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Preface
This is a collecTion of random Tables for use wiTh Old school gaming. As you mighT able To Tell by
These Tables, I'm a biT quirky. All of These have come from my blog, and as such They are already
freely available. I decided To puT Them all TogeTher in one documenT, jusT Tor ease of prinTing and
aT The gaming Table. IT you paid anyThing for This, Thank you very much! For The mosT parT The
Tables deal wiTh ”TanTasy" worlds, however There are a few posT—apocalypTic Tables as well. There
are a few Tables in here ThaT have already appeared for PWYW, once again IjusT wanTed To puT
everyThing inTo one documenT. For The ease of prinTing, I also decided To noT puT any arTwork in
This. If you enjoyed These Tables and found some use ouT of Them, I'd love To know. You can wriTe
a review on The siTe ThaT you downloaded This from.

On The off chance ThaT you don'T have a dSO (I'm also one of Those people who doesn'T have one,
so don'T TreT). Here's how you roll iT. Roll ldo as a conTrol die and a l. If you roll 1—2 don'T add
anyThing To The l roll. If you roll 5—4 add 10 To The l roll, and if you roll 5—6 add 20 To The l
roll. AlTernaTively I'm sure There's a generaTor online somewhere.

The OSR Logo on The TiTle page was done by MaTT Jackson. hTTp://www.mi.org

You know I really feel like This needs one more Table. So wiThouT TurTher ado

D20 Silly Things To do To your players.

Roll dice, smile and move on.
) Have The NPC show up aT compleTely inopporTune momenTs.
) Bard NPCs should only play songs ThaT repeaT a loT. (Henry The 8*!)
) Bump The Table when They build a dice Tower.
) SwiTch Their minis wiTh gummy bears.
) Mispronounce Their characTer names Trequenl
) Have sligty annoying cousin in law NPCs show up asking for money.
) Dragon Troll hybrid.
) All The gold Turns inTo buTTerTlies and TloaTs away.

TO) EaT only The green skiTTles.
11) Where shirTs ThaT reTlecT The desTrucTion you inTend To cause on Them.
12) Roll dice, raise eyebrow and say ”oooh....."
15) Rub hands TogeTher in a devilish way.
T4) WriTe down all monsTer sTaTs, don'T ever pick up The monsTer book.

)
)

p
m

w
o

x
m

h
m

r
o

:

15 Ask The players Tor a roll, buT don'T Tell Them why. JusT say llinTeresTing".
To Tell Them sTarT Time, buT have iT a half hour earlier. (in case you goT peeps ThaT show up

laTe).
l7) LeT a NPC Tell Them a grand Tale (including hand gesTures), only To end very disappoinTing.
18) A piT Trap wiThin a piT Trap.
19) Leave clues in The baThroom.
20) Use Tood colouring in everyone's drink.

I suppose on wiTh The show eh?
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D30 Drinking, Carousing & General Merrymaking
1) Loose a few fee’rh from a bar fighf.
2) Win 1d5 x10 SP af cards.
5) Spend an evening wi’rh a paramour, robbed in The nigh’r. Loose 1d5 x10 GP or equivalen’r

merchandise.
) Win a freasure map.
) Wake up in jail, sen’renced fo 2 days hard labour.
) Win a small animal familiar.
) Screaming headache from grog, lose 1 cons’rifufion for 1d6 days.
) The "soup of The day" has given you really load diarrhea. Spend
) 1do days in bed.

10) Apparenfly you were so drunk you decided fo regale The bar wi’rh fall fales. You were fipped
5O SPs

11) Your arm is broken from an arm wresfling mafch fhaf wenf sideways. Lose —2 Sfrengfh for 1
monfh.

12) You won a very large egg, if seems warm To The fouch.
15) Your leg really hurfs when you wake up, you realize ’rha’r you gof a faffoo! Gain one poin’r of

Charisma for 1d6 days (due To your greaf mood!)
14) Winnings from a excellenf game of dice include: a pair of worn shoes, a silver dagger and a

large framed canvas (wor’rh 15 GPs)
15) You've gof a new follower/henchmen (who's a bif annoying, asking lo’rs of ques’rions). They

have pledged ’rheir life service To you (plus a few gold pieces here and There).
16) Sfuffed in your brifches are 2 scrolls (bless and cure lighf wounds).
17) There's a nofe on your pillow, apparen’rly you bough’r a round for The bar. You owe 150 GPs To

The barkeep. Awful bed bug infes’rafion! Lose 1 Cons’rifufion for 1d6 days.
18) There are 5 full bof’rles of expensive wine in your backpack (worfh 5 GP each).
19) You have a "wri’r of residence", if appears you won a small cabin in The woods from some

unlucky gambler.
20) A fickef for faxes owing on public drunkenness, you owe 15 SPs To The local magisfrafe.
21) Winnings include: A 5 sfringed badly damaged lufe, 1 jewel worfh 200 GPs and a pair of

decen’r wool socks.
22) You are know The proud owner of a donkey named "Shillelagh"
25) Pounding headache and sfomach ache. Loose 1d6 days wi’rh a massive hangover. Plus 50

SPs.
24) There is a large gold 2 handed sword propped up againsf your door (+5 againsf evil).
25) You wake up in jail, you can'f remember wha’r you did, buf you know if was bad. There's blood

all over your hands. Loose 1d6 days awaifing frial. Fined 500 GPs.
26) The god's of luck were on your side, and you made ouf like a bandi’r. There's a freasure chesf

in your room filled wifh: 500 GPs, 250 SP5, and 1d1O jewels worfh 100 SPs each.
27) You pissed off The local aufhorifies so bad, ’rha’r you were evic’red from fown. You wake up

under a free, badly bif’ren by bugs while you slepf. Lose 1 CON and 1 CHA for 1d6 days.
28) There's a rose on your bed, and a no’re "Thank you very much, I'll see you a’r The church af 9

am". lf's 8:50 am. If appears you proposed marriage.
29) Losf one finger playing "knives" and 40 GPs.
50) One of your parfy members was kidnapped, a ransom no’re explains To bring 400 GPs To a ouf

of The way place, fhere is a map defailing fhe locafion.
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D20 Things In The Desert.

M
d

)
)
)
)
)
)
)
)‘O

O
J
N

Q
U

‘I
-b

o
l

Rocs circle above The parTy
One member of The parTy Trips over a Trap door.
Four large sTaTues of beasT men, each poinTing in a cardinal direcTion.
Crow men TeasTing on a carcass.
An old sTone Temple, TorTy humanoids pray in TronT of iT.
A Treasure map eTched inTo The side of a cacTus.
A herd of wild camels are sTampeding across The plains.
A large TiTTeen TooT flame erus from an obsidian circle.
A TighT beTween a green dragon and a gold dragon.

10) A small garrison of skeleTal warriors sTands aT aTTenTion near a large hill.
11) Fresh bodies liTTer The ground, all are decapiTaTed.
12) A individual sized glider is buried in The sand.
15) A large piT, wiTh a well—used Trail, leading down.
14) Cannibals!
15) A glass palace, sTreTches a mile square. IT is guarded by a group of dogmen.
16) A mile of large animal skulls, all of which will biTe if given The opporTuniTy.
17) A makeshiTT TenT village.
18) A sTone labyrinTh, The enTrance is close by.
19) An alTar wiTh sTrange runes ThaT glow green.
20)A pyramid being consTrucTed.

D12 Forest Quests
1)

2l

1. A local ranger hasn'T been seen in more Than a monTh. She/He will usually show up in Town
once a monTh.
A group of halTlings emerged from The ToresT missing limbs and bleeding. They are unable To
speak.
A shrine has been builT on The ouTskirTs of The ToresT. Every week an inTernal organ is leTT on an
alTar near The shrine. No one has seen anyone near The shrine.
A rolling Tog/misT moved Thru The ToresT border, paralyzing anyone in iTs paTh.
A alchemisT needs some specific planTs ThaT grow in The depThs of The foresT.
A curious map has been creaTed near The enTrance To The ToresT, iT deTails The rouTe of a
previous group of explorers.
GianT spiders have fled The ToresT. WhaT scared Them?
An elder Tree has grown sickly and black, iTs disease has spread To The surrounding ToresT floor.
A local merchanT has had his shipmenTs go missing, sorT of. The carTs magically reTurn Thru The
ToresT, carrying no merchandise, save for promissory noTes.

10) A group of near human NeanderThal's have been pillaging The borders of The norThern ToresT.
11) A monsTer ThaT can only be described as a llpasTiche of parTs" has shown up on The ouTskirTs of

The village. IT is unable To speak, buT signs Towards The ToresT wiTh fear in iTs eyes.
12) A river runs Thru The ToresT, The fish in iT have doubled in size, so have Their TeeTh.
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2)  

3)  

4)  

5) 

 

6)  

7)  

8)  

9)  

10)  

D20 Starting Locations Other Than A Tavern
Just a few home base, starting locations

M
d

)
)
)
)
)
)
)
)o

m
w

o
m

h
m

Rocs nest in a tall tree.
Basement of a castle
Orc stronghold in the mountains
Sewer (outhouse road stop)
Large horse stable
Roadside fireworks seller
A hut filled with gypsy's
An old temple on a cliff
A valley filled with large mushrooms

TO) A large crater
ii) Aboard a sailing ship
12) A crash landed spacecraft
15) Back of a wagon, bound and gagged
14) Lost in the wilds
15) An old farm house
16) A grave yard
17) On the road between small towns
18) Lowest level of the dungeon
l9) wizards tower
20)At a jousting tournament in the countryside

D8 Obscure Rituals

s
a

g
e

s
»

:

8)

The blood of a wyvern is boiled with fallen leaves in a large pot.
To receive the blessing from a god, one must sacrifice an ear, so as to have the Gods listen.
The left arm is sewed to the torso for a week.
The name of the enemy that needs to be vanquished is tattooed on a piece of dried skin.
Giant leaves are smoked from a huge stone pipe.
Dragon egg (3) are smothered and boiled in gold or silver.
The wings of a giant bird are sewn to the back of a parishioner, they are then tossed off a
cliff.
The teeth of enemies are collected, and then planted in the ground.

D10 Creative Ways To Kill Off Those Pesky NPC's
1)
2)
3)
4)
5)

6)
7)
8)
9)

Traps!
Running head first into pits of slime
Poisoning by ale
Caught stealing beheaded. Or hands cutoff.
Found out significant other is pregnant. (Alternatively found out they are pregnant) must go
home take care of offspring.
Working for enemy, lets out a bit of info that is very valuable. Killed with poison dart.
Heart attack
Dysentery from Gnomish food.
Found disemboweled in back alley.

10) Complications from STD's.

6|Page



1)  

2)  

3)  

4)  

5)  

6)  

7)  

8)  

9)  

10)  

11)  

12)  

13)  

14)  

15)  

16)  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

D30 Folksy Rumours Of Treasure Locations
The boTTom of an old well
The TallesT Tree
The IasT form before The swamp
NorTh of The gianT skull
Where The wind doesn'T blow
The glass spire
in The burnT ouT ruins of The Thieves guild
The un—pickable chesT
In The booT of a sTaTue
In The capTain of The guards aTTic
HaunTed sTabIe
SecreT comparTmenT on The gaTe of a casTIe
Below The nearesT island

14) Wreckage of ship sTuck on a cliff
5)

16)

A
W

N
O

‘U
‘l

\l
_

\
_

\
_

\
_

\
\
o

m

)
)
)
)

LosT in a public library
Follow The clues on The paving sTones

I7) The dream IabyrinTh
18) In llplain sighT llThe Tavern 01‘ The same name.
I9) Buried wiTh a Siamese Twin
20)Wrapped in a blankeT on The bank of a river
21) Inside a IuTe
22)|nside a keg of ale
25) On The IeTT hand of an old priesT
24)A cold meadow in a large ToresT, ringed wiTh evergreens
25)The locaTion is drawn in a painTing on The wall of a chapel (roll again)
26) Unmarked grave on a mounTain paTh
27) The basemenT of a house of III repuTe
28) Tied under The dock
29) A puzzle using The IasT names on headsTones
50) Invisible map TaTTooed on a horse.

D6 Reasons for entering the dungeon
I) To reTurn a ring To a IosT love. (Long ago a dark eIT maiden Tell in love wiTh a Traveler, iT was his

dying wish To have her ring reTurned).
2) HunTing expediTion. The coaTs of The shaggy beeTIe are exTreme soughT aTTer, and worTh

quiTe a IoT of gold.
5) Recenl a Gnomish Caravan came To The surface wiTh Trade goods. Turns ouT ThaT The good

They sold are all deTecTive. They need To be reTurned and The gold paid reTrieved.
4) A local scholar will pay for deTaiIed maps of The dungeon.
5) The source of The deaTh shadow plague poinTs Towards The depThs.
6) In The darkness There are rumblings, causing sTrucTures on Terra Tirma To fall down and crumble.
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D20 Weapon Name Generator
Beso’r’red Brilliance

) Blackened Rhino
) Rib Torn
) Hones’r Fa’re
) The Branding
) Targ
) Nailbi’re
) S’rars’rruck
) Sunglow

TO) Windless S’rar
ll) Consideraie Maiden
12) Admirable Garro’rer
l5) Impish Inquis’ror
l4) Dapper Diviner
15) Vacan’r Peril
16) The Odd Jous’rer
l7) Loa’rhsome Pro’rec’ror
18) Elabora’re Vanquisher
l9) Whirlwind Exploi’r
20)Grey Wa’rer

o
m

w
o

x
m

h
m

r
o

:

D6 Party Bonds
Go’r info a huge figh’r while gambling, af’rer punches were ’rhrown par’ry became friends.—

I

v

2) All of The par’ry received The same dream from a God.
5) Haired (love) of curren’r ruling faciion.
4) All come from The same mili’rary unii. (including magic users)
5) The same ’rhief robbed all of Them a’r differen’r Times.
6) All owe a debr To a merchan’r.

