6 Mimics (pg. 53).

1d6 Skeletons (pg. 61).
1d6 Firebats (pg. 129).

1 Mind Eater (pg. 190).
1d6 Mutants (pg. 191).
1 Eye Tyrant (pg. 183).

50' of obedient rope.
Club of memory erasure.
Cream of invisibility.
Enchanted toast-maker.
Flask of universal acid.
Flask of eternal glue.

Perpetual music box.
Potion of restoration.
Wand of fireball.

Wand of remove skin.

5. Sodden Study

e Locked wooden door.

¢ Open roof, smashed tiles.
¢ Spoiled books, thick moss.
*B6gp in gold binding scraps.
«TSwaying rope ladder.

3. Desolate Lobby

* Walnut panels worth 50gp.
* Fake magical equipment.

* Cases full of testimonials.
*TRusting spiral stair.
«lTwin marble ramps.

SN\ZZ\\ 1. Hideous Hall
>\ \' *Ceramic exterior door.
" eLock sizzles with lightning.
¢ [nside: dust, old boots.
»:.» Double wood doors to (2).
/4% «Gold handles worth 8gp.

*The wizard is dead... right?
e Let’s loot their house.

6. Perilous Platform

* Magic reflection chamber.
* Windswept landing pad.

* Flying machine sketches.
*TFragmented spiral stair.
«lSwaying rope ladder.

4. Damp Lounge

* Mouldering velvet couches.
* Open roof, iron fragments.
¢ Water stains, rust.

* 2gp under couch cushions.
*lRusting spiral stair.

2. Majestic Staircase
e Plush purple carpet.
*Imposing wizard statues.
* Rolling spike ball trap.
*Sham plants worth 20gp.
*TTwin marble stairs.

* Desolate moor. Eerie lights.
* Shattered tower still floats.







Dungeons can be extensions of a mythic underworld
where the rules of the surface are distorted and the
environment itself conspires against intruders.

Alternatively, dungeons can be practical excavations,
built or amended for comprehensible goals and

inhabited by creatures who find them natural homes.
Who knows what lies buried, forgotten, or imprisoned

beneath

the earth?

A good dungeon should contain (if feasible):

Wondrous are these ancient wall-stones,
Shattered by time, foundations shaken by fate,
The old work of giants, crumbled, corrupted—
Rooftops in ruin, towers tumbled down.
Gate-locks lie broken, frost chokes the lime—
Ceilings sapped with age, the high hall loftless.

—The Ruin, trans. Craig Williamson

* Multiple paths. Ways to outflank and retreat.

* Notable features or landmarks to aid navigation.

*Enemies and threats.

* Opportunities for diplomacy.

*Traps and penalties for haste and recklessness.

*Something wonderful, unusual, or inexplicable.

*Secrets. Paths and lore. Rewards for curiosity.

¢ Places where the players can stop exploring and
leave without feeling disappointed.

*An ove

rarching theme, ethos, or purpose.

¢ Convenient and portable treasure.
e Inconvenient and ludicrously valuable treasure to

tempt players into convoluted schemes.
1d10 Cross-Reference Omen Cross-Reference Encounter 2d6
1 Subsonic rumbling, cobwebs, 1 Wurm (pg. 109) hunts 2d6 cornered Giant Spiders (pg. 23
sinkholes, foul breath. 43). May flee over its back.
5 Extended snorts, patches of shed skin 1 pale contorted Giant (pg. 263) slithers and sniffs, 4
and pus, wracking coughs. protected by 1 sinus-dwelling Ooze (pg. 57).
3 Gravel-coloured fin, crunching, 1 terrestrial Shark (pg. 277) snaps at 2d6 Monstrous 5
shrieking cries, tufts of fur. Vermin (pg. 54). Scaly burrowing predator.
Liquefied shadows, crawling wood 1 Nightmare Beast (pg. 165) transforms 1d6 mundane
4 . . . . . 6
grain, blossoming eyes and teeth. items into Mimics (pg. 53).
5 Juvenile insults, glowing eyes, hurled 20x%1d10 Kobolds (pg. 75) in a standoff with 30x1d10 7
stones, hissing. Goblins (pg. 44). Violence erupts at any disturbance.
6 Neatly severed limbs, thick mucus 1 Predatory Snail (pg. 289) fends off 2d6 hungry Ores (pg. 8
trail, shouts of dismay. 59), who are trying to flank it.
7 Funeral trappings, irruptions of 2d6 Ghouls (pg. 161) lurk among 3d6 Skeletons (pg. 61). 9
gravestones, dead leaves. Buried ambush site.
8 Musk, squelching steps, sharp notes  Patrol of 2d6 Myconids (pg. 55) with 1 trained Rust 10
of chlorine and salt. Monster (pg. 192).
Dismal chants, tendrils of incense, 2d6 Wights (pg. 172) flank and protect 1 Mummy (pg. 54).
9 . L 11
archaic atonal trumpets. Sombre, adrift in time.
10 Tempest of magic, blasphemous 1 Eye Tyrant (pg. 183) menaces 1 Lich (pg. 49). Armed 12
oaths, overlapping monologues. standoff. Dueling megalomaniacs.
Monsters Hit Dice 1d10 Dungeon Origin
Goblin 0 1  Crypt of the unhallowed dead.
Skeleton 1 2 Mine, squirming after rare gems.
Orc 1 3  Temple, built on layers of ruined temples.
Monstrous Vermin 2 4  Castle, swallowed by shifting soil.
Myconid S 5  Prison, expanded by a line of mad tyrants.
Giant Spider 4 6  Secret retreat, stocked and plundered.
Ooze 5) 7  Noble tomb, secured in vain against thieves.
Mimic 6 8 Cauve, lightly improved by artifice.
Mummy 7 9  Palace, dragged down by accumulated sins.
Lich 15 10 Cancerous extrusion from another realm.
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Random

Dungeon

ncounters

1d10 Omen Encounter
1  Wisps of cobweb, sharp hairs. Cluster of 3d6 Giant Spiders (pg. 43) quietly observing.
2  Tidal wave of smells and noises. 20x1d20 rampaging and bickering Goblins (pg. 44).
3  Temperature plummets. Hair rises. 1 Lich (pg. 49) caught by surprise. Irritable and far too busy.
4 Silence. Faint smell of furniture polish. Set of 2d6 perfectly ordinary objects; actually Mimics (pg. 53).
5  Chittering, scrabbling, clicking. Plague of 3d10 Monstrous Vermin (pg. 54). Very hungry.
6  Deep groans, perfume, slow steps. 1 Mummy (pg. 54), lurching with arms outstretched.
7  Fungal reek, clouds of spores. 2d6 Myconids (pg. 55) shuffling along.
8  Moist squelching, acidic fumes. 1 Ooze (pg. 57) searching for scent trails.
9  Clinking armour, muttered commands. Warband of 10x1d10 Ores (pg. 59). Alert and cautious.
10 Clattering, dust, scrape of iron. 3d10 Skeletons (pg. 61), waving weapons and advancing.
1d10 Combined Omen Combined Encounter 2d6
1 Muffled thumping, glimmering gold, A matching set of 2d6 Mimics (pg. 53) with 1d6 Skeletons 23
creak of wood and iron. (pg. 61) trapped inside, waiting to burst free.
5 Rasping commands, smell of mold 2d6 Myconids (pg. 55) in the final stages of negotiating a 4
and wet cloth, rustle of paper. difficult treaty with 1 Lich (pg. 49). Who dares disturb?
3 Shrieks, clash of steel on bone, thin  3d6 Giant Spiders (pg. 43) wait to descend upon 1d6 5
strands of web, drops of blood. Monstrous Vermin (pg. 54) fighting 1 Orc (pg. 59).
Muttered conversation, smoke, half- 10x1d10 Orcs (pg. 59) cautiously examine 2d6 Mimics
4 . . 6
assembled barricades. (pg. 53) before setting up camp.
Bellowed orders, screeching, clanging A patrol of 10x1d6 Goblins (pg. 44) marshalled by 1d6
5 . ! : . 7
weapons, out-of-time marching. Orcs (pg. 59). Tensions are high.
6 Scrabbling claws, small insects, waft 2d6 Monstrous Vermin (pg. 54) flee before the cresting 8
of bleach, burnt hair, and urine. wave of 1 advancing Ooze (pg. 57).
7 Clacking, sparks, eyewatering spore ~ 3x1d10 Skeletons (pg. 61) attempt to surround and 9
clouds, heavy stomping. overwhelm 2d6 Myconids (pg. 55).
Wet slurping, unusually clean floors, 1 Ooze (pg. 57) with 1 mutually benefiting Mimic (pg. 53)
8 . S 10
bleached bones. on its back. Mimic lures, Ooze devours.
9 Infrasonic dirge, archaic instruments, Plodding procession of 2d6 Mummies (pg. 54) watched by 11
smell of resin, muffled giggling. 1d6 bright-eyed acquisitive Goblins (pg. 44).
Migraine haze of strong magic, deep 1 Lich (pg. 49) raises 1 Mummy (pg. 54) and 3x1d10
10 . o . . 12
chill, whipping winds, smell of ozone. Skeletons (pg. 61) as a precaution.
1d10 Where They Find You (Indoors)  Corridors Rooms Features
1  When you turn a corner. 50' straight. 20' square. Disarmed trap.
2  The moment a door opens. 30' straight. 40' square. Decorative statue.
3 Atthe lip of a spiked pit trap. 30' of alcoves. 60' square. False doorway.
4 On asteep ramp. Serpentine 50" 20'x40' rectangle. Stream and grates.
5 Ina half-flooded chamber. 30, then T-junction. 30'x50' rectangle. Collapsed section.
6  Down the length of a corridor. 20", then X-junction. 40" wide octagon. Pool of deep water.
7  When a narrow wall collapses.  10', then left turn. 60' wide octagon. 2d10gp in coins.
8 Asyou count the treasure. 10, then right turn. 50' Gallery of columns. Set of narrow stairs.
9  On the edge of a foaming river.  Broadens for 50'. 40' wide rough cave.  Secret door in wall.
10 In a hall with hidden sally ports. Narrows to a crawl. 30'x50' oval. Secret hatch in floor.
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1 Giant Spider

# Appearing: 1 stalker, clusters of 3d6
HD: 4 (18 HP)

Appearance: a human-sized eight-legged arachnid.
Glittering eyes, careful tread.

Voice: silent.

Wants: warm and wriggling food.

Morality: purely predatory.

Intelligence: as smart as a wolf. Can sense invisible
creatures.

Armour: if illuminated, as leather. In darkness, as
plate+shield.

Move: normal. Climb normal.

Morale: 10

Damage: 2d6 bite

Giant Spiders always attack from ambush. If they
believe their prey has noticed them, they will maintain
a safe—if alarming—distance and wait for an
opportunity to strike. They are not naturally social and
have difficulty understanding group tactics.

Treasure: none. Desiccated web-wrapped corpses
might contain 1d20gp in current coins and weapons
still holstered.

1d12 Giant Spider Variants

1d10 Giant Spider Features

1  Shiny black carapace, delicate thin legs.
Green and black, with pronged feet.
Dense hairs, thick legs, enormous fangs.
Balloon-like abdomen, short legs.

Eyes like plates. Horribly adorable.
Orange, black, and white. Compact.
Squat, with red horn-like growths.

Bright yellow, like a living flower.
Elongated abdomen, silver fangs.
Mottled grey and black, like tree bark.
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1d10 What Is This Giant Spider Doing?

1  Waiting. It is perfectly prepared.

2  Draining a recent victim.

3 Meticulously grooming itself.

4 Inspecting its lair or territory.

5  Completing a molt. No armour.

6  Performing a courtship dance.

7  Carrying a horde of helpless hatchlings.

8 Locked in an enraged territorial display.

9  Gently tipping over a stone, log, or corpse.
10 Moving slowly, stretching its legs.

1 Venemous. Instead of dealing 2d6 damage, bite requires targets to Save or die in agony.
Cobweb-Weaving. Creates dense, tangled, and obvious webs. A typical web occupies thirty 10' cubes,
blocking a corridor or path. Creatures can cautiously cut their way through 1' of cobwebs per round (6' per
minute) or hastily hack through 5' per round (30' per minute). If a creature hurries, panics, or fights in a

2  cobweb, they must Save each round or have 1 random inventory item trapped in the web. Freeing a
trapped item takes 1 round. Trapped armour provides no benefit and immobilizes a creature. Trapped
weapons cannot be used. Giant Spiders can move through cobwebs without penalty. Old cobwebs burn;

fresh cobwebs do not.

Orb-Weaving. Creates planar, geometric, nearly invisible webs. One web can be as large as 100'x100'". Any
3 human-sized or larger creature who touches the web instantly attracts the attention of the Giant Spider.
Web strands are sticky, but can be removed with 1 round of effort.

Web-Spraying. Instead of attacking, can spray a 30' cone of light webbing. Save to dodge. If hit, creatures

4 are immobilized until they spend 1 round removing the webbing.

5 Trapdoor. Lurks underground. First attack automatically knocks target prone, even on a miss. Hirelings
must test Morale.

6

cannot attack on the subsequent round.

Leaping. Attacks from above. Can silently leap 50'. Charge attacks deal 2d8 damage, but the Giant Spider

Web-Throwing. Lobs a bola-like string of web. 50' range, target takes 1d6 damage and falls prone. Takes 3

rounds to remove.

8 Mimic. From a distance, resembles a person, a horse, or a boulder. Can imitate voices.
Dancing. Bite also requires targets to Save or dance for 2d6 rounds. Dancing creatures move at half

speed and cannot attack.

10 Crafting. Human hands, pale human-like face. As smart as most people, but fickle and ascetic.
11 Diving. Lurks underwater. Traps air bubbles in leg hairs and specially constructed webs.
Phase. Each round, can choose to be in-phase or out-of-phase. If in-phase, acts normally. If out-of-phase,
12 becomes translucent and jagged, can move through walls, deals no damage, is immune to mundane
damage, and reduces all incoming magic damage by 6.
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Goblin

# Appearing: coteries of 2d6, patrols of 10x1d6 or
hordes of 30x1d20. There are always 1d6 more
Goblins just out of sight, who may rush to help or may
flee in heedless terror.

HD: O (2 HP)

Appearance: a small, thin, toothy, and furtive
humanoid. Enormous variety of features.

Voice: mockery, giggling, obscene noises. Goblins
rarely use words of more than 2 syllables.

Wants: to be free, to have a good time. No impulse
control, no delayed gratification.

Morality: wild swings between servility and
murderous rage, curiosity and terror.

Intelligence: dim but enthusiastic.

