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rundamental Actions in combar

Atack of
Action  * More Opportunity*
Attack Actions A
Avtack (melec) Yes . No
© Actack (ranged) Yes Yes
Attack (anarmed) Yes  Magbe
Charge X2 (specialf | No
Fullattack st sep No
Magic Actions
Casta spell
Laction spell Yes Yo
Fullround spell e step Yes
Goncentrate to maintain No
tivate magic item Yes Maybe
Use special abil
Use spellike ability Usaally™ Yes
e tvems 47 Usually* No
s extenordinary abiliyt  Usally™* No
Movement Only Actions {
Double move xa 3 Maybe
Run x* Yes
Miscellancous Actions Maybe Magbe

2 You can move twice your normal specd

6 Yon ca move quadruple your normal spcd.

el sl S B

wsusly provoke an sttack o cpprtiiey. Thiscolumn indicats

Vo 0 scion e, mo i, el s sk ety

You can more unlessthe action is defned 25 fll-rousd action, in which

cte you normally get 8 7-foot tep.

o cn e o s o ool et oy e e ksl
not after. ‘must move at least 10 feet, and the entire move must be in
s eaight

o ey s sl T aple 0 e i

artack roll modifiers.
Circamstance

Ranged
Attacker flaking defender” &
Attacker on higher grou “©
Atacker prone -
Attacker invisible at
Defender siting or kneeling 2
Defendet prone -
Defender stunied, cowering, or off balance at
Defender climbing (cannot use shield) at
Defener surpriscd or flat footed ot
Defender running -2t
Defender gragpin (acacker ) soft
Defender pinncd 4t
Defndet b o ———ec Cover
Defadiedcmled o nviibl ——See Concealment-

Deferdes helpless
(such a5 paralyzed, sleeping, or bound)

— Sce Helpless Defenders —

You'flank a defender when you haye an ally on the opposite sid of the
defer chretening i, Rogos can ek seck defnder ht they
flank.

* Most ranged Shron T Bt o o, B o
wse & crossbow while
+Toe vl s 1y Deveiy bonus 80 AC
4 Roll randomiy to s which grappling combatan you strike. That defender
loses any Dexterity bonus to AC

partial actions

H T Amckof

Partial Actions \ Move Opportanity”
Attack Partial Actions. c
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Avtack (ranged) es

Avtack (unarmed) Maybe

Partal charge Yo ettt No
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10 fect.
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miscellaneous Actions

i)
Attack of Attack of
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introduction

Faeriin is home to many creatures, and adventurers explor-
ing the continent’s dungeons and wilderness areas can
encounter. a variety of other beings, both hostile and
benign. Heroes riding across the Shining Plains may
encounter a peaceful group of pilgrims one day, a pride of
hungry lions the next, and a war party of wemic raiders on
the third. Wisc adventurers prepare for anything when
they venture forth.

organization

This booklet consists of four major sections: Dungeon
Encounters, Wilderness Encounters, Groups, and NPC
Generation.

Dungeon Encounters: These tables are organized into
dungeon levels 1t through 20th. The Encounter Level of
cach possible encounter generally matches the dungeon
level, with some variation allowing tougher or casier
cncounters than expected for a particular dungeon level.
Supporting tables in this section provide random dragons
and dracoliches, based on the dungeon level.

Wilderness Encounters: These tables are organized by
terrain type and climate—for example, northern hills, tem-
perate grassland, or southern descrt. The Encounter Level
varies within cach terrain type, although some types of ter-
rain are populated by creatures inherently more dangerous
than others. Supporting tables in this section key specific
types of dragons to each terrain type, and present sub-tables
for local creatures that may frequent specific examples of
cach terrain type.

Groups: The Wilderness Encounter charts frequently
reference specific groupings ‘of mionsters or NPCs—for
instance, orc patrols, ghast packs, merchants, and pilgrims.
"This section presents each group mentioned in the tables in
the preceding section and defines their composition.

NEC Generation: This section provides tables for gener-
ating random NPCs as necessary to create an encounter
with a group of NPCs. These tables include character races
found in the FORGOTTEN REALMS® setting, and are there-
fore more appropriate to the campaign than similar tables
found in the DUNGEON MASTER's Guide.

Monster sources

The tables presented below include monsters described in
the FORGOTTEN REALS Campaign Setting and Monster
Compendiwm: Monsters of Faerin. If you do not have these
books, just-roll again when the dié roll indicates a monster
from cither source. J

Throughout this booklct, the following symbols are used
to indicate where 2 monster’s description can be found.

e
INTRODUCTION
e

i« Monster Compendium: Monsters of Facriin sourcebook.
@ FORGOTTEN REALMS Campaign Setting.

(If no symbol is present, the monster is described in the
Monster Manual.)

DUD(;'GOD encounters

Since creaturcs common to all D&D campaigns make up
the bulk of the monsters inhabiting Faerin, most random
encounters will involve creatures described in the Monster
Manual. The tables provided in this booklet simply add the
possibility of encountering monsters from the FORGOTTEN
REALMS Campaign Setting or Monster Compendinm: Mon-
sters of Faeriin.

How to generatre a Random
Dungcon encounter

Togenerate a random dungeon encounter, follow the steps
described below, The'process is essentially identical to that
given in Chapter 4 of the DUNGEON MASTER'S Guide, but
the encounter tablés here take precedence over the tables in
the DUNGEON MASTER's Guide.

1. Determine the base dungeon.level. Generally, this is

determined by the location the heroes are exploring.

2. Roll d% and consult Table 1 Random Encounter
Master Table, using the base dungeon level to enter the
chart. This table makes less challenging and more challeng-
ing encounters a possibility, changing_the encounter table
you consult for the exact encounter.

3. Roll on the appropriate Dungeon Encounters table
(Table 2: 1st-Level Dungeon Encounters through Table 21:
20th-Level Dungeon Encounters).

4. I the result is a dragon, Toll on Table 22: Random
Dragons.

5. When applicable, roll the indicated die to see how
many creatures are in the encounter. If your initial roll on
Table 1: Random Encounter Master Table directed you to
roll on an encounter table that is lower or higher than the
base dungeon level, increase or decrease the number of crea-
tures encountered by the amount indicated on Table 1

reading the
pungeon Tables

Fach dungeon encounter table includes the following pieces
of information:

%: The result on percentile dice that will generate a
given random encounter.

Role: A general guide to how the creature might act and
how it interacts with other dungeon denizens. Refer to Role
in Chapter 4 of the DUNGEON MASTER's Guide.
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DuncEoN ENCOUNTERS
Sl LAy

73 173 3 a3 73 113 11
et to 20¢h: Rollthe encounter on the appropeiate tabie (Table % 1st-Level Dungeon Encounters through Table 21: 20¢h Level Dungeon Encounters).

—: Dor’t modify the number of creatures cncounteres

X3/2: Increase the namber of creatures encountered by 1/2 (or multiply by 3 and divide by 2)- Round up fractions 50% of the time.

2 Double the mumber of creatures.
3. Triple the mumber of creatures.
x4 Quadruple the number of creatures.

X2/3: Decrease the number of creatures encountered by 1/3 (or muliply by 2 and divide by 34 Round off fractions (1/3 down and %/3 up).

x1/2: Di

ide the number of creatures by 2. Round up fract

X1/3; Divide the number of creatures by 3. Round off fractions (1/3 down and 2/3 up).

Dungeon Level
#h seh 6th 7k b 9 10
1 2nd 20d 3 h st 6h
x4 x¢ x4 x4 x4 x4 x4
Lt 2nd 3l s s 6th T
x4 x3 x3 xa - 3 e
20d 3 th st 6th 7 s
) ) 2 x x x x
ad #h sth 6t th 8h 9t
32 a2 37 x32 32 x32 apn
h sth 6th 1 8th 9tk
seh 6h 7 sth s 10m 16
X3 a3 X3 x23 a3 a3 X3
81-90 2nd h sth 6th Tth 8th 9t 10th 11ch 12¢h
xa/ a2 xan a2 X a2 x1/2 x12 xaj2 X1
51-100 3rd st 6th h b 9th 10th 11h 12th 13th
X3 a3 X3 o X3 13 113 a3 X3 xU3
% 11k 1260 13 14eh 1500 160 178 16tk 150 200
o105 Tth 8th 9th 10th 11¢h 126k 13th W 15h 6th
x4 x4 x4 x4 xt b b x4 x4 x4
06-10 §ih 9th 10th 11th 12¢h 13th Lith 15th 16th 17th
x3 x3 x3 x3 ] 3 x3 x3 3 3
1120 9t 10th 11tk 12 136k 14tk 15tk 16th 7th 16tk
s x x x x x 1 x x 2
21-30 100 1k 12 13 e 15tk 16th 17 18h 19th
x32 x3 X302 x3/2 x3/2 x3n X3 X2 x3/2 x3/2
3170 1k 22th 13 Lk 5t 16th 17 18 9 20t
71-80 12¢h 13th Lath T 16th 18¢h 19th 19th 20th
3 X3 X3 . X3 3 <3 X3 = i
8190 13h L4 1500 W6 ¢ 17 1900 20th 20 20th
. «an x12 X x1j2 xa2 xn xn X3 o2t
91-100 L4ch 1500 16t 1 18th 20th 20t 20th 200k
«j3 1/ X

Number of Creatures and Kind: The number and type of
creatures encountered. If your roll on Table 1: Random
Encounter Master Table calls for you to roll on a table for
a dungeon level higher or lower than the base level, modify
the number of-creatures encountered as indicated. (Instead
of doing the arithmetic, you can use Table 4-14 in the
DUNGEON M.ASTERs Guide, which enables you to change
the die roll rather than changing the result.)