1D8 Weird Sounds
Incomprehensible screams—

I

v

2) A large crash
5) Quie’r mu’r’rering in ancien’r ’rongues
4) Sawing
5) The crack of bones
6) A door slam
7) Creaking of The floor
8) Wallowing moan
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D10 Random Underworld Merchants
1) Jewel Merchant Gracecaryn Tallcrippler (Female Halfing) — Gracecaryn buys and sells gems.

She will pay 15% less Than book value.
2) Bower/Fletcher Eilaga PennisTon— (Male Human) — Eilaga sells and makes arrows, bolTs, bows

& crossbows of incredible qualiTy, all bows/crossbows are +1 and are 50 GP's more Than book
value. The bows are ornaTely decoraTed in runes resembling 0‘s, Ts.

5) General Merchandise ElgreTor Soulaxe — (Male Dwarf) — ElgreTor sells any general
merchandise oTher Than weapons.

4) Teamster Xangretor Chorster — (Male Human) XangreTor sells fairly hardy donkeys & mules
ThaT have been bred specifically for use in The underworld. 8 GP for a Donkey, 50 GPs for a
Mule.

5) Alchemist Kevahn Brushrange — (Male Halfling) Kevahn is a Travelling AlchemisT, he is always
on The lookouT for rare ingredienTs. He will normally have 5 poTions in sTock (roll randomly on
poTions lisT). Each poTion is worTh 250 GP\s. He will purchase healing poTions for 75 GPs.
Kevahn is a Tough negoTiaTor and has a exTremely high Charisma (l7).

6) Tailor Eildove MisTleToe (Female Elf) Eildove comes from The lands above, she sells a varieTy of
cloaks, booTs, dresses and Tunics all aT reasonable prices. She will buy furs from PCs, she is
specifically on The lookouT for Deep bear furs and will be 150 GPs each for Them.

7) Carpenter Ellamin Rubymace (Male Dwarf) Ellamin sells a varieTy of wooden trinkets, sTaTues
and The occasional wooden shield (75 GP\s +1)

8) Happy Harry‘s Used Weapons & Exciting Wares — Harry Racdesu (Male Human) is a
enigmaTic salesman, he sells scavenged \genl used weapons and armor: All of his wares are
in very bad shape. Any weapon purchased from Harry is considered —l, due To The dullness of
blades. All of Harry‘s armor is in equally bad shape. He of course will give his 101% saTisfacTion
guaranTee. All weapons and armor are 10% cheaper Than regular book price.

9) Painter VicTakain SongsTeel (Female Human) VicTakain makes a wonderful living painTing The
various dwarves and humans ThaT live in The underworld. She will purchase works of arT and
resell Them (Normally sTaTing ThaT she in facT creaTed Them herself). Any PC wishing To have a
painTing done of Themselves will have To pay upwards of 500 GP\s for The pleasure.

TO) Provisioner Norlamin STrifeminer (Male Dwarf) Norlamin sells sTandard & iron raTions, as well as
his special brew “STrifeminer Mead“. The mead has no special effecTs, buT is quiTe rare above
ground. A 5 gallon jug of STrifeminer Mead is worTh 15 GPs and above ground iTs worTh double!

D12 Gods
Need To figure ouT whaT church The Cleric or healer belongs To?

—
I

v Ahmora — Goddess Of AgriculTure.
Aflan — God Of Mining
Deg — God Of WaTer
Gulan — God Of Fire
Jasel — Goddess Of Wind
HarTh — God Of EarTh
Iz — God Of The Underworld
Laglin — God Of NeuTraliTy
Gamok — Goddess Of Evil

) Ergil — God Of Good
Huak — God Of The Woods

) LizliT — Goddess Of The MounTains

e
a

s
g

d
g

g
e

g
w

l M
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The Gods Must Be Crazy d20 table
1) All of The local Tarmer's crops have been growing Tive Times The size as normal! GianT carroTs

anybody?
2) Lakes, Rivers and sTreams have been deluged wiTh a new species, They seem To be able To Talk,

and Think for Themselves.
5) Manic weaTher oT laTe, one day snow, The nexT day rain, The day aTTer ThaT iT's beauTiTully sunny

ouT.
4) There have been large rumblings in The mounTains, a scouT was senT ouT To check iT ouT. He

found ThaT Two god's had maTerialized and were playing a game of caTch.
5) A large ciTy has maTerialized off The coasT, iT was long TorgoTTen, buT iT appears ThaT The

oceans have subsided a biT.
6) Humans are being born wiTh sTrange muTaTions, never seen before.
7) The power of clerics has increased TenTold in The lasT Tew monThs. The abiliTy To heal and spells

known.
8) Trees of gold have sprouTed! Leading To a huge economic crisis. Local auThoriTies have

decided upon a new sysTem for commerce.
9) All horses and riding mammals have unexpecTedly leTT Their keepers, wheTher They seek greener

pasTures, or The will of The Gods has yeT To be deTermined.
TO) A new moon has appeared in The sky, iT has caused major havoc To ecosysTems. Floods and

earThquakes have begun.
H) A sTrange misT has crepT up inTo The world, villagers have Tied ropes from house To house in

order To make Their way around.
12) Seven gilded swords have been found, They have sTrange runes wriTTen upon The hi|Ts. None

can read Them.
15) All abiliTy To l has been suspended, birds, dragons, griTTons wander The roads on TooT. Spells

Tail.
l4) GraviTy has been increased so much ThaT people have a diTTiculT Time geTTing up in The

morning.
15
16
T7
18

Things have randomly sTarTed changing colour.
All daughTers in The lasT year have been born as hermaphrodiTes.
MeTeors have descended smashing speciTic sTrongholds.
An exTremely large Tome has been found, iT measures 50 TeeT by 20 TeeT. WiThin iT are recipes
for soup, among oTher Things.

19) ConsisTenl every nighT howls in The disTance geT louder. SomeThing is driving The wolves mad.
20) Days and nighTs have been cuT in half, 6 hours of each, The calendar has almosT doubled in

lengTh.

v
v
v
v
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D20 Random Events In The Fairy Mists
The Fairy misTs are a plane of exisTence jusT beTween The real world & The supernaTuraI

The black misT! A cloud of noxious vapour ThaT pursues.—
I

v

2) An inTeresTing Tea parTy, wiTh a similar casT, buT a TwisT.
5) A clearing of dancing skeleTons.
4) A pool of brackish waTer, wiTh healing properTies.
5) GianTs who speculaTe abouT The sTars and philosophy.
6) A large Tome, 8 TeeT wide by 4 TeeT deep. UnTold secreTs are conTained wiThin.
7) A large chessboard compleTe wiTh golems as pieces.

8) A magical luTe ThaT plays songs by iTselT, lisTening To iT may cause good or harm.
9) CharacTer doppelgangers, iT's as if They are looking in The mirror, compleTe wiTh repeaTing

everyThing They characTers say and do.
10) A black caT crosses The PC's paTh, and Then anoTher.
11) A group of evil nymph's playing in a small snow TorT.
12) A grove of TiTTy TooT Tall mushrooms.
15) The ToresT paTh winds upwards, around, sideways and down.
14) A wonderful old lady who sings magical songs, They cheer up The PC's and are able To resT

wiThouT inTerrupTion.
15) A Trans—dimensional door on The side of a Tree. The issue, The door is 4 inches wide, and 6

inchesTaH.
16) A TreanT ThaT believe iT is a comedian performing sTand up.
17) A Thunder shower of sorTs, whaT Talls is gumdrops.
18) A herd of woolly mammoThs The size of house caTs sTampedes aT The PCs.
19) A god Trapped in The misTs, believes he is The reincarnaTion of one of The PC's relaTives.
20)A charioT made from a pumpkin lies in The middle of The road broken down.

D10 Adventure Ideas
Find a losT relic
HunT down a greaT evil
Rescue a reclusive hermiT
Prove an prisoner is innocenT
ProTecT a small village
Make a Trip inTo The wilderness in search of a losT individual or parTy
Find ingredienTs To creaTe a ResurrecTion poTion.
ProTecT The caravan
Find ouT why bodies are going missing from The grave yard.

) Go on a pilgrimage for a TorgoTTen god.

s
e

d
e

g
h

e
w

:

1 O

Twists (d6)

—
I

v Race againsT Time
2) A Third parTy is involved
5) lT's an illusion/someone mighT be lying
4) The bad guys are acTually good guys.
5) Time rewinds/TasT forwards
6) There is no reward
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Dungeon Artwork Random Table
IDIO Type Of Artwork

—
I

v Crudely hand painted
2) Fine art wa’rer color, framed
5) Ceramic pot/vase
4) Marble/Stone statue
5) Wall hanger (unusable shield, sword)
6) Hand woven tapestry
7) Figurine
8) Rug/blanket
9) Painted instrument
10) Engraved/carved in wall/ceiling/floor

1D20 Image On Artwork

—
I

v Knights jousting
) Dragon flying overhead destroying town
) An old tentacled god
) A religious symbol
) Strange runes that tell a story
) A maiden in a tower
) The moon eclipsing the sun
) An army upon a hill, lined up in rows
) A old king with his crown tipped to one side

10) A devil with a ’rriden’r forcing people into hell
11) A Orc beheading an opponent
12) A snake devouring another snake
15) Wizard with pipe smoking
14) A windmill
15) A farmstead with children playing
16) A vast ocean with ships upon it

1
)
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17 Dragons fighting blowing fire at each other
18 A maiden and a beggar
19) Ancient structures rarely seen nowadays (pyramids)
20)Wolves chasing people

1D6 Artistic Motivation

—
I

v Entertainment/parody
2) The mysterious
5) Religious
4) Propaganda
5) Self—healing/psychological
6) Subversion/Anarchy
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D20 What The Monsters Are Doing
Sleeping

) Eafing
) Gambling
) Figh’ring ano’rher mons’rer
) Dead
) Tor’ruring a prisoner

\
o

m
h

m
r
o

:

) Wi’rh young mons’rers
) Drunk & groggy
) Cooking

10) Sharpening Weapons
11) Sparring wiTh each o’rher
12) Arguing wi’rh each o’rher
15) Praying To a deiTy
14) Srricken wi’rh ’rhe plague, all mons’rers are dying. Adjus’r HP's
15) Monsier ’rrea’ring ’rheir wounds
16) Disorien’rared/Los’r
17) Trapped in a simple rope ’rrap, if more ’rhan one mons’rer ’rhe ofher ones are helping 10 release

11'.
18) Smi’rhing new weapons
19) Mining
20) Building a new lair

D20 Random Traps
1) Covered pi’r ’rrap, 10" hole 1D6 damage.
2) Noose ’rrap rigged To a ’rripwire 1D4 damage.
5) Large wood log a’r’rached ’ro ceiling, ’rripwire 1D6 Damage, Save VS Brea’rh For Hahc Damage.
4) Poison Trap, spray from rigged canis’rer in wall. S’rep on concealed piece of flooring ’ro Trigger.

Save VS Poison or die.
5) Porrcullis ’rriggered by false floor. 1D6 Damage.
6) Illusion ’rrap (looks like regular cavern). Save Vs Spell or fall info 20" pi’r wi’rh spikes 5D6

damage.
) Fake door in wall. Save Vs Spell or suffer elec’rrical damage 2D6.
) Rigged Crossbow ’rriggered by Tripwire. 1D8 Damage.
) Spikes embedded in cavern wall. Tripwire ’rriggers. 2D6 Damage.

10) False plafe in floor ’rriggers ’rhick mis’r covers 40" sec’rion of cavern. —4 a’r’rack penal’ry.
11) False pla’re in floor Triggers 50 skele’ron heads in bucke’r ’rha’r rain down on PC's. 1D4 Damage.
12) Tripwire ’rriggers large bell in ceiling. Roll for random monsfer.
15) Tripwire dumps a bucke’r of Oil on player. No damage unless carrying a ’rorch. 2D6 in ’rhaf

case.
Bear’rrap on floor. 1D6 damage.
Magic Mou’rh spell ’rriggers loud alarm. llAsks for password". Roll for random mons’rers.
Cave in! Save Vs Brea’rh weapon for hahc damage 2D6 falling rocks.
Cavern fills up wi’rh wa’rer 15" by 10" deep. False pla’re ’rriggers ’rrap. Dex’reri’ry check a’r —2 To
hold brearh and swim our of cavern area. If failed Save Vs Spell or die.

18) Dead magic area, any spells cas’r in The 50" sec’rion of cavern will fail.
19) Floor covered in super s’ricky subs’rance. —2 To a’r’rack rolls unfil cleaned/ba’rhed off.
20)Cavern walls close in. Save VS Spell or risk crushing damage 2D6.

