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A well-preserved ruin is found in your kingdom, with 
historical artifacts connected to the people who lived 
in your land long ago. 

Lore +1. If you have a Museum, the discoverers 
donate 10,000 gp worth of historical artifacts 
to its collection (if you have multiple Museums, 
choose one as the recipient).

Archaeological Find              BENEFICIAL
 KINGDOM



One of your leaders (determined randomly) is the 
target of an assassination attempt. 

If the target is a PC, the GM should run the 
attempt as an encounter, using an assassin of a 
Challenge Rating equal to the targeted PC’s level. 
If the target is an NPC, you must succeed at a 
Stability check to prevent the assassination. If the 
assassination occurs, Unrest increases by 1d6 and 
the kingdom immediately incurs the penalties for 
not having a leader in that role.

Assassination Attempt                  DANGEROUS

 KINGDOM



Bandits are preying upon those who travel through 
your kingdom. 

Attempt a Stability check. If you succeed, your 
kingdom’s defenses stop the bandits before they 
cause any harm. If you fail, the bandits reduce 
your kingdom’s Treasury by 1d6 BP (each time you 
roll a 6, add the result to the total and roll again).

Bandit Activity	 DANGEROUS
 KINGDOM



Commerce booms in one of your settlements. 

Randomly select one settlement. Until the next 
Event phase, Economy increases by the number 
of buildings in the settlement that grant an 
Economy bonus, and Corruption increases by 1d4 
in that settlement.

Boomtown	 BENEFICIAL
 SETTLEMENT



The citizens demand a particular building be built 
(01—75) or demolished (76—100). 

Select the building type randomly from those 
available for the settlement. If the demand is not 
met by the next Event phase, Unrest increases 
by 1. Alternatively, you can suppress the citizens’ 
demands and negate the event by succeeding at a 
Loyalty check, but this reduces Loyalty by 2.

Building Demand                 DANGEROUS
 SETTLEMENT  CONTINUOUS



A carnival, traveling menagerie, or similar roving 
festival comes to a randomly determined settlement 
in the kingdom. 

This functions as a Festival Edict (civic festival) 
but at no cost to the kingdom’s treasury. However, 
some carnivals provide cover for miscreants, and 
there is a 25% chance (regardless of whether the 
kingdom checks for the festival succeed) that 
the same settlement is affected by a Dangerous 
Settlement Event (roll randomly) in the same 
month. This is in addition to the potential for 
squatters or vandals as a result of a failed festival. 

Carnival	 BENEFICIAL
 SETTLEMENT



Pests, blight, and weather ruin the harvest! 

Croplands are devastated in the settlement’s 
hex and all adjacent hexes. Attempt two Stability 
checks. If both succeed, the problem is fixed 
before your kingdom takes any penalties from 
the event. If only one succeeds, affected farms 
reduce Consumption by 1 (instead of the 
normal reduction) in the next Upkeep phase. If 
neither succeeds, affected farms do not reduce 
Consumption at all in the next Upkeep phase.

Crop Failure 	 DANGEROUS
 SETTLEMENT



A religious cult of an alignment opposed to the 
kingdom’s alignment begins kidnapping, converting, 
or even publicly sacrificing citizens. 

Attempt a Loyalty check and a Stability check. If 
both succeed, the cult is disbanded before your 
kingdom takes any penalties from the event. For 
each of these checks you fail, Unrest increases by 
1 and Productivity, Society, and Stability decrease 
by 1. If both checks fail, the event continues in the 
next Event phase.

Cult Activity 	            DANGEROUS
 SETTLEMENT  CONTINUOUS



A nearby kingdom sends an ambassador to you.

The kingdom seeks to negotiate an embassy (01—
60), treaty (61—90), or alliance (91—100), as if using 
a diplomatic edict (see Optional Kingdom Rules: 
Edicts). If the GM doesn’t have an appropriate 
kingdom in mind when this event occurs, 
determine the kingdom’s alignment randomly; it 
may be hostile or friendly. The ambassador bears 
1d4 BP worth of gifts for your kingdom.