Armour: none. Leaders or high-status Goblins might
have leather or chain armour.

Move: normal, unless mounted (pg. 46).

Morale: 4

Damage: 1d6 club, shortsword, spear, or bite.

If 10 or more Goblins are present, 1 will have a Goblin
Elite Weapon (1d10, pg. 46). If 50 or more Goblins
are present, they will have 3 Goblin Elite Weapons
and 1 Goblin Super Weapon (1d10, pg. 46).

Goblins try to overwhelm their enemies, retreating
and trying again if the first assault fails. They will
never try the same tactic twice. They can be
temporarily cowed by force, bribery, or fear, but will
eventually turn on allies (or each other).

Treasure: none. Leaders may have 1d10gp. A handful
of Goblins may have Goblin Loot (1d10, pg. 47).

1d10 These Goblins Are

1 Red. Old bricks, fresh blood, or scabs.

2 Yellow. Gourds, egg yolk, or cat’s eyes.

3  Green. Unripe apples or rotting beef.

4 Emaciated. Leather bags full of sticks.

5  Corpulent. Wobbly, panting, sweating.

6  Cunning. Tactical warpaint, bandoliers.

7  Spongy. Mashed potatoes mixed with glue.
8 Masked. More masks underneath.

9  Warty. Like walking heaps of pebbles.

10 Bat-Like. Huge ears, crinkled nose, patchy.

1d6 Goblin Special Abilities

Gravelmouth. Can digest anything.

Marsh. Plants grow in flesh.

Rubberized. Immune to fall damage.
Bulbous. Can inflate and gently float by
frantic eye-popping inhalations.

Stinking. Sweat tarnishes silver, rusts iron.
Impious. Immune to divine effects.
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1d20 What Are These Goblins Doing?

1 Sleeping in a heap. 50% chance of a lookout,
further 50% chance the lookout is dozing.

2  Funeral, followed by cannibalism.

3  Cooking. Smoky dung fire, hot iron pot.
Foraging. Digging through muck for tasty

4 - .
treats and complaining the whole time.

5 Making poison. All the foul stuff they could
find bubbling in a stained copper tub.

6 Pretending to be stupid humans for a laugh.
They have filthy improvised costumes.

7 Throwing rocks at something and listening to
the noise.

3 Running away. They’re not sure what’s
pursuing them but it's big, mean, and hungry.

9 Building a Goblin Trap (1d10, pg. 46). 50%
chance it is ready. Otherwise, likely to misfire.

10 Rat-on-a-stick battle. Cheering, bets.

11 Fashioning weapons. 50% chance of a Goblin
Elite Weapon (1d10, pg. 46).
Digging a tunnel. Where does it lead? Barely

12 .
wide enough to crawl through.

13 Arguing. 50% chance for useful hints.
Otherwise, just pointless bickering.
Playing Hide-and-Seek. Later, at least 1d6

14  Goblins will be found in the strangest places
(in chests, in PCs’ packs, in bottles, etc.)

15 Squabbling over 1d6gp in small change.

16 Malicious destruction. Smashing statues,
eating books, making hats from paintings.

17 Trying to teach a rat tricks.

18 Combat training. Hitting a barrel, a pillar, and
each other with sticks.

19 Marching in close order, looking forward.

20 Displaying remarkable competence.

Preparing defenses, patrolling, waiting.
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1d100 Goblins

1d100 Name Distinction 1d100 Name Distinction
1 Gurg Enormous underbite. 51 Fug Garish facepaint.
2  Sosage Flammable sweat. 52 Ognad Feathers stuck in skin.
3  Claw Wind Supernaturally clumsy. 53 Crustillar Fifty tiny arms.
4  Tibs Infected piercings. 54  Soap Soluble in water.
5 Flarg Round lamprey mouth. 55 Gimby Whales Can inflate like a frog.
6  Blaster Rancher Gnarled burn scars. 56 Shy Moat Fidgets and hops.
7  Cush-on Tufts of orange hair. 57 Gaw Long twitching nose.
8 Putz Glows in the dark. 58 Burdball Pet dried fish.
9  Stanker Mashed cat boots. 59 Viperlord Festooned with boils.
10 Bits Red warty wattle. 60 Felt Webbed feet.
11 Mild Ham Grab Squishy like clay. 61 Gonkle Deep wrinkles.
12  Woster Two bickering heads. 62 Urgflench Always has a knife.
13 Action Bun Vest made of eggshells. 63 Ulp Disproportionate legs.
14  Nagdorok Perfect vocal mimic. 64 Lenny Koggins Howls at light sources.
15  Awp Orb-shaped. 65 Danky Buzzes like a fly.
16 Braco Boot for a hat. 66 Funglungus Brawny and stout.
17 Master Cramp Six red eyes. 67 Pingaling Third scratching arm.
18 Catrain Obeys any order. 68 Ganasher Necklace of teeth.
19 Treed Trooper Skull-shaped helmet. 69 Slimetrat Highly variable odour.
20 Snack Blast Vomits on command. 70 Blue Man Brittle like cheap glass.
21 Langolanger Pretends to read. 71 Peeler Cube-shaped.
22 Casthean Cuttlebat Constantly dribbles. 72 Slagg Light Provocative loincloth.
23 Slorp Dry flaking skin scales. 73  Princess Punch Cone-shaped head.
24 Narkle Flexible worm body. 74  Nog Only wears a noose.
25 Spikedream Long whiskers. 75 Swablick Goat’s horns.
26 Battle Battle Whee Eats dried leaves. 76  Shark Troll Constantly sprinting.
27 Narlo-tie Dere Tragically narcoleptic. 77 Potterwang 1' long fingers.
28 Stan Bad One central tooth. 78 Fracken Maze of crude stitches.
29 Wags Stacked with innuendo. 79 Squabble Coughs constantly.
30 Strong Boot Can only turn right. 80 Mindlick Hides behind a shield.
31 Mama Covered in pet lice. 81 Burble Beast Exudes grease.
32 Jerolith Toothed duck bill. 82 Stenky Shelf-like overbite.
33 Head Cheese Soft and spongy. 83 Lurp Wobbly fingernails.
34 Sanesaw Froths in combat. 84 Cobra Funk Paintbrush eyebrows.
35 Pubert Dark brown fur. 85 Arnon Prombot Vestigial wings.
36 Zoggle Slightly magnetic. 86 Spocky Man Rubbery and springy.
37 Storm Shriek Cataclysmic flatulence. 87 Toerag Sweats blood.
38 Chourkai Covered in rope coils. 88 Rotercomming Ears folded like a cape.
39 Bull-Bat Batter One bulbous eye. 89 Poth Tiny hands for feet.
40 McSweeny Reeks of rotting meat. 90 Battle Bong Sprouting skinworms.
41  Naxbor Utterly oblivious. 91 Disky Topping Toth  Impossibly lucky.
42 Duckfinder General Hanged duck banner. 92 Stank Spenker Maintains eye contact.
43 Alter Pant Floppy head crest. 93 Noms Sheds pink glitter.
44  Gog Prehensile tongue. 94  Suprendar Pinchy crab hands.
45 Bluck-ing Ding Tark Magnificent ear hair. 95 Motswell Inordinately proud.
46 Gusdort Infected with fungus. 96 Beeling Waxy spiked skin.
47 Lady Spit Badger-stripe tattoos. 97 Trunk Enormous owl eyes.
48 Curdlefoot Sticky. Strings of ooze. 98 Urtz Rolls everywhere.
49 Pumble Cat Musical nostrils. 99 Ottamus Prime Riveted armour plates.
50 Hysup Sideways mouth. 100 Bumgarden Minuscule stubby legs.




1d10 Goblin Elite Weapons 1d10 Goblin Mounts
Beehive Slingshot. 50' range, creates a 10' War-Glider. Poles with fabric wings. Fly

1 cube of bees. 1d4 damage per round to 1  normal, but only until they make an attack
anything inside it, moves 10' in a random that hits.
direction each turn, lasts 6 hours. 5 Springboots. Move 2x normal, but 10%

5 Boiling Oil. Iron cauldron on wheels. 50 chance of dying each round.
cone, 2d6 damage, Save for half. 3 Another Goblin. +2 HP, +1 attack, no extra
Kabooms. Black bombs with smouldering speed, extra bickering.
fuses. 30' range, 1d6 damage in a 10' 4,  Bristling Boar. +4 HP, +1 attack, +1 more

3 radius. On a miss, 1d4: 1. bomb bounces attack on the charge.
somewhere, 2. falls at thrower’s feet, 3. is a Glistening Spider. +4 HP, +1 attack that
dud, 4. immediately explodes. 9 deals 1d4 poison damage, climb normal.
Chainwhacker. Spinning spiked chains. Larval Worm. +4 HP, +1 attack. If attack hits,

4 Melee, 2d4 damage on a hit. On a miss, kills 6 target must Save or be immobilized in sticky
1 adjacent goblin. goop for 1 round.

Mud Sprayer. One goblin cranks, one goblin Giant Snail. +8 HP, move % normal. Climbs

5 aims. Fires a 30' cone of mud. Save or blind 7 all surfaces. Fears salt.
until eyes washed. Holds 3 rounds of mud. Hairless Dog. +2 HP, immune to bludgeoning

6 Skelearms. Chopped them off a skeleton. 8 damage. Dogs are rubbery.

Melee, 1d6 damage, tries to strangle. Albino Crocodile Hatchling. +4 HP, +1 attack,
Screaming Rat. One goblin holds the cone, 9 irritated squeaking noises.

. one goblin pulls the tail. Amplified sonic Giant Wolverine. +6 HP, +1 attack dealing
screech. 30' line, targets must Save or take 1d8 bite damage. If the bite attack critically
1d4 sonic damage and go deaf for 1 hour. 10 fails, the rider is devoured and the mount
Beetle Bomb. Clay pot full of fist-sized runs off.

3 serrated beetles. 30' range, releases beetles
all over target, 1d4 damage per round until 1d10 Goblin Traps
they spend a full round cleaning themselves. —

Shackles. Melee. One end for target, one end Ceiling fnade. of packepl boulders held up by

9 for the goblin. Each attached goblin (live or 1 acreaking stick. 3gp tied to the stick. If
dead) provides -2 to all the target’s rolls. sl eE ol nge gl falllln.g rockso.

10 Fire Jugs. Flaming oil flasks. 30' range, 1d6 2 BIur.1t axe triggered by a tripwire. 50% chance
fire damage, Save or be set on fire. to hit. 1d8 damage. . o
Wooden chest with a giant spring inside. If
opened, launches a bucket full of flammable
1d10 Goblin Superweapons J oil. 30' radius, and if ignited, 1d6 fire
The Big Kaboom. Goblin covered in bombs. damage per round until extinguished.

1 Carries a torch. Kill or extinguish before it Stab Trap. Two eye-holes, one stab-hole. A
gets close. 30' radius, 6d6 damage, Save for 4 goblin behind the wall will jab a spear at
half. Smoke, shrapnel, and screaming. anything that walks past. 1d4 damage.
Doomwand. 2 rounds to charge, but can re- Spike Pit. Covered in thin slates. A few are

2 aim while charging. 50' line, Save or Die. 5 chipped or missing. 30' drop, 2d6 damage.
Glows green. 3 uses then explodes. Bear Trap. Iron jaws and a trigger plate in

3 Trained Monster. Roll (1d20 for chapter, 6  detritus. Teeth faintly visible. 2d8 damage,
1d10 for entry) or see HD(NA) (pg. 312). leg trapped until disarmed. Can be rearmed.
Hydrablood Potion. Slain goblins grow new Bear Trap. Obvious pressure plate releases a

4 heads, limbs, appetites. After 5 deaths, too 7  starving and very angry Bear (HD: 6, pg. 239)
many appendages to move quickly. from a hatch in the ceiling.

5 Stolen Outsider Gravity Orb. Zero gravity in a Rolling Rock. Ramp, then a boulder slightly
100' radius. Goblins have grappling hooks. narrower than the corridor. Pushed by
Rolling Warsphere. Hollow frame, like a circus 8 Goblins. If struck, Save or die. Rolls at 2x

6  trick. 20" high, full of goblins. Rolls over normal speed, but plenty of places to hide.
people, picks them up, keeps rolling. Ratapult. Obvious wooden contraption
Puppeteers. Strong magic lets 1d4 glowing g crewed by 2 Goblins. 50 range, fires 1 rat per

7  goblin wizards with special rings take over round. Rats deal 1d4 damage on a hit, plus
bodies of enemies. They're really bad at it. 1d4 damage per round until removed.