‘0
0

)
‘O

G
J
N

14
15
16
17 V

V
V

\
’

15|Page



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

D20 Somewhat Unique Bad Guys
Tired of fhe Typical bad guys? Here's a d20 fab/e wifh some sfrange ones.

—
I

v Vege’rarian Ogre Tribe.
) Three Eyed Skunk Man Hybrid wi’rh a penchan’r for nice perfumes.
) An Hones’r Trader, wifh a dark secref.
) Insane Culf Leader, believes The world is flaf.
) Crossbreed Dinosaur & Robo’r ’rha’r is self—aware.
) Punk Rock Mins’rrel Pixies.
) Piranha Men ’rha’r can brea’rhe on land, and fly!
) Enraged Princess s’ruck be’rween ’rwo planes of exisfence, appears as a shimmer.
) A demon who likes fo spend fime gardening.

10) Vampire wi’rh a lusf for collecfing roden’rs.
11) Old knighf who was be’rrayed by his squire.
12) A monk who learned ’ro bend Time.
15) A balding sorceresses looking for a wig of Chimera hair.
14) A goblin fribe famous for Their cheese, ’rheir herd of cows has been sfolen by an unruly

Minofaur.
15) A human fhief who has had his arms magically replaced wifh fen’racles.
16) A deposed lord wi’rh a major gambling addic’rion.
17) A wi’rch who made a pac’r wi’rh an evil allicorn.
18) Gianf who spends mos’r of his fime building a for’r made en’rirely ou’r of large frees from nearby

foresf.
19) Pira’res frying ’ro refurn an evil freasure
20)The ghos’r of murdered bride (her husband's fa’rher was The murdererl).

D20 Random Table Of Black Hole Worlds

‘O
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I

v A losf world comple’re wi’rh dinosaurs & Neanderfhals.
) An island fhaf is in realify purga’rory.
) Ancienf Mars comple’re wi’rh alien barbarian hordes.
) A planef fhaf is a huge cify.
) Pos’r—apocalyp’ric medieval s’ream world.
) A world in which every’rhing is furned upside down. The infernal s’rruc’rure is hollow.
) The Fairy mis’rs, a place in be’rween worlds.
) Jungle world
) An exfreme fu’rure world, similar To The world.

10) The inside of an alien mo’rher ship heading Towards a world They plan ’ro desfroy.
11) A colony plane’r, wi’rh ex’rreme resources and unknown dangers.
12) The black pi’rs, a world ’rha’r is unbearable above ground, bu’r filled wifh life underground.
15) The meridian, ’rhe cen’rre poin’r of The enfire universe. Filled wifh clockwork machines
14) The Abyss.
15) 2040 Ear’rh, Zombie apocalypse.
16) A deserf world, filled wifh s’rrange mons’rers and low infelligence life.
17) A moon base wifh alien compe’ring facfions.
18) The Labyrinfh. A maze above ground, The cen’rre of which con’rains a prophecy.
19) Ocean world
20)A fairy ’rale world wi’rh all The ’rroupes from childhood s’rories.
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D100 Northen Wasteland Junk
Tube of emp’ry ’roo’rhpas’re.—

I
v

2) An old polka do’r ’rye.
5) Broken walkie Talkie (or is if?)
4) Large solar panel.
5) Random plas’ric plumbing par’rs.
6) Half a bo’r’rle of whiskey.
7) Se’r of car keys.
8) Pocke’r knife.
9) Bag of old ’rakeou’r food.
10) Human bones.
11) Pipe Wrench
12) Decen’r car fire.
15) A pair of shears.
14) Baseball ba’r wi’rh nail.
15) Old goalie equipmen’r.
16) 2 packages of vege’rable seeds.
17) Thermos
18) Backpack con’raining a pair of wool socks,

glasses, local map, and a candle.
Tye dye ’r—shir’r.

20) Paper To go coffee cup (if appears To be a
winner of some long forgo’r’ren con’res’r).

21) Nail file and compac’r.
22) Digi’ral camera, wi’rh fully charged ba’r’rery.
25) Decen’r Ukulele.
24) Fishing rod w/hook.
25) Love le’r’rer wri’r’ren in ink, in an old bo’r’rle.
26) Old lawnmower, blade is s’rill good.
27) Burn’r cellphone, unusable.
28) Toy ac’rion figure s’rill in box!

)
l

5;

29 Tin of coffee.
50 Jug of wafer 8 li’rres (unspoiled)
51) Working GPS (16 hours of ba’r’rery life).
52) Working compass
55) Lea’rher gun hols’rer
4) A pair of snowshoes.

55 Gas can half full.
56 Milk cra’re wi’rh 25 Records (LPs)

04

58 Small shovel.
59 Old me’ral ’rool box, con’raining 12 various

hand Tools.
40) Taffered Hockey Jersey
41) Good box of shingles.
42) A framed pic’rure of a female monarch.
45) Shopping car’r, 5 canned goods in bo’r’rom,

book wi’rh coupons. Missing a wheel.
44) Hockey s’rick
45) Fur lined parka
46) Medical book,
47) Bag of rus’red fin cans.
48) Box of ra’r poison.

)
l

57) Box of 10 prepackaged ’rrea’rs, cream filled.
)
l

49) Old rus’red axle wi’rh one decen’r fire.
50) Drum s’ricks
51) Universal solar charger
52) Deck of cards.
55) Pair of wool mi’r’rs
54) Cons’rruc’rion worker helme’r
55) Flashligh’r, good shape.
56) Pair of ska’res
57) Tirejack.
58) Old rus’red work bench and s’rool.
59) Garage door opener.

O) Bag of concre’re.
61) Cooler wi’rh six pack of beer.
62) Coiled up chain link fencing, 5 yards.
65) Ice cube Tray.
4) Wooden Toboggan.

65) Laser poin’rer.
66) Plas’ric con’rainer of mo’ror oil.
67) Old wooden s’rove
68) Tube TV

)
)

Ox
O

69 Dir’ry magazine.
70 BBQ U’rensils.
71) Diary of a slave.
72) Coil for air condi’rioner
75) Elderly Safelli’re Dish
74) Jug of An’ri—Freeze.

5) Car bumper.
76) Large spring.

7) Se’r of wea’rhered speakers.
)
l

\l
\
l\
l

8 Quiver wi’rh 6 arrows.
79 Se’r of Moose an’rlers.
80) Firs’r aid ki’r
81) Bo’r’rle of sunscreen.
82) Spindle of blank DVDs.
85) Wooden duck call.
4) Bag of birdseed.

85) Pair of work boo’rs.
86) Necklace wi’rh ’rhree ’ree’rh.
87) Car ba’r’rery.
88) Table’r wi’rh broken screen.

)
l

(I)
(I)9 Tire pressure gauge.

90 Umbrella
91) Crowbar
92) Scalpel

5) Orange hun’ring cap.
4) Can opener.

95) Mouse Trap
6) Mosqui’ro Repellen’r.

97) Picnic Table
98) Se’r of polyhedral dice.
99) Ca’ralog for depar’rmen’r s’rore
100)S’rraighf Razor

‘0
‘0

‘0
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1D12 Encounters In The Desert
1)

m

m

A large TenT off in The disTance. Upon closer inspecTion, The TenT is unoccupied, iT was unTil
recenl however. The ground ouTside The TenT is liTTered wiTh bodies. Dead horses and camels
lye roTTing in The sun. There is noThing of value lefT in TenT.
The sand sTorms have uncovered a large sTone head, iT appears To be a relic of a long
forgoTTen Time. |Ts weighT is incredible.
An Assassin posing as a pilgrim is making his way Towards The narrows, he is in search of
someone specific, possibly a represenTaTive from The MerchanTs guild.
While asleep, The PC's hear The sounds of reTching & howling. Upon waking up They find
Themselves surrounded by Hellhounds.
The remains of very large snakeskins
Circling above The group are a few large griffons.
A dusTy Trapdoor in The ground, one of The parTy Trips over. When The door is opened, darkness
and dusT spew forTh.
A raTher sTrange siTe, a large chesT half sunk inTo The sand. Has iT fallen off a caravan? WhaT
lies inside?
A huge dusT sTorm crops up, making iT almosT impossible To see where The PC's are going. An
exTreme chance of geTTing losT.
A raTher disheveled looking maiden and lord Travelling along The rode on The back of a
camel. They look ThirsTy.
A small cave made from hardened sand. From wiThin a low growl emerges.

12) BandiTs! A large group of bandiTs posing as a merchanT caravan are passing Thru To a major
ciTy. Upon closer inspecTion The PC's may geT inTo a fighT, or become hired as proTecTion.

D10 Whoops! Charisma Check Fails Table (when talking with NPCs).

a
g

e
d

g
g

h
g

w
: The NPC is now under The impression ThaT The player finds Them aTTracTive.

The NPC is going To Tell This epic fail sTory To Their grandchildren.
The NPC immediaTely aTTacks, They have had enough of This!
The NPC clearly speaks a differenT language, and has no way of comprehending The PC.
The NPC suggesT ThaT you mighT look elsewhere for a deal/quesT.
The NPC Thinks ThaT The player was relaying a good recipe for chicken soup, geTs exciTed!
The NPC decides To jusT walk away.
Turns ouT The NPC is menTally unsTable.
The NPC misundersTands, Thinks The PC's would like To marry The NPC's daughTer/son.
The NPC is ouTrighT upseT by any demands made by The PC. He/She Throws a hissy fiT in The
sTreeT, compleTe wiTh kicking and pounding on The ground like a Toddler.
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D10 Pestilence Table
1) Bedbugs keep you awake, loose one poin’r of Cons’ri’ru’rion un’ril you have a decenf resf.
2) Provisions ge’r ro’r from Insec’rs, They are inedible.
5) Sfung by a wasp, and if furns ou’r your allergic! — 2 Cons’ri’ru’rion —1 S’rreng’rh, — 1D4 HP's
4) A large swarm of Insec’rs circles your head, making if difficul’r ’ro sneak and remain hidden. —

15% on all sneak rolls. Chance of being seen becomes 5 in 6.
5) FIRE ANTS! Swarm ’rhe campsi’re, ligh’ring any’rhing remo’rely flammable on fire. AC 7, HD 2.
6) A bufferfly appears ou’r of nowhere, if leads you To a loca’rion where There is a small sack of

gold.
7) Sfrange worm burrows info your sack/backpack, before you realize if all of your s’ruff has fallen

ou’r on The ground.
8) Insecfs lay eggs in your ear while you are asleep, In 1d5 days you will suffer from a delirious

sfa’re, s’rumbling abou’r. — 5 Infelligence, — 2 Dexferi’ry.
9) Termifesl Have s’rruck, any ches’r/wooden objec’r you are carrying has holes in if.
10) Luminescen’r mo’rhs fly around campsi’re, ligh’ring up The surrounding area. — 15% on all sneak

rolls. Chance of being seen becomes 5 in 6.

D20 Campaign U-Turns
Here’s a Table when you need To Take a campaign U Turn.

—
I

v A beloved NPC furns up dead The nex’r morning.
) A God falls from The sky, dead. If rains ichor.
) A sfrange magical por’ral appears on The side of a building or animal
) A nofe from a loved one is under a PCs pillow, a rela’rive has died.
) Dragons no longer have The abilify fo brea’rhe fire.
) The local Town is faken over by mys’rerious fravelers, on The ou’rskir’rs is a large me’rallic craff.
) A large vein of gold has been found, rendering The gold piece comple’rely insignificanf.
) A famine has ’raken over, people are hungry, begging in The sfreefs.
) A fax collec’ror has been s’rrung up a’r ’rhe ga’res of The cify.

10) Large holes in The ground have s’rar’red appearing, someone claims They are really deep.
11) The nigh’r has come, The sun doesn'f rise The nex’r day or The day af’rer.
12) Alcohol no longer has any effec’r on anyone.
15) Wishes come frue, even The insignifican’r ones. Bu’r only for 2 days.
14) A herd of mechanical cows come s’rampeding across The local fields.
15) People are waking up from The dead, They are nof undead and no’r zombies, ’rhey resemble

Themselves The day They died.
16) Locally grown mushrooms if inges’red allow a person To Time Travel back one day.
17) An ingenious alchemis’r inven’red gun powder by acciden’r and burn’r half The Town down.
18) A local mili’ria have mys’reriously fell ill. A barbarian fribe has encircled The Town.
19) If has no’r s’ropped raining for days.
20)All forms of birds have been found dead. Some’rimes falling from The sky.
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D12 The Fields Of Death
The expanse of The wasTeland drags on for miles in every direcTion. Large cracks & fissures make
Traversing The Fields difficulT and dangerous. NoThing really grows, excepT small blackened planT
life. GhosT/y images of men walking in The disTance make you raise your brow. WhaT is This
place?

1) An old man, shimmering beTween life and deaTh walks across The fields. Leaning on his walking
sTick every few minuTes, he looks Tired.

2) A family of six holding hands Travel TogeTher heading wesT.
5) A pack of hellhounds chasing ghosl warriors.
4) A gianT does baTTle wiTh a Cyclops.
5) Large pool of black Tar sTreTches abouT a mile wide and a few miles long.
6) On The ground is an old TexT deTailing The world beyond This one. |T emiTs a darkness ThaT

makes mosT afraid of iT.
7) VulTures The size of elephanTs swarm overhead.
8) An old charioT pulled by ghosl horse's Tumbles along in The disTance. There is no driver.
9) STanding in The middle of noThing is a large grey Tree. Blood seeps from iTs bark, pooling aT The

base.
10) A exTremely large cow is aTTempTing To burrow iTself underground.
ll) An archaic monumenT made of hard packed sand in The shape of a ThirTy fooT Tall woman.
12) A seT of ornamenTal sTairs leading down inTo The darkness.