Diplomatic Overture              BENEFICIAL
 KINGDOM



Scholars unearth a bit of ancient lore or devise 
important new research of their own. 

Fame increases by 1 and Lore increases by 1d4.

Discovery 	 BENEFICIAL
 SETTLEMENT



One of your settlements becomes a hive of illicit 
drug trade. 

Attempt a Loyalty check and a Stability check, 
with a penalty equal to the number of Brothels, 
Tenements, Waterfronts, and lots with squatters 
in the settlement. If you succeed at both checks, 
you eliminate the drug den before your kingdom 
takes any penalties from the event. If you fail at 
one check, Crime and Unrest increase by 1. If you 
fail at both checks, Crime and Unrest increase by 
1; Economy, Loyalty, and Stability decrease by 1; 
and on the next Event phase, a second drug den 
event occurs in the same settlement (01—50) or 
the nearest settlement (51—100).

Drug Den 	 DANGEROUS
 SETTLEMENT  CONTINUOUS



Trade is booming in your kingdom! 

Your Treasury increases by 1d6 BP (each time you 
roll a 6, add the result to the total and roll again).

Economic Boom                    BENEFICIAL
 KINGDOM



Your kingdom’s leaders are invited to a festival in a 
neighboring kingdom. 

If you attend and bring 1d4 BP worth of gifts, 
for the next year Society increases by 1, Fame 
increases by 1 for any check relating to that 
kingdom, and you gain a +2 bonus on edict 
checks relating to that kingdom.

Festive Invitation                   BENEFICIAL
 KINGDOM



Nobles (or other influential rival groups) are bickering 
and their rivalry threatens to erupt into bloodshed.

Attempt a Loyalty check. If you succeed, you end 
the event but Unrest increases by 1. If you fail, 
Corruption increases by 1, Unrest increases by 
1d6, and the event is continuous.

Feud 	 DANGEROUS
 SETTLEMENT  CONTINUOUS



Spoilage, treachery, or bad luck has caused a food 
shortage. 

Attempt a Stability check. If you succeed, 
Consumption in the next Upkeep phase increases 
by 50%. If you fail, Consumption in the next 
Upkeep phase increases by 100%.

Food Shortage	 DANGEROUS
 KINGDOM



Farmers produce an unexpected windfall! 

In the next Upkeep phase, the kingdom’s 
Consumption is halved (but returns to normal on 
the next turn).

Food Surplus	 BENEFICIAL 



Good weather raises spirits and productivity. 

Economy, Loyalty, and Productivity increase by 2 
until the next Event phase.

Good Weather	 BENEFICIAL



The citizens demand a particular improvement 
be built (01—75) or demolished (76—100) in the 
chosen hex.

Select the improvement type randomly from 
those available for the terrain in that hex. If the 
demand is not met by the next Event phase, 
Unrest increases by 1. Alternatively, you can 
suppress the citizens’ demands and negate the 
event by succeeding at a Loyalty check, but this 
reduces Loyalty by 2.

Improvement Demand                   DANGEROUS

 KINGDOM  HEX



Zealots mobilize public opinion against a particular 
race, religion, kingdom, behavior, or kingdom leader. 

Attempt a Loyalty check. If you fail, the zealots 
run rampant; Infamy and Law increase by 1 and 
Lore, Loyalty, Productivity, and Stability decrease 
by 2. If you succeed, the zealots are somewhat 
suppressed; Lore, Loyalty, Productivity, and 
Stability decrease by 1. Two successful checks in 
a row end the event (if a check ends the event, no 
penalties from it occur that turn).

Inquisition 	 DANGEROUS
 SETTLEMENT  CONTINUOUS



Authorities shut down a major criminal operation or 
thwart a plot against the settlement. 

Law and Loyalty increase by 1 and Crime and 
Unrest decreases by 1.

Justice Prevails                      BENEFICIAL
 SETTLEMENT



Overeager settlers claim an unclaimed hex and work 
to improve it but fight over ownership. 