Goblin God. Goblin dressed as a local deity. Poison Gas Bladder. Cow skin dried, badly

g  Blasphemes, shoots lightning from a wand. sewn up and filled with gas. Fills a doorway. If
30' line, 2d6 lightning damage, Save for half. 10 punctured or disturbed, a 50' cube of gas
50% chance each round the wand explodes. emerges. Each round, living targets in the

9-10 A Goblin War Engine (pg. 48). cloud must Save or take 1d6 poison damage.
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1d10 Goblin Loot Things Goblins Can Bully 1d10 Goblin Fears Fear Reactions
1  1d6 torches. Peasant (pg. 30) 1 Fire Paralyzed.
2  2d10rags. Kobold (pg. 75) 2 Sunlight Faints.
3 1d6 turnips. Spitling (pg. 131) 3 Wizards Screams and flails.
4 1d6 daggers. Scarecrow (pg. 224) 4 Music Hesitates and watches.
5 1d6 old boots. Biscuit Golem (pg. 229) 5 Reading Runs in circles.
6  1d6 skulls. Snow Golem (pg. 234) 6  Mirrors Points and hoots.
7  2d6 teeth. Sprite (pg. 242) 7 Cats Flings valuables.
8  1rat-on-a-stick. Mutant (pg. 191) 8  Holy Symbols Throws weapons.
9  3d100 beetles. Flightless Bird (pg. 252) 9  Nudity Frantic negotiation.
10 1 dead goat. Veggie-Mite (pg. 309) 10 Soap Immediately attacks.
1d10 Where Do Goblins Come From? 1d10 Desperate Endearing Goblin Tricks
1 When an Orc and a Halfling love each other 1  Prehensile nose hair display.
very much... 2  Does aflip, slaps face into ground.
Goblinism is contagious. If you don’t say your 3 Musical flatulence in three-part harmony.
2 prayers, do your chores, and stay away from 4 Vomits up, then consumes, a whole live rat.
ruffians you could catch it. 5  Plays teeth like a xylophone.
Witches fill a qauldrpn with rotten food, d:aad 6 Pathetic hopping jig. Mutters a tune.
3 rats, and magic potions. They add a man’s . . . .
» Y ; 7  Awful impressions of the PCs being heroic.
seed”. Goblins are the result. 8 Yawn ide head folds inside-out
4 If a Goblin bites you, you’ll turn into a Goblin awns s_o YV' € hea : olds Inside ou..
at the next full moon. 9  Puts coin in left e_zar, §hakes out. of right ear.
. If you feed mandrakes to a pig it'll give birth 10 Makes eyes go big, cries fountains of tears.
Jl[fo ellbiiidol ?ob!lns. Y ital aid” and 1d10 Goblin Leadership Methods
6 lyOltJ .L:s.e a durm[t)]is.ta manl at al Galgl' Anarchic Monarchy. Rule by whoever wears
plantitin a unghi ! grow§ IO @ BoAN. 1  the Cutlery Crown. Rulers are sacrificed at
Goblins are a stage in the life cycle of a : .
strange creature. They start as SDOrES. Srow the full moon; current one is a drunk piglet.
7 t tgk bit t yb ts. t tF;] ; % Astrapiocracy. Rule by lightning, or by the
'g %I_'C St'h fera IS gr .ats, urn them into 2 lightning-struck. Duzbok Skorch, wears a
oblins, then explode Into sporesj pointed steel hat, buzzes and glows.
When an EIf gets really, really old it goes .
8 . . Ypsosocracy. Rule by height. Baronyqueen
moldy and turns into a Goblin. 3 : .
; . . Garx Ulcoot, 9' tall, on masterwork stilts.
Goblins generate spontaneously in caves just ) . . . . .
9 . . . . Timocracy. Rule by Tim. Tim Tim Timmy-Tim
like mice in grain or maggots in meat. 4 ) ) .
. . . Tim, the chosen one, prophesied birth.
Goblins are visitors from the moon. They ride . .
10 Elective Democracy. Elections declared every
back and forth on moonbeams. .
5 few days or after a defeat. All Goblins
GOBLIN TRIVIA scribble on scraps of paper, give speeches,
Low status Goblins don’t have names. As a Goblin’s Ermtpartles,élglhtbOstlr:jent Pog, betW|g|%[(:]d.
importance grows, it first acquires a single 6 eptO(;]r.aCyt.h. uie Iz'w (\)/\(/averlcgn iga €
unpleasant syllable, then adds new syllables and ;n(;)cs) S l.r|1y 'rt]gts' ,mgh gze fo,o rags a
made-up titles. A Goblin with a five-syllable name . gp silver sta ue_ln chains of rings.
Lipocracy. Rule by girth. War-lard Ompar,
must have a great deal of power, not only to force . ) .
. . 7  chortling 10' sphere encased in armour.
other goblins remember their ponderous name but to . . - o
. . . Sight of food stirs political ambitions.
remember it themselves. They choose (or, in their
. . Demarchy. Rule by random chance. Complex
view, steal) words based on sound, not meaning. . . .
8 monthly dice game. Power immediately goes
Goblins gleefully appropriate cultures. If there’s a to a Goblin’s head. Lowax Keeree Hut Bar,
solemn religious ceremony in a region, the local branded all over with dice marks.
Goblins perform riotous and confusing parodies. If Fruit Republic. Rule by whoever can eat the
there’s famous leader or historical figure, Goblins 9 most fruit in a timed sitting. You don’t want
dress up as them and strut around cracking jokes. to know what Goblins consider fruit. Dor
Goblins rapidly adapt to even the harshest conditions. Pretty Skump, rail thin, dribbles green foam.
They lick bacteria from boiling geysers, hunt cave K'!' Cour.1t. Rule by whoevgr kills the most
crickets, and tunnel through glaciers. Where life thmgs bigger than a Goblin. Most Goblins
exists, even bacterial life, Goblins can exist. 1o can'tcountabove four or remember things

It is possible that humans are just Goblins whose
ancestors were raised by wolves.
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Goblin War Engine

1d6 Head Segment
Ray Eyes. 50' line, 1d8 damage, targets must
Save or be stunned for 1 round.
2  Firebelcher. 30' cone, 1d6 fire damage.
Signal Flags. 2d6 Goblins (pg. 44) arrive
from somewhere.
Bug Barf. 50' cone, no damage, but targets
4 are coated in bugs. 1 damage per round until
washed.
Screamer. Makes all conversation within
100' impossible.
Escape Rocket. Does nothing until under 5
6  HP or all other segments destroyed. Then,
launches upwards on a pillar of flame.

# Appearing: 1... hopefully...
HD: 12 (100 HP). Segments have 20 HP.

Appearance: a giant-sized heap of scrap wood, rope,
armour plates, gears, and grease.

Voice: shrieked commands, cackling, wailing.
Wants: mayhem, death, and LOUD NOISES.
Morality: gleeful cruelty.

Intelligence: low cunning, impeded by bulk.

Armour: as leather. Takes 2x damage from fire.

Move: varies by Segment.

Morale: 6

Damage: varies by Segment.

Every War Engine is unique. When a War Engine
appears, roll 1d6 for each Segment (or double HP
and roll every round for a truly terrifying Engine). Each
round, 3 random intact Segments will activate.

1d6 Right Arm Segment
1  Big Spiky Fist. Melee, 2d10 damage.
2 Oversized Flail. Melee, 2d6 damage.

3  Grabby Pincher. Melee, 1d20 damage.

4

1d6 Left Arm Segment
1  Blender Blades. Melee, 3d6 damage.
2 Giant Rusty Cleaver. Melee, 1d20 damage.
3  Rusty Saw. Melee, 2d10 damage.
4

Rotary Rat Cannon. 50' range, 3d4 damage

to a 10' square, Save for half.

Kaboomrocket. 50' range, 2d6 damage, 20'
5  radius. One use. On a miss, strikes random

square within 100' of target next round.

Acid Sprayer. 30' cone, 2d4 acid damage, Bangcannon. 100' range, 2d8 damage, Save
6  Save to dodge. On a hit, target takes 1 acid 6 tododge. On a hit, target is knocked prone

dama%e per round until washed. and pinned under a stone sphere.
AN [ I

1d6 Right Leg Segment 1d6 Left Leg Segment

Sword Ballista. 50' range, 2d8 damage, Save

to dodge.

Lightning Thrower. Powered by spinning cats.
5 50'line, 2d6 damage, +1d6 if target is

wearing chain or plate armour.

1 Heap of Parts. Create a 10' cloud of smoke. 1  Many Wheels. Move 30'.

2  Kicker. Move 10'. Melee, 1d6 damage. 2  Rocketleg. Leap 20' up, 30" horizontally.

3 Spring. Leap 10" up, 30" horizontally. 3  Big Wheel. Move 20"

4 Tank Tread. Move 20'. Anything struck must 4 Giant Worm. Move 20'. Melee, bite attack,
Save or take 1d6 damage. 1d6+1d4 poison damage.

5  Trained Snails. Do not move. 5  Giant Skeleton Leg. Move 20'.

6 Wobbly Castor. Move 10'in a random 6 Troop Cage. Move 10', then release 2d6
direction. Will avoid cliffs/pits. excited Goblins (pg. 44).
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3 Lich

# Appearing: 1
HD: 15 (68 HP)

Appearance: a skeleton with burning pinprick eyes.
Rotting robes, mystic baubles, and a palpable aura of
raw magic.

Voice: reverberating, archaic, and menacing. Polite.
Wants: to achieve their Goal (pg. 51).

Morality: relentlessly committed, rarely sympathetic.
Intelligence: beyond conventional genius. Utterly
convinced of their own superiority. Can see through
illusions, though may be amused to pretend not to.

Armour: as plate+shield. Immune to elemental
damage, mind-altering effects, and all but the
strongest magic. Reduces all incoming damage by 3.
Move: normal.

Morale: 12

Damage: see below.

Each round, the Lich may use one of the following
abilities.

1. Burn

The Lich fires 3 bolts of magic. 100' range, 1d6+1
damage, always hits. Targets must also Save or burn,
taking 1d4 fire damage per round until extinguished.
Different targets can be selected for each bolt.

2. Drain Life

The Lich makes melee attack against an adjacent
target. On a hit, the target takes 1d10+2 cold
damage and must Save or be paralyzed for 1 round.
Struck targets also age 2d10 years.

3. Rise From Your Graves

Pouring magic into nearby corpses, the Lich creates
1d6 Undead Minions. They rise from alcoves or burst
from the earth anywhere within 100' of the Lich and
can attack 1 round after being raised. Freshly killed
PCs can be reanimated as Undead Minions, retaining
the weapons and abilities they had in life.

4. Lesser Working
The Lich chooses one effect. 100' range.

e Target object is destroyed. Magical objects can Save
to negate.

e Target creature or object (including the Lich)
becomes invisible for 1d6 minutes.

* Target creature or object is dragged up to 50'
towards the Lich or pushed up to 50' away.

e Fill up to ten 10' cubes with fog or drifting ash.

 Extinguish all light sources within 100"

Additionally, the Lich can use each of the following
abilities twice per day. 100' range.

1. Die
Target living creature must Save or die.

2. Dominate Creature

Target creature must Save or fall under the Lich’s
control. On their next turn, the Lich controls their
actions. The Lich can maintain this ability indefinitely,
with no range limit, by taking no other action. The Lich
also gains access to a dominated creature’s skills and
memories, though creatures can Save to conceal
specific information.

3. Greater Working
The Lich chooses one effect.

*The Lich regains 3d6 HP. All Undead Minions within
100' regain 1d6 HP.

*The Lich teleports to any location.

¢ 2d4 illusionary copies of the Lich appear for 1 hour.
The copies can move and speak, but cannot deal
damage. They pop if dealt 1 damage.

The Lich can take 1d6 damage to automatically pass
a Save against any effect. This requires considerable
effort, and the Lich can only use a Lesser Working on
the subsequent round. The Lich simply crushes,
absorbs, or brushes aside weak spells. The definition
of “strong magic” will vary by system, but it should be
suitably impressive.

When a Lich first appears, all creatures must Save
against Fear or flee. Non-intelligent creatures and low-
level hirelings automatically fail their Save.

A creature kept alive by sorcery and ambition, a Lich
is a peerless spellcaster and dreadful foe.

Treasure: 2,000x1d10gp in pure gold and gems.

UNDEAD MINION

# Appearing: 1d6
HD: 2 (8 HP)

Appearance: a rotting corpse with baleful blue fire in
its eyes. Shambling, twisted, and hungry.

Voice: wretched groans.

Wants: to protect the Lich, to Kill.

Morality: tormented loathing.

Intelligence: dim and easily confused.

Armour: as leather. Imnmune to mind-altering effects.
Move: Y2 normal.

Morale: 12

Damage: 1d6 claw. Can use a carried weapon
instead. Always acts last in a combat round.



1d10 Name Appearance Fragments Inconvenient Lair
1 Atanoxerxes Jelly-like glass flesh and bones. Monomaniacal deathtrap maze.
2  The Dread Wizard Gol Ebzrit Leans on twisted oak scepter. Fecund greenhouse-sprawl.
3  Volcana Aramentous Small but unnaturally nimble. Roaring refinery. Belts, forges.
4 Thanestone Scourgebearer Hovers. Burns with internal fire. Grinding brass cog tower.
5  Fertwig the Penultimate Flickering illusionary beauty. Active urban construction site.
6 Morga Chel Iron skeleton engraved with runes. Life-sapping triumphal arch.
7 Bale Anlon I Gold and lapis death-mask. Sepulchre of morbid vanity.
8  Vronsky the Deathless Still clad in leathery skin. Ancient strata of mass graves.
9  Capuli Rex Orbited by crown fragments. Obsidian and magma pagoda.
10 Dustralokk Military medals and epaulets. Hyperchilled liquid chamber.
1d10 Pronouncements Of Doom 1d10 Omens Or Side-Effects Of A Lich
1  Your brief life is at an end. 1  Old wounds reopen. Old scars ache.
2 Run. You are not prepared. Run, and live. 2  Silver weapons tarnish; iron weapons rust.
3 Your ancestors will weep salt tears when they 3 Teeth feel loose and soft.
see what | have done to you. 4 Joints ache, nails split, hair falls out.
4 You would not stop for death, but | will kindly 5 Heartbeats feel like hammer blows.
stop for you. 6  Leather and parchment crawl like maggots.
5 Your choice is simple: kneel or die. 7  Body temperature plummets or skyrockets.
6 You will not live to regret your mistakes. 8  Glass strains, cracks, shatters.
7 I have time, all the time | need to put an end 9  Faces on coins sneer, scowl, curse.
to you. 10 Old memories bubble up. Nostalgia or regret.
8 A moment ago you were in your world, safe.
Now, you are in mine, doomed.
Your desire to be a martyr has been noted.
You will not be saved by your gods. You will
10 not be saved by your weapons or spells. In

fact, you will not be saved.
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GOALS

Becoming a Lich requires converting a living mind into
permanent spells. A prospective Lich must actively
remember their entire life, storing every memory,
every reaction, and every desire. There is a strong
temptation to carve away unnecessary bits. Why
bother packing animal urges? Why include fear, or
loneliness, or self-doubt? This might not even be a
conscious process; who would willingly retain
something so distasteful?

But the mind is a complex instrument. Remove one
part and the rest may shatter into madness. Most
Liches are eccentric and detached, but some wake to
find themselves trapped in a living nightmare. Some
manage to re-learn the vital tools they eagerly
discarded. Some lie entombed in their own bodies,
gibbering and twitching, immortal and utterly alone.

That is not the only path to insanity. A newly risen Lich
sees the world without the filter of mortality. Deep
time is their time. Plate tectonics and local politics
are ephemeral fireworks to an immortal Lich. A goal
provides stability. Only the most gargantuan projects
have a chance at succeeding. Liches can afford to
take their time. They can study laquerwork to paint
control knobs or breed a species of minion and
harvest their hair to stuff their cushions.

There will be interference, of course. Delays. Rot. The
rise of a city is like a fungal growth on a painting;
discovering a group of would-be tomb robbers is like
discovering ants in the basement. People are a
problem. It would be so much simpler if they would all
just... go away.

And that is why some Liches want to kill everyone.
Peace and quiet.

MENU

Flavour: dry bones, scorched flesh.

Notes: a Lich’s body is merely a vessel for their spells
and soul. Once vacated, it possesses echoes of their
power. Anyone who eats a Lich’s body must Save or
die. If they survive, they permanently gain +2
Intelligence and, if a spellcaster, learn a new spell.

1d10 Lich Goals

EXAMPLE LICHES

1. Xiximanter

Goal: an immortal empire of snake-men,
imperishable, ruling until the end of time.