D12 Orc Deformity's/Personality Conflicts

Has a shorT Tail

M
d

) Has an acTual pignose! lT's even pink.
) Was married once, and holds a secreT grudge, (she lefT him for a much uglier orc)
) Feels like an ouTsider, is a beTTer gardener Than a warrior
) Really bad acne

O
C

H
-[

>
0

4

) Purple hair!
) Son in law of a warlord, will do anyThing To make The "old man" happy
) Prefers dwarven mead To Orcish Ale

9) A very skilled dancer
TO) Crossbreed beTween an Orc and a horse (OrcTaur)
ll) Very small wings, ThaT won'T quiTe lifT him off The ground
12) Missing An Eye

1D6 Curses From A Well Roll 1d6
) Any gem Touched by The player will curse The sTone. Anyone Touching a gem will have To save

vs spell or permanenl loose ld4 sTrengTh (excepT The cursed player)

G
J
\I

—
I

2) Any gold picked up by The player will Turn To dusT.
5) The weapons of The player melT before Their eyes.
4) —2 PenalTies To all saving Throws for The balance of being in The dungeon.
5) Ghosl images appear in The peripheral vision of The player. They scream buT make no sound.
6) Save vs gaze or become a sTone sTaTue
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D10 Creative Ways To Keep Your PC's Poor.
1) Upon reTurning home The PC finds a group of 15 long losT reloTives ThoT have decided To make

Themselves perTecy oT home in The PC's home! Provisions are needed!
Some spell has gone awry Turning all The gold in The house inTo lorge pigeons.
All The PC's non mogicol ormour hos rusTed away from lock of use. The PC musT re—ouTTiT his
enTire ormoury.
The local governmenT hos ouTlowed older gold pieces as currency and has in Turn creoTed 0
new currency based on limesTone. The exchange roTes are horrible To The say The leosT.
Your horse noT only needs new horse shoes, buT basically a whole new horse, There are nogs
ThoT can move TosTer Than This guy.
A roTher sTronge new holiday is coming up, "Turkey gibleTs and pie". You've been assigned by
The local church To come up wiTh enough gold To help pay for mosT of The parishioners
meols. As well you musT also find a Turkey.
A very large animal, possibly a dragon hos sTomped down mosT of your garden and nice
shrubbery, you musT pay for or gnome londscoper To re plonT everyThing and build a higher
Tence.
You receive 0 noTe demonding you pay back guild dues in The omounT of 10,000 gold pieces
including inTeresT! The Thing is you've never heard of This guild, yeT The leTTer is addressed To
you.
While you were away, a good porTion of The Town/ciTy ThoT you live in was burnT To The ground,
wiTh iT your dwelling. All of your worldly possessions are gone. ChesT of gold, melTed To
noThing. To bod you didn'T Toke up The offer from ThoT sTronge door To door wizord who
wonTed To sell you noThing Tor someThing. Insurance...

10) You currenl owe 500 GP's Tor nexT yeor's subscripTion of "Medieval Babes In Choinmoil"
(olTernoTively for female PC's, The "KnighTs Of The Round Table").
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Creepy Assecl Monster Generator (Combo Table)
Crossbreed Monster Type (roll ll)

—
I

v Hyena
Dog
Cow
Bull
Ape
Wohc
Rhino
Monkey
Cougar

) Roll Twice On Table

s
e

d
g

g
h

g
w

l O

Armour Class (roll Id6)

AC9
AC8
AC7
AC6
AC5
AC4

—
I

v
O

\U
‘I

Disposition (roll MS)

—
I

v Attacks immediately
Curious/Inquisitive
Disgruntled39

,2

Unsure

()1 Stands ground
Flees in terror
Helpful
SubmissiveE

d
g

y

Intelligence (roll M4)

1) High (repeats the "law")
2) Average
5) Low Intelligence (slowly reverting to animal state)
4) Animal (normal animistic behavior)

Alignment (H3)

1) Good
2) Neutral
5) Evil

Attacks (H4)

1) ld6 damage
2) ld4 damage
5) ld8 damage
4) ll damage
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D12 Interesting Henchmen NPC's
1)

2l

10)

H)

Galwain — Human Warrior, los’r his leg in a freak farming acciden’r, fells everyone The reason he
has a peg leg is because of a alliga’ror bife.
Rain-ah — Elf, Affer leaving her home in search of adven’rure, Rain—ah fell madly in love wi’rh
Pies! She is s’rill qui’re a capable warrior, albei’r slower ’rhan mosf.
Razoule — Wizard, Razoule acciden’rally blew up his mas’rer when he was a’r school, even since
Then he has been a bi’r gun shy To use magic. He's a’r’remp’red To learn how To figh’r like a
warrior, buf fails miserably.
Fingle — Halfling. Fingle spen’r mos’r of his early life pick pocke’ring in major ci’ries, His crimes
even’rually caugh’r up wifh him. In a public display his lef’r hand was cu’r off. Since Then he has
become a wanderer never s’raying in one Town for any longer Than a week.
Ralgar — Warrior. Ralgar is very inquisi’rive, so much so ’rha’r she fends ’ro ac’r firs’r before
fhinking.
Hermonah — Dwarf. Mosf people fend To believe ’rhaf There are only Dwarven men, Hermonah
likes ’ro poin’r ouf ’rha’r There are in fac’r Dwarven women! If she's no’r ou’r adven’ruring she can
usually be found in a favern spending her hard earned gold and parficipa’ring (and usually
winning!) drinking confesfs.
Gurlarh — Cleric. During Gurlah's child hood his grea’r uncle was killed in a freak
acciden’r. Ever since ’rhen Gurlarh believe's ’rhe ghosf of his uncle haun’rs his every waking
hour. While a perfec’rly capable cleric and healer, he fends To have minor freaks ou’rs and Talks
To himself.
Roolandh — Warrior. The mos’r pompous uppify fwi’r you've ever me’r. If you have a s’rory, he has
one beffer, if you have a long sword, he has a gold long sword. He refuses ’ro spend Time in
less ’rhan ideal locales. More offen ’rhan no’r when he is faced wi’rh a si’rua’rion ’rha’r is nof up To
his s’randards he will jus’r up and leave.
Aleah — Thief. Aleah is more of a swashbuckler Than a ’rhief, having grown up as The daughfer
of a Pirafe cap’rain. She's more comfor’rable hanging ou’r wi’rh men. Always up for adven’rure,
The more challenging The be’rfer!
Berton — Wizard. Berfon is obsessed wifh na’rure and animals. When wandering ’rhe coun’rry
side he will s’rop every half a mile ’ro diges’r some inferes’ring insec’r, or planf. A doddler. Ber’ron
is also a problem gambler.
Selar — Elf. Selar was a prince, before his family was shamed and boofed from The Elven
ci’ry. Selar has a brooding personali’ry, and speaks very liffle.

12) Zerfey — Halfling. Zerfey is qui’re deaf, and blind in one eye. He is very shor’r for a halfling,
sfanding only Two and a half fee’r fall. Al’rhough a bi’r old and shakey he is deadly in a fighf,
and his aim is almos’r unbea’rable.
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Random Wilderness Encounter Table
Deer Carcass

M
C

;
v Unmarked grave

Slaughfered kobolds
Abandoned farm
Old shrine To a god covered in moss
Chicken Eggs
Cow
Old scabbard for dagger (no dagger)
Old wooden chesf (a few sp's)
A few arrows in a free
Pool of fresh wafer
Dead hill gianf
Leffer from a lover
Broken lufe
Broken wagon (nofhing inside)g

g
g

se
g

g
e

d
g

e
e

e

Iron ore
Treasure map (DM's choice)
Wandering beggar
Merchanf caravan
Priesf
Advenfuring parfy

M
—

I
—

I
—

I
—

I

3
3

3
5

3

21
2
25

4

2v Farmer
Fruif free
Remains of a campfireIO

Broken wand remnanfsI0 01
I0 (I)

Alchemical ingredienfs in safchel
Rusfed axe in sfump
Farm equipmenf
Small sack
15 feef of rope
Page forn from a book
Empfy woferskin
Vial of acid
Pouch of pipe weed
Ruined painfing
D4 wooden sfakes
Pair of boofs
Fishing rod and line
Cask of brandy
Small drum
2 candles
Magic ring
Wild deer (alive)
Sword (good qualify)
Sfraw broom
Small bear cave
Spell book wifh 2 firsf level spells
Dead advenfurer (wifh chain mail) some coins
A small bag of uncuf semi—precious sfones
Scroll of sheef Music
Dice

0
4

0
4

0
4

0
4

v
g

w
s
o

54

04 01
04

04
V

V
JQ

L
048

59

4s 8
.IS 1

51
> I0

5
4
5
6

V
v
v

b
k

5
h

V
V

V
J
V

V

8
49
50

2‘.
52) Bloody rags and blood frail
55) Wooden mallef
4) Wandering beggar

55) Merchanf caravan
56) Priesf
57) Advenfuring parfy

)
l
)

U1
U1 8 Farmer

59 Old shrine To a god
6O Unmarked grave
6i) Slaughfered kobolds
62) Abandoned farm

5) Remains of a camp fire
64) Backpack wifh nofhing in if
65) Horse fied fo free
66) Pouch of pipe weed
67) Baffle axe sfuck in wood
68) Bones of animal

)
)

Ox

69 Caffle
7O Innkeepers daughfer losf
7l) Elf parfy
72) Carriage wifh slaughfer humans

5) Mass grave
74) Haysfack

5

\l
\l ) Bear

76) Gianf fly carcass
77) Old book
78) Sfack of playing cards

9) Ouiver wifh id6 arrows
80) ld4 forches
81) Dead Orc raiding parfy in burning pile
82) Small Halfling village

5) Dwarf miners
4) Magical creafure (leprechaun? fairy)

85 Broken spear

\I
(D

O
)

(I)

l
6) Large snake skin

87) Bag full of deer pelfs
88) Bond of NPCs (mdybe join Them?)
89) Bandifs affacking a merchanf caravan
90) Weafher gefs really bad!
91) Sfray caf fhaf follows group
92) Dead advenfurer doppelganger wearing

some clofhes as PC no head
95) Pif frap
94) Wandering beggar
95) Merchanf caravan
96) Priesf
97) Advenfuring parfy
98) Farmer
99) Treasure map (DM's choice)
lOO)Bear

22|Page



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Witch Twists
Appearance MB

1) Typical hag complete with warts and a
pointed hat.

2) Beautiful woman.
5) Caught between a polymorph (Old hag

and a frog).
4) Female warrior wearing plate mail.
5) Young child wearing a make shift frock.
6) Old withered man.
7) Homely 50 year old (male/female)
8) Two faced, one side of the body is a

male, the other side female.

Male Names ll

—
I

v Brody Morgan
Laris Digby
Regan Borges
Maddock Deamonne
Damek Tenebris
Orion Crow
Seth Stocker
Bardo Redwood
Lucian Cane

) Bardo Highmore

s
e

d
e

g
h

g
w

l 0

Female Names ll

Tatiana Lovelace
) Sophie Pickerin
) Annika Shade
) Raine Christian
) Cloris Aimes
) Beatrix Killoran
) Sally Riddle
) Rosina Addington
) Gretchen Ripper

lO) Olva Thornheart

p
m

w
a

m
h

m
w

:

Familiar ll

v
e

d
e

g
h

e
w

:
‘0

Large Tortoise
Donkey
Grey Owl
Mangy Dog
Frog
Black Cat
Bat
Dire Wolf
White Rabbit

Distinguishing Marks ld6

—
I

v
O

\U
‘I

Large scar on forearm.
Facial tattoos.
Enlarged teeth.
Leather wings.
Tail
Purple Skin

Intentions RM

To unleash a great evil upon the world.
2) To become their former self (be it

beautiful, ugly, a toad)
5) To take vengeance on someone from the

past.
4) To be the most beautiful person in the

land.
5) To find their lost love.
6) To find a long lost relic of great power.

Character Traits Il

l) Liar
2) Grumpy
5) Inquisitive
4) Annoyed
5) Mellon Collie
6) Mute
7) Partially deaf (the PC's asre going to

have to yell)
8) Genuinely happy about nothing.
9) Gambler
lO) Clinically insane
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1D2O Random Cavern Crawl
Table #1
1) Drip oT waTer Trom ceiling puTs ouT Torch

lighT
2) STumble inTo 5 TeeT of slime
5) Wounded NPC/MonsTer leaning againsT a

cavern wall
4) Screams off in The disTance
5) Flooded secTion 8 TeeT deep, 15 TooT

secTion oT Tunnel
6) Magical lighTs dance in area illuminaTing

The cavern
7) Rubble Trom Tallen sTalacTiTe's — 1 aTTack

penalTy. Roll for wandering monsTer
8) Pouch of coins (2O CP's, 2 GP's, 1O SP's)
9) Burned cloThing
10) RusTed dagger
11) A pile of old skulls
12) Snakeskin
15) Useable Torch on ground
14) Old broken key
15) Burned book
16) Map To old underground ciTy
17) Sprung Bear Trap wiTh a leg sTill aTTached
18) Sack oT moldy provisions
19) A large bang off in The disTanT, as if

someThing really heavy was dropped
20) Religious symbol

1d20 Random Cavern Crawl Table
#2
1) An escaped prisoner sTumbles on The

parTy
2) RecenT digging operaTion, leTT over

pickaxes and a wheelbarrow
5) 4 Dead Orcs, all beheaded. No armour

or weapons
4) A huge black spoT on The floor and a

smoking pair of booTs
5) Trans dimensional door ThaT porTs The

PC's To The beginning of The caverns
6) A purple misT covers The secTion of cavern

making iT diTTiculT To see. —2 aTTack
penaHy

7) A piT Trap wiTh spikes. A dead advenTurer
lies aT The boTTom impaled. 1O TeeT down.
Has armour/weapons.