Select an unclaimed hex adjacent to your territory. 
The settlers construct a Farm, Mine, Quarry, or 
Sawmill at their own expense. This hex is not part 
of your kingdom, so you gain no benefits from it. 
Productivity, Society, and Stability decrease by 1. 
Attempt a Loyalty check. If you succeed, Unrest 
increases by 1. If you fail, Unrest increases by 
1d4. If you construct an identical improvement 
in an adjacent hex during your next Edict phase, 
remove this event’s changes to Productivity, 
Society, and Stability.

Land Rush	 DANGEROUS
 KINGDOM  HEX



A fire, storm, earthquake, flood, massive sabotage, or 
other disaster strikes! 

Roll 1d6; on a result 
of 1—5, the disaster 
threatens only 1 
improved hex. On a 
result of 6, the disaster 
is widespread and 
threatens 1d6 additional 
improved hexes adjacent 
to the target hex. 
Attempt a Stability check 
for each threatened 
hex; failure means 
the disaster destroys 
one terrain improvement in the hex and Unrest 
increases by 1. (This Stability check represents 
your kingdom’s ability to prepare for or react to 
the disaster as well as the structure’s ability to 
withstand damage.)

Large Disaster 	 DANGEROUS
 KINGDOM  HEX



A fire, a flood, a storm, an earthquake, massive 
sabotage, or another disaster strikes the settlement! 

Roll 1d6 to determine how many lots are 
threatened by the disaster. On a result of 6, the 
disaster is widespread and affects 1d6 additional 
adjacent lots. Attempt a Stability check for each 
threatened lot; failure means the disaster destroys 
the building in that lot and Unrest increases by 
1. (This Stability check represents your kingdom’s 
ability to prepare for or react to the disaster as well 
as the structure’s ability to withstand damage.)

Localized Disaster	            DANGEROUS
 SETTLEMENT



One hex in the kingdom is affected by a strong 
magical storm, which may include extreme 
unseasonable weather as well as wholly unnatural 
weather phenomena (raining frogs, burning hail, 
necromantic fog, wild magic winds, etc.). 

Economy, Stability, and 
Productivity are reduced 
by 2 until the next Event 
phase. The caster level 
for any magical effect 
used within the hex is 
increased by 1d6-3 for 
one month. If the hex 
contains a settlement, 
there is a 50% chance 
to have an additional 
event in that settlement (roll 1d6: 1-3 results in 
an Unexpected Find and 4-6 a Monster Attack) 
during the magical storm.

Magical Storm 	 DANGEROUS
 KINGDOM  HEX



A monster (or group of monsters) attacks the kingdom. 

The GM picks a claimed 
hex in the kingdom in 
which the monster is 
active. The Challenge 
Rating of the monster 
encounter is equal to 
the party’s average 
level + 1d4-1. You can 
personally deal with the 
monster (earning XP and 
treasure normally for 
your efforts) or succeed 
at a Stability check 
to eliminate it (which doesn’t affect you or the 
kingdom’s statistics). If the monster is not defeated 
this turn, Unrest increases by 4. If the kingdom’s 
Unrest is 5 or higher, the monster’s hex becomes 
unclaimed—this is in addition to losing control 
of hexes in the Upkeep phase because of the 
kingdom’s high Unrest score.

Monster Attack                   DANGEROUS
 SETTLEMENT  CONTINUOUS



A natural event, such as a bloom of rare and 
beautiful wildflowers or a good omen in the stars, 
raises your kingdom’s morale. 

You gain a +4 bonus on Stability checks until the 
next Event phase.

Natural Blessing                   BENEFICIAL
 KINGDOM



A small group of indigenous intelligent creatures 
joins your kingdom and submits to your rule.

Society and Stability increase by 1, Unrest 
decreases by 1, and your Treasury increases by 1d6 
BP (each time you roll a 6, add the result to the 
total and roll again).

New Subjects	 BENEFICIAL
 KINGDOM



A noble family offers to construct public space to 
beautify one of your settlements.

The nobles construct a Monument (01—50) or 
Park (51—100) in your settlement at their family’s 
own expense. The nobles pay all costs and 
Consumption for this purpose.