Current Project: distilling immortality potions.
Current Problem: the snake-man empire collapsed.
Snake-men are extinct. Also, his failed experiments
keep escaping.

2. Scobalbane the Tyrant of Belth

Goal: the perfect urban society.

Current Project: designing plumbing.

Current Problem: obedient excavation-golems have
accidentally tunneled into an underground city.
Molten lead everywhere. The Tyrant has declared the
city’s inhabitants illegal, to no effect.

3. Lobal Oath-Breaker

Goal: epic revenge for his own death.

Current Project: working on a vast autobiographical
exhibit, with all details perfect, to show off his own life
and the lives of his murderers.

Current Problem: initial kidnapped test groups shown
the exhibit were insufficiently awed. Further testing is
required.

4. The Maiden in White

Goal: the perfect suitor. Romances last from a few
minutes to a few days. Palace built into a glacier.
Current Project: seducing the moon.

Current Problem: tide is rising.

5. Multiplex Maximus the Fabricator

Goal: perfect personal capability.

Current Project: designing and grafting on specialized
limbs for carving stone.

Current Problem: has lost track of which section of
his giant segmented body has the limbs for writing
and illustration; trying to find the section that has the
index. Multiplex Maximus is a very large Lich.

6. Li the City-Builder

Goal: lead a rebellion out of Hell, seeking better terms
from the cruel Gods.

Current Project: sending infiltrators into Hell, turning
demons, identifying potential leaders before they die,
building better bodies for souls.

Current Problem: the Gods are growing suspicious. Li
needs a diversion.

Current Project

[EN

Extinguish the sun. Drive the world into freezing darkness.
Universal immortality with no side-effects. Save everyone.

Secret excavation of massive capture pit.
Recapturing escaped rare oozes.

Ascend to divine status. Overthrow the current order.
Name, identify, and categorize every living creature.
Raise an all-conquering army. Rule the world.

Sample every pleasure life and un-life has to offer.
Tunnel into Hell. Seal the gates forever. Mete out justice.
Populate the world with perfect identical clones.

Travel through the void between worlds in an ark-ship.
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10 Split the thaum. Derive a source of unlimited magic power.

Testing of all-powerful titanomachic golems.
Murderous taxidermic invasions.

Soul collection and distillation.

Arriving uninvited at spectacular events.
Dispatch underworld mapping teams.

Fifth generation fidelity testing chambers.
Stocking preliminary stasis vaults.

Digging the Large Hexagrammic Collider.
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PHYLACTERIES

According to folk tales and wizarding lore, some
Liches bind their souls to special objects known as
phylacteries. If their current physical body is
destroyed, the Lich regenerates near their phylactery
and, after seeking revenge, continues their work.

In RPGs, phylacteries can be used to:

* Create a second act. Finding and killing the Lich has
stopped their current scheme, but final victory can
only be achieved when their phylactery is destroyed.

 Create an ethical or political dilemma. Destroying
the phylactery requires a sacrifice or compromise.

1d10 Phylactery Form

Phylactery Location

1 Needlein an egg.
Golden amulet.
Sneering painting.
Cursed blade.
Dull stone orb.
Glass heart.

Single gold coin.
Obsidian ring.
Silver key.
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Local ruler’s crown.

Black tree on a black hill.
Allied Dragon’s hoard.
Contingency dungeon.
Mountaintop armoury.
Bottom of a lake.
Permanent stormcloud.
Palace treasury.

Nearby in the dungeon.
Temple on the moon.
Cistern of trapped souls.

1d10 The Only Way To Destroy The Phylactery lIs...

1 A hammer made from blood-forged iron.
* Create an open-ended challenge with no obvious 2 The boiling heat of a specific volcano.
solution; how to reach or destroy the phylactery. 3 The horn of a Unicorn (pg. 247).
* Create a dangerous opportunity. Whoever controls 4 Multiversal acid, a legendary solvent.
the phylactery controls the Lich (in theory). 5  The sword of a hero who is pure at heart.
A disembodied Lich may be able to use limited 6__Adescendant of the Lich's first love.
telepathy and telekinesis. A Lich’s phylactery may 7  Ash from the destruction of nine holy relics.
count as the Lich for the purposes of a Lich’s abilities, 8 A good solid smack with a clenched fist.
particularly Dominate Creature. 9  Sunlight unfiltered by the atmosphere.
10 Slowly grinding it to dust with diamonds.

Generic Lich Lair

7. Morbid Storehouse

* Grave trinkets, dust, debris.
*Tools the Lich might need.
e Highly flammable.

5. Loathsome Lab
*The Lich’s workshop.
e Diagrams, flasks, _benches.

6. Hall of Glory s
» Monument to the Lich’s life. "S5
¢ Predictions of their triumph. s

P4 > 8. Inviolate Vault
2/ -+ Six pillars; five coffins.
A\ * Phylactery clue in a pillar.
“SW
{ * Guardians arise enraged.
i)
1 - - 1d10 Tomb Aesthetics Minor Vermin
o 1 Temple paintings. Skittering rats.
N Scrimshaw boneyard. Fat maggots.
i; j ; Grim and gothic. Nipping flies.
_i;’ﬁ pu'\" Adapted lava tubes.  Patient spider.

AN
T \‘\3’

Jd

Marble severity.

Simple chipped stone.

Snake tangle.
Undead mice.
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Flaking salt mine. 0Odd eggs.
Eerie brutalism. Lost mole.
Collapsing stucco. Moth cloud.

10 Wood, mud, and iron. Fragile snails.

2. Cobweb Crypts
* Coated with cobwebs.
*Scuttling spiders.
*Dried insects, bones.

1. Sinister Stairs

* Narrow, thick with dust.
*Serrated blade trap.
*Smell of mildew.

3. Murky Pools

* Trickle of stagnant water.
* Eyeless mutant fish.
*Thick algae mats.

4. False Sarcophagus
* Gold leaf, resin, and teak.
e Surrounded by water.

e Electrified as a trap.
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Al Mimi

# Appearing: 1, or ambush clusters of 2d6
HD: 6 (27 HP)

Appearance: varies. Usually disguised as a mundane
object. See the adjacent table.

Voice: silent while disguised, unearthly spittle-filled
screaming while attacking.

Wants: delicious meat.

Morality: animalistic, but with enough empathy to
manipulate via fear and paranoia.

Intelligence: dim.

Armour: none.
Move: normal.
Morale: 9
Damage: 2d6 bite.

If a Mimic’s bite attack deals 8 or more damage to a
creature, the creature must Save or have a body part
engulfed. If the body part engulfed is not obvious, roll
1d6: 1-2 leg, 3-4 arm, 5-6 head. An engulfed body
part is useless. Attacks against the Mimic split their
damage between the Mimic and any engulfed body
parts. Mimics can continue to bite (and make attack
rolls) against engulfed targets or against new targets.

Mimics must test Morale or flee if exposed to
sunlight.

Protoplasmic masters of disguise, Mimics can
assume almost an infinite variety of shapes.

Treasure: 10x1d20gp in bile-slicked gold, silver, and
copper coins.

1d10 True Form Of The Mimic

1 Radula-bespeckled polymorphic mollusc.
Vicious paranoid chameleon.
Adaptive structural crustacean.
Deformed deranged Doppelganger (pg. 299).
Swarm of coordinated adaptable beetles.
Hyperspeed dryland coral colony.
Emanation of detached outsider entity.
Maliciously possessed furniture.
Parasitic intelligent leeches.
Distressingly un-real apprentice wizard.
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1d20 Disguise

Disguise Flaw

1  Wooden chest. Furry wood texture.

2 Circular fabric rug. Cilia-like fringe.

3  Wooden barrel. No spigot or plug.

4 Rich tapestry. Distorted figures.

5  Wooden door. Flat door handle.

6 Iron torch holder. No soot or scorching.
7  Stone ceiling. Lack of fallen mortar.
8  Wooden table. Too short or tall.

9  Rusty iron helmet. Mix of designs.

10 Wooden chair. Real claws on feet.
11 Black silk hood. No stitch marks.

12 Desiccated corpse. Wet lips.

13 Stalactite. Remarkably dry.

14  Gold crown. Soft jelly-like gems.
15 Thick woolen cloak.  Clean and dry.

16 Eerie glowing orb. Oddly non-magical.
17 Wooden trapdoor. Raised above floor.
18 Leather-bound tome. Warm and pulsating.
19 Holy symbol on plinth. Mirrored or inverted.
20 Pile of gold coins. Occasional oval coin.

PARANOID PARALYSIS

MENU

Flavour: rich squirming broth.

Notes: boiled, baked, fried, or stewed Mimic meat is
delicious. Entire culinary traditions have sprung up
centered on preparing various types of Mimic.

Anyone who eats a Mimic’s flesh raw can adjust their
physical features as if their flesh was soft clay. All
changes fade in 1 hour.
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An encounter with a Mimic can induce paralysis in a
group. Players, when the danger passes, may wish to
interrogate every mundane object, slowing exploration
to a crawl.

It's far easier to tell the players exactly what the PCs
see. Only mention relevant, interactable details. If a
group is moving cautiously and is appropriately
suspicious, spotting traps and Mimics should not be
difficult or even require a roll. A Mimic’s flaw is also
ambiguous; it might indicate a magic item, a recent
discovery, or clue worth investigating.

The really interesting thing is what the PCs do about
the trap or Mimic once they know it exists.



5 Monstrous Vermin

# Appearing: colonies of 2d6, or plagues of 3d10
HD: 2 (9 HP)

Appearance: varies. An unnaturally large, scabrous,
and eternally hungry creature.

Voice: snuffling, then shrieks of rage.

Wants: soft flesh, warm nests.

Morality: pure animal desires.

Intelligence: blunt and easily tricked.

Armour: none.

Move: normal. Climb normal.

Morale: 6

Damage: 1d4 bite or claw / 1d4 bite or claw.

For homogeneous clouds of smaller creatures,
consider Murderous Crows (pg. 223).

Treasure: none.

1d10 Vermin Form And Special Ability

Rat. On a hit, Save or catch a horrible itchy
skin disease.
2 Cockroach. Immune to bludgeoning damage.
Carrion Caterpillar. Gain 6 extra attacks.
3  Attacks deal no damage, but on a hit, Save or
be paralyzed for 1 hour.
Tick. On a hit, Save or take 1 temporary
4 Strength damage. The Monstrous Vermin
heals for 1 HP.
Centipede. On a hit, Save or take 1d4
additional poison damage.
Snail. Moves at %2 speed. Immune to
slashing damage and magic.
Flatworm. Instead of making an attack, can
spit caustic jelly. 20' range, 1d4 damage.
8 Mole. Tunnels at normal speed.
Feral Cat. Attacks deal 1d6 damage instead
of 1d4 damage.
10 Cricket. Can leap up to 50'".

1

Mummy 6

# Appearing: 1, or processions of 2d6
HD: 7 (32 HP)

Appearance: a bulky human wrapped in bandages.
Eyes are red pinpricks. Smells of spices.

Voice: groaning, guttural curses in lost languages.
Wants: death, destruction, doom. The glorious
afterlife that was promised to them.

Morality: vengeful.

Intelligence: foggy memories of past genius.

Armour: as leather. Takes 2x damage from fire.
Reduces incoming damage by 3. Immune to cold,
lightning, and mind-altering effects.

Move: 2 normal.

Morale: 12

Damage: 1d12 smash.

A Mummy'’s attacks inflict Mummy Rot. Struck
creatures must Save or be afflicted with this terrible
curse. Infected creatures permanently lose 2
Charisma each month. Flesh blackens and peels,
blood turns to tar, hair crumbles into dust. If they
reach O Charisma, they wither and die. Only powerful
magic can remove Mummy Rot.

Mummies are the preserved remains of nobility,
bound in eternal un-life by rituals and spells. They
may not have chosen immortality. Promised a new
and whole body in a pleasure-filled afterlife, many
wake to a nightmare of darkness, decay, and silence.
They take revenge on anything that lives.

Treasure: 20x1d10gp in burial amulets. An intact
(unburnt) Mummy is worth 300gp as medicine.

1d10 Mummy Names Features

1  Naaib Lur Wooden headdress.

2  Sneferaka Coils of sacred rope.

3  Renoseb Il Leaks tar and oils.

4 Merenhotep Spreading salt crystals.

5 Khanba Orz Triple-braided beard.

6 lyibkhentre Glass and plaster mask.

7  Keharis Damp and bog-preserved.

8  Nerampthis Four crushing arms.

9  Skythor Sol Snake-scale paint.

10 Neferneferuaten Delicate paper fan.
MENU

Flavour: very dry spiced jerky.

Notes: Mummy flesh is potent medicine. It cures
minor ailments and allows a new Save against non-
magical diseases. It cannot cure Mummy Rot.

54



Y { Myconid

# Appearing: groups of 2d6
HD: 3 (14 HP)

Appearance: a stout humanoid figure with a crinkled
mushroom cap for a head. Stump legs, three-fingered
hands, no joints or facial features.

Voice: silent. Myconids communicate via touch or
localized spores. They effectively have 30' telepathy
with all living creatures.

Wants: to serve their Mother-Fungus.

Morality: curious. Almost always willing to negotiate.

Intelligence: as smart as most people, though usually it TR .
either naive or paranoid. 1d10 These Myconids Are...

1  Red with white spots. Cheerful, dim.

-

Armour: as leather.

. 2  Grey-white, slender. Fatalistic, cynical.
Move: ¥2 normal. 3 ori S .
Morale: 8 rinkled blagk. olemn, contemplative.
Damage: 1d6 thump. 4 Dusty grey, silver spots. Cowardly, sleepy.

] 5 Mottled yellow, peeling. Fanatical, angry.

Each Myconid can use a Spore Attack once per day. 6  Pink-grey, round. Jittery, nervous, noisy.
See the table below. A group will typically possess the 7 White, squat, luminescent. Spiritual, wise.
same Spore Attack. All Spore Attacks are centred on . . .

. . 8  Faded blue, twig-like. Lethargic, cunning.
the Myconid and do not affect other Myconids. .

9  Brown-green, short. Humorless, boring, slow.

Spawned from the hidden and distributed tendrils of 10 Chalk White, crooked. CuriOUS, acquisitive'

a Mother-Fungus, Myconids are food-gatherers, ] o
warriors, and ambulatory genitalia. 1d10 Myconid Missions

) 1  Fetch food for the Mother Fungus.
Treasure: none. Groups of 10 or more Myconids may . . .
ossess a Fungal Treasure (1d12 56) 2  Scout the perimeter of their territory.
p ung u » PE. . 3 Perform a ritual dance.
4 Carry spores to a different Mother-Fungus.
MENU y spore: g
5  Destroy all intruders.
Flavour: see Mushroom Flavours (1d10, pg. 56). 6  Get far away from the Mother-Fungus.
Notes: Myconids object to being killed, but do not 7 Find the source of a strange smell.
resent being eaten. Life is merely an interlude 8 Huntand destroy a group of rival Myconids.
between digestions. Today you devour, tomorrow you 9  Locate and absorb outside knowledge.
will be devoured. 10 Dig a new passage for the Mother-Fungus.