8) Creaking from above, dusT falls on PCs
heads. 1 —6 chance of cave in. 2D6
damage.

9) 6 TeeT of mud, —2 aTTack penalTy.
10) SuiT oT rusTed p|aTe mail wiTh a skeleTon

leaning againsT a wall
11) Scrawled on The wall is a warning of

monsTers ahead (GM give a hinT)
12) Broken lockpicks
15) Mudslide! Slide 15 TeeT down cavern.

Save VS Spell for half damage. 2D6
Damage.

14) Dark shadows sTarT To follow The PCs
15) Screaming alarm is seT oTT! Roll Tor

random monsTer.
16) A empTy broken Treasure chesT
17) Carcass of dead worm, chunks have been

Taken away.
18) InsecT hive. (InsecT swarm)
19) STrange large eggs, greenish in color.

Possibly worTh gold.
20) GhosT ThaT Tlies Thru The PC's and

disappears inTo a wall behind Them.
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1D2O Random Cavern Crawl
Table #3
1) Buried To The hilf in The ground is a silver

sword +1. S’rrengfh Check af —2 To
remove.

2) A broken wand (unusable)
5) A piece of parchmenf defailing a

proposed raid on underground village
4) Sfumble upon a merchanf who losf his

way frying To find underground village
(has basic supplies)

5) A broken down car’r, missing one wheel.
The carf has provisions for one week, a
suif of leafher armour, 12 arrows, and 20
fee’r of rope.

6) An old book ’rha’r defails how To read an
ancien’r language. Infelligence check of —
2

7) Bag of jewels (1D1O x10 SP's each)
8) A nofe from a lover llmee’r me af The usual

place"
9) Runes wrif’ren in Elvish — llA warning

againsf disfurbing The evil Cify"
10) Ground is qui’re rocky for 50". —1 affack

penalfy. Roll for wandering mons’rer
11) A group of badly injured NPC's are

camped ou’r in The funnel. (5 Fighfers)
12) A dark mass of energy appears ou’r of Thin

air. If rushes ’rhe PC's. Save vs spell for
half damage. 1D6. If disappears
afferwards.

15) A grappling hook and 20 fee’r of rope
14) A group of 1D6 bea’rloids fighfing off a

scou’ring par’ry of 1D6 Dwarves
15) 5 half empfy po’rion boffles (2 of which

have no’rhing useable, 1 is a por’rion of
healing fhaf will heal 1D4 HP's)

16) Sprung frap, a dead goblin hanging
upside down from ceiling. 1D6 X 10 SP's

17) A sef of rus’ry keys
18) A keg of ale lying on ifs side, half full
19) Makeshif’r bloody bandages
20)A losf dwarven child who wandered away

from underground village

1d20 Random Cavern Crawl Table
#4
1) A group of 1D4 plague vicfims, all

coughing and dying.
2) Sec’rion of funnel is flooded, 5 fee’r high.

—1 affack penal’ry. Roll for random
monsfer

5) An old ripped painfing. Wor’rhless
4) Pieces of a broken wooden door.
5) Large grow’rh of 5 foof ’rall mushrooms
6) An Axe wifh s’rrange runes on The hil’r.

(Non—magical). Runes are in Dwarvish.
llSlarrgh's Slayer".

7) Half ea’ren corpse of zombie.
8) Magical rune frap. Save vs spell for half

damage. 1D6
9) Smashed porcelain vase
10) Sfrange alfar in funnel. There is a jug of

whaf appears To be blood. 1D6 Gems
worfh 5 SP's each.

11) Hissing noises ’rha’r are becoming
increasingly louder.

12) A group of Dwarven scou’rs (1D6 figh’rers)
15) The ghos’r of a wild eyed child s’rar’rs To

follow The par’ry.
14) Bard desperafely frying To carry all of his

ins’rrumen’rs. Needs direc’rions To a
underground village. Has goffen los’r.

15) Cave in, Turn around find ano’rher way, or
spend fime digging ouf fhe funnel.

16) A pile of smoking carcasses. Recenfly
deceased.

17) A glowing purplish subs’rance spo’rs The
ground, a frail of if leads info a dank
funneL

18) Cavern is covered in blue moss. Edible,
heals 1 HP only, no ma’r’rer how much is
ingesfed.

19) A very loud gong is sounded off in The
disfance.

20)The hilf of a rusfed sword is sfuck info a
wall.
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D100 Minor Magical Items
Fishing Hook & Pole — When The hook is dipped inany waTer, a large fish magically appears.—

I
v

2) Ring of RedempTion — Allows a player To re—roll any dice once.
5) Gambling Dice — When rolled This seT of six sided dice will always roll 6's.
4) Vial of Snake Venom — This fasT acTing poison causes ldl2 damage.
5) Hair Tie — This inTricaTely designed hair Tie allows a characTer To have nighT vision for an hour.
6) Wooden STick — This sTick will casT mirror self for ldo rounds, when held up.
7) Tunic Of Suaveness — When worn This Tunic changes The characTer's charisma To 18 for one hour.
8) MonsTer Map — This map when unfolded will show all monsTers in general area, for up To one hour.
9) Ale of Epicness — When drank This ale will allow players a +4 on all saving Throws for one hour. The

player will noT be drunk.
TO) Moldy Barrel — This barrel conTains a liquid, if anyone baThes in The barrel, They will receive ll

Temporary hiT poinTs unTil They resT.
11) Purple Candle — When lighT The candle casTs a darkness spell for ld4 rounds.

) Orc TooTh — If The TooTh is puT in a pockeT iT auTomaTically casTs InvisibiliTy for ld4 rounds.
) Censer Of Wisdom —When worn The PC's Wisdom is 18 for one hour.

14) Tome Of Remembering — Allows a magic user or cleric To remember 4 exTra spells lasTs one day.
) Wooden STake — When placed inTo The ground, The sTake creaTes a force field ThaT noThing can

peneTraTe for one day.
16) PockeT LinT Of Bless — This pockeT linT when carried will add +2 To all saving Throws for The balance of

The day.
17) Slime of polymorph Self — when This slime is applied To someone's legs, They will auTomaTically

polymorph self. LasTs ld4 rounds.
l8) Torch Of Web — When This Torch is liT, iT casTs The spell web. LasTs ld4 rounds.
l9) RusTed Key Of DeTecT Evil — This key will glow a very fainT orange when evil is near. One use only.
20) Miniscule Missiles Of Magical Mages MysTerious Mind — One small darT, when Thrown casTs magic

missile spell, however There are ldl2 magic missiles ThaT do ld4 damage each.
21) Blue Cheese Of Cure Disease — When eaTen This cheese will cure any disease.
22) STew Of HasTe — As spell, lasTs ld2rounds.
25) Slippers Of Sneakiness — When worn This slippers reduce armour class by l, and add 15% To any

sneaking. LasTs one day.
24) Holy FIinT — When carried on person, allows characTers To Turn undead aTl higher level Than They

currenl are. LasTs for one day.
25) Frog Leg Of ResisT Fire — When eaTen This frog leg will casTs resisT fire on The PC. LasTs for ld4 rounds.
26) Alchemical NoTepad — When This noTepad is read iT will allow any characTer To idenTify a poTion jusT by

looking aT iT. LasTs one day.
27) Goblin ArTwork — This sTrange drawing was done by a goblin using his opposiTe hand. When The arTwork

is laid on The ground iT summons ldo goblins To The PC's aide. When The goblins die of naTural causes (or
violenT), The spell is broken, or one day whichever comes firsT.

28) Henchmen Mirror — When a PC looks inTo This mirror, ld4 henchmen will appear ouT of Thin air. LasTs
one day.

29) Hobgoblin Toe jam — When spread on a player's hands or Toes, This Toe jam will casT proTecTion from
normal missiles for ld4 rounds.

50) Axe handle Of Door Ajar — If This axe handle is whacked againsT a door, iT will auTomaTically break iT
down. Then explode inTo a gazillion pieces causing no damage To anyone.

51) Backpack Of Loud MouTh — More of a curiosiTy Than anyThing, when The back pack is worn anyThing ThaT
The players says is repeaTed VERY LOUDLY! LasTs one day.

52) GianT Finger Nail Clippings — A large sack conTaining GianT Toenail clippings, adds a +1 To aTTack and
damage rolls for a day.

55) Old Paper Bookmark- When carried This bookmark will increase a player's DexTeriTy To 18 for The day.
54) CoTTon Earplugs — When worn These earplugs will auTomaTically resisT any charm spells, lasTs for one

day.
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55) Holey Tent — When se’rup this tent will protect a PC or 2 from the elements, it is naturally warm, and has
a small pool of water within, as well as rations for one day. The tent disappears affer use.

56) Sweet Treats — When digested these treats will allow a player To re—roll any dice results once.
57) Lack Of Medusa Hair — When this look is shown to a mons’rer, if will have to make a save agains’r

paralysis. Has no effect on PC's. One use.
58) Dragons Tooth — While no’r incredibly valuable (it has extremely load cavities!) This tooth will increase a

player's constitution for day to T8.
59) Leather Barf Bag — this bag contains exactly what you think it does. When the contents is poured ou’r, if

Will allow a character to fly for ld4 rounds.
40) Fingerless Gloves — When worn these gloves will increase pick pocketing skill + 10% for the res’r of the

day.
41) Scarf Of Confusion —When worn this scarf will change the appearance of the player to whatever

he/she likes. Lasts ld4 rounds. (Itjust changes appearance,no extra game mechanic bonuses).
42) Jar of hot sauce — When digested the hot sauce will burn the esophagus of the player (ld4

infernaldamage), however it will allow the player to breath fire once. 2d5 damage.
45) Rigged Relocation Nail — When dropped on the ground this nail will relocate all of the players to a safe

room/place.
44) Re—roll twice — the players get 2 items,if you get this number on one of the rolls the players get a whole

lot of nothing. Sorry eh!
45) Bat Of Random Death — This bat will add +1 to attack and damage rolls for ld4 rounds. It also has a

25% chance of creating a small fireball ldo damage every fime if is used.
46) Pitchfork Of Plenty — This pi’rchfork will create 1 day of rations for all the players, when it is placed on

The ground.
47) 2 Faced Coin — This copper piece will cast the spell Charm when thrown at an opponen’r.
48) Pebble Of Power — When this pebble is rolled on the ground it will become a large boulder rolling out of

confrol. Causes 2d6 damage to anything in the way.
49) Well this is awkward — This small piece of paper when shown to a monster will have ’rhem re—roll their

reac’rion roll. The note contains a breakup letter.
50) Dancing Dust — When ’rhis dust is flung at a monster they will have to dance uncontrollably for ld4

rounds. (I'm sorry games master but you are going to have to do the running man, and still roll dice for
any other monsters).

51) Stack of old pancakes on a plate — Any PC's who eat this will regain 2 hit points, but will be forced ’ro
swi’rch charac’rers with another player for a half hour of game time. (To be determined by The games
mas’rer).

52) Incredibly stinky sausage — This sausage smells terrible, but when digested the players receives a +l To
all saving throws for the rest of the day.

55) Ring of true intention — This ring will allow a player to know The True intentions of one NPC for the
dura’rion of the day. (Take player aside and tell them The nefarious plot). The ring disappears the nex’r
morning leaving a strange fa’rfoo on the player's hand.

54) Cracked Crystal Ball — This crys’ral ball is cracked, when thrown at an opponent, it will transport Them To
a random location.

55) Insightful Tankard — When any liquid is drank from this tankard, the player will automatically know abou’r
The next trap the players will come across.

56) Wooden Cube — This hand carved wooden cube, will open a dimensional door allowing for a quick
escape.

57) Toothpick of incredible accuracy — This tooth pick will allow a one’rime ranged attacked at +4 to
affack & damage rolls.

58) Helpful Gauze — These blood stained gauze, when wrapped on a PCS leg or arm, will increase ’rheir
armour class as of plate mail for the remainder of the day.

59) Black Monocle — When a player gazes thru this monocle they will be able to see any secret doors for ld4
rounds. They will however not be able To see much of anything else.

60) Elixir Of Spell Smoothness — When digested, this will allow a magic user or cleric ’ro cast a spell they
have memorized twice, without penal’ry.
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6i) BelT Of The Deceased — When worn This belT will Turn undead of cleric level 6, regardless of player level.
62) Dog Bone — This bone will auTomaTically leT a player know where Treasure is buried, hidden, eTc. Works

once.
65) LinimenT of Gold — When This linimenT is poured on a silver piece, iT will Turn iT inTo 50 gold pieces. IT can

only be used on 1 silver piece. No reTurns, no excepTions, no shirT, no shoes, no service.
64) BaTTered Shield — This shield ac’rs as a regular shield, despiTe The facT ThaT iT looks Terrible and almosT

unusable, iT auTomaTically adds 50 XPs To The characTers To’ral.
65) Dagger Of Ghosl Tidings — This dagger on a successful aTTack will creaTe a ghosT from The pasT of

The monsTer. Allow a saving Throw aT —2 , if failed The monsTer flees in Terror. (Could be a relaTive come
back To haunT Them).