Noblesse Oblige                    BENEFICIAL
 SETTLEMENT



One of your kingdom’s citizens creates an artistic 
masterpiece, constructs a particularly impressive 
building, or otherwise brings glory to your kingdom. 

Fame increases by 1, your Treasury increases by 1d6 
BP, and Unrest decreases by 2. You gain a +4 bonus 
on Economy checks until the next Event phase.

Outstanding Success             BENEFICIAL
 SETTLEMENT



A rumor, that seems to defy confirmation, is 
spreading through a settlement. This rumor regards 
an infamous criminal, or government corruption, or 
some other conspiracy theory. 

Attempt a Loyalty check. Attempt a Loyalty check. 
If you succeed, you end the event but Unrest 
increases by 1. If you fail, Corruption and Law 
increase by 1, Unrest increases by 1d6, and the 
event is continuous.

Persistent Unverifiable Rumor     DANGEROUS

 SETTLEMENT  CONTINUOUS



Faithful pilgrims journey to one of your religious 
edifices to celebrate.

Randomly select one settlement with a Cathedral, 
Shrine, or Temple. Pious religious folk journey to 
your settlement, holding a religious festival in 
that settlement at no BP cost to you.

Pilgrimage	 BENEFICIAL
 SETTLEMENT



A deadly sickness strikes the target hex or settlement. 

You cannot construct terrain improvements or 
buildings there while plague persists. Attempt 
two Stability checks, each with a penalty equal 
to the number of Brothels, Foreign Quarters, 
Highways, Inns, Piers, Roads, Stables, Stockyards, 
Tenements, and Waterfronts in the hex, and 
a bonus equal to the number of Alchemists, 
Cathedrals, Herbalists, Hospitals, and Temples in 
the hex. If you succeed at both checks, the event 
ends, but Stability decreases by 2 and Treasury by 
1d3 BP. If you fail at one check, Stability decreases 
by 4, Treasury decreases by 1d6 BP, and Unrest 
increases by 1d3. If you fail at both, Stability 
decreases by 4, Treasury decreases by 1d6 BP, 
Unrest increases by 1d6, and in the next Event 
phase the plague spreads to an adjacent hex.

Plague	 DANGEROUS
 KINGDOM  HEX  SETTLEMENT  CONTINUOUS



A sudden absence of political machinations coincides 
with an increase in public approval. 

Unrest decreases 
by 1d6. Until the 
next Event phase, 
you gain a +2 
bonus on checks to 
resolve continuous 
events. If your 
kingdom has no 
Unrest and no 
continuous events, 
both Loyalty 
and Stability 
increase by 1. If 
you are using 
Law settlement modifiers for the kingdom (see 
Expanding Settlement Modifiers), this also 
increases Law by 1 for the entire kingdom.

Political Calm	 BENEFICIAL
 KINGDOM



Kingdom

One of your leaders is implicated in a crime or an 
embarrassing situation, such as an affair with 
another leader’s spouse. 

Infamy increases by 1. Attempt a Loyalty check. 
If you fail, Unrest increases by 2 and you take a 
—4 penalty on all Loyalty checks until the next 
Event phase.

Public Scandal 	 DANGEROUS
 KINGDOM



The settlement immediately 
fills one of its open magic item 
slots (selected randomly) with a 
better than normal item. In 5E, 
this could be an uncommon 
item in a common slot, rare if 
an uncommon slot, or very rare 
if a rare slot. In the Pathfinder 
Roleplaying Game, this could be 
a medium rather than minor 
item, or a major item rather 
than medium. If the settlement 
doesn’t have any open magic 
item slots, treat this event as 
Unexpected Find Event.

Remarkable Treasure	 BENEFICIAL
 SETTLEMENT



Settlement, Continuous

A serial killer, arsonist, or daring bandit plagues 
your kingdom. 