1d10 Spore Attack
Friendship Spores. 10' cube. All living targets inside the cube must Save or treat the Myconid as a good

1 friend for 3 hours. Any directly harmful action by any Myconid ends this effect.

5 Tingling Agony. 10' cube. All living targets inside the cube must Save each round. If they fail, they spend
the round wracked with agony and cannot take any deliberate action, including moving from the cube.

3 Bait. 1 living target within 30' now smells absolutely delicious for 6 hours. Animals will try to eat them.

4 Eye Swelling. 1 target within 30' must Save or go blind for 1 hour.

5 Dancing Dots. 1 living target within 30' must Save or spend their next round dancing 30' in a random
direction. They can still attack if their dancing brings them into contact with any enemies.

6 Bloodburst. 10' cube. All living targets inside the cube lose 1 HP per round. Creatures with open wounds
lose 1d4 HP per round instead.
The Hunger. 1 living target within 30' must Save or become ravenously hungry. They must consume a meal
within 1 hour or drop to 1 HP. If at 1 HP or below, they die instead.

8 Hallucinogenic Spores. 1 living target within 30" must Save or hallucinate. 1d10, pg. 56.

9  Mushroom Poison. 1 living target within 30' must Save or be poisoned. 1d10, pg. 56.
Fungal Curse. 1 living target within 30' must Save or begin to rot. They lose 1 permanent Constitution per
10 day. If they reach O Constitution, they die, sprout a mushroom cap and become the core of a new Mother
Fungus. Anythings that cures disease cures this effect.

55



1d10 Mushroom Flavours Effects 1d10 Hallucinogenic Mushroom Effects
1  Buttery, slightly bitter.  Poison. 1  Sensitivity to light. Torches leave contrails.
2  Sour, rotten. Hallucinogenic. 2 Nausea. Moving quickly is impossible.
3 Woody, dull. - 3  Floating sensation, as if underwater.
4 Crunchy, very bitter. - 4 The giggles. Everything is hilarious.
5 0ld chocolate. - 5  Colours become brighter, more vibrant.
6  Burnt hair. - 6  Patterns and ripples crawl across objects.
7  Fine steak. Delicious. - 7  Faces melt and shift. Fangs emerge.
8  Spongy, sour milk. - 8  Walls move and churn. Navigation is difficult.
9  Chewy, sweet. Filling. - 9  Bendy fingers. Cannot hold anything.
10 No taste or texture. - 10 Blindness, madness. A sensory whirl.
1d10 Poison Mushroom Effects
1 Deadly. After 1d6 hours of sweating, vomiting, shaking, and thirst, die. No Save.
5 Dangerous. 1d6 hours after ingestion, induces 1d6 hours of nervous excitement, poor judgement, and
hallucinations. Then Save or die.
3 Inconvenient. 1d6 hours after ingestion, induces 1d6 hours of profuse sweating, vomiting, and sharp pain.
Full recovery afterwards.
4 Troubling. Immediately induces 6+2d6 hours of stomach pain, vomiting, and weakness. If a 6 is rolled,
add an additional 1d6 hours and lose 1 permanent Constitution.
5 Acrid. Immediately induces 1d6 hours of vomiting, sweating, and chills. Permanent sensitivity to smells
(may require a Save to avoid nausea).
Variable. Immediate. 50% chance of 1 hour of minor nausea, 50% chance of 1d6 hours of nausea,
6 . . L )
jaundice, and hallucinations. Seems to affect everyone differently.
7 Endothermic. Immediately deals 1d12 cold damage when ingested. Drops body temperature to lowest
tolerable level. Skin temporarily drops below freezing.
8 Exothermic. Immediately deals 1d12 fire damage when ingested, then Save. If failed, hair burns away and
teeth melt. Vomit 1d6 litres of liquid fire, then die.
9 Polychromic. Immediately induces pulsating colourful spots all over the skin. They fade after 1d6 hours.
Permanently adjusts eye colour to rancid yellow.
10 Annihilating. 1d6 hours after ingestion, Save. If failed, evaporate into ash. All carried items are destroyed.
Magic items get a Save. If passed, permanently lose 5 Constitution and maximum HP.
1d12 Fungal Treasures
Hallucinogenic Mushroom Caps. Randomly hallucinate (1d10, above) for 1 hour, then Save. On a
1  successful Save, meet (or appear to meet) a nebulous divine figure, who can cryptically answer 1 question
or remove 1 curse. Alternatively, see Demigod (pg. 146).
5 Screaming Explosive Puffball. Like a flying grenade. Ignite the puff and it flies up to 100', then explodes.
20' radius, 3d6 fire damage, Save for half. Makes a noise like a jet engine.
3 Massacre Mouse. Mouse-sized ambulatory mushroom pet. Can sense danger a mile away. The bearer can
act in surprise rounds. The mouse lives for 1 month, and can only reproduce on the site of a massacre.
4 Memory Mold. In a sealed flask. Eats 1 month of memories per round of exposure, oldest to youngest.
Cannot destroy languages or skills. 1 flask can completely erase all a middle-aged human’s memories.
5 Tinder Conk. Plate-sized fungus slab. If gently lit, carries a permanent faint flame inside, even if
submerged in water. Creatures associated with fire know of tinder conks and respect the bearer.
Trumpet of Judgement. Blue-gold fungus, powdered. Three uses per flask. If thrown into the face of a living
6 creature, they must Save or spend 1 round vomiting. Spellcasters must also Save or immediately cast
their most powerful spell. The spellcaster chooses the target of their spell normally.
Fungal Resurrection Syringe. One use. If injected into a living creature, allows that creature to lurch back to
7  fungal life after death. All stats are reduced by 2, but all levels, skills, and memories are retained. The
resurrected creature is part fungus and visibly on the edge of death.
8 Cryopuff. A fist-sized mushroom. Crush it to freeze up to ten 10' cubes of water in 1 hour. Inflicts 1d6 cold
damage in a 20' radius if left in air. Effects fade 6 hours after activation.
Glowbranch. Sticky pale blue coral-like fan. Eats insects. Glows as brightly as a torch if well fed.
10 Bleeding Heart. White fist-sized sponge with red wound-like fissures. If squeezed, leaks blood identical in
all respects to the squeezer’s blood. Vigorous pumping can extract 1L per hour.
11 Panacea Flake. Dried marbled slice. One use. Provides permanent immunity to all mundane diseases.
12 Royal Fungus. Grows on gold. Only glows green in the presence of royalty. Worth 300gp to most royal

houses, but might cause trouble during delivery.
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# Appearing: 1
HD: 5 (23 HP)

Appearance: a gelatinous, slithering, shapeless mass.
Typically occupies 1x10' square, but can spread or
flatten to occupy up to 3x10' squares.

Voice: silent.

Wants: to eat and divide.

Morality: not applicable.

Intelligence: mindless. Reacts to danger by
retreating; reacts to food by surging forward.

Armour: as leather. Immune to piercing and acid
damage. May have other immunities (see below).
Move: Y2 normal. Climb %2 normal. Can slowly
squeeze through gaps larger than 1".

Morale: 12 1d10 What Is This Ooze Doing?
Damage: 2d8 acidic slap. If a target take 6 or more 1  Squelching along the ground.
damage, they must Save or be swallowed. Swallowed 2  Resting in a pool or pit.
creatures take 1d6 acid damage per round. Their 3  Dropping from above.
attacks automatically hit the Ooze. They can spend 1 4 Advancing with purpose and speed.
entire round to break free. Pulling a swallowed 5  Slowly climbing a wall.
creature out of an Ooze takes 1 entire round. 6  Foaming out of a drain or pipe.
Treasure: no conventional treasure, but Oozes may 7 Rearing up to strike.
have items embedded in them (1d20, pg. 58). 8  Extracting nutrients from a patch of mold.
9  Expelling waste pockets.
10 Inthe process of dividing into two Oozes.
1d20 Type Ability
1 Blood Any damage the Ooze deals to a living creature heals it for the same amount.
2  Ochre Immune to lightning. Targets do not get a Save against being swallowed.
3  Mustard Immune to everything but fire. As cunning as a wolf.
4 Olive Immune to non-magical damage. On a hit, target must Save or be paralyzed for 1 round.
5 Cherenkov Glows a vibrant blue. Each round, living creatures within 20' take 1 damage. 10', 2 damage.
6 Ink Can spray ink instead of attacking. 30' cone, Save or be coated in blue-black oily goo.
7  Searing Glows an eerie painful purple. Anyone looking at it must Save or be blinded for 1 minute.
8 Black Immune to cold and lightning. Any metal it touches dissolves. Magical metal gets a Save.
9 Grey Immune to elemental damage and magic. Any non-magical metal it touches dissolves.
10 White Immune to elemental damage. Attacks deal cold damage.
11 Rust Any iron it touches dissolves. Magical iron gets a Save. Each item it dissolves heals 1d6 HP.

Made of bubbling flesh, eyes, and teeth. Gibbers if it sees anything. Anyone within 50" who

12 Gibbering wishes to attack a gibbering Ooze must Save or attack a different valid target instead.
. Fills 1x10' cube, or the equivalent corridor width. Transparent. On a hit, target must Save or

13 Cubic . ) . .

be paralyzed for 1 round. Anyone running into the cube is automatically hit.
14 Dessert Absolutely delicious. Do not roll on the Menu table. Provides a rich meal for 20 people.
15 Racing Moves at 3x normal speed. Any attack that hits the ooze sends it flying 30' backwards.
16 Protoplasm Immune to non-magical damage. Can pass through walls. Only targets living creatures.
17  Mercury Immune to magic damage. Any spell that targets the Ooze is reflected at a random target.
18 Shadow Immune to elemental damage. Heals 1d6 HP per round if exposed to light.

Immune to any damage type that strikes it, after damage is dealt. Imnmunity to a damage
type resets after 48 hour without damage.

If struck, splits into 2 smaller Oozes with 12 HP each, dealing 2d6 damage on a hit. If struck
20 Exponential again, each smaller Ooze splits again into 2 tiny Oozes with 6 HP each, dealing 2d4 damage
on a hit. Further divisions are possible, but micro-Oozes deal 1 damage on a hit.

19 Adaptable
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Flavour: battery acid and slowly spreading numbness.

MENU 1d20 What Is Embedded In This Ooze?
1  2d10gp in very clean coins.

2 1 corroded iron dagger.
Notes: only roll on the table below for raw Ooze. If 3 1 bent steel sword.
used as a soup base, Ooze pre-digests meat and 4 Afew scraps of bone, leather, and hair.
vegetables, reducing cooking time. 5 1 flask of acid.
1d10 Result 6 A skeleton. Possibly animated (see pg. 61).
Painful Death. The Ooze is revived by your 7  100' of waterproof rope.

1-3 stomach acid. Save or die in agony. If you 8 1 slowly dissolving book of terrible poetry.
pass, you still permanently lose 1d6 HP. 9  1d100gp in small silver coins.
Ooze Parasite. The Oqze decides .to colonize 10 3d6 steel swords.

45 your stomach. A fuII—smepI Oozg will crqwl out 11 20 bottles of wine worth 10gp each.
in 1d6 weeks. Save or die. Until the.n, |t. does 12 1 diamond worth 10x1d10gp.
you no harm. You may not even notice it. 13 1 gold ingot worth 200gp.

6.7 Too Weak. Your stomach dissolves the Ooze. 14 Asprinkii ‘

No unnatural effects. prinkling of gravel and sand.
Ooze Symbiote. The Ooze infiltrates your 15 The skinless corpse of a fallen adventurer.

g digestive tract, becoming a part of you. 16 3d10 tiny parasitic worms.

Permanently gain +1 Constitution. You are 17  The transparent casings of dungeon shrimp.
immune to poison. Your skin becomes waxy. A green bubble. If punctured, a 30' cube of
Ooze Integration. As Ooze Symbiote. Also, the 18 poison gas emerges. Each round, living
Ooze consumes your organs and replaces targets in the cloud must Save or take 1d6

9 their functions. You are mostly hollow inside. poison damage.

You heal 1 HP per round, but permanently A white vesicle. If punctured, a 30' cube of
lose 2 Strength. 19 flammable gas emerges. If ignited, explodes.
Ooze Apotheosis. As Ooze Integration. Also, 2d6 fire damage, Save for half.

10 once per day, you can give a visible Ooze a A clear pocket. If punctured, the air bubble
simple and direct command. Oozes will not 20 deflates with a loud parping drone. The noise
attack you unless you attack them first. may attract other creatures.

1d12 Ooze Twists
1 In athin glass sphere with 2d6 polished gems, each worth 100gp. Looks like a decadent bauble.
2  Frozen. Opening a door will release a gentle flood of warm water, slowly thawing the Ooze.
3 Ina pit, coated in a thin layer of stone dust. Looks like a slightly bulbous paving stone.
4 Inside a carcass. Leathery skin wriggles and splits.
5 In a chest marked with thiefsign for “not a mimic”.
6 Ina syringe-like tube. Pressure plate triggers high-speed extrusion.
7  Above a ceiling hatch with a dangling pull ring. Yank to unlock.

8 In a sealed metal barrel marked with ancient trigonal runes. Is this a place of honour? Is this treasure?
Oiling the gears of some vital mechanism (1d6: 1. Elevator, 2. Water pump, 3. Rotating door, 4. Slicing

9 blade trap, 5. Ventilation fan, 6. Explosive liquid stabilization stirrer). If the Ooze is killed, the mechanism
grinds to a halt in 2d10 minutes.

10 In a dusty wine cask, labeled with a legendary vineyard, a lucrative date, and seals of provenance.

11 In a sarcophagus. Rattles, squelches, hurls lid aside.

12 Displayed. 1d6: 1. Fountain, 2. Chalice, 3. Trough, 4. Platter, 5. Baptismal font, 6. Leering head statue.

1d12 Ooze Textures What Do The Locals Use It For? Ooze-Creating Experiments That Went Awry
1  Warm skim milk.  Garbage pit. It eats everything. Improperly stored potion disposal cask.
2  Bone jelly. Sacred avatar of primordial chaos. High-speed precious bodily fluid extraction.