Treasure: The chance that the encounter includes treas-
ure appropriate to the dungeon level (not the Encounter
Level of the monsters). Roll on Table 74 in the DUNGEON
MASTER's Guide if a treasure is indicated, using the base
dungeon level as the level on the treasure table, A note such
as “80% +3” means there s an 80% chance of finding a
treasure of three levels higher than the base dungeon level.

Example: Steve is using random encounters to stock the
4th level of a dungeon he’s designed. He begins by rolling
on Table 1: Random Encounter Master Table, using a base
dungeon level of 4th. He rolls a 72, which indicates that he
should use the Sthlevel Dungeon Encounters chart. This
one will be a little tougher than normal, but Table 1 also
indicates that he should reduce the number of monsters
encountered to two-thirds the normal amount for the Sth-
level table.

On the Sthlevel Dungeon Encounters table, he rolls a
52. This result is 13 gricks. He rolls 13 and gets a 2. Since
the master table indicated that he should decrease the
number of creatures encountered by one-third, Steve
changes the number of gricks encountered to one. (Two-
thirds of 2 s 1 /3, rounded down to 1.)
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TaBLE 21 IsT—LEVEL DUNGEON ENCOUNTERS Dragon 1 dragon (sec Table 22) 80% +4
Role N fures st Fiend ‘142 imps (devil) 0% 03
0103 Gritter 143 centipedes, Mediumsize monstrous ~ 20% Fiend 1 wererat (Iycanthrope) and 143+1 dire rats  80% +3
(vermin) Friend  146+3 dwarven varriors 0% 43

14341 dire rats 20% NPC 1341 Istlevel NBCS e

Critter 14341 fire bectles, giant (vermin) 20% Terror 142 dretches (demon) 0%

Critter 143 hairy spiderst 20% Terror 1 ethereal filcher o

Critter 1 night hunter (bat 20% Terror 1 phantom fungus 20%

Critter 143 scorpions, Small monstros (vermis 20% Terror 14 chogquis 20%

Critter. - 143 spiders, Sl monstroos (vermin) 20% Terror 142 vargouilles 2 0%

Citter. 141 pitting craulers® 205 Tough L bugbear and 14442 goblins 80%43

. Dragon 1 dragon (see Table 22) 80% +2 Tough 1 giant, phacrlink 80% +3

Friend 143 dwarven warriors 80% +1 Tough  1d3+1 guolls 80% +3

Friend 143 clven warriors 80% -1 Tough 141 goblins and 103 wolves 0% 43

NEC 1 Liclevel NEC Tough 143 habgoblins and 143 wolves 80% 13

Terror 143 beholder-Kin, eyeballsk 0% 41 Tough 1643 kobolds and 1 dire weasel 80% 13

Terror  1d4+1 crawling claws $0% +1 Tough 1 quaggoth 80% 43 o

Terror 1 darkmantle 50% 41 Toogh 14341 troglodytes 80% 43

Terror L krenshar 0% o1 Undead 1 banedeads s0%

Terror 1 lemure devil) 0% +1 Undead 1 shadow 505

Tough  1d4+1 gibberlings Y s Undead 14341 skeletons, Large [ogre] 50%

Toogh 14442 goblins 0% 1 99-100 Undead 1 zombic tyrantfog’t 50%

Tough 1 hobgoblin and 143 goblins 80% +1
$4-90 Tough  16+3 kobolds 80 1 TABLE 51 41H—LEvEL DUNGEON ENCOUNTERS
9197 Undead 14341 skeletons, Mediumsize (human] 0% %  Role  Number of Cretures and Kind Treasure
96-100 Undead 143 zombies, Medium-size [human] 0% 01-04  Critter 142 ankhegs 20%

0707 Critter 143 gire weasels 20%

“TABLE 31 2xD—LEVEL DUNGEON ENCOUNTERS 08-10 . Critter  Ld4ed. night hunters (bat): 0%
% e Wi of Gesatiria 1nd Kia¥ Treasure 11-13  Critter 1 ooze, gray 20%
01-0+  Critter 143 centipedes, Large monscrous (vermin) 20 1415 Critter 143 riding lzards® 20%
0707 Critter 143 giant ants (vermin) * 0% 1617 Critter 142 snakes, Huge viper (animal) 20%
0810 Critter 143 night hunters (bats) 20% 1824 Dragon 1 dragon (see Table 22) 80% 4
1012 Critter 1 riding lsard® 200 2727 Fiend 1 beast of Xvim (hell hound 80% 43
13-16 . Critter 143 scorpions, Medium-size monstrous 20% 28-29  Fiend 1 formian warrior and 13 formian workers  80% +3
Goermi) 3031 Find L imp (devi) and 143 lemures devil 80%3

17-21  Critter 1d3 spiders, Medium-size monstrous (vermin) 20% 33-3¢ Fiend 142 quasics (demon) 80% 43
2027 Dragon 1 dragon (sce Table 22) 800 4 3536 Fiend 1 wersbatk 0% 3
28-32 Friend 1442 dwarven warriors 80% 12 37-39 Friend 143 lantern archons (celestial) 50% 42
3337 NPG 143 Latlevel NEGs ey 4044 NEC 143 2ndlevel NEGs Gear
3840 Terror 1 choker £ 20% 4549 Terror 1 carrion crawler Y 20%
4142 Terror 1 chosen oncikt 20% 50-51 Tervor 143 gargoyles kirtanan® 20%
4346 Terror 1 ethereal marauder 20% 7254 Terror 1 meazelk 0%
4750 Terror 143 shrickers 20% 5556 Terror 1 mimic 5 0%

Terror 14442 formian workers 80% 12 5758 Terror 142 rust monsters 20%

Tough 1412 hobgoblins 80% 2 59-60 Terror 142 violet fungi 20%

Tough 143 hobgoblins and 1d4+2 goblins 80% 42 61-65" Tough 1 bugbear and 1d6+3 hobgoblins 80% 43

Tough 143 lizardfolk 80% 42 6668 Tough 1ettercap 0% 3

Tough  1d#2orcs 80% 12 0078 T 13 e e e S

Undead 1 baneguardst 0% imal)]

Undead 1 bone bt sooh 7575 Tough' 143 laardfolkand 1 ine ard Gnimal) 8083
$4-93 Undead 14442 zombies, Medium size [human] 50% 7 Tough 142 magmins 80%13
94-100 Undead 1d3ghouls 50t 7181 Tough 1 ogreand Ldk2 ores 80% 13

i 8283 Tough 143 orcs and 142 dire boars 80% 43
TaBLE 41 38D—LEVEL DUNGEON ENCOUNTERS B85 Tough 1 sinister (hacj 80% 43

Role i Treamse 8689 Tough 12 worgs and 1i4s2 goblins 80% 43
O1-07 Grittet 142 bombasdler beecles gant (vermin)  20% 90 Undead 132 allps 0%
(G304 Crigter, 147 contipadil Fige maratous (vézmin = 20% 91-92 Undead 2 baneguards S0t
0706 Critter 142 dire badgers 20% 9394 Undead 2 bone bawsk * som
07-08 | Critter 142 dire bats 20% 95 Undead 1 ghost (NEC level 143) 0%
0910 Gritter 1geh(mnu!:4vh=[mk) 20% 96-97  Undead 1 vampire spavn 0%
1112 Gricter 1 pack lizird® w6, 98100 Usdead 142 vights 0%
1604 e i prayagiie ek i 20%

1516 Gritter 142 scorpions, Large monstrous (vermin) 200
719 Critter 1 sinister (bae)c 200 ¢ >
20-22 Gritter 142 spiders, Large monstrous (vermin) 20%