Attempt two Stability 
checks, adding the 
settlement’s Law and 
subtracting its Crime. 
If you succeed at both 
checks, the criminal 
is caught before your 
kingdom takes any 
penalties from the 
event. If you fail at one, 
the criminal escapes, 
Unrest increases by 
1, and the event is 
continuous. If you fail at both, the criminal makes 
a fool of the authorities; Law and Loyalty decrease 
by 1, Treasury decreases by 1d4 BP, Unrest 
increases by 2, and the event is continuous.

Sensational Crime 	 DANGEROUS
 SETTLEMENT  CONTINUOUS



Criminals begin kidnapping citizens and selling them 
into slavery. 

Attempt a Loyalty check and a 
Stability check, each with a penalty 
equal to the number of Brothels, 
Tenements, Waterfronts, and lots 
with squatters in the settlement. 
If you succeed at both checks, 
the slavers are caught before 
your kingdom takes any 
penalties from the event. If 
you fail at one of the checks, 
Loyalty, Stability, and Unrest 
decrease by 1, but the event is 
not continuous. If you fail at 
both checks, Loyalty, Stability, 
and Unrest decrease by 2, and 
the event is continuous.

Slavers 		  DANGEROUS
 SETTLEMENT  CONTINUOUS



Unscrupulous merchants are subverting legitimate 
businesses. 

Attempt a Loyalty check and a Stability check, 
each with a penalty equal to the number of 
Piers, Waterfronts, and trade routes in the 
kingdom. If you succeed at both checks, the 
smugglers are stopped before your kingdom 
takes any penalties from the event. If you fail at 
one of the checks, Corruption increases by 1d2 
in each settlement, Crime increases by 1 for the 
kingdom, Productivity for the kingdom decreases 
by 1d3, Treasury decreases by 1d3 BP, and the 
event is not continuous. If you fail at both of the 
checks, Corruption increases by 1d4, Crime for 
the kingdom increases by 1, Productivity for the 
kingdom decreases by 1d6, Treasury decreases by 
1d6 BP, and the event is continuous.

Smugglers 	 DANGEROUS
 CONTINUOUS



An empty settlement lot is taken over by beggars, 
troublemakers, and people unable to find adequate 
work or housing; they camp there with tents, wagons, 
and shanties. 

You cannot use the 
lot for anything until 
the squatters are 
dispersed. Fame and 
Stability decrease by 1, 
and Unrest increases 
by 2. You may try to 
disperse the squatters 
with a Stability check. 
Success means the 
squatters are dispersed 
and the event is not 
continuous, but if a House or Tenement is not built 
in that lot on the next turn, Infamy increases by 1 
and Unrest by 2. Failing the Stability check means 
the event is continuous, and you may not build on 
that lot until the event is resolved.

Squatters 	 DANGEROUS
 SETTLEMENT  CONTINUOUS



Scholars and tinkerers develop a new technology or 
greatly improve an existing technology.  

This becomes both a boon and a bane for the 
nation.  Fame, Economy, and Productivity increase 
by 1.  Stability 
decreases by 1 as 
people react and 
adjust to the 
revolutionary 
development.  
Foreign spies 
increase in the 
nation as they 
try to gain the 
new technology for 
their own countries, 
forcing your country to 
succeed on a Loyalty check 
each month for the next 1d4 months. Each time this 
Loyalty check is failed, Unrest increases by 2.

Technological Advancement  BENEFICIAL
 KINGDOM



Local citizens discover a forgotten magical item. 

The settlement gains one temporary uncommon/
medium (01—70) or 
rare/major (71—100) 
magic item slot that 
is automatically filled 
in the next Upkeep 
phase. This slot and 
the item go away if the 
item is purchased or in 
the next Event phase, 
whichever comes first.

Unexpected Find 	 BENEFICIAL
 SETTLEMENT



Dissidents riot and destroy property. 

Attempt a Loyalty check and a Stability check. 
If you succeed at both, the vandals are stopped 
before your kingdom takes any penalties. If you 
fail at one check, Society decreases by 1 and one 
random building in the settlement is damaged. If 
you fail at both, one random building is destroyed 
(Unrest increases by 1 for each lot of the destroyed 
building), and 1d3 other random buildings are 
damaged. A damaged building provides no 
benefits until half its cost is spent repairing it.