3  Mashed carrots. Moronic but easily steered guard-beast. Quick route to immortality.

4 Gravel and suet. Waste products make superb fertilizer. Self-farming nutritious animals.

5 Eggyolk. Combat test for aspiring champions. Enlargement ray hit a microorganism.
6  Film and seawater. Oracular gurgling interpreted by priests. Rejected sacrifice. Coated in divine saliva.
7  Bread dough. Gets you really high if you lick it. Deep-sea jellyfish housepets.

8 Coarse icy slush.  Seems to detect weather shifts. Living archive and computational node.

9 Sand and glue. Juveniles are bottled and exported. Beer IlI: Taste The Future (Or Else).

10 Wet wrinkly steak. Those consumed go to a nasty afterlife. Duct-cleaning servant prototype.

11 Marbles and foam. A what? Where?! Oh no. Not again! Aspic using 13 forbidden herbs and spices.

12 Hair and oil. Gets stubborn stains out of linen. Undirected time-shifted hyper-evolution.
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9 Orc

# Appearing: 1 guard, warbands of 10x1d10, or
hordes of 50x1d20.
HD: 1 (6 HP)

Appearance: a strong humanoid with some bestial or
shocking features.

Voice: blunt, accented. Rarely verbose.

Wants: wealth, status, power, and security. Victory, if
in battle. Prosperity, if not.

Morality: pragmatic, but when you are prepared for
violence, problems seem to find violent solutions.
Intelligence: as smart as most people.

Armour: as leather.

Move: normal. Sometimes mounted.

Morale: 9.

Damage: 1d8 sword, spear, or flail or longbow (1d8
damage, 80' range).

Like most people, Orcs will fight when necessary or
useful, retreat to avoid mass casualties, and
occasionally change sides if prospects are appealing.

For a variety of reasons, ranging from purely aesthetic
to ruthlessly economic, Orcs are typically in conflict
with someone. Their reputation is not commendable.

Treasure: Orcs carry 10x1d6gp in looted or obscure
coins, status jewellery, or small gems.

1d10 Reasons These Orcs Must Die

1d10 Orc Names Cultural Position

1  They'’re ugly. A blight on the landscape.

2 Our gods are clear; suffer not Orcs to live.
3 They demanded an outrageous tribute.

4 They keep stealing our cattle. At least,
someone does. It could be them.

A skirmish got out of hand. If we want to
avoid war, all witnesses must disappear.
Everyone knows Orcs poison wells and eat
babies. Do you need an excuse?

Orcs looted and burned our granary.
Some say they have a treasure hoard.
They are the harbingers of an invasion.
They are our ancestral enemies.

o1
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1 Arbol Frontline Warrior

2  Boralgos Dorden Expert Assassin

3  Garshrenk Pragmatic Brawler

4 Ortguth Ambitious Deserter
5  Lurz Bathur Low-Status Assistant
6  Skormwelts Swaggering Layabout
7  Nazgob Ally Liaison

8 Ormsk Headbreaker Critical Trader

9  Scorfmangle Religious Intercessor
10 Dretkag Urblitz Local Leader

1d10 What Are These Orcs Doing?

1 Foraging. Checking corners, gaps, chests.

2  Lighting a cooking fire.

3 Arguing over loot distribution.

4  Telling tales of past victory and future glory.
5  Performing idle feats of strength.

6  Examining and sharpening weapons.

7  Sleeping. 1 on watch, but easy to surprise.
8 Discussing the moral relevance of humanity.
9  On guard. Active and alert.

10 On patrol. Ready for an encounter.

1d10 Clan Names Features

Unusual Abilities

Skin Tones

1  Mugtooth Cracked yellow tusks.
2 Urk Nozbreg Porcine nose and ears.
3  Gahmoradd Withered and bent.

4 Stabthukk Sturdy bristles.

5 Helmbane Ritual facial scars.

6 Reborn Loddug  Neckless and fanged.
7  Borodurb Daubed with ash.

8 Skagleg Canine slobbering.

9  Gattlerag Warty neck wattles.

10 Shakklewort Retractable claws.

Polyglot. Speaks most languages.  Sunburned red.
Prehensile feet.

Can still fight if decapitated.
Immune to weather.

Does not need to drink water.
Can alter skin texture at will.
Slowly regrows severed limbs.
Immediate animal friendship.
Can taste blood to learn secrets.
Touch withers or heals plants.

Flaking rust orange.
Egg yolk yellow.
Sour apple green.
Poison frog blue.
Smooth aubergine.
Mottled granite.
Speckled starfield.
Runny chalk.

Roast pork.
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THE PROBLEM OF EVIL

Orcs are the archetypal “other.” They are often
depicted as barbarians in the classic sense; those
outside a civilization, who exist only in relation to it,
and who want to destroy and despoil it. Some authors
use allegorical Orcs to talk about real-world cultures.
The association is rarely favorable.

Since Orcs come with a lot of assumptions, a GM
should think about how they fit into a setting. There
are 2 options.

Option 1: Orcs are inherently and immutably Evil. They
are soldiers in the battle against cosmic Good. They
are made, not born. They do not really “want”
anything. A Good Orc is as impossible as a square
circle. Orcs cannot be PCs. Allying with them puts you
on the same side as Evil. Words like “Evil” and
“Civilization” get capital letters and have the same
force and universality as mathematical laws.

Option 2: Orcs are people, with all that implies. They
make war for the same reasons people make war;
treasure, glory, necessity, boredom, etc. Their
adversaries might demonize them, but Orcs have as
rich and as varied lives as anyone else in the same
circumstances. Orcs can be PCs. Words like “evil” and

FEAR OF INVASION

The fear of invasion and subjugation by an unknown
power is very, very old. Everything seems to be going
well. Your enemies are known; their methods and
tactics are predictable and match yours. You are
focused on a hundred different local issues. And
then, without warning, a nation from the ends of the
earth, whose language you do not understand, arrives
with sudden violence. They do not respect your
traditions, your property, or your lives. You have no
context to understand their beliefs, their goals, or
their methods.

In the modern world, the ends of the earth are
mapped. Stories need space invaders to create the
same effect. But in a setting where the horizon still
holds danger, the fear of a hostile nation arriving and
destroying the local order is always present. It has
happened before. It may happen again.

If your setting feels comfortable, invade it.

1d10 Omens Of Invasion
1  Smoke on the horizon.

“civilization” are just words. People use them to 2 Thick, unnatural fog.

describe other people. Our leader; their warlord. Our 3  Distant thunder but no signs of a storm.
civilization; their horde. Our homeland; their wastes. 4  Long lines of refugees pulling carts.
You cannot mix the two options. Either Orcs are 5  Wildfires on the horizon.

people or they aren’t. People do not need many 6  Unseasonable rain and hail.
excuses to commit atrocities or slaughter each other. 7 Astrange smell in the air.

No pseudo-scientific nonsense about “warrior races” 8 A maimed captive tied to a horse.
or “martial spirit” or “inherent violence” is required, 9 Nothing. They attack by day.

though it might be applied by enemies to the Orcs, or 10 Nothing. They attack by night.

even by Orcs to themselves for inspirational purposes.

It is easier to justify killing your enemies if you do not 1d10 Fearful R-umours Say They Are...
think they are people, or if you think you are a 1  The harbingers of the apocalypse.
superior kind of person. 2 Numbered beyond counting.

. . . o 3  12'tall fanged cannibals with leather skin.
Tables in this entry focus on Option 2. The material in 4 Creatures without fear, hunger, or mercy.
Chapter 1: People (pg. 8) may also be useful. - - T

5 A nation briefly mentioned in our holy texts.
6 The invited guests of our traditional enemies.
7  Divine punishment for our many failures.
8 Seeking vengeance for an ancient wrong.
9 Ranked, obedient, and organized.
10 Sweeping the world from edge to edge.
1d10 Their Prize Tool They Wear Adorned With They Apparently Seek

1 Horses. Next to nothing. Piercings and scars. All the gold we have.

2  Bows. Dyed cloth. Gold and silver trinkets. All the gold we can mine.

3 Whips. Stinking furs and leather. Bone idols. All our food and livestock.

4 Spears. Strange closely woven cloth. Brightly coloured paint. A rare but worthless plant.

5  War-beasts. Plates of bone or chitin. Long braided hair. A rare but worthless mineral.

6  Swords. Thick padded cloth. Wild unkempt hair. To replace our rulers.

7  Siege Engines. Wooden armour. Grisly trophies. To destroy our religion.

8 Magic. Bands of iron and leather. Feathered cloaks. Warriors for their armies.

9 Handguns. Metal armour, thick and crude. A simple mark, repeated. To exterminate us.

10 Cannons. Metal armour, light and strong.  Glass beads and gems. The ruination of our cities.
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Skeleton

# Appearing: 3x1d10
HD: 1 (4 HP)

Appearance: typically, an animated humanoid
skeleton. Pale bone, cloth scraps, cheerful grin.
Voice: silent. Clicks angrily.

Wants: to obey simple commands. To Kill.

Morality: not applicable.

Intelligence: mechanistic. Some echoes of life allow
for limited problem-solving.

Armour: none. Immune to slashing and piercing
damage.

Move: normal.

Morale: 12

Damage: 1d6 sword or claw.

Skeletons are imprinted with a simple command and
obey it with single-minded violence. Leading a
Skeleton into a trap is trivial.

Building with bone appeals to many Necromancers of
modest means. On the table of 1d100 Skeletons (pg.
62), results 1-50 (1d50) are variants on common
undead Skeletons. They may have improved armour,
additional attacks, or other abilities.

Animated Skeletons are so ubiquitous that some
living creatures mimic them. On the table of 1d100
Skeletons (pg. 62), results 51-100 (1d50+50) are
living creatures or unusual apparitions that merely
appear to be Skeletons. They use the same stats as a
Skeleton unless the GM rules otherwise.

Treasure: 1d6gp in grave goods, corroded jewellery,
and flakes of precious lacquer.

1d10 Skeleton Commands

1d20 Funeral Trinkets

1  Wait here. Kill anyone except for me.

2  Hide here. Kill anyone you see.

3 Patrol this route. Kill anyone you see.

4 Wait here. If you see anyone, wait until they
reach the middle of the room, then kill them.
Wait here. If you see anyone with a weapon,

5 threaten them. If they do not drop all their
weapons, kill them.

6 Do not let anyone through this doorway.

Keep this room clean and quiet.

Every hour, perform this religious ceremony.

8 If anyone disturbs you, sacrifice them.
Greet my guests, remove their armour and

9 .
weapons, and escort them to this room.

10 Wait here. Kill anyone you see. Strip their

bodies and lay them out for reanimation.

[N

Bundle of dried herbs and flowers.

Shiny but worthless lump of quartz.

Wax death mask affixed with string.

Tiny cake of herbal soap.

Glass beads strung in a long chain.
Bronze buckle, dented and curled.

Clay urn with a desiccated heart inside.
Copper ring shaped like a snake.

Carved stone miniature horse and saddle.
10 Bronze flask full of dried wine.

11 Tarnished silver locket, worn to formlessness.
12 Assorted cracked ivory buttons.

13 Crumbling prayer scroll.

14 Steel dagger, snapped in half.

15 Leather bag full of painted beetles.

16 Painted ceramic eyes, eerily placid.

17 Black tallow candle, half burned.

18 Clay tablet of impotent curses.

19 Copper coins to pay a psychopomp.

20 Dead bird preserved in honey.
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1d10 Skeleton Source

1 Local graveyard, raided for decades.
Nearby crypt, long forgotten.

Deadly traps hall, easily reset.

Murder cult, paid by the foot.

Dragon’s teeth, planted in the earth.
Faulty clones, frugally reused.
Disintegration and reanimation ray.
Donated ancestors, willingly repurposed.
Alchemical calcium vat-printer.
Notoriously accident-prone industry.
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1d100 Skeletons

1d100 Skeleton Type

Description

1
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Regular Skeleton
Armed Skeleton
Armed Skeleton
Armed Skeleton
Armed Skeleton
Armoured Skeleton
Armoured Skeleton
Armoured Skeleton
Valuable Skeleton
Valuable Skeleton
Royal Skeleton
Decorated Skeleton
Knight Skeleton
Two-Headed Skeleton
Four-Armed Skeleton
Four-Armed Skeleton
Long Arm Skeleton
Ogre Skeleton

Lesser Giant Skeleton
Gas Burst Skeleton
Dust Skeleton
Floating Skelehead
Skeleton Jelly
Vitrified Skeleton

Ash Skeleton

Bloody Skeleton

Tar Skeleton

Fire Skeleton
Seductive Skeleton
Beehive Skeleton
Hibernaculum Skeleton
Hibernaculum Skeleton
Droning Skeleton
Exo-Skeleton
Exo-Skeleton

Dog Skeleton

Bird Skeleton

Horse Skeleton

Giant Fish Skeleton
Giant Snake Skeleton
Nesting Skeleton
Inverted Skeleton
Ball Skeleton

Wheel Skeleton
Skelecopter

Explosive Punch Skeleton

Ribcage Maw Skeleton
Ghost Skeleton
Dancing Skeleton
Fossil Dinosaur

Grabby hands.

Sword and shield.

Big rusty axe. Swings overhand.

Spear and shield. Circles and stabs.
Bow and arrows. Shockingly accurate.
Rusty horned helmet. Unusually tough.

Scraps of leather and chain. Traps and binds weapons on missed attacks.

Full plate, hinged visor, sword, shield. Clang. Clang. Clang.

Gems in eye sockets worth 20x1d6gp.

Coated in gold foil worth 1d10gp.

Wears a crown, carries a scepter, directs others.

Covered in brightly coloured paint. Smears easily.

Skeleton with a sword on a skeleton horse. Move 2x normal.

Slightly smarter than normal.

Makes an additional attack. Prefers grappling.

With four curved swords. Like a blender. Makes 2 additional attacks.
Attacks with whip-like multi-jointed arms. 10' reach.

Armour as chain. Thick skull. Big and dumb and mean.

10 HP, armour as chain. Crouched and bent. Surprisingly fast for its size.

Hollow bones filled with toxic green fumes. 10' cube, 1d4 poison damage.

Explodes into choking bone dust. 30' cube of opaque dust, lasts 1 hour.
Flying skull dragging a flail body. Fly normal.

Coated in orange slime. Immune to everything. Move %2 normal.
Blasted into cloudy glass and carbonized chunks.

Coated in volcanic dust and stone.

Slathered in blood and scraps of flesh.

Daubed with sticky pitch. Flammable at high temperatures only.

On fire, somehow. Lobs mild harmless fireballs and hops around.
Poses against wall, waggles hips suggestively.

Swarm of bees in the ribcage. Loud buzzing.