.
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TABLE 6 5TH— Lrvu DUNGEON ENCOUNTERS 38-39  Friend  1d2 wercbears (lycanthrope),
I ambec f Creatares and Kind Treasze | 4043 NPC 1431 3rdlevel NG
0102 Gritter Ianl.gmn:mldlﬂ 20% 4445 Terror 14341 arcowhawks, Small
and 1d4+2 giant worker ants (vermin) 4647 Terror 142 basilisks
03-0+ Critter 142 dire wolverines 20% 4850 Terror: 14842 chitines:
05-06 Critter 14848 hairy spiders¥ 20% 153 Terror 143 displacer beasts +
©07-09 Critter 1 ochre jelly (oozc) 20% 456 Terror 143 gargoyles
10-11 Critter 1 stake, gian constricor (animal) 20% S758 Toror 13 argoris, Kiramn (NEC el 1519~
12-13 “ Crittgr * 142 spiders, Huge monstrous (vermin) 20% 5961 Terror 1d3+1 hell hounds
14-15  Critter 1 spider cater 20% 6263 Terror 1d3+1 howlers
Tl ciier ¢ Loa ol 20% 6466 Terror 143 otyughs
19-25 Dragon 1 dragon (see Table 22) T o 67 Terror 1 ravid aud 1 animated object, Large
%27 Find 1-mm blackk 80% -3 6869 Terror. 1d3+1 xorns Small
2829 Fiend 1 abishai, whitcH: 80% +3 ‘
3031 Fiend 143 doppelgangers 80% -3 071 Terror 14341 yeth hounds *
32 Find 1ghamadent 80% 3 7276 Tough 1ettin and 1d6+3 ores
333 Fiend 1 pgrecnbag (htg) 80% 3 7781 Tough  1d3 ogres and 1d3 boars (animal)
35236 Fiend 143 mephits 80% +3 8283 Tough 14341 sivsters (hats)
37-39 Fiend  1d3+1 wercrats (lycanthrope) ©80% 43 8485 Tough  1d2 weretigers (lycanthrope)
Fiend 1 yochiol (demon ok 80% -3 86-89 Undead 1d6+1 bancdeadh
4143 Friend 14341 blink dogs 50% 42 90-92 Undead 141 wights
NEC 13+ 2nd-level NECs Gear 93-97  Undead . 1d3+1 zombies, Huge [gant]
Terror 143 cockaeices 20% 98-100 Undead 1d4+1 zombies, yrantfog
DE TR s 200
Terror 143 g 20% : 7TH—LEveL DUNGEON ENCOUNTERS
Tesror 1hyaummu.=d. 20% %  Role  Number of Creatures and Kind
56-57 Terror 1 nightmare 20% 01-03  Gritter 1 biack piding (ooze)
£999 1 Tohoe 201 shacher lnardi 20% 04 Gritier 142 centipedes, Gargantuan monstrous
6061 Terror 1 sall moutherst 20% (vermi
6263 Terror 1 violet fungus and 1d3+1 shrickers 20% 0506 Critter 1 criosphing (sphinx)
64 Tough 1431 asers 0% 43 07-08 Critter  1a3+1 dire boars
6567 m.,x, 14341 bighears 803 09-10  Critter 14646 night hunters (batic
6869 1 setercap and 143 Modiamatze o sk 1113 Critter 1 remorhay
i + 1415 Critter 142 scorpions, Huge monstrous (vermin)
70-TL Tough 148110 gibberlings: 0% 3 16-17 Critter 14641 simisters (bat
7274 Tough 14341 ogres 0% 43 1824 Dragon I dragon (sce Table 22)
596 Tough 131 setamanders, Saaal 80% 3 2 Fiend 2 abisha blackk 3
‘ 7778 Tough 14341 troglodytes and 142 giant 80% +3
e b il imboc s i)
| 7982 Tough 14341 worgs 80% +3
oSt ) 0% 30-31 Fiend 1431 barghests, Mediumsize
i s Tnied 10441 baneguardssk 0% 32-33 Fiend mxd)mn(geme)
i Undead 1 ghast and 143+1 ghoals 5o 3435 Find 1 formion tskmaster
. Prot. Toad 10y e 5o and 1 minotaur [or other GR 4 ereaturc]
. 9597 Undead 1d3+1 skeletons, Hoge [giane] 5% 3637 Fiend  1430Ljann (genie)
j 98-100 Undead 1 fwraith 5o 38-39 Friend 1431 hound archon (celestial)
‘ 4043 NPC' 14341 dthlevel NPCs
TABLE 70 ﬁvﬂ*l,r:vr.l. DUNGEON ENCOUNTERS 44-45  Terror 1 cloaker lord
@ Role mber of Creatures and Kiand Teeare 4648 Terror 143 claakers
0100 Critter ldx‘nur 200 410 Tk ey, et b Oy
03-04 Critter  1d3+1 dire apes 200 o
0706 Critter  1d3+1 dirc wolves 20% 5355 Terror  Linvisible salker
O Critier - 1d3 giant seng besties (yermiln)  © 20% S Tame 1pymhymmwn=adsmw
0809 Critter 1431 Gvermin) 20% 58-79 Terror 2 tall mouthers
1012 Gritter  1d4+4 night hunters (act 20% Gote Togh | 1030 bgheaeand 16301 wolvs
1315 Critter  1d3 owlbears 20% 6968, Tough 1 ettin and 142 brown bears (animal)
16-18  Critter 1 shambling mound 20% 69-7¢  Tough 14846 goblins, Dekantersic
1920 Critter 1d#+1 sinisters (bat) 20% 75=79. Tough 1d3+1 minotaurs
2026 Dragon 1 dragon (e Table 22) 80% 14 8083 Tough 1d4+2 quaggothsk
{2728 Fiead 1 abishai geeenck 80% 03 84-86 Tough 1 salamander, Mediumsize
2930 Fiend  1snnis (hag) 0% 43 and 14541 salamanders, Small
3132 Fiend 183 harpics 0% 43 §7-90 Undead 1 curst (NPC level 1d3:3)%
33 Fiend 1 quasc (demon) and 142 dretches (demon) 8% 43 91-95  Undead ' 1 ghost (NEC level 143:3)
3435 Fiend 14341 merchours (iycanthrope) 0% 3 96-100 Undead 1 vampire (NPC level 1d2+4)