Vandals 	 DANGEROUS
 SETTLEMENT



A celebrity from another kingdom visits one of your 
settlements, causing a sudden influx of other visitors 
and spending. 

Fame increases by 1 and Treasury increases by 1d6 
BP (each time you roll a 6, add the result to the 
total and roll again).

Visiting Celebrity	 BENEFICIAL
 SETTLEMENT



A rich merchant or a noble from another land is 
impressed with your kingdom and decides to move 
there.

The immigrant 
asks to construct 
a Mansion 
(01—75) or 
Noble Villa 
(76—100) in the 
settlement at 
no cost to you. 
If you allow it, 
the building 
provides 
its normal 
benefits to your 
kingdom.

Wealthy Immigrant	 BENEFICIAL
 SETTLEMENT



Bandits are preying upon those who travel through 
your kingdom. 

Attempt a Stability check. If you succeed, your 
kingdom’s defenses stop the bandits before they 
cause any harm. If you fail, the bandits reduce 
your kingdom’s Treasury by 1d6 BP (each time you 
roll a 6, add the result to the total and roll again).

Bandit Activity	 DANGEROUS
 KINGDOM



A monster (or group of monsters) attacks the kingdom. 

The GM picks a claimed 
hex in the kingdom in 
which the monster is 
active. The Challenge 
Rating of the monster 
encounter is equal to 
the party’s average 
level + 1d4-1. You can 
personally deal with the 
monster (earning XP and 
treasure normally for 
your efforts) or succeed 
at a Stability check 
to eliminate it (which doesn’t affect you or the 
kingdom’s statistics). If the monster is not defeated 
this turn, Unrest increases by 4. If the kingdom’s 
Unrest is 5 or higher, the monster’s hex becomes 
unclaimed—this is in addition to losing control 
of hexes in the Upkeep phase because of the 
kingdom’s high Unrest score.

Monster Attack                   DANGEROUS
 SETTLEMENT  CONTINUOUS



An empty settlement lot is taken over by beggars, 
troublemakers, and people unable to find adequate 
work or housing; they camp there with tents, wagons, 
and shanties. 

You cannot use the 
lot for anything until 
the squatters are 
dispersed. Fame and 
Stability decrease by 1, 
and Unrest increases 
by 2. You may try to 
disperse the squatters 
with a Stability check. 
Success means the 
squatters are dispersed 
and the event is not 
continuous, but if a House or Tenement is not built 
in that lot on the next turn, Infamy increases by 1 
and Unrest by 2. Failing the Stability check means 
the event is continuous, and you may not build on 
that lot until the event is resolved.

Squatters 	 DANGEROUS
 SETTLEMENT  CONTINUOUS



Dissidents riot and destroy property. 

Attempt a Loyalty check and a Stability check. 
If you succeed at both, the vandals are stopped 
before your kingdom takes any penalties. If you 
fail at one check, Society decreases by 1 and one 
random building in the settlement is damaged. If 
you fail at both, one random building is destroyed 
(Unrest increases by 1 for each lot of the destroyed 
building), and 1d3 other random buildings are 
damaged. A damaged building provides no 
benefits until half its cost is spent repairing it.

Vandals 	 DANGEROUS
 SETTLEMENT



Event Type and Danger Level

d% Event

01—02 Natural blessing and roll again1

03—04 Good weather and roll again1

05—25 Beneficial kingdom event

26—50 Dangerous kingdom event

51—75 Beneficial settlement event

76—96 Dangerous settlement event

97 Bandit activity and roll again2 

98 Squatters and roll again2

99 Monster attack and roll again2

100 Vandals and roll again2

1 If reroll is the same, no second event occurs.  
2 If reroll is the same, the second event occurs elsewhere in 
the kingdom.