66) MeTal FIuTe — When This fluTe is played, iT will auTomaTically play The heaviesT meTal music ever heard.
Any monsTer in The viciniTy mus’r saves vs spell, or be rendered charmed for ld2 rounds.

67) Wino Pail — This old pail fills iTself wiTh wine, any player drinking iT will regain l losT hiT poinT (can only be
used once per player). All players musT dance around for a minuTe afTer drinking from The pail. (no
excepTions)

68) STone of polymorph oTher — When This sTone is Thrown aT a mons’rer, if will auTomaTically Turn iT inTo a 1/2
HD RodenT.

69) PIaTe Of Haggis — When digesTed The player receives a kilT which acTs as plaTe mail for ld4 rounds.
70) Pixie Finger — When carried in a pockeT, The player will receive a +5% bonus To experience for The resT of

The day.
71) Cow Tongue — When placed in a player's shoe, This Tongue will allow The player To undersTand, speak

and read any language for a day.
72) SheeT Music — This demen’red sheeT music will play a very odd pop hiT, when The sheeT music is unrolled.

Any monsTer in The area musT saving Throw vs spell of a —2 penalTy. If They fail They will run wildly from
The room for ld4 rounds.

75) Apple Pie — This apple pie TosTes wonderful, and is sTill warm somehow? Any player ingesTing This will
receive +2 To all ranged aTTack damage rolls. (only once)

74) RusTed STraighT Razor — If a player shaves Their legs wiTh This, iT will allow Them To swim and brea’rhe
underwaTer for an hour.

75) Polka doT accordion— when played This accordion will noT only make your Toes Tap, if will cure one
person of poisoning.

76) Purple Gorgon Nerple — if This nipple is puT in a player's pockeT The player receives an abiliTy To remove
curse. (once only)

77) WriTing ink — using This ink you can copy one spell from a spell book onTo your hand for safe keeping
(don'T wash your hands), and can use The spell once, afTer which iT disappears. There is no exTra roll
required.

78) Scroll case — when opened The scroll will spiT ouT a map showing a safe Haven wiThin walking disTance.
79) Venus fly Trap leaf — This leaf will allow a player To speak wiTh animals or planTs for ld4 rounds.
80) 2 sTring banjo — non—musical insTrumenT, however has a oneTime fireball charge ld6 damage.
81) Weird gypsy plaTe — when placed on The ground iT enlarges inTo a floaTing disc, which can carry fwo

charocTers. IT lasTs for ld4 rounds.
82) Jade Thieves Tools — These fools have The abiliTy To leT a Thief know whaT person in a room carries The

mosT gold on Their person. OTher Than ThaT They are worThless as Tools, and noT worTh much money.
85) Wooden Toy dragon — when ’rhrown This Toy will creaTe a illusion of a large pissed off dragon,—2 on

saving ’rhrow To any creaTures in The room.
84) Bag 0’ beasTies — when you dump The bag ouT, ld8 beasTies appear. They are ld4 hiT dice creaTures

’rhaT do ld2 damage.
85) Icing for a cake — unfor’runa’rely There is no cake, however if This is ingesTed iT will cure blindness.
86) Berserker’s Axe — This raTher old looking hand axe is quiTe remarkable magically speaking. IT does ld

damage for ld6 rounds. AfTer ThaT iT becomes an everyday hand axe mosT appropriaTely used for
chopping kindling.

87) EldriTch Sundial —When held up To The sun (orjusT up if you find yourself in a dungeon) iT will casT
”loca’re objecT" once. Appearing on The face of The sundial is The correcT direcTion you need To Travel.
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88) Ice Pick — When placed inTo The ground The Ice pick will casT Wall Of Ice. CreaTing a large ice shield in
fronT of The characTer.

89) Witches Wart — This fairly cold warT has managed To sTand The TesT of Time, insTead of deTerioraTing like
mosT pieces of skin. If applied To The skin iT will magically seal iTself To The characTer, increases Their
consTiTuTion To 16 for a day. The warT musT Then be magically removed using a remove curse spell. IT has
no unToward side effecTs.

90) Scroll of Random Silliness — This scroll is completely illegible, however if a enTerTaining saying is said
aloud in pig LaTin The scroll will casT cure lighT wounds on The bearer. (GM discretion on The silly pig LaTin
sTaTemenT)

91) Bowl Of Fermented Cherries — If These cherries are consumed, The player will receive 1 hiT poinT as well
as a — 2 ReacTion AdjusTmenT on The nexT encounTer.

92) Old Coin With Hole In It —If a thief holds onto this, Hide in the Shadows is increased To 67% for the resT
of the day.

95) Inheritance Letter — This letter contains the lasT will and testament of Hugo Underbrush, when read
aloud 16 CP's, a small jewel worth 5 SP's and one sock show up ouT of the blue.

94) Leather Hide Blanket — When a player uses this sleeping, he will receive +5°/o on all experience gained
the following day.

95) Pick Axe Of Telling — When This pick ax is held up, iT will casT llspeak To sTones/sTone Tell" once, righT aT
ThaT very momenT!

96) Keying — This key ring has no keys on iT, iT may have aT one time. If any keys are added To the key ring iT
will casT ”project image".

97) Elixir Of Barbarism —This yellowish liquid will increase a player's sTrengTh To 14 for the next 1d6 rounds.
(With all The exTra added bonuses for attack & damage)

98) Lucky Cap — When worn This cap will allow a player To reroll any saving Throw once. AfTer ThaT, iT's jusT a
very nice looking cap.

99) Large Doll — This doll looks like an almosT exacT duplicaTe of The person ThaT picks iT up! When a hand is
placed in The back of The doll iT will casT venTriloquism once.

100)It’s Raining Silver! — One hundred silver pieces fall from The ceiling for absoluTely no reason!

D20 NPCs
A merchant wiTh a gold TooTh

) A piraTe wiTh 2 peg legs
) Dwarf wiTh an inferiority complex
) A depressed prince
) A nympho wiTch
) A dishonoured (dishonorable) knighT
) A sage who researches really odd subjecTs
) A flaTulenT princess

9) A blind archer
10) A Druid wiTh a Touch of OCD.
11) A jesTer wiTh a lisp
12) STuTTering bard
15) A once famous general
14) A cured werewolf
15) Fairy cannibal
16) A one handed child
17) Suspicious priesT
18) Brainey Thief
19) CultisTs wiTh TaTTooed runes all over Their faces
20)Vampire The loves swimming.

O
J
N

Q
C

H
h

C
N

M
S
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D100 Things Overheard In A Tavern
1) Dragon? Whaf Dragon?
2) Thaf lady over fhere, | wouldn'f Talk To her, one fime she furned me info a rabbif.
5) Honesfly I saw fhis sfrange ghosf, nearly crapped my panfs!
4) Yes everyone knows abou’r ’rha’r old hermi’r, he lives by himself. Oh? You've never heard of him,

le’r me fell yah.
5) The ground shook las’r nighf! | ’rhoughf for a hearfbea’r if mighf have been somefhing | a’re!
6) One Time This bloke s’rrolls up and ’rells me fhaf he was marooned on an island! And ’rha’r he

rode some sea fur’rles or some’rhing, I figured he'd had a few foo many.
7) Weirdesf fhing, fhe lighfs in The nighf sky. For The mos’r parf fhey look like a beaufiful reflec’rion,

somefhing The gods dreamed up, bu’r ’rhe o’rher nigh’r I swear I saw some’rhing moving up There.
8) The barley soup af The local favern will cure jusf abouf any ailmenf, I had a warf on my foo’r The

size of my big foe! If was gone The day affer yes’rerday.
9) Thaf old pries’ress I've see her walking a’r nigh’r, Talking To herself.
10) Nah if's jusf a my’rh fhaf mosf cemeferies are haunfed. You know whaf is really haunfed? My

love life!
11) Normally I wouldn'f fell you This, bu’r you seem like decen’r folk.
12) There was a fhief hanging around The marke’r la’rely, I was The one who found him ou’r. Caughf

him red handed, and fold him To give me half, I did!
15) One Time I danced wifh a sprife, af leas’r | ’rhoughf if was a sprife.... They are pref’ry big aren'f

fhey?
14) I swear To The gods! There was a li’r’rle leprechaun behind The Tavern having himself a piss. I

said llHey Buddy!"
15) Thaf old horse of mine, she's been around for years, my grandfafher gave if To me, if was his

horse! Can you believe ’rhaf?
16) I never gamble. Alfhough.....
17) Saw some gian’r Tracks The ofher day, righ’r ou’rside of my house!
18) Keep an eye ou’r for Those fown guards, ’rhey'll shake you down!
19) Caughf fhe biggesf fish The ofher day, no word of a lie, if was This ...... big!
20)| said llyou know wha’r, | don'f believe your prophecies!" And all They did was dismiss me, and

Walked away. Can you believe ’rhaf?
21) | wouldn'f le’r anyone down, I've spenf my life keeping people alive.
22)We are always looking for farmhands, all we ever ge’r is henchmen around here, wha’r is up wifh

fhaf?
25)| could do wi’rh a few less adven’rurer's in This Town, They come in and drink all The good ale!
24)Tha’r blacksmi’rh is making a sui’r of gold armour! Well of leas’r | Think if was gold anyways, if was

really shiny!
25)You know wha’r is weird, i’r's like ’rhere's a sense of some’rhing else going on, like we are all in

The imaginafion of some mad genius, is if jus’r me?
26) Never seen a mermaid, I saw a goof swim once ’rhough.
27) Are you so sure abou’r everyone in your group?
28) Honesfly This Town needs an enema, or somefhing like fhaf, |s fhere a pofion fha’r we can gef

for fhose sfuffy polifical ’rypes?
29) The only way To earn your keep around here is To ge’r down To work, fraipsing all over The

coun’rryside advenfuring, fhaf’s nof work! Plowing fields is work.
50) | don'f have any silly supers’rifions abou’r my gambling dice.
51) I was ouf hun’ring ’rhe o’rher day, came across a bunch of deer sou’rh of The Town.
52) Saw a bloke on The road, he was frying ’ro sell me a bag of beans, fold him To go The o’rher way,

i don'f need any beans! I've gof a whole field full of em.
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55) Why is iT ThaT princess's always geT kidnapped and dragged off? How come you never hear of
some fancy panTs prince geTTing kidnapped? You know if I was apT To iT, | mighT Try ThaT.
RewriTe a biT o' hisTory.

54)| heard abouT This old book, well my neighbour was Talking abouT This old book. Sounded kind
of inTeresTing, buT | can'T read. Weird runes in iT.

55) There was never anyThing To worry abouT, They made This big deal abouT whaT wenT down.
56) Maybe we oughT To Think This Thru, you're Telling me ThaT you saw a bunch of werewolves The

oTher nighT, and The guard doesn'T wanT To do anyThing abouT iT. And now you're saying you
wanT To go ouT and kill Them?

57) I'd like a snack, someThing cheesy.
58) I've goT To geT up early Tomorrow, loTs To do. Digging diTches, and graves.
59) | Tend To wonder if all These shadowy guilds really exisT. You've heard of The assassins & The

Thieves guilds, are They really ThaT organized?
40)WHAT HO! ThaT's whaT This guy always says every Time he walks in, | don'T even know whaT ThaT

means? Do you?
41) IT seems like There is always someone begging The local priesT To geT healed. WhaT are These

people doing all The Time?
42)You ever noTice ThaT one in every Two piraTes you meeT has a peg leg or arm? ThaT's odd isn'T

i1"?
45) IT's really abouT The deTails, and The raspberry jam.
44)ThaT old myTh abouT Trolls Turning inTo sTone from The sunshine is false
45)| kid you noT, she had a head full of snakes!
46) You ever liT oil on Tire and Throw iT? IT's hilarious!
47) No | haven'T seen your kids, you should really go ouT and find Them. ThaT's noT The besT

parenTing.
48) And I said llyeah iT's one of a kind",hahahah.
49) So There I was mind my own business and all of a sudden This sTrange caT shows up in a Tree.
50) Never underesTimaTe a pissed off barbarian, or my wife for ThaT maTTer!
51) You should probably spend some Time fixing up your armour, iT's barely holding TogeTher.
52)There is This river, ThaT runs down from The mounTains, amazing TasTing waTer, buT iT's green.