36-37 Fiend 14341 werewolves (ycantheope) . 8% 13
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TaBLE 92 8TH—LEveL DUNGEON ENCOUNTERS 39 Fiend 1 succubus 80% +2
4%  Role  Number of Creatures and Kind Treasure. 40-41 Fiend  1d3+1 xills, barbaric [01 50} 80% 42
0102 Critter 1d6+5 ants, giant soldier (vermin) ~ © |, 20% or civilized [$1-100
0307 Critter - 1d6+5 dire bats 20 42483 Find  1yvanti s 1 yuani 80% 2
08-09 Critter 142 spiders, Gargantuan monstrous (vermin)  20% purcbloods [01-50] or halfbloods (51-100]
1012 Critter 1441 sword spidersk 20% 44-47 Friend 1 androsphins (sphinx) 80% +2
1319 Dragon 1 dragon (sce Table 22) 80% +4 46-50NFC  1d341 thdevel NPC: Gear 7
20-21  Fiend 2 abishai, greensk 80% +3 152 Terror 142 behirs 20%
2223 Fiend 1 abishai, red 80% 13 14341 belkers 20%
24-25  Fiend 1 aboleth and 1d3+1 skum 80% +3 1 cryohydra, 14346 heads (hydra) 20%
2627 Fiend  1d3+1 barghests, Large 80% +3 1 delver 0%
2629 Fiend 142 erinyes (devil) 80% 43 1 dragon turtle 20%
3031 Fiend 1 medusa and 1463 grimlocks 80% +3 L pyrobydra, 14316 heads (hydra) 20%
3336 Fiend 1 mind flayer 80% 43 14342 all mouthersi 1 20%
3738 Fiend 1 ogre mage 80% 43 LI Wigd 20%
3940 Fiend 14341 yochiol (demon ) 0% +3 1431 wyvern; 20%
4142 Fiend 1 yuant halfblood 806 43 rbans e 2 142 ki @) 80% 2
and 143 yuan-¢ purcbloods 1 gians, hill and 143 dire wolves 80% 42
4344 Friend 1 lammasu 80% 43 14341 kytons (devil) 80% 42
4549 NG 1d341 Sehlevel NPGs Gear 103+1 osylaths (devil) 80% 2
051 Terror 14341 achaiersis Y oam 14341 trolls and 143 dire boars 80% 12,
$2-53 Terror 14341 arrowhawks, Medium-size 20% 142 bositks 0%
5457 Terror L deepspawnik 20% 1 curst (NPC level 14357 Gear
859 Terror 14341 girallons 0% 93-100 Undead 1 vampire (NFG level 142+6) Gaar
60-61 Terror 142 golems, flesh 20%
@ | T Lo Tt 200 TABLE 113 10TH—LEVEL DUNGEON ENLnuNrEns
6364 Teror 1gray 20% &% Role  Number of Creatures and Kin Treasure
65-66 Tenn( 131 hwnm-phmm (sphing) 20% O1-04  Critter 110410 decp rothé® 20%
67-68 Terror 1 hydra, 143+7 heads 20% 1d341 dire bears. L%
69 Terror 1 hydra, Lermacan, 1d3+4 heads 20% 1 dragon (e Table 22) 80% 13
071 Terror 14341 phase spidrs 20% 2 abishai, redt 80% 12
7 Terror 13+ rase 20% 14341 aboleths 80% 2
7374 Terror  1d3+1 shadow mastifTs 20% 1d3+1 athachs 80% +2
7576 Terror 14341 winter wolves 205 1 cloaker lord and 14641 cloakers 80% 2
77 Teor 143 xorns Meduumsize 20%; 1 formian myrmarch 80% 12
b gemscach 229 Fiend 131 medusas 80% 12
78-80 'Tough 1 deider and 1d3+1 Large 80% 42 30 ' Fiend 1341 nagas, water 80% 42
sponsttous spidees Creemin) 3132 Fiend 1 night hag and 1 nightmare 80% 12
$1-83  Tough 1d3+1 ettins 80% 12 33-37 Fiend 1 phacrimm (Sthvlevel sorcerer)¥ 80% 12 1
8485 Tough  1d3+1 ibrandiins g 80% 12 36-37 Fiend 1 salamander, Large 80% 42 ‘
B6-87 Tough 131 manticores 0% 12 and 143 salimanders, Mediumsize il
88-89 Tough 1d3+1 salamanders, Medium size 80% 42 38-39  Fiend 131 yuan-ti abominations 80% +2
0 Tough 1d6+1 sinisters (bacyt 80% 12 4042 Friend 130 Lllends 80% 12 ?
9194 Tough 1431 srolls 80% 2 4347 NEC 14341 Tehdevel NEG Gear 3
95 Undead 1 revenant ONPC level 1d3v e Gear 4849 Terror 14341 chaos beasts 20%
96-100 Undead 142 spectres 0% O-51 Terror  1d3+1.chimeras 20%
7253 Terror 14311 chuuls 20%
TABLE lo 'amfh.m. DUNGEON ENCOUNTERS. 5 Tercor 1 cryohydra, Lernacan, 1d4+4 heads (hydra) ~ 20% e
% Creatures and Kin Treasure 1431 dragones 20% i
01-04 z:mm m bulettes 2 golems, Thayan'k 20% i
05-08  Critter 1645 decp rothé 20% e 20%
09-10  Critter 14442 dire lions 20% 1 hydrs, 1d3+9 heads 20%
11-18  Dragon 1 dragon (sce Table 22) 80% 3 1 phasm 0%
19 Fiend 1432 abishap blacks 0% 12 b Lty b iy 0%
20 Fiend . 2 abishai, bluck 80% 12, 1 retriever (dem 20%
21 Fiend 1452 abishai, white 80% 12 2030 s et 80% 2
2223 Fiend 1 bebilith (demon) 0% 12 1431 umber hulks 20%
24-26  Fiend 1 deepspawn’¥ plus spawn (roll on Table 7)  80% +2 1d3+1 barbazu (devil) toa0%e
27 Fend 1431 lamias 80% 12 14341 driders 80% 2
28-30 Fiend 1 mind flayer and charmed creatures 80% +2 1 giant, frost and 1d3 winter wolves 80% +2
(roll on Table 7 for charmed creatures) J 1 giait, stone and 142 dire bears 80% 2
3132, Fiend 1 night hag 80% 42 14341 gianes, hill 80% 2
3334 Fiend 1 ogre mage and 1442 ogres 80% 12 1 hamatula (devil) and 182 barbara (devil)  80% +2
3537 Fiend 1 phacrimm (sehlevel sorcerer) 0% 2 1dé4 brandlinsie 8% 12
38 Fiend 1 rakehasa 80% 42 14443 sinisters (bat)k 80% 42
.
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94-98  Undead 1 ghost (NPC level 1d3+6) 0% TasLe 14: T3z Laye s DuNguOi Bncousegas
99-100 Undead 1 revenant (NEC level 14367 Gear A Roly " Nbmmbed oF Coeatueea aad Klad ¥
g 0112 Dragon u..w.(,«mum 80% 43
TABLE 123 TITH—LEVEL DUNGEON ENCOUNTERS. 1315 Fiend 14646 abishai, bluck 0% 1.
% Role  Number of Creatures and Kind Teasure 1693 Fend 1 beholder 0% 1
01-04  Critrer 13 dire tigers 20% 4496 Fiend | 2 beholderkin, gougerdk - o6 1
05-14  Dragon 1 dragon (see Table 22) 80% +3 27-30  Fiend 3 night hags and 3 nightmares L 50% 41
15 Fiend 14645 abishai, back 80% ¢1 3136 Fiend 1 phaeriom (8chlevel sorcerer)ie 80% 42
16 “Fiend - 1d3+4 abishai, green’t 0% 41 3740 . Fund ' 1431 shaadigay S0t 41
17 Fiend 14645 abishai, whitesk 80% +1 4144 Friend| 14841 coumtls 0% 41
1821 Fiend 1 beholderkin, deathkiss® 0% 4548 Friend  1d3¢magas, guardisn S0 41
2223 Fiend 1 beholderkin, gouger, SRR 1956 14341 10cklevel NPCs calk
2425 Fiend 1 covey of hags (hag) 1 green bag, 761, Terror 142 frost worms % 200
Lannis, 1 sca hag, 1d4+2 ogres, 6 Terror 1 golem, gemstone, diamond¢ 20%
and 143 gianes, hill Gl e 2 glems emton by 20%
26-27 Fiend 1 formian myrmarch 80% +1 G4t Tetroe 1 bydie etk 0 hend, 20%
ind 14613 formian warriors Gt Terior W31 20%
2829 Fiend 1431 gynosphinxes 80% 11 7583 Tough 1431 cornugons (devil) 0% 41
3031 Fiend  1d3+1 nagas dark 80% -1 8497 Undead 1 beholder, death tyrant® S0% +1
3235 Flend 1 phacrimm (6thlevel sorcerer 80% 42 93100 Undead 1 ghose (NEC level 14319) S0
36-38 Friend 143 avoral guardinal (cclstial) 80% +1
3946 NPC 14341 fehlevel NECs Gear TABLE 157 T41H—LeverL DUNGEON EXCOUNTERS
4748 Terror 143+ arrowhawks, Large 20K %  Role  Number of Creatures and Kind Treasure
4971 Terror 14361 destrachans 20% 01-13 Dragon 1 dragon (ses Table 22) 80% 42
5274 Terror 142 golems, clay 20% 14-16  Fiend 14645 abishai, redit 50% 41
55 Terror 1 golem, gemston, ruby3# 20% 17-25  Fiend 1 beholder and charmed monster(s) 0% +1
5658 Terror 14341 gorgons 20% roll on Table 12)
$9-61  Terror 1 hydrs, Lernacan, 143+7 heads 208, 26-29 Fiend 1 beholder, death tyrant® and charmed 50% 41
€266 Terror 14341 shadi, blue 80% 11 monster(s) (roll on Table 13)
6769 Terror 1d3+1 xorns, Large 20%, 30-32 Fiend 1 ghour (demon)?k and 144+ hill giants £0% +1
M6gems cach 3333 Fiend 1 phaceimim (thlevel sorcerery 80% 12
70-74 Tough 1 gan, fire and 146+3 hell hounds 80 11 3944 Fiend 102 shadi death 50841
75-80 Tough 1431 giants, stone 8036 ¢1 4549 Friend  1d3+1 giant, cloud [good] 50 +1
81-84 Tough  1d3+1 hamatulas (devil) 8%l » 5058 NPC 143 1lthlevel NPGs Gear
85-87  Undead lmm(}sPCltvzlleoﬂ* Gear $9-62  Terror 1 ecryohydra, Lﬂman,m«shuasmym) 20%
88-94  Undead 1 devour 0% G361 Terroe | 1 oty o
95-100 Undead hﬁ'lmnhlsl %% 6669 Terror lp)mhyd-ﬂ bmmm 1d4:8 heads (hydra)  20%
y 70-77 Terror 1 tombitappe 20%
TABLE I3: 1211~ Loyes DUNGEON ENCOUNTERS 7683 Tough m;qmwm‘m,) 08641
%  Role  Nomber of Creatures and Kind ' Teewste g4 g5 Tough 1 giant, storm and 14442 grffons 5% 11
01-04  Critter 1 purple worm 20% 89-98 Undead 1 lich [cleric (01-10), sorcerer (11-40), Gear
0506 Critter 142 scorpions, Colossal monstrous (vermin)  20% wizard (+1-100), NPG level 143110]
716 Dragon 1 dragon (sec Table 22) 80% 3 99-100 Undead 1 revenant (NEC level 1d3+103% Gl
718 Fiend 14645 abishai, greenk 500 +1
19-20  Fiend 1 doppelganger, greater I0% +1 TABLE 163 I5TH—LEveL DUNGEON ENCOUNTERS
2022 Fiend 1 ghour (de 0% +1 oy Hasabee g8 Oisutaeceaad Kiod P
2327 Fiend 14442 mind flayers fan inquisition] 0% 11 0118 Dragon 1 dragon (see Tuble 22) 80% 1
2830 Fiend 143+ nagas, spirit 0% 1 15-28" Fiend 103 behal f so%
3136 Fiend 1 phacsimm (7ehlevel sorcerer i 80% 2 2933 Fiend 14442 beholderkin, gougersi 0%
37-39 Fiend  1d3+1 slaadi, green 0% o1 3442 Fiend 1 phacrimm (10th-level sorcerer ) 80% 42
4043 Friend 15 nt, cloud (good] and 1d4+2 dire lions. 0% 41 43-51  Fiend 142 slaadi, death and 1d3+1 slaadi, green 0%
#4650 NPC 14341 Sthlevel NFCs Getr 52-56 Friend 143 ghacles eclestial) 80%
$1-52 Terror 1 cryohydra, 1439 heads (hydra) . 20% 768 NPG 143+ 12thlevel NPGs ‘ Gear
3 Tervor /7 o, peaicones el 20% 971 Tk | 3 gel i gemstbne Tt 20%
7477 Terror 142 golems, sone 20% o s L3 e, st ik S
5861 Terror 1 gulguthydeark 20% 71478, Tough 142 hezrous (demon)
6263 Terror 1 pyrohydra, 143+ heads (hydra) 20% 79-85 Tough 1 gelugon (devil) and 143+1 corngons (devil) rw.
6466 Terror  1d3-1 yrthaks 20% 86-88  Undead 1 curst (NPC level 143412)% Gear
6771 Tough 1 cornugon (devil) and 143 hamaculas (devil) 0% 11 89-95 Undead 1 lich cleric (01-10) sorcerer (1140}, Gear
7177 Tough 1 gan, cloud [evil] and 14442 dirc lions 50 11 wizand (41-100), NFC level 143-11]
78-83  Tough 1d3+1 giants, frost 50% 41 96-100 Undead 1 vampire (NPC level 1d3:11) Gear
84-88 Tough 14341 slamanders, Large 50% 41
89-93  Undead 1 curst (NPC level 1384 Gear
94-100 Undead 1 vampire (NEC level 143+8) Gear 4
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99-100