Beneficial Kingdom Events

d% Event

01—07 Archaeological find

08—12 Diplomatic overture

13—20 Discovery

21—31 Economic boom

32—39 Festive invitation

40—50 Food surplus

51—62 Good weather

63—72 Land rush

73—82 Natural blessing

83—88 New subjects

89—95 Political calm

96—100 Technological advancement



Dangerous Kingdom Events

d% Event

01—05 Assassination attempt

06—18 Bandit activity

19—28 Feud

29—41 Food shortage

42—51 Improvement demand

52—59 Inquisition

60—64 Large disaster

65—69 Magical Storm

70—78 Monster attack

79—84 Plague

85—92 Public scandal

93—100 Smugglers



Beneficial Settlement Events

d% Event

01—14 Boomtown

15—18 Carnival

19—26 Discovery

27—40 Justice prevails

41—46 Noblesse oblige

47—58 Outstanding success

59—66 Pilgrimage

67—72 Remarkable treasure

73—81 Unexpected find

82—93 Visiting celebrity

94—100 Wealthy immigrant 



Dangerous Settlement Events

d% Event

01—10 Building demand

11—17 Crop failure

18—25 Cult activity

26—33 Drug den

34—41 Feud

42—49 Inquisition

50—54 Localized disaster

55—59 Monster attack

60—64 Persistent unverifiable rumor

65—69 Plague

70—74 Sensational crime

75—80 Slavers

81—90 Squatters

91—100 Vandals 
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The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark 
owners who have contributed Open Game Content; (b) “Derivative Mate-
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of the Product Identity, and which specifically excludes the Open Game 
Content; (f ) “Trademark” means the logos, names, mark, sign, motto, 
designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the 
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material 
of Open Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement.



2. The License: This License applies to any Open Game Content that con-
tains a notice indicating that the Open Game Content may only be Used 
under and in terms of this License. You must affix such a notice to any Open 
Game Content that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No other terms or 
conditions may be applied to any Open Game Content distributed using 
this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate 
Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this 
License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open 
Game Content.
5. Representation of Authority to Contribute: If You are contributing orig-
inal material as Open Game Content, You represent that Your Contribu-
tions are Your original creation and/or You have sufficient rights to grant 
the rights conveyed by this License.
6. Notice of License Copyright: You must update the COPYRIGHT NO-
TICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or dis-
tributing, and You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, in-
cluding as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that 
Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work 
containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does 
not constitute a challenge to the ownership of that Product Identity. The 
owner of any Product Identity used in Open Game Content shall retain all 
rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly 
indicate which portions of the work that you are distributing are Open 
Game Content.



9. Updating the License: Wizards or its designated Agents may publish up-
dated versions of this License. You may use any authorized version of this 
License to copy, modify and distribute any Open Game Content originally 
distributed under any version of this License.
10. Copy of this License: You MUST include a copy of this License with 
every copy of the Open Game Content You distribute.
11. Use of Contributor Credits: You may not market or advertise the Open 
Game Content using the name of any Contributor unless You have written 
permission from the Contributor to do so.
12. Inability to Comply: If it is impossible for You to comply with any of 
the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then 
You may not Use any Open Game Material so affected.
13. Termination: This License will terminate automatically if You fail to 
comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termi-
nation of this License.
14. Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to make 
it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a  © 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc.; Authors: 
Jonathan Tweet, Monte Cook, and Skip Williams, based on material by E. 
Gary Gygax and Dave Arneson.
System Reference Document 5.0 Copyright 2016, Wizards of the Coast, 
Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, 
Chris Sims, and Steve Townshend, based on original material by E. Gary 
Gygax and Dave Arneson.
Kingdom Event Cards © 2020, Legendary Games.



See what’s happening in your kingdom with this 
deck featuring dozens of beneficial and dangerous 
special events from Carnivals and  Smugglers 
to Inquisition and Assassination Attempts, 
drawing from the deck or using the included 
event tables to see what happens! This 56-card 
set of beautifully illustrated cards is a perfect 
companion to the  Ultimate Kingdoms rulebook 
from Legendary Games (available for DnD 5E and 

the Pathfinder Roleplaying Game).

www.makeyourgamelegendary.com