Like lime green!
55) NOpe I've never heard of ThaT god, are you sure you have The spelling righT?
54) EveryThing is possible wiThin reason, iT honesl depends on your ouTlook. Oh and whaT Time iT

Is.
55) You should have seen his face when I Told him he was invisible. ThaT mad haTTer ran across The

sTreeT To sTeal TomaToes.
56) I've never meT a goblin wiTh a sense of humour.
57) I swear every Time | meeT an advenTurer, They Tell me abouT Talling inTo piT Traps, who designed

all These Things? Why do you keep falling inTo Them? You would Think once is enough righT?
58) NOpe never mind... I Think I jusT saw an illusion. WaiT a second....
59) You know whaT's really sTupid? Trying To sleep ouT in The wilderness.
60) ThaT was The worsT case of bedbugs I've ever had!
61) Pardon me? Yes do you know if There's any grey musTard aT This Tavern?
62) Why do all wizards have beards anyways? ls ThaT some kind of riTualisTic club Thing ThaT | don'T

know abouT? And why The moldy Towers in The middle of nowhere?
65) Sure you saw a vampire, sure.
64) | Think ThaT guy over There has a Tunic ThaT says NPC, I'd Talk To him.
65) Don'T you find iT odd ThaT There's always a genT siTTing in The corner wiTh his hood up Trying To

noT aTTracT any aTTenTion To himself?
66) You're going To have To speak up, ThaT damn bard was playing bagpipes again!
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67) | Think you're misTaking me for someone who cares.
68) IT was an incredibly uplifTing religious experience!
69) Why are you hopping on one fooT? Or never mind, I Think I've had Too much To drink. WhaT can I

do for you?
70) You couldn'T pay me enough To go inTo ThaT cave, smelled like bad cheese!
71) My uncle hugged a bugbear once.
72) ThaT lady serving The drinks, whaTever you do don'T call her by her firsT name. IT's Shirley, don'T

do iT Though.
ThaT is The absoluTe lasT Time | drink in This esTablishmenT!
Hey you big lug, wanna arm wresTle?
Hold my beer while I kiss your elf.
Everyone knows There's no such Thing as lizardmen, old ladies made ThaT up To scare Their
grandkids.

77) I'm noT saying ThaT I'm The king, I'm jusT saying have you ever seen us boTh in a room aT The same
Time?

78) I hear ThaT Orc's dance when They beaT up advenTurers, is ThaT True?
79) So There we were siTTing in The llGreen Dragon", our feeT up on a sTool, lisTening To some good

music, and in walks This greaT big guy who's quiTe grumbly!
80) MosT of The sTories you will hear in here are unlikely and in some cases lies.
81) If you're ever on fire, sTop, drop and roll. Well ThaT is unless iT's magical fire, Then I have no

idea.
82) The gods musT seriously be crazy!
85) I like kniTTing, do you?
84) Ever drank whiskey wiTh a dwarf? I have! And | sTill have a hangover.
85) There's This long sTory abouT a sword and a sTone, | don'T really wanT To geT inTo iT.
86) some days you're The knighT, some days you're The dragon.
87) Never once did I say ThaT. I did say...
88) AlrighT we've all heard The sTory abouT llbreeyark", if you don'T know whaT iT means by now,

you're an idgiT.
89) BuT of course There's a merchanT looking for a caravan guard, why do you ask?
90) See This here scar? | goT ThaT when I was running from a dire wolf. Good Thing There was a

Tree I could climb up!
91) Remember To always have someone like an elf or a dwarf in your parTy, Those Types can see in

The dark!
92) There's a local farmer, sells some preTTy good raTions, if you're going ouT on a hike.
96) BesT sleep ever! No iT wasn'T in This Inn, I'm jusT saying I slepT really well lasT nighT.
94) I've heard ThaT some merchanTs will pay good gold for MinoTaur horns.

5) <The paTron is deaf> he signs someThing To you.
96) HICUP! Well ThaT was well broughT up.
97) PreTend I've never meT you before. AlrighT now go away.
98) I was Thinking abouT having a look around some old ruins. WhaT do you say, wanT To come

76
74
75
76

‘0

along?
99) If you ever find one of Those bags of holding, don'T ever puT anoTher bag of holding inTo iT. Bad

idea.
100) SCREAMINGU!!!!!!!!!!!!!!!!!!!!!!!!!! AHHHHHHK! llCan someone geT This arrow ouT of my

shoulder???
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D100 Things That Are In Pockets
5 SP3
False fee’rh
Obscured Treasure map
Love le’r’rer
Small silver dagger
A se’r of rus’ry keys
Pocke’r lin’r
A flin’r & s’reel
A fen’r peg
A se’r of s’rrings for a lu’re
A few crushed herbs
Small change purse, no gold
A needle and Thread
Small whe’rs’rone
5 beans
Lyrics and music To a songg

g
s
g

s
e

g
g

e
d

g
g

e
g

g
s

Small cracked mirror
Small finger frap (ld4 damage)
A few wooden puzzle pieces
Carved pipe
Confrac’r for murder
A rabbi’rs foo’r
Lea’rher sling
six sided dice
A religious symbol
Small book wi’rh poems
Brass ring
playing cards
Bo’r’rle of poison
A children's foy ’rop
Bifs of lea’rher s’rraps
Small bone s’ra’rue of an elk
Leffer of accep’rance info a mage's school

M
fl
fl
fl

3
3

3
d

21
2
25
24
25
26
27

2v
W

V

29

I0 (I)
04 O

51

04 N
V

55
4

55

()4 ‘
,
\
_

/
‘
,

Blue crys’ral
Arrow head
Purple ladies gloves
A spell book con’raining 5 — ls’r level spells
10 CPs
A foo’rh from a large caf
Lea’rher key chain wi’rh no keys
A le’r’rer from a local lord
A jar of mys’rerious salve
A few chicken bones
The eye of a mons’rer

04 O
04

V
V

V
V

V

7

04 (I)

59

is 8

41

.IS N
V

.IS 5
4
5b

k
v
v
v
V

A no’re abou’r faxes being overdue
Wine cork
Small felescope/sex’ran’r
Nail file
Comb
Folded piece of clo’rh wi’rh a wolf
embroidered on if.

51) Small pe’rrified head
52) Fea’rher from rare bird

.IS O

47
48

.IS ‘0

50

55) A couple of small round s’rones
54) Loose Tea in a lea’rher pouch
55) Gold bracele’r (50 GPs)
56) Brass lock picks
57) A wool cap
58) A piece of moldy cheese
59) A nofe regarding a merchan’r caravan

needing guards
60) A four leafed clover
61) A pair of smelly socks wi’rh holes in Them
62) Small bo’r’rle con’raining yellow liquid
65) The bill of a duck
64) A morbid shopping lis’r (random body par’rs)
65) A sash wi’rh a skull embroidered on if.
66) A book defailing The rise and fall of an old

empire
67
68

A se’r of glowing large s’rones
A bloodied rag

69 Hair clip
70 A fishing hook and some line
71) Small hand Tools
72
75
74
75

A severed finger
Necklace wi’rh green s’rone
A bag of seeds
A small rolled up fapesfry depic’ring a baffle
scene

76) A small roden’r (ld4 damage bi’re)
77) A vial con’raining slime ’rha’r is moving
78) Bel’r buckle
79) A promissory no’re for gold
80) A handkerchief
81) A le’r’rer defailing a plo’r ’ro over’rhrow The local

governmenf
82) A gold piece wi’rh a hole drilled ’rhru if
85) A recipe for mead
84) A knuckle bone

V
v
v
v

85) Bi’rs of gold Thread (5 SP3)
6) Hand paper fan
7) A po’rion of healing

88) Small wafer pouch
l
l

(1
3

0
)

(I)9 A pair of rose coloured glasses
0 A forn parchmen’r

9T) Dagger +1
92) A ring of invisibilify
95) A broken hil’r from a sword
4) A map To a ci’ry underground

‘0
\0

‘0

5) Tobacco rolled in a large leaf
96) A scroll con’raining a 13+ level spell
97) A small me’ral sundial
98) Hand drawn pic’rure of a lonely cave en’rrance
99) Keys To a local favern
lOO)Vial of oil for a lan’rern
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D100 Mildly Plausible Background Stories For Old School Characters

—
I

v MenTor was killed in an explosion
Swindled a high ranking mage/Thief
FaTher was beheaded
Grew up on an island far from civilizaTion
SisTer kidnapped by Demon
BandiT, refused To parTicipaTe in a raid
Home Town desTroyed
Drowned a family member
LosT all gold in bad beT
Warlord
WanTed for murder
Found a long forgoTTen sword in a sTone
Twin sibling Taken aT birTh
CourTjesTer
EmpaTh, had To leave socieTy
Grew up in a monasTery in The ouTskirTs
LefT barbarian Tribe wanTed more
Family were wiTch hunTers
FaTher was a noTorious Thief
Re—roll Twice and add boTh TogeTher
Shunned by The gods
Sworn To keep an imporTanT secreT

B
§

§
S

§
§

E
Q

E
E

§
S

B
J
Q

E
£

$
B

21

10 2v

25
4

25
2
27

Miner, caused accidenT

v
v

ReincarnaTed forTune TellerIO

Horrible hunTer, nearly sTarved
MoTher was killed by large beasT
ParenTs killed by a Thug
Escaped a prison
The lasT of an order (religious, Thieves)
Borrowed a large spell book didn'T reTurn
False propheT

O
I\) 9

I\) (I)
04 O

51

04 M
V

Designed war machines
Made pacT wiTh wiTch

54 ParenTs killed by piraTes

04 21
04 U1 Grew up an orphan begging on sTreeTs

Prince/Princess of noble house
TeleporTed from a differenT world/Time
Trained by a masTer in Their class

04
04

O

7
58

9 v
v
v
v
v

04 FaTher was a renowned mercenary
Brewer of fine ales & wines
Locked in a Tower for years
Tasked wiTh cleanup of disease
ApprenTice To a Trade
An assassin
FaTher sold ouT TraiTors To lord
Town hero desTroyed an evil ThreaT
Wizard's experimenTal subjecT

4s 8
.b 1

.IS 10
V

v
v

5

51
> .IS

5
6.IS

\I
v
v
v
v
v
v

48 Survived dragon aTTack, wiTh scars
49 VeTeran of a war
50 Slave
51) Runaway

52) Skilled ArTisT
55) STory collecTor & Teller
54) Sailor who caused a muTiny
55) Travelling merchanT
56) Squire To evil knighT
57) Humble villager, didn'T cause much Trouble,

and never wenT on any advenTures.
58) Previously a merman/woman, Turned by

Wizard
59) Re—roll Twice and add boTh TogeTher
60) Plagued by ghosTs
61) CaughT someone doing someThing bad
62) Amnesia, don'T remember a Thing
65) Remembers all pasT lives
64) Exiled because of previous misTakes

5) SeT on a religious pilgrimage
66 Grew up in naTure wiTh only animals

Ox

68) Born wiTh wings
9 Famer

70) Ran an illegal gambling den/bawdy house
71) Born wiTh facial scarring and a Tail, shunned

2) Woke up in a differenT realiTy
75) STole a large sum of gold
74) Fisherman/woman
75) Temple from homeTown burned, did noThing

6) Hung for Treason, broughT back from The dead
77) STarTed a rioT

)
l

l
67) Ransomed as a prisoner of war

)Ox
\1

\l

8 ArsonisT
9 Guard/Solider AWOL from posT

80) Des from addicTion
1) Family were prospecTors, losT map To mine

82) Kidnapped a high lord/lady, ransomed.

\
l\
l

(I)

85) Barkeep
84) The basTard son/daughTer of a lord
85) Smuggler
86) Deposed king
87) ImmigranT from a foreign land
88) Dreams of The llend of days"
89) Concubine To The king/queen

)9O Led rebellion againsT local governmenT
91) Born from a union wiTh a vampire

2) Arm's dealer
5) Family were cavemen, smarTesT of The bunch

94) BeTroThed To a ugly noble
5) Lewd painTer

96) Born blind, oTher sense heighTened
97) Scribe for a local priesT/wizard
98) Wandering minsTrel
99) AlchemisT's apprenTice
100)CarTographer

‘0
‘0

‘0
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1D12 Resurrection Table
1 STR

) Lose 1 Level
) 1 DEX
) Loose 1D4 HP's permanenl
) 1 WIS
) Lose 1 limb (Roll 1D4 — 1 LefT Leg, 2 LefT Arm, 5 RighT Arm, 4 RighT Leg)
) 1 CON
) Loss of nighT vision (Specific To races)
) 1 CHA

10) PermanenT scaring from ResurrecTion
11) 1 INT
12) Change of AlignmenT (opposiTe of currenT AlignmenT)

p
m

w
a

m
h

m
w

:

Underworld Effects
PC's savings Throws are affecTed +1 for The resT of The day.

) Wake up feeling exhausTed, incompleTe sleep, —1 CON for The resT of The day
) — 1 saving Throws for The resT of The day.
) The sTars have aligned, +2 exTra HP Today
) Fell asleep on your hand, woke up wiTh numb hand — 1 DEX
) NoThing happens
) exTra wizard spell can be remembered Today,
) Clerics god granTs 1 exTra spell Today
) NoThing happens

10) Can see furTher in darkness Today +20 exTra feeT
11) FighTers gain +1 To all aTTack and damage rolls
12) 1 wizard spell can be remembered Today.
15)—5°/o on all Thief rolls
14) All PC's wake up wiTh one level more abiliTies and HP's— one day only
15) Turning all undead successful for one day.
16) All players aTTack rolls suffer by one poinT, uneasy sleep
17) The gods are smiling + 1 W18
18)— 2 HP's for everyone, slepT on uncomforTable floor
19) — 1 INT all PC's, nighTmares Thru The nighT
20)Clerics god Takes away 1 spell Today, — 1 on aTTack rolls for Clerics

p
m

w
a

m
h

m
w

:
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The Weird &Wondrous Pudding/Doze Creator
ID8 Colour Of Slime

Translucen’r—
I

v

2) Black
5) Orange
4) Whi’re
5) Neon Green
6) Blood Red
7) Grey
8) Polka Do’r

ID8 Where?