94-100

TABLE
%

Role  Number of Creatures and
Dragon 1 dragon (see Table 22)

Fiend 1 beholder, thevel beholder mage®
Fiend 1 phacrimm (1th-level sorceree 3
Fiend 1 pic fiend (devil)

Friend  1d3 astral devas G

NPC  1d3+1 13thlevel

Terror

Tough  1d3+1 gelugons (devil)

Tough  1d3+1 giants, storm

Tough 1341 vrocks (demon)

Undead 1 ghost (NPC level 1d3+12)

Undead 1 lich [cleric (01-10), sorcerer (11-40),
ard (41-100), NPC level 14312

Undead 1 revenant (NEC level 1d3+13)

18 17TH—Lever DUNGEON ENCOUNTERS

Role  Number of Creatures and Kind
Dragon 1 dragon (see Table 22)

Fiend 1 beholder, Sthlevel beholder mage”
Fiend 1 marilith (demon)
Fiend 1 phacrimm (12th-level sorcerer

Friend 14311 trumpet archons (celestial)

NEC  1d311 Léthevel NBCs

Terror 14441 golems, gemstone, diamond

Tough 143 glabrezu (demon)

Tough 14341 hezrous (demon)

Undead 1 curst (NPC level 1d3+14%

Undead 1 lich [cleric (01-10), sorcerer (11-40),
wizard (41-100), NFC level 1d3+13]

Undead 14341 nightwings (nightshade)

10- 18TH—Lever,
‘Number of Greatures and Kia

D ragon 1 dragon (see Table 22)

Fiend 143 balars (demon)

Fiend 1 phacrimm (13¢h-level sorcerer)

Fiend

1d3 planctars (celestial)

14341 15¢hvlevel NPCs

1442 tomb tappers’i.

14341 glabrezu (demon)

Undead 1 vampire (NFC level 1d3+14)
Undead 1d3+1 nightwalkers (nightshade)
Undead 1 revenant (NEC level 143415 )

Friend

6 202 191H—Leves DUNGEON ENCOUNT
Kin

Role
Dragon 1 dragon (sec Table 22)
Fiend

1 phaceimm (14¢h-leve sorerer

2341 pit fiends ievil)

1 solae (elestia)

NEC. 14341 L6thlevel NPCs

Tough 1431 nalfeshnees (demon)

Undead 1 curst (NPC level 143+167%

Undead 1 hzh [eleric (01- 10), sorcerer. (ll—QD\
rd (41-100,NFC fevel 1dv15]

Undead Jghou Nrmm\ ]d‘4<ll‘J

Undead 143 nighterawlers (nightsade]

DUNGEON beollm ens

1 pit fiend (devil) and 143+1 gelugons (devil)
Fiend 1 sharn (7elevel sorcerer/Sth level cleric)

1 marilth (demon) and 143 glabreza (demon)

Teeasure

B
Duncrox ENcouNTERS
I

ax. 20— Lever DUNGEON ENCOUNTERS

of Creatures and Kin Treasure
Dngun 2 dragon (see Table 22) 80% 1
027 Fiend 143 balors (demon) 5%
28-34 ‘Fiend 14341 mariliths demon) 505
3542 Fiend 1 phacrimm (15¢h-level sorcere 80% 2.
4348 Fiend 1 sharn (Bchlevel sorcerer/Geh vl cleric)  50%
49-52 Friend 1L solar (clestal) and 12 planctars 0%
Ceclstial)
5356 NPC 1431 1thlevel NBGs Gear
5760 NPC 143 18tivlevel NECs Gear
6164 NPC- 142 19thevel NECs Gear
6567 NEC  120thlevel NG Gear
6875 Tough  143+1 nalfeshnces (demons) and 143+1 20%
heazrou (demon)
76-82  Undead 1 ghost (NPC level 1d2:18) 20%
3-89 Undead 1 lch [cleric (01-10) sorcerer (1140}, Gear
wizard (41-100LNFC level 1d4+16]
9092 Undead 1d3 nightcrawlers (nightshade) 20%
93-95  Undead 1 revenant (NFC level 1d3+1 Gear
96-100 Undead 1 vampire (NEC level 143417) Gear

Generating pragons

If your roll on one of the above tables yiclds  dragon, you
generate the exact’type and age category of the dragon by
consulting Table 22: Random Dragons. :

Using the Tables: Roll d% and read across the top row of
the Random Dragons table to determine what type of

_dragon has been encountered. Then, read down until you
find the row matching the level of the Dungeon Encoun-
ters table that generated the dragon result.

Reading the Result: The term appearing on the table at
the intersection of dragon type and encounter table is the
age category of the dragon encountered (sce the Monster
Manual or Monster Compendium: Monsters of Facriin). It
the term s in italic, the dragon’s CR matches the encounter
table’s level. If the age category is not italic, then the
dragon’s CR is higher than the encounter table’s level. A
plus sign (+) means if you use a dragon of older than this
age of the respective type, it is at least a 20thlevel
encounter.

Dracoliches: If your roll on Table 22 indicates the possi-
bility of a dracolich, roll d% and refer to the note that
accompanies the table. If the d% result indicates a dracol-
ich, follow the instructions in the note to determine the age
category of the dracolich.

Example: Steve rolls n Table 17 16th-level Dungeon
Encounters 1o generate a toigh encounter for bis dungeon.
His roll of 15 indicates a dragon. He continues o Table 22:
Random Dragons and rolls d%, getting a result of 86, This
is a brown dragon. Reading down the brown dragon column
wntil he reaches the 16th-level Encounter Table row, Steve
finds that this encounter is an old brown dragon.
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Tasie 22 Ravgon Dilgons

@ o % % % % % %

Eae 0109 o 19-25 2632 342 4348 4954 35-58 59-63

Table  White X Green Blae Red Beass per  Brome Silver

It Wywing  Wymlng  Wyrmlng  Wyrmliog  Wyrmling  Wyrmling  Wyrmling  Wyrmiling  Wyrmlingg

Wd Peryyowng  Wyrmling  Wymling  Wyrmiing  Wyemling omiing  Wyrming  Wyrmiing Wyrling