Tangle of snakes in ribcage and skull. Makes an additional attack.
Cluster of bats in the ribcage and skull. They get in the way.

Swarm of giant mosquitoes in the ribcage and skull.

Giant crab shell. Attack its weak spot for 2x damage.

Shed spider skin, coated in hair. ltchy residual venom in fangs.
Bites and hunts. Could be tamed.

Small. Tries to peck out eyes. Usually operates in flocks.

Panics. Not smart, but very leggy. Move 2x normal.

Maw full of sharp teeth. Hops and flops.

Skitters on ribcage legs.

Skeleton with another smaller Skeleton with ¥2 HP inside, etc.
Walks on hands, kicks victims in the face.

20 HP, 3 attacks. Fifty skeletons mashed together. Crawls and rolls.
Move 3x normal. Comes out of nowhere, runs people over.
Spinning knife-edged arms. Fly %2 normal, unsteadily.

Fires one arm like a primitive gunpowder missile. 30' range, 2d6 damage.
Tries to bite people to death with its chest.

Poltergeist (pg. 160) manipulating bones. Floaty and wobbly.

Will try to dance with the living. May pull their arms off.

Stuck halfway into the walls.
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1d100 Skeleton Type

Description

51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99

Painted Human
Disguised Human
Disguised Human
Disguised Human
Incredibly Old Human
Cursed Human
Wereskeleton

Cloth Skeleton

Paper Skeleton

Chalk Skeleton

Straw Skeleton

Wood Skeleton
Clockwork Skeleton
Wall Skeleton

Ooze Skeleton

Plant Skeleton

Rat War-Engine
Mimic Skeleton
Puppet Skeleton
Puppet Skeleton
Illusory Skeleton
Illusory Skeleton
Illusory Skeleton
Worm Skeleton
Delusion Skeleton
Delusion Skeleton
Goblin Skeleton
Skeleton Bird

Sugar Skeleton
Infernal Skeleton
Angelic Skeleton
Ivory Skeleton

Stone Skeleton

Ice Skeleton

Smoke Skeleton
Insect Skeleton

Rope Skeleton
Glassflesh Creature
Skeleton Lure
Skeleton Hermit Crab
Skeleton Hermit Crab
Inflatable Skeleton
Bony Lizard
Disguised Dryad
Lead Skeleton

Wax Skeleton

Paper Mache Skeleton
Rogue Anatomy Model
Octopus Skeleton

100 Glass Skeleton

Skinny person in black and white paint. Realistic.

Person in very deceptive black and white clothing.

Person in black clothing with a skeleton tied to it.

Person in skeleton armour. Possibly a Knight (pg. 21).

Nearly transparent skin, stringy hair, knobbly fingers.

Cursed by a witch to look like a skeleton. Can only say “Ack.”
Human by day, skeleton by the light of the moon.

Animated by painted spells.

Folded from one sheet of enchanted paper.

Sanded and chisled golem. Squeaky and dusty.

Tightly wound straw limbed golem. Rustic.

Carved and articulated golem. Brass hinges.

Controlled by springs, wires, and a golem brain.

2D cutout, slides along walls, takes over humanoid shadows.
Bones motivated by transparent jelly.

Bones motivated by parasitic vines.

Skeleton controlled by cunning rats with pulleys and levers.
Disguise of a small Mimic (pg. 53).

Controlled from another room by nearly invisible wires.

Controlled by a reclusive telekinetic Wizard (pg. 35) hiding nearby.
Stop-motion, projected via a magic gem lantern.

Realistic, but projected on a flat plane. Flickers between viewers.
Magic projects an image of viewer's skeleton. All actions are mirrored.
Bones motivated by flesh-eating red worms.

Created by a spell. Only exists in the target’s mind.

Hallucinogenic dust from a rare plant makes victims see skeletons.
Too stupid to know it's undead, sneaky enough to get away with it.
Thin wading bird camouflaged as a hunched-over skeleton.
Animated morbid confectionery. Soluble in water.

Sulphurous, daemonic. Tiny horns. Maliciously intelligent.

Halo, wings, ragged white robes. Wearily moral.

Worth 200gp if captured undamaged. Easy to crack.

Golem carved from white marble. Beautiful. Loves to pose.
Summoned from somewhere cold, forced into this shape.
Enchanted grey fog, condensed into this shape.

Stick-like insect camouflaged as a skeleton.

Made of enchanted white rope, carefully knotted and coiled.

Clear living tissue surrounding a coincidentally humanoid skeleton.
Abyssal Fish (pg. 283) with wobbly skeleton lure.

Skull-shaped crab manipulates other bones with spindly legs.
Each bone is home to one small crab. They work together.

Special bladder deployed by a small turtle. Scares away predators.
Armour plated in white. Skull looks very odd in profile.

Hidden inside of bones so people leave it alone. See Dryad (pg. 240).
White lead golem. Dense but soft. Toxic in large doses.

Candle golem with a macabre shape. Flammable.

Enchanted and full of delicious hard candy. Candy may be cursed.
Clay organs inside an enchanted clay skeleton. Obeys shouted commands.
Controlled by thin mutated terrestrial octopus. Skittish.

Enchanted artistry. Can be used to deduce potion effects.
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Despite their presence in the name of several popular
RPGs, Dragons feel like underutilized creatures.
Their reputation is intimidating.

Then the night-demon,
The old dragon, discovered the hoard-joy
Unguarded, unprotected, a worm’s want.

In many ways, Dragons are humans with vices and The serpent stole in, the furious flamer

flaws written in capital letters. They are operatic, Who seeks barrows, the naked slayer

more real than reality. The rest of the world feels like Who flies by night, sheathed in fire.

painted scenery. Their form and abilities mirror a Earth-dwellers desperately dread this dragon,
classic adventuring party: protection, mobility, Who guards heathen gold in earth for eons.
power, obsession, and unbounded greed. His unused gifts bring him no good.

Dragons act how people think cats act: skittish, —Beowulf, trans. Craig Williamson

lethargic, aloof, intensely focused, contemptuous,
cloying, easy to bribe but difficult to please, full of
secret goals and gleeful destruction.

Dragons don’t need to be massive castle-devouring
harbingers of doom. A “small” dragon (represented
in this book by a Young Dragon, pg. 79) makes an
excellent rival, benefactor, ally, or siege weapon.

1d10 Cross-Reference Omen Cross-Reference Encounter 2d6
1 Wheezing groans, clouds of black 1 cantankerous Tortoise Tsar (pg. 235) presents a list of 23
smoke, crunching gravel. complaints to 1 Ancient Dragon (pg. 67).
Light without shadows, thick as fog, 1 Living Gem (pg. 130) projects and sustains 1 Ethereal
2 - T . 4
brittle as river ice. Dragon (pg. 74). A crystallized soul.
3 Retching, drops of slime, skin flakes, 1 Hatchthing (pg. 200), freshly disgorged by 1 profoundly 5
self-pitying wails. confused Droggin (pg. 73).
Trumpets, pennants, bellicose cries, 4d6 Barbarians (pg. 17) guard 1 Young Dragon (pg. 79).
4 . " ) 6
smell of roast meat and spices. Ambitious war-cult and confident patron.
5 Screeching, feathers, blood, ringing 1 Knight (pg. 21) mounted on 1 Griffon (pg. 105) duels 1 7
swords. Dracospawn (pg. 71) mounted on 1 Drake (pg. 72).
6 Descending whistle, streaking 2d6 Trolls (pg. 245) flee before the diving attacks of 1 8
shadows, garbled curses. Wyvern (pg. 78).
7 Greasy shadows, yelps, neatly severed 1 Grue (pg. 130) surrounds 3x1d6 paranoid Kobolds (pg. 9
limbs, puddle of orange light. 75). Lantern light is fading.
8 Honks and whistles, fluttering wings, 2d6 Swift Lizards (pg. 114) snap at 1 Pseudodragon (pg. 10
aurora of magic. 78). Trying to lead them towards the PCs.
9 Slurping, thrashing, furious roars, 2d6 Remoras (pg. 275) hold 1 irate Drake (pg. 72) in 11
winding slime trails. place. Mildly parasitic mudskippers.
Wild cackling, wall of fog, sun- 1 Necromancer (pg. 163) rides 1 Zombie Dragon (pg. 81).
10 . . 12
drowning clouds, funeral reek. Almost certainly up to no good.
Monsters Hit Dice 1d10 Draconic Legends
Kobold 0 1  Grew from a grub no bigger than my thumb.
Pseudodragon 2 2  Eats lost sheep. I've seen it!
Dracospawn 3 3 Can kill with a glance or a curse.
Drake 8 4 Cracked open the ancient hill cairns.
Young Dragon 10 5  Overly fond of milk and fresh fruit.
Droggin 12 6  Regularly visits us (in disguise).
Wyvern 14 7  Flies to the moon during eclipses.
Ethereal Dragon 20 8 Devoured nine monarchs in one day.
Zombie Dragon 25 9  Wiser than any sage, older than the stars.
Ancient Dragon 30 10 Don'’t be a fool. It died a long time ago.
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Dragon
Random

ncounters

1d10 Omen Encounter
1  Plummeting clouds, sense of dread. 1 Ancient Dragon (pg. 67), aware, alert, and full of ill intent.
2  Marching, clanking, fluttering banners. 2d6 Dracospawn (pg. 71) on patrol. Cautious, well trained.
3  Deep grunts, claw marks. 1 Drake (pg. 72), bluffs a charge to defend its territory.
4 Wailing, smell of raw meat, skin flakes. 1 Droggin (pg. 73) in a dust bath. Yet another awful day.
5  Crackling light, leaping dust. 1 Ethereal Dragon (pg. 74) flies by at speed, circles, descends.
6 Eyeshine, muted conversation. 3x1d6 Kobolds (pg. 75) in a defensive knot. Weapons ready.
7  Dull clunking, peevish whistling. 1 Pseudodragon (pg. 78) with its head stuck in a glass jar.
8 Circling shadow, silent birds. 1 Wyvern (pg. 78) dives, wings folded, eyes fixed on a target.
9  Steady wingbeats, creaking. Majestically, 1 Young Dragon (pg. 79) lands, makes demands.

10 Miasma of rot, crawling maggots. 1 Zombie Dragon (pg. 81) exhumes itself in a fountain of earth.
1d10 Combined Omen Combined Encounter 2d6

1 Tides of nausea, melting shadows, 1 Zombie Dragon (pg. 81) and 1 Ethereal Dragon (pg. 74). 23
oiled silver heat haze. Entwined souls and fates. A roiling cataclysm.

5 Squeals for mercy, catastrophic 1 Droggin (pg. 73) flees before the palpably wrothful 4
detonations, wheezing coughs. disappointment of 1 Ancient Dragon (pg. 67).

3 Flashes of vivid colour, rising terrain, 1 Pseudodragon (pg. 78) haunts the barrow of 1 Zombie 5
weather-worn chipped stones. Dragon (pg. 81). Tries to get people to crack gold seal.

4 Clawed footprints, faint smell of 1 Dracospawn (pg. 71) rides 1 Drake (pg. 72). Loyal pair, 6
ammonia, harsh challenge. delivering a simple but unwelcome message.

5 Lockstep clatter, chorus of titles, 20x1d20 Kobolds (pg. 75) protect 1 Young Dragon (pg. 7
leathery sweep of wings. 79). Ambitious, tribute-seeking, possibly overconfident.

6 Descending whine, flickering tongue, 1 Drake (pg. 72) tastes the air, then snaps playfully at 1 8
high-pitched confusing insults. Pseudodragon (pg. 78). Tracks by scent.
Hurricane of shadows, sliced air, 2d6 Wyvern (pg. 78) circle overhead. 2d6 Kobolds (pg. 75)

7 . . . . 9
swooping. Snares, glowing eyes. wait to finish off and loot the wounded.

8 Elaborate insults, booming laughter, 1 Young Dragon (pg. 79) taunts 1 Droggin (pg. 73). 10
sticky coughs, interrupted retorts. Siblings, full of love and loathing in equal measure.

9 Burst of light, ultrasonic screams, 1 Ethereal Dragon (pg. 74) duels 2d6 Wyverns (pg. 78) 11
falling blood and scales. more from habit than hostility.

10 Howling horns, earthshaking steps, War-procession of 1 Ancient Dragon (pg. 67), 2d6 12
fleeing wildlife. Dracospawn (pg. 71), and 20x1d20 Kobolds (pg. 75).

1d10 Where They Find You (Indoors) Where They Find You (Out Of Doors)  Draconic Leitmotifs

1  Forgotten incubator. Vanes, furnaces. Border post line. Menacing markers. Slow atonal rumbling.

2  Charnel pit. Bones, ash, rags. Looted tribute wagon. Soggy ditches. Thundering military brass.

3 Jaw portcullis. Theatrical, overbearing. Primordial basalt sundial platform. Shrieking sawed violins.

4 Pentagonal domed temple. Crater. Brimstone, smoke, regret. Heartbeat drums.

5  Moldering crumpled outpost. Trail of a grass fire. Black plain. Soft twittering flutes.

6 Tilted recently quarried tunnel. Sacrificial pavilion. Pillars, chains. Chanting chorus.

7  Ruptured panoptical prison. Shadow of a small floating island. Blared catchy triad.

8  Crushing chamber. Spiked walls. Lone lightning-blasted tree. Theremin warbling.

9 Defaced mosaic. Shards, false history. Cauterized orchard. Scorched rows. Heartrending chords.

10 Rustic terrarium. Cottage under glass. Rectangular reflecting pool. Pompous trumpeting.
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1 Ancient Dragon

# Appearing: 1
HD: 30 (135 HP)

Appearance: a titanic winged lizard. Teeth like swords,
wings like sails, eyes like lanterns.

Voice: bass rumble of polite contempt.

Wants: to increase its Hoard (pg. 70).

Morality: the unquestioned superiority of a tyrant.
Intelligence: genius, honed by centuries of practice.
Still subject to flattery, gifts, and manipulation. Can
smell magic and see through illusions.

Armour: as plate+shield. Imnmune to non-magical
damage, any elemental damage associated with their
Special Attack, and mind-altering effects. Reduces all
incoming damage by 3.

Move: normal, fly 2x normal.

Morale: 11

Damage: see below.

Each round, an Ancient Dragon may use one of the
following abilities.

1. Savage

1d8+1 claw / 1d8+1 claw / 2d10 bite. If the Ancient
Dragon was flying and lands to make these attacks, it
instead deals 1d10+1 / 1d10+1 / 2d12 damage.

2. Special Attack

The Ancient Dragon inhales, glows, or rumbles. On its
next turn, it uses a Special Attack. See the table on
pg. 74. If two attacks are listed, an Ancient Dragon
may use either attack.