1) Ceiling
2) Floor
5) Bo’r’rom of a pi’r
4) Arrached To a dead body
5) Seeping ’rhru cracks in The wall
6) Arracking ano’rher wandering mons’rer
7) In a sack/’rreasure chesr
8) Sluck in a In a barrel

ID12 Whai's in it?

—
I

v Treasure map
Silver pieces
Garbage
No’rhing
Magic Ring
1e level spell scroll

d
e

g
e

e
w

Magical Armour
Skulls and bones
GOLD!

l ) Silver weapon
ll) Wolfsbane
l2) Vial of holy wafer

0
:9

9
3

ID6 Special Powers

1) Drains Level
2) Drains Con
5) Become Slime
4) Immune ’ro (ld4 Cold,Fire, Magic, Normal Weapons)
5) Breaks info 2 par’rs
6) Emirs loud noises (save vs poison or Take ld6 damage every round)
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D30 Random Fantasy Encounters
GianT wiTh sprained ankle.

) Broken down caravan.
(N

M
S

) SpriTes dancing in a circle.
) A Tax collecTor.
) An Elf maiden who appears To be losT.
) A coven of wiTches, around a large cauldron.
) An old mine shafT.
) The skull of a long dead dragon.
) Old Treasure chesT wiTh noThing inside buT a noTe.

10) Large spikes in The ground near a hole.
11) A jesTer aTTempTing To hide.
12) Ten sTaTues of Elves all in combaT poses.
15) Old waTering hole wiTh buckeT.
14) A group of soldiers Travelling To The nearesT Town.
15) GianT anT colony.
16) A group of gnomes building a shrine.
17) A flesh golem Tied up To a Tree.
18) Recenl deceased corpses wiTh a swarm of insecTs.
19) The wrappings from a mummy, The Trail is 25 feeT long
20)A magic user surrounded by EarTh ElemenTals (1d6).
21) A raTher large rock in The shape of a face.
22)A river of lava, running from a large hole in The ground.
25) You can hear The howl of wolves behind you.

4)Wandering wizard, seling minor magical iTems for exTremely expensive prices.
25)You may have jusT inTerrupTed a maTing riTual (GM discreTion).
26) Elven war parTy searching for escaped slaves.
27) Small coTTage off in The disTance wiTh smoke coming from The chimney.

)
l
)
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28 Caravan of upper class lords & ladies.
29 BearTrap wiTh human fooT, cuT off from leg.
50 Old rain soaked map shows locaTion of ancienT Temple.

1D6 Vampire Personality Quirks & Intrigue
1) InsTead of seeking a cure for vampirism, The vampire enjoys reading sTories of oTher vampires.

Currenl wriTing a book.
2) Enjoys finding new swimming holes.
5) Likes To communicaTe wiTh The dead (even recenl deceased vicTims). Holds séances wiTh The

local goblinoid populace.
4) Has a flair for The TheaTrical, and puTs on one man musicals.
5) Has resigned iTself To being immorTal, however iTs bride wanTs To die, or find a cure.
6) Has a peT medusa ThaT iT uses To creaTe a wonderful maze filled wiTh The deceased.
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Random Artifact Generator
Roll 1d20 for Type. Roll 1d8 for The amounT of charges. Roll 1d20 for The Type of magical effecT
AlignmenT of objecT (roll ldo), on a roll of 1—2 good, 5—4 neuTral, 5—6 chaoTic

TYPE

Throne
) ches’r
) pain’ring
) large rock
) shackles
) bucke’r
) forge
) decora’rive sack
) Wall mirror

10) horn
11) animal pel’r
12) skelefon key
15) skull
14)
15)
16)
17) s’rone doorway
18) pool
19) grindsfone
20)overly large book

o
m

w
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h

m
m
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aw
gem

IDZO Magical Effect Type

1) resurrecfion
2) esp
5) darkness
4) cure lighf wounds
5) profec’rion from good /evil
6) purify food /wa’rer
7) summon monsfer (roll 1d6 for hi’r dice of monsfer)
8) cures lycan’rhropy
9) silence
10) minor illusion
11) creafes minor pofions
12) recharges wands
15) increases one affribufe To 18 for a monfh
14) refurns one level Tha’r was drained
15) giganfisim
16) polymorph info an animal
17) all spenT spells are remembered
18) a loved one refurns and haunfs The players
19) fireball cenfred on The parfy
20)fhe ar’rifac’r becomes uns’rable.
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1) Local furrier needs giant rabbit fur for clothing. 
2) Travelling book salesman wants to complete his set of encyclopedias. 

3) Solar panels are needed for water treatment plant. 
4) Gang of motorcycle bandits has taken over community gas station and claimed it as their own. 
5) Sinkhole opened up outside of village, revealed a series of complex hallways underground.  
6) The annual mushroom growing contest is happening! And you have been selected as a judge! 
7) The population of a small town has been entirely replaced by clones, the originals are nowhere to be 

found. 
8) Local cartographer needs an escort, will pay well.  (Cartographer has anterior motives) 
9) Small clinic has been burned to the ground.  Investigate. 
10) River dam was destroyed flooding a nearby village.  Find culprit and repair dam. 

11) Rumours that an ancient flying machine was located in the forest. 
12) New religious cult has appeared and become quite popular, find out why. 
13) Locals have started glowing in the dark recently.  
14) Corpses of villagers have been found early in the morning, with their throats ripped out by teeth. 
15) Five black helicopters flew over the local village, they went in a westerly direction and were slowly 

descending. 
16) A good source of water is needed for crops. 
17) A strange monument is being built outside of town, no one knows anything about it. 
18) An expedition has been planned to locate other towns to trade with. 
19) A courier is needed to sign a peace treaty with another local community. 

20) Strange lights appear in the sky every Wednesday. 

 

 

 

 

 

 

 

 

 

 

 

D20 Post-Apocalyptic Side Quests

1) Local furrier needs giant rabbit fur for clothing.
2) Travelling book salesman wants to complete his set of encyclopedias.
3) Solar panels are needed for water treatment plant.
4) Gang of motorcycle bandits has taken over community gas station and claimed it as their own.
5) Sinkhole opened up outside of village, revealed a series of complex hallways underground.
6) The annual mushroom growing contest is happening! And you have been selected as a judge!
7) The population of a small town has been entirely replaced by clones, the originals are nowhere to be

found.
8) Local cartographer needs an escort, will pay well. (Cartographer has anterior motives)
9) Small clinic has been burned to the ground. Investigate.
10) River dam was destroyed flooding a nearby village. Find culprit and repair dam.
ll) Rumours that an ancient flying machine was located in the forest.
12) New religious cult has appeared and become quite popular, find out why.
13) Locals have started glowing in the dark recently.
14) Corpses of villagers have been found early in the morning, with their throats ripped out by teeth.
15) Five black helicopters flew over the local village, they went in a westerly direction and were slowly

descending.
16) A good source of water is needed for crops.
17) A strange monument is being built outside of town, no one knows anything about it.
18) An expedition has been planned to locate other towns to trade with.
19) A courier is needed to sign a peace treaty with another local community.
20) Strange lights appear in the sky every Wednesday.

Epic Failure Tables
ID6 Critical Miss During Melee Attack

1) Miss enemy, hi’r floor with weapon, weapon damaged —2 penal’ry To further a’r’rack/damage
rolls

2) Weapon flies our of hand and hi’rs neares’r PC. Roll damage
5) Weapon wedged in’ro floor/wall — Takes lD4 Turns To remove
4) Weapon falls OUT of hand hi’rs foo’r. Lose lD4 damage
5) Swung off balance, enemy ge’rs a free damage roll
6) Weapon hi’rs enemies weapon, ben’r slighily — l penal’ry To all furiher a’r’rack/damage rolls

ID4 Critical Miss During Missile Attack

1) Bow/crossbow s’rring snaps
2) Missile fails ’ro launch properly falls ’ro floor
5) Disirac’red, hi’r neares’r PC. Roll for damage
4) Weapon cla’r’rers ’ro floor, sligh’rly damaged. —l penal’ry ’ro damage/a’r’rack rolls
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ID20 Oh Crap! Spell Failure Table.

1) A goblin (1HD) appears from OUT of nowhere
The oasfers legs grow fwice Their size
All gold on The cas’rer furns ’ro dusf
All weapons in The immediafe area Turn To roasf pork, magical weapons refurn fo normal affer
15 minu’res.

) A large pool of hof oil falls on The oasfers head doing 1D6 damage
) The oasfer forge’rs all The spells he/she memorized for ’rhaf day.
) The casfer furns info a ghos’r for 2D4 furns
) The oas’rers lips are magically sealed, a remove curse will be needed
) A porfal opens leading ’ro somewhere of The GMs devising.

10) All enemies in The immediafe area furn info large edible grapefrui’rs for 2D4 Turns
11) The room fills up wifh wafer exfremely fasf. Any oombaf is a’r a —2 To affaok rolls
12) The oas’rers spell book lighfs on fire. find some wafer!
15) The spells cancels ifself ouf, nofhing happens.
14) The whole room spins upside down.
15) The oas’rer permanenfly loses 1 infelligenoe poinf.
16) The oas’rers spellbook grows fo 5 fee’r by 5 feef
17) A surprised looking maiden appears ou’r of Thin air.
18) A pile of 50 GPs appears on The floor in fron’r of The oasfer
19) The oasfers hands furn fo jellyfish, —4 penalfy on all affaok rolls and damage.
20)A rafher curious looking whale appears above a random PC/Enemy. 4D6 Damage.
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D30 Post-Apocalyptic Prophecies
The barrier beTween worlds has grown weaker.

) Sea creaTures will fall from The sky.
) The Lizard King will arrive again.
) A greaT ruler will be resurrecTed, war will follow.
) The dead will walk.
) The Gods have Turned Their aTTenTion To oTher maTTers.
) In order To resTore balance, one musT sacrifice someThing They believe in.
) The deaTh of The king will bring abouT greaT change.
) The armies of darkness will invade The forgoTTen lands.

10) All forms of Magic will fail.
11) A Evil God will be re born in humanoid form.
12) ComeTs will fall from The sky causing unTold desTrucTion.
15) The foresTs will wiTher and die.
14) A ToTal solar eclipse will lasT forever.

o
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15) When The deserT of The dead becomes a foresT, ancienT lizards will walk The earTh again.
16) The world will pass very close by The sun, whole conTinenTs will burn.
17) A vampire coven will arise, They will dominaTe all corners of The poliTical landscape.
18) An inTra—dimensional door will open, spilling forTh an Alien race.
19) You will receive a vision of a maiden being TorTured. By killing her The TorTurer will bring abouT

The beginning of The end of The world.
20)A sign will appear in The jungle, iT will poinT To an ancienT evil TableT.
21) Travelers from a differenT Time will appear ouT of Thin air.
22)A plague will envelope The lands, causing crippling injuries To all races.
25) Poison gas will be released from huge fissures in The earTh, causing everyone To laugh

hysTerically.
24)Fire & Ash will fall from The sky, rivers will boil.
25) Chickens will muTaTe inTo gianT bloodThirsTy birds, chasing villagers ouT of Their fields.
26) A evil sorcerers guild will sTarT experimenTing on people, causing a virus To be creaTed. The

virus will spread causing mass chaos.
27) An Evil culT inTending To creaTe peace has insTalled puppeT doppelgangers inTo any posiTion of

power
28) A un—wise mage will release a hoard of demons.
29) A ciTy will burn, iTs refugees will call anoTher God, alThough he will be unworThy.
50) A sTrange aura will be emiTTed from The earTh, causing The populaTion To deform. You can

neiTher smell nor see if
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Biography
. - ' Shane sfarfed ou’r playing Fighfing Fanfasy

(TM) books when he was 15. Around The same
fime he played his firs’r game of
D&D (TM) wifh his cousin. La’rer he
sfarfed wri’ring his own adven’rures for The
Advanced Figh’ring Fanfasy game (TM) and
played many hilarious adven’rures wifh his
fnends.

Fas’r forward a few years la’rer, a
snowy Chrisfmas morning in Canada, he

4 " opened up his firsf presen’r To find fha’r he was
_ ' - , l I given copies of all The main books for AD&D

, " ,. .. ' . 2nd Edi’rion (TM). As he 90+ older he
3_. - -' found |ess Time To play games and read books

and Took a few years of sabba’rical from all
fhings RPG. (Inserf sad face).
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A few years ago, his wife kindly asked ”Hey do you wanna play some D&D?" Ou’r came The 2nol
edifion books! The crea’rive spark was lighf!

Having never really spenf much Time on Google +, he decided To check if ou’r and found This HUGE
communi’ry of These apparen’r ”gronards" fhaf played This game called OSR. Whaf fhe heck is fha’r?
Shane found all These cool clones of The original se’r of rules and fell in love wi’rh RPGs all over
again! (Do yourself a favor if you don'f know abouf fhe OSR go on and google if).

Shane has drawn a pile of maps, released a bunch of adven’rures, and collabora’red on a variefy of
cool and inferes’ring projec’rs.

Check ou’r www.5’roads’rools.blogspo’r.ca To read Shane's rambling abouf RPG's
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