30 Peryyoung, Very ymng Very young Warming  Very young Very young  Very young  Wyrmiing.

h Toung Young Your Very youn Young Very young Very young Very yourg

sth " Jovenile'  Toung® Toung” Youg  Toung Young Young Young

6 Jucenite®  Jovenile®  Juvenile'  Toung® juvenile  Toung Toung Toung

7 Yog adale' © Jucenile  Juoeniler  Jovenile' | Fuvewile  Juvenlle  Jovenle  Javenie

8 T, aduirt ¥og adilt®  Yogacur'  Juvenile'  Vogadult  Yuen Juwenife  Jovenile

9t Adt® Yogadil'  Yogadale Fuewle  Trgadu  Yogadilt Yo adele  Jusenide

10t Maeahl®  Aduly  Togadu T adult Vg adul  Adule Tog.aduit Vogadult | Vng.adult

Meh  Matedutr Matadu  Adule” Adule® Yog.adult'  Aduls dule Tog.adult . Vg, adule

1a oW Matadule  Adal Adult® Tug adulr Matadul  Adulc Adule Ty, adult

Bk o Has b Ml e M Matadult  Adlt Adale Adule

b O our Mat sl Macadol®  Adul? Mg adult Matadile  Adut At

1h Yeyod O M Meadie Mt ola Mat.aduis Mt adule  Mat adul

16th ery oid®  Very old* - o Mac adl Ol ou Mt adult Mat. adlc

1ith | Awciens™  Peryod Ol o+ t.adulft Veryold Ol ou M. adls

i Hyom Ancient™  Veryold  Peryold O Veryd - 0l o .o

19 Growym  Wym'  Ancent™ o Antiens  Veryold  Veryold Ol

Wh Gragmt Gyt Awiow™  Awions  Veyold  Wyrme  Anciens  Anciente  Very olde

4% i % i T e o il it e B4

b sath Uesdd 37100 Monser Manual), rali sge categoris indicate
Table i1 Gotd Fang Do Song i te degons R et the nce e
Yo o Wypmings,  Wymliog Wyrmling  Wyrmling  joyel 1 the age category result is ot in i, then
‘il Wecplie | gRormieg Wyrmling. e dragon's CR s higher than the encounter table's
3rd Wyrmling  Fery young. Wyrmling jevel. A plus sign () following an age catcgory result
G Pyrmlng, Teng Pery ot mcans thac i you use @ dragon of older cha this age
fih .. Very youog |, Jurenile? Young? of the respective type, it i at leas 3 20chevel
Gth Veryyoung Jusenile Toung? st
h Youns Yo adule® Jovenite®

Qs o Tog. a8t Juoemile” There i 5% chance that the dragon encountered s
s 1 o Yng adult”  gracolich of that type. To decermine the dracolct's
Boe el AU Yogadult g refer to the table line two levels lower than the
e ) Yogmmlt . Mat aiilcs, “adule ) T adulf”jine chat produced this result. For cxample, an 11¢h
1h  Yogadult  Matadle  Adule Mk sl it level shadow dragon encounter s with an adult IF chis
1th T adals | Mat adult . Aduis Anie encounter s with a shadow dragon dracolich, move up
bois AL ot il das. o the Sthevel shadow dragon line, which yields a
Lt cu les Lol et gl Mat adilt® yoing agui result. The T1lvlevel dracolich encounter
leh  Mavadue  Veryold Ol Mt adulf' it young adult shadow dragon drscolich.

1h Macadlc Py ou 1 ?

th 5 Maradats dient? ", Koy O’ 4wz Shove bt there i 2 10% chance that the dragon
U ——) i Ancient** Veyold  Veyod' i ot

o Ol Great wyem™® Ancients™ Ancints™  Very olde*

wilderness
Encounters

Travelers abroad in the wild areas of Facrin may encounter
all kinds of creaturds, ranging from harmless fellow-travel-
ers to terrifying monsters. Tables 23 through 60 list
encounters by fourteen terrain types (hills, low mountains,
high mountains, clear, grasslands, forest, marsh, swamp,
‘moor, barren/badlands, glacier, desert, river/lake, ocean)
and three climate ranges (northern, temperate, southern).
Table 61 is a special table for the Undeidark, The large map

10

of Facriin from the FORGOTTEN REALMS Campaign Setting
indicates changes in terrain in som detail —clearly, if the
heroes are crossing the Shaar to travel from the Great Rift
to the Lake of Steam, they're in grasslands.

Climate zones are not indicated on the poster map, but
here is a general set of guidelines:

Northern: Anything north of a line beginning at the
mouth of the River Delimbiyr and continuing upstream to
the Graypeak Mountains, along the lower reach of Anau-
roch and then up along the Desertsmouth Mountains to the
Border Forest, cast along the River Tesh to the Moonséa,
then southeast to the Rawlinswood, Lake Mulsantir, and
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the Sunrise Mountains to the Mountains of Copper and the
Great Wild Wood.

Temperate: Most land in the middle third of the map,as P Nkt Bacomer i
bounded by the northern and southern lins. Pl AT Do b GiiD ii

Southern; Anything south of a line beginning at the 0607 0507 Dire bar 1
Starspire Mountains in Tethyr and continuing duc cast o 08-11° ‘06-10 Die ion 10
the Lake of Stean, the Firesteap Mountains, che Uthangol 1213 1113 Di sgr 2
Mountains, the Lake of Salt, and then to the Giants Belt 127 14717 Direvalr 3o
mountains in Durpar. 9505 19008 st T 254 :

» — 2930 Dread varrior 26
HOwW tO QCDCFOTC a random =37 ;t;z ":"‘_“”"'m"“} e
s 14
wildernéss encounter T 55 G i
As a party of characters travels across Facriin, there is 8 i gy b i
chance per hour of travel that they may run into a wilder-  _ 49 Lantern archon (celestial) 1d32
ness encounter, as shown below, | 453 5060 Local creare [01-50] s Table 238
» or NEGs (51-100] e
Terrain Normal Travel  Cautious Travel  Hiding $4-59 6165 Ogre bisiad # b
Deslate/wastland 5% 7 1% €067 6671 Ore parrol see Groups
‘Frontier/wilderness 8% % 2% = 7375 Shadow Tl
Verdant/civilized srea  10% % 2% 6873, 7678 Shicld dwarf patrol tae G
Heavily traveled 12% % 3% L st Surface rothé# 1410:10
081 7990 Tiger Ganimal) 1
Parties that are camping in the open or moving with 0" ¥ z"‘f‘"((‘;‘;"‘:’h’;“)) -
unusual caution (half their best possible speed o Iower) g1 gs o werewet epe o
may use the Cautious Travel encounter chance. Parties that  — 3849 Whit abishatt. 3
are camping in scret or otherwise laying low may use the  86-88 90-97  Winter wolf itk
Hiding encounter chance. A party camping with a fire is 8996 939  Woll animal) 14106
never considered to be hiding, At b

Each wilderness encounter table includes the following y
pieces of information: TABLE 23A: NORTHERN HILLS DRAGONS

d%: The result on percentile dice that will generate % Dragon % jon
a given encounter. Use the Day or Night column, as 9110 Fang juvenics 3444 Shadom, young

Eacounter: The type of crentured encountered. Some of 33 55 e o g W ks
these may be groups, such as an orc patrol or pilgrims.

Number Encountered: The number of creatures encoun-  TABLE 2352 Nowriean Hivts LocAL CREATURES
tered. If the term “sec Groups” appears here, refer to the Loal Nomber
section following the tables for the cxact composition of Ko D oy it
the encounter. 46-85  Bedine band sce Groops,

© 96100 Shadovarpatrol e Groups

Graycloak Hills, 0180 Eversskan parol

rocal creature or Npcs T e e T T
This reslt indicaes thac che party may have encountered g Lo oas (61 2—0)
creatures known to reside in the arca in large numbers. g g e
Local creatures for specific regions in Facrin follow most Dy  Night  Encouster Eacountered
of the wilderness encounter tables. NPC parties may e — 0102 Alip 1
found in this same table entry. 010+ —  Baslik i 1

When 2 wilderness encounter roll produces the “Local 0706 930 :f:;'m::;’)““* ) B
creature or NECS” result, roll d% again. On & 1esult of 1017 o¢  Die uiger i
01-50, continue to the Local Creatures subtable following  — 0708 Dire b 1
the main encounter table. On a result of $1-100, treat this 1317 09-10 Diglacerbeast I
result a3 an encounter with @ group of NPCs. To generate 2620 11-17  Dragon G Tae 244) 1
the members of an NEC group, consult the NPC Generation 71, 16717 Dreadvarriost o
section of this booklet. T g e it e

I
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Ghast 143
Ghast pack sec Groups
1442
Goblin patrol sec Groups
Goblin raiders sec Groups
Griffon 102
Lightfoot halfling scouts see Groups
Hell hound
Hill giant 1
‘Hippogif 1d2
Hobgoblin 1d61
wcrottark 182
Local creature [m 501 sce Table 248
or NECs [51-100] 1432
Med 1
Nuhlhnnk( Quapk s
Nightmare
Ogre T
Ore 14341
Perytont 142
Snake, twoheaded adder & 143
Spectral pantherst: i
Shadow 144
Siniser (e 1d4
Tendricalos 1
Vampire spavn 1024
Wercbear (Iycanchrope) 102
Weretiger (ycanthrope) 102
Werewolf (ycanthrope) 14341
Wight 1d41
Wol (animal) 1d6+2
Waaith * 1d2
Wyvern 1

TawLe 24A: TeMpeRaTE HILLS DRAGONS
% Drgon % Dragon

01-15  Copper, juvenile 46 - Red,very young dracolich®
16-35  Fang, youngi 4781 Red, young
36-45 Gold, young 92100 Senp yong

Tawie 24B: Tempenate HiLss LocaL fl e
=

Nomi
% Encountered
Suptmﬂ).l\s o B W
450 Adderd 14
i 160 Snake, winged viper® 1d3+1
6175 Smie, Large viper 143
76-85  Snake, Huge viper 142
8695 Snake, constrietor 14311
96-100  Snake, giant constrictor 142
The Teollelaws 0120 Tall mouther’t L
21100 Troll 131
TrollHills 0187 Teoll 1431
86-100 “Troll warband see Groups
Tanee 25: Sournenn Hius (€L 2—7)
% ; Numbee
Diy  Night Encounter Eacountered
— oo Amp 1
0102 030 Azer 1442
0304 — Bk 4
9108 0100 Bk b Gl 143
0713 Dir 1442
916 1425 Dragom G Tabe 294) A
— 2425 Dread warrionkt 104

12

1720 2629 Eesin 1w
223 3032 Gurgople il s
= 3334 Ghast wa
— %536 Gho 1442
2526 3738 Goblin patral 14346
A el ol el
2831 42 Golddwal pyerol sec Groups
3233 —  Griffn n
3435 43 Swonghear halfling patrol e Groups
3637 4h-45  Hell hound 10
3B 4 Helladevil) 1
3941 4748 Hieracosphin (sphiny) 102
4245 4950, Hill gane ? 1
4647 —  Hippogri ST
4849 5183 Hobgoblin 14601
5051 $4-57 Leucrotmak 102
5166 $8-66 W 1832
669 67 M
£ Night huncer (g proen
Nightmare
Ogre 1831
“one 130
Praying manti, gant (vermin) 1
Safamander, average 1
Spectral panthers: 1
i Stadow 14
884 —  Tendriclds 1
i Vampire spavn 1021
85-86 Wezebear (Iycanthrope) pres
8788 Weretiger (lycantheope) 12
- Wight 1841
8995 Wolf (animal) 162
— 979 Wraid 102
96-100 Wyvern 1
s oar soprmtin s Bal i
% agon % Dogon
i 51 Red, very young dracolch®
1130 Copper,juvenile  $2-81 Red, young
3140 Fang, young 2100 Song, young’k
4150 Gold, young,
Tanie 26: Nowtieny Low Mouxtans (BL 6-12)
% Nomber
Night  Encounter Encountered
— 0103 Abishai ri 131
0104 0407 Bugbear tand see Groups
05 0809 Cloud gint 1
06-08 1011 Dire bear 1
09-11 1214 Direlion 14615
1213 1717 Dire tiger 10
14416 1819 Dire wolf s
17-3 2027 Dragon (s Table 26A) 1
2426 2829 Dragonkin: 2t
2729 3032 etin wa
sk, B8 g 1831
3538 Ghos rorhéd 1410:10
i e Dekxmrr* 1122
345 ock 5 12310
— 46y Hﬂlgunuuden sec Groups
4448 5053 Hill gane 1k
49-60 7463 Locl creature [01-70] see Table 268
or NFCs [51-100] 30
16t 6466, Ogre e
6573 6770 Orc patrol sec Groups
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7479 7174 “Shicld dwarf patrol see Groups 6072 5464 Loal creature (01-50] | see Table 278
8081 7576 Tall mouther’ 312 ‘or NPCs [71-100] 1432
— 1 Vampire 11 - e bt
e i 141 7678 7179 Ore raders sce Groups
i 8 Vampire see Groups 9B Pyt 14443
B 5584 Wer Grastbropd 3 8385 —  Roc 12
B389 8588 Wolf (unimal) 1106 86-88 8082  Stone giant 14342
90-95 89-94 Worg 1d6+5 — 8384 Vampire 102
— 9597 Wraith 1605 — 8587 Vampire spawn 1441
96-100 98-100 Yrehak 131 8889 Vampire troupe e Groups
8994 9094  Wolf (animal) 0.6
Tante amr Nowrnesy Low Moumuus DragoNs 9797 9596 Wyvern 1@
% % 98-100 97100 Yrehak 143
G127 Coppn s . na it A . i
1324 Fog mawseadulgh 4349 Shadow, adulck TaBLE 27A1 TeMpERATE Low MOUNTAINS DEAGONS
€ Rk 0 Y st % Dragon
32 Red,juvenile dracolich® 71-100 White, ol OL15  Copper, adle 4767 Red, young adule
16-37  Fang mature adule  66-75  Shadow, adulk
TasLe 26B: NonTHeny Low MOUNTAINS LocAL 3647 Gold, young adult 685 Silver,juvenile
CreaTURES | 46 Red,juvenile dracolich® 86-100 Song, adulck
Loaal Numbér
Locale % iR Encountered TABLE 27B: TEMPURATE LOW MOUNTAINS LOCAL
Anauroch 01-50 pATeY Creatunes
175 Stmgml (sbi 141 Loal Number
7690 Bedinc band sce Groups Locale % Creature Encountered
91-100  Shadovar p sce Groups Gloven Mountains 0125 Bughear 1311
Desguaiins M T Do g 301 2660 Goblin patrol s Groups
4160 Frost giant 1431 6175 Hobgoblin raiders see Groups
6185 Hill giane = 1441 76-100  Ore raiders s Groups
86-100  Stone giant. 14341 Deepwing Mts. 0120 Juvenile red dragon 1 i
Giantspise Mes. 0150 Ogee 1d442 2135 Griffon 102
7180 Hill giane 14 36-50  HippogrifT 16+
0 S = 103 . 71100 Manticore 1442
Graypeak Mts. 0175 jant 143 Troll Mountaifs 0120 Bugbear A,
16260, " it fant 1 2140 Oreraiders |, see Groups
Nether Mo 0115 Feyrisk 182x10 4180 Troll 341
16-45 Ore patrol see Groups. 81-100  Troll warband see Groups
46100 Tamarukick 165
RavinMis 0140 Orc 3 Tasie 28: Sovrneny Low Mountaiss (BL 6-12)
4160 Ore patrol see Groups % " Number
6170 Orcsquid | see Groups Diy  Night Encounter Encountered
7185 Goblin raiders s Groups O e T sce Groups
8100 Ogre 13 — 0103 Abishai 1431
03106 0405 Andemptin Gphind) 1
TasLe 27: Temperate Low Mountaiss (BL 6—12) 07-08 Azer squad see Groups
a4 Number 09-10° 06-08 Bugbear band see Groups
Dey  Night Eacounter Encountered 1113 0911 Cloud giant 1
— Aarakoema pacrolt sce Groups 1416 1213 Giant stridert 14616
Abishai,redt 30 1725 1423 Dragon (scc Table 284) 1
Alsghik 3 26-28  24-25  Girallon 1462
Bughear band e Grougs 29-31 26-28 Ectin 134
Cloud giant 1 323 2930 Firenewth 146:6
s 1 35 3L Firenewt marauders s Groups
Dragon (sec Table 27A) 1 3638 3236 Goblin war party s Groups
Bein 1431 T e Groups
3135 3034 Goblin war party e Groups R
36-38 3537 Goblin, Dekantert: 1122 4546 — 2402
3943 3839 Gold dwarf patrol sce Groups T gt i) e e
4. Gray render 1 — 8347 Hill gant raders see Groups
4547 — Gl 2082 4952 4B Hill gane 1441
— 444 Hill gantraidess sce Groups 5355 — - Hippogeifl 14646
4850 45 Hill gant 2441 56-58  49-51  Hobgobiin war party oups
s+’ —  Hippogriff 146.6 5970 7266 Local creature [01-50] sce Table 268
$5-36  46-50  Hobgoblin var party see Groups o NPGs [71-100] w2
5789 $153 Levcrotusik 4 775 6769 Ogre 1444
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see Groups TABLE 298B! NoRTHERN HIGH MOUNTAINS LOCAL
14z Creatunes
18 Loasl Nomb
1a32 Locale % Creamie Bacountered
12 Eapar Mo G007 g band e Groups
Vampise spawn a1 ks s Groaps
Ygucelitoupe oty 170 ar party - tes Geois
Wolf (animal) 141066 7190 Hemmm war party -eeem,.
Wyvern 2 91-100  Ore raiders
Gl | OUaT . Shd gt s :;m.p-
TaBLE 28A SOUTHERN LOw MOUNTAINS DRAGONS 660 Frost gisnt
% Drgon &% Drgn - 6180 Hill gane raiders u:Gmps
0120 Copper, adult 4478 Red, young adult 81100 Swnegiunt L - k1
21535 Fang, mature adule 7985 Shadow, adulc Spine of the World01 40 Frostgiane 14613
3642 Gold, young adult 86-94 Silver, young 4165 Ghost rothé® 141010
43 Red,juvenile dracolich®  95-100 Song, adult: 661 Ope 14
! 76-100  Ore squad see Groups
TABLE 28B: SOUTHERN Low MOUNTAINS LOCAL
Creatunes Bl Tapre 30! Tesperare Hign Mountarss (EL 7—14)
¥ Loctl Number P Nomber
Loale % fuce Encountered Dsy  Night Eaconater Encountered
Grult 012 Aarakocra patrol s Groups 0105 —  * Aarakocr patrol see Groups
%57 Purafolkk 143 — 0103 Abisha, redbkt s
56-65 Pyrohydea Chydrs), 06-08 04-05  Athach 131
1d6+4 heads 09-12 06-09  Cloud giant 131
6-100  Troglodyte clutch  sce Groups. 13-15  10-12  Beholderkin, death kiss# 12
Grollvazch Mes 0160 Guoll hunters see Groups 1623 1321 Dragon (ce Tabie 30A) 1
1-85 pat see Groups 228 22-2¢ Ertin 132
8100 Dragonkinit 24 29-3¢ 2533 Fire gian w32 .
HuukMes 0170 Stone giant 134 338 = Gasragh )
71100 Salamander average 14342 3943 3438 Goblin var party s Groups
§ 4448 3943 Goblin, Dekanter’t 122
| Tamie 29t Nowrneny Hign Mountais (EL 7—14) 4958 4447 Gold dwasf patrol 446 Groips
% Number £ $9-61 4849 Gray render 1
Day  Night Eacomnter Encountered 6266 5054 Hill gant raiders scc Groups
01-06 01-04  Arctic dwarf huriters sec Groups 6780 5569 NPCs 32
Abishai, red Lihet 70-73 Nightving (nightshade) 1
Cloud gane 14341 plos Copal s 10
144 giffons 1302
1193 13-4 Dire bear 102 1w
14-23 1524 Dragon (sce Table 294) 1 — 8284 Vampire troupe see
2428 2528 Fetin 1432 5091 8590 Li6es
2931 2932 Fire giant 1432 996 9195 Wyvern 104
3241 3339 Frost giant 132 97-100 96-100 Yrthak 3
4247 4044 Frost worm 1
4850 — Giant cagle 1d2 TABLE zoA TEMpL ATE H\qn MOUNTAINS DBAGONS.
175 4549 Hill gane raiders sec Groups o Dragon
697 50 Gargoyle,Kirlsoan® 161 0110 c.,p,,ﬂ,nu & e young e daclc
7863 5155 Ogre 144+ 1130 Faug old 3975 Red, adule
64-69. 5679 Shicld dwarf patrol s Group 3137 Gold, adulc 76-100 Slver, adult
70-82 607 Local ereature (01-50] sec Tatie 298
or NECs (51-100) 132 Tanre 31 Sournenn Hign Mountains (BL 7—-14)
§38 727 Remorhaz a2 o % 3 Nunber
#7191 7578 Tall mouther 132 Diy  Night Escounter teeed
— 780 Vampire w2 - 0106 —  Awrakoura pacrolk: sec Groups
AN 1 e i 1441 — 010k Abisha red ek
- 3-86  Vampize wou e Groups 0708 0506 Achach 3
el ) Wessgs Cyeatiross) 32 0911 0710 Cloud giant 131
= Wraith 1465 1213 1112 Beholderkin, death ks 1
5100, 36100 Yot 132 1421 13-20  Dragon (sce Table 3LA) 1
2% 2127 Fetin s
TasLe sz Nowrueny Hign MOUNTAINS DEAGONS 30 2631 Fire giant w30
a%. &% | Desgo 31-34 323+ Guallon 163 c,
o129 6199 White,old 3541 3737 Gold dwarf patrol sec Groups
3039 White, matwreadult 4243 38 Gray render 1
060 White, javenile (clutch of 1d4:3) dnacolich® )
14
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4449 39-44 Hill giant raiders see Groups Taste 33: Tempenare Cuoan (6L 1-5) 5
061 4557 Local creature [01-50] see Table 318 eyl A0
o NPCs [51-100] 32 Diy  Night Encouster Encountered.
6266  $8-63 . Ogre 14 - 01 Allip 1
67-70  64-68  Orc raiders. se& Groups 01-04 ‘02 Ankheg 1
-7 — Roc a2 05-13 03-06 Bandits sec Groups.
77-81 69-74  Stingerk 1612 i 07 Baneguardk 1
§2-87 7580 Stone giant S e 1415 0812 Direrar 14
& 81-83  Vampirc 182 16 1318 Doppelganger 1
— 8485 Vampire spawn 1841 T 15 Dradsdenk 1
— 8688 Vampire troupe see Groups 1718 2011 Gargoyle 1
88-93  89-93 Wolf 5 141046 - Ghast 1
94-100 94-100 Wyvern 12 Ghoul
Goblin raiders ‘see Groups
TABLE 3TA SOUTHERN HIGH MOUNTAINS DRAGONS Groll hunters s
% ragon %  Dragon 163
01-06  Copper, old. 30 Red, young adult dracolich® Reenibis. 12
07-21  Fang, oldk 3175 Red, adult NPCs 14342
22-29  Gold, adult 76-100 Silyer, adult Merchants see Groups.
i s Groups
‘TasLe 31B: SouTHERN HIGH MOUNTAINS LOCAL Ogre pr .
Creatunes ore 31
Loal Number Patrol e Groops
Locale % Creature Eacountered y,,,,,,,,, e Groups
Peaksof Flame 0127 Azer squad sce Groups e Grouih
%640 Youngred dragon 1441 s,,«m; pantherk 1
4170 Firenewt maraudersit sce Groups i Skeleton, medium 146
71-85 Hell hound pELE 82-84 — Tresym® 13
86-100  Slamander, averae  1d3+2 il 85-86  Vampire spavn T
g B5-86 87-88  Wercboar (lycanthrope) i
Tasie 321 Nowrneny Crear (BL 1—5) B 87-93 89-90  Wererat (lycanthrope) 12
% % ‘Number 94-96  91-92  Werewolf (lycanthrope) 1
Day Encountered <] 93-94  Wight 1w
= 97-100 9598 Wolf (animal ) 14
o1-08 see Groups = 99-100 Zombie, medium Sl
1
09-10 a4 “Tasie 341 Sourneny Crean (EL 1—5)
1 % umber
- 1 Dy  Night Encounter © | Encountered
1214 i = oL Allp 1
o 1 01-04 02-04  Ankheg 1w
i 16 05-07 05-06 Baboon (animal) bt
1517 see Groups 0816 07-11 Bandits @ sec Groups
18 1 - 12 Baneguard . 1
19-20 1d643 17-18 13-14 Direrat a4
2133 432 19 35, Doppclganger 1
34-43 see Groups e 16-17  Dread warriors 1
4453 see Groups 2022 18419 Gargoyle 1
£l 1 o Ghast 1
& 131 Ghout 146
467 see Groups Giant ant workers (vermin) 1d4
687 e Groups ruiders see Groups
= 73274 Spectral pantherk T Groll husters see Groups
- 7576 Skeleton, medium Kobold 1d6+3
72-74 77-78  Slavers see Groups. Krenshar 8 i
-1 79 Snow tiger/red tiger (animal)  sce Groups. Lion (uiifual’) * 142
— 8 Vampircspawn 142 PCs LEN
7879 8182 Werebour (ycanthrope) i Miebeat iy o
80-85 8388 Wererat (iycanthrope) priy Militia sce Groups
86-87 89293 Werewolr (ycanthrope) 1 oue 1w
= 9 Wight v 182 J 1431
88-95 9597  Wolf (animal) 1d4 Pamﬂ see Groups
96-100 98-99  Worg 12 ¢ Pilgrims see Groups
— 100 Zombie, mediom Lt 8185 8587 Shvers scc Groups +
X - 88-89  Spectral panther’k 1

15
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oSl

1
~ 9092 Skeleton, medium 146 TasLe 361 TeMperate Grasstanos (BL 2—6)
8687 —  Toesyme 143 % Number
— 93 Vampire spawn 102 . Dy Night Encouster Encountered
8889 94 Wereboar (Iycanthrope) 1 S0 oL kmip 1
9097 9596  Wererat (ycanthrope) 1w 0103 02-03" Ankbeg 182
98100 97 Werewolf (Iycanthrope) 1 0 04 Aunis(hag) L
— .8 Wight 1w —oF  Baneguardk - Al
— 99100 Zombic, medium 2441 0506 —  Buslisk 1
v 07-08 06-07  Baghest pack see Groups
Taswe 35: Nonrnenn Guassianps (EL 2—6) Wi L Rt 8
o % . Number 0Bl Darkenbeastk 12
Day  Night Encounter feciconmmred 1417 12-14  Dire rat 1410110
L o il 1 16-20 1521 Dragon (se Table 36A) R
o oz Annis(ug) 1 1431
— 03 Bancgundk 1 14341
02 0406 Barghest pack sce Groups 1433
el 708 Derkenbeast see Groups
0304 0910 Direlion i sec Groups