3. Tail Strike
1d12 damage, Save to dodge. Struck targets are
pushed 30' and fall prone.

4. Lesser Spell
The Ancient Dragon chooses one effect. 100' range.

* Target object is dragged 50' towards the Ancient
Dragon. Magical objects can Save to negate.

* Pass through solid objects for 1d6 minutes.

¢ Fill up to ten 10' cubes with fog or drifting ash.

 Extinguish all light sources within 100"

Additionally, an Ancient Dragon can use each of the
following abilities twice per day. 100' range.

1. Shackle to the Earth
Target creature stops flying and takes normal fall
damage.

2. Dominate Creature

Target creature must Save or fall under the Ancient
Dragon’s control. On their next turn, the Ancient
Dragon controls their actions. The Ancient Dragon can
maintain this ability indefinitely, with no range limit, by
taking no other action.

3. Greater Spell
The Ancient Dragon chooses one effect.

*The Ancient Dragon transforms into a human-sized
creature. It can end this effect at any time. While
transformed, it cannot fly, use a Tail Attack, or use a
Special Attack.

e Target creature must Save or die.

*The Ancient Dragon creates a complex illusion up to
a 200' cube in size. Creatures with 6 or more
Wisdom will notice its unnatural nature within a few
minutes. The illusion lasts for up to 24 hours.

The Ancient Dragon can take 1d6 damage to
automatically pass a Save against any effect. This
requires considerable effort, and the Ancient Dragon
can only use a Lesser Spell or a Tail Strike on the
subsequent round.

When an Ancient Dragon first appears, all creatures
must Save against Fear or flee. Non-intelligent
creatures and low-level hirelings automatically fail
their Save.

An Ancient Dragon has, through centuries of careful
maneuvering and growth, acquired enough power to
shrug off all but the most potent challengers. It can
amass a legendary Hoard and pursue other goals
with relative impunity. Its ambitions are limited only by
personal flaws.

Treasure: at least one magnificent Hoard (pg. 70).

1d10 Name Titles Additional Titles Yet More Titles Appearance Fragments
1 Borasco The Pitiless River of Claws The Voracious Enthralling eyes, amber and ice.
2  Hature-Fang Unyielding Peerless, Alone  Above Wisdom Three pairs of chipped horns.
3  Eskcallow Spire-Tyrant Death of Armies  World Executioner Flicking blood-red tongue.
4 Lare Imperator The First Ember Winged Calamity Orphan-Maker Luminous dorsal spines.
5  Agryreheart Light of the South Soaked in Blood Blade-Blight Sheds white vapour from seams.
6  Morinecoile Star-Swallower Fear Made Flesh True Guardian Mane of crackling golden light.
7  Lungis-Haringe The Venerated Scourge of the Air Amunificent Scales engraved with faces.
8 Thornscale Dread Majesty Living Meteor Furnace of Woe  Retractable claws, fangs.
9  Brylgout Who Devours Awe-Talented Bane of Cities Thick stonecrushing beak.
10 Gauldarion Last Immortal The Bleak Light  Divine Serpent Speckled with failed weapons.
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1d10 Ancient Dragon Form Current Mood Current Activity Current Problem
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Serpentine. Fangs, narrow head. Wrothful Sleeping deeply. Scattered disobedient children.
Auroch. Pair of curved horns. Philosophical  Sleeping fitfully. Too large to navigate lair.
Crested. Dorsal and limb sails. Inquisitive Feigning sleep. Insufficiently feared.

Fortified. Crenelated shoulders. Prudent Scrutinizing hoard. More than prudently loathed.
Compact. Squat, muscular. Torpid Digesting. Primeval rival suddenly active.
Leonine. Mane, whiskers. Sardonic Admiring self. Lost in own tangled scheme.
Thorned. Barbed, shimmering. Paranoid Percolating plots. Isolated; suspects minions lie.
Sleek. Pointed, elongated. Vituperative Listening to reports.  Feels death approaching.
Regal. Crown of thick scales. Cryptic Bemoaning the youth. Tempted to hoard a new thing.
Predatory. Forest of teeth. Placid Waiting impatiently.  Monumentally bored.

1d20 Type Special Attack

1 Red Fire Breath. 80' cone, 8d6 fire damage, Save for half.

2 Orange Fear Haze. 50' cube, Save each round or flee. Dissipates after 6 rounds.

3  Yellow Sandstorm. 50' cone, 4d6 bludgeoning damage, Save or fall prone.

4 Green Caustic Gas. 40' cube, 6d6 poison damage. Dissipates after 6 rounds.

5 Blue Lightning Bolt. 100' line, 4d12 lightning damage, Save to dodge.

6 Indigo Vacuum. 100' cone, 1d8 sonic damage. Creatures and loose objects are pulled 50'.

7  Violet Howling Annihilation Ray. 100' beam, 5d10 damage, Save to dodge. Reflected by mirrors.

8 Black Acid Spray. 60' line, 10" wide. 4d6 acid damage, plus 1d6 acid damage per round until washed.

9  White Cone of Frost. 100' cone, 6d6 cold damage, Save for half. If hit, move at %2 speed for 6 rounds.

10 Prismatic Shellfire. 3 shots. 100' range, 20' radius at point of impact, 4d6 damage, Save for half.

11 Lead Radioactivity. 50' cone, 3d6 damage, roll for each target. If even, targets healed for that
amount instead. All targets permanently lose 1 Constitution.

. Rash Miasma. 50' cube. Save each round or take the most dangerous, inadvisable, and bold

12 Tin ) o
action. Dissipates after 6 rounds.

13 Iron Sword Spray. 50' cone, 5d10 piercing damage, Save for half. Creates 3d6 rusted iron swords.

14  Brass Sleep Gas. 70' cone. Save or fall asleep for 24 hours. Wake up after 1 point of damage or 1d4
rounds of vigorous shaking. Or Fear Haze (2, above).

15  Bronze Repulsion Gas. 30' cube, shoves everything to nearest edge, Save or fall prone. Dissipates after
6 rounds. Or Lightning Bolt (5, above).
Stunning Fumes. 30' cube, Save each round or be stunned. Dissipates after 6 rounds. Or Acid

16 Copper
Spray (8, above).
Delusion Gas. 50' cube, Save each round in the area or randomly select targets after declaring

17  Mercury . -
actions. Dissipates after 6 rounds.

. Paralysis Gas. 30' cube, Save each round in the area or be paralyzed for 1d6 rounds. Or Cone

18 Silver
of Frost (9, above).

19 Gold Fire Breath (1, above) or Caustic Gas (4, above).

50 Chrome Insubstantial Vapour. 50' cone, Save or become insubstantial and unable to affect the world, or

be affected by it, for 1d6 rounds. Or two chromatic attacks combined, at once (2 1d10).
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1d10 Draconic Declarations DESOLATIONS

1 Yourdeath will be ?S pointless as your life. Ancient Dragons often hoard territory. A region

2 Do not test my patience or my mercy, for | controlled by a Dragon is called a Desolation, usually
have neither. by the people being desolated. Space is security.
The arrogance of your quest will be matched Attacks on a Dragon’s hoard are more difficult when
by the agony of your demise. anything moving through its territory is scrutinized,

4 You will be consumed and forgotten. followed, intercepted, and / or incinerated. An

5 Take a moment to contemplate mortality. invading army might be met with a brutal
What insolence! What presumption! To stand counterattack, a confident diplomat, a politely worded

6  before me, to speak as if | should listen, to request, or a row of evenly-spaced corpses along both
raise a weapon! Die. Suffer, and die. sides of the road.

You were doomed the moment you embarked

7 on this road. Your path ends here. Anoien't Dragon§ tend to prefer weak but enduring

o Do not pray to your gods. Pray to me if you dynasties as n§|ghbors, who kngw (from Iegean or
must, but do not expect an answer. personal experience) that entering the'DelsoIatlon
Like a coward, you have chosen suicide. means death, and.are too obsessed Wlt'h |nternal
Killing you will be a brief and amusing d|sqsters or endu'nng feuds to form Iagtmg alliances.

10 If crises do not arise naturally, the Ancient Dragon

diversion. Try to die with dignity.

may (subtly or directly) engineer them. Unless the PCs

MENU are exceptionally cautious, or the Ancient Dragon is

) . ) i unusually neurotic, incompetent, or distracted, it will
Flavour: raw crackling magic. Flakes like fish. be aware of the PCs.
Notes: Ancient Dragon meat cures cavities, improves
eyesight, and makes a few other cosmetic alterations. 1d10 What Do The Inhabitants Think?

Roll twice on the table below, or four times if you 1  Thisis paradise. Our god is very strong.

consume the heart (a suitable meal for two people). 2 One tyrant or another; what does it matter?
3  It's peaceful here. No challengers.
1d10 Result 4 We leave it alone, it leaves us alone.
Shattered. Save or die and explode (10’ 5  Tribute is due on the 11™ of each month.
 radius, 2d6 damage.). If you pass, gain 1 6 Do not. Talk. About. The. Dragon.
1-2 : . .
random mutation (pg. 191), edited to make it = e s 2 e W e G (e,
gragon-tF?erT;elo_l. tion. You heal full 8 We await the arrival of the Chosen One, who
ragon Revitaliza on. Tou .ea ully, are will set us free. Obviously it's not you.
3-5 cured of any non-magical diseases, and .
resrow anv missing limbs o features 9  They say things were better before.
g . g : 10 Join our secret rebellion! It will end brilliantly.

Raw Power. Save. If you fail, take enough
6-7 damage to reduce you to 1 HP. If you pass, 1d10 Omens Or Side-Effects Of An Ancient Dragon

gain +1to 2 random stats. . 1 Mental glimpse of titanic predatory eyes.
Hoard. You covet whatever the A'nC|'en'F . 2 Taste of burnt meat, ash, and clay.

8  Dragon hoarded. You can smell it thhm :.LOO’ 3  Flesh feels translucent, almost unreal.
and mugt Save to gpend, sell, or discard it. 4 Oaths, curses, and promises echo.
Scaleskin. Your skin becomes tough and ; .

5 Gold trembles, silver chimes.

9 segmented. You cannot wear armour, but 6 Fi ils itch. twi h
your skin counts as chain armour. |ngerr-1a| S itch, twist, grow sharp.
Dragon Vision. Gain 30' darkvision. You can 7 Falsefire on weapon edges.

10 see through smoke and i||usi0nS, detect 8 Sudden desire to hoard, count wealth.
invisible creatures, and hypnotize small 9  Perspective shift, as if shrinking or falling.
mammals by staring at them. 10 Old memories bubble up. Failures and fears.

1d10 Why Doesn’t This Ancient Dragon Rule The World?

| do not rule. That would imply some form of reciprocal relationship. | harvest.

The prophecy has yet to be fulfilled. The stars are not aligned. When the time is right, the world will perish.
Rule you? That'’s disgusting! | mean, look at you! What a nauseating prospect.

| do not want to be responsible for, or in any way tainted by, the endless miserable failures of your kind.
So many distractions! Incessant demands on my time, swarms of petitioners and supplicants.

You are not currently worth ruling. | do not want a legion of illiterate bumblers as subjects.

Who says that | do not? My schemes are manifold and subtle. Power does not need to be visible.

And what would conquest accomplish? That is adorable. So naive. So enthusiastic.

Dominion is one step of my truly magnificent plan. One must not be hasty or unprepared.

10 |do. What year is it? What? Hellfire! Take a nap for a few centuries and everything falls apart.

[N
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Generic Hoard

Dragons hoard compulsively. Their collections are a
reflection of their worldview, their personality, and
their neuroses. A valuable Dragon’s hoard is worth
2,000x3d6gp. A strange hoard is potentially worth
100x1d10gp. Large, ancient, or eccentric dragons
may have multiple combined hoards. Hoards may
contain magic items (1d100, pg. 37).

1d10 Valuable Hoards

A newly acquired hoard might represent enough
wealth to satisfy the most avaricious adventurer and
crash the local economy, but defending it, let alone
moving it, is a significant challenge. A hoard’s new
owners face the same challenges as the Dragon. A
hoard isn’'t just money. It's a universal motive.

1d10 Hoard Form

1  Gold. Coins, crowns, plates, ingots.

2  Silver. Chains, chalices, rings, candlesticks.
3  Copper. Rods, spools, bracelets, nodules.

4  Gems. Cut, raw, inset, illuminated.

5  Pearls. Strung, in bowls, in living oysters.

6 Jade. Slabs, trinkets, beads, carvings.

7  Books. Rare, illustrated, magical, oversized.
8 Weapons. In sheaves, exotic, enchanted.

9  Sculptures. Masterworks, daring, egotistical.
10 Paintings. Framed, rolled, tawdry, abstract.

1  Casual sprawling heap.

2  Stacked bins, barrels, sacks, and chests.
3  Tastefully curated gallery. Small plaques.
4 Vaults within vaults. Locks, deathtraps.

5  Suspended. Wires, buckets, gantries.

6  Fused or accreted into a solid lump.

7  Meticulously catalogued, stacked, indexed.
8  Forgotten pits, antechambers, crevices.

9  Procession. Servants, belts, wheels.

10 Bank or Library. Clerks, loans, contracts.

1d20 Strange Hoards

1d20 Curiosities and Capstones

1  Cats. Aloof, skittering, feral, preening.

2 Liquor. Casks, distillations, infusions.

3  Bones. Lacquered, articulated, toothmarked.
4 Lists. Taxes, births and deaths, receipts.

5 Deodands. Objects that have caused death.
6  Mirrors. Twisting, tarnished, speaking.

7  Tools. Saws, anvils, specialized instruments.
8  Eggs. Trays, incubators. Brightly coloured.

9 Insects. Shimmering, swarming, pinned.

10 Music. Sheets, instruments, orchestras.

11 Nature’s Mistakes. Dried, pickled, stuffed.
12 Spices. Conical mounds, flasks, seedbeds.
13 Masks. Leering, porcelain, feathered.

14  Cheese. In wax, wedges, vats, towers.

15 Birds. Caged, fluttering, screeching.

16 Timepieces. Clocks, hourglasses, candles.
17  Architecture. Sketches, columns, mosaics.
18 Flowers. Dried, sprouting, toxic, pollinated.
19 Odours. Sealed jars, perfumes, pipes.

20 An emotion. Joy, sorrow, anger, relief, anxiety.

1 Looter’s Key. Opens any lock, explosively.

2 Thunderbolt Stone. Attracts lightning.

3 Immortal Tea. Adds 50 years of life. 3 uses.
4 Archgem. Glitters with frozen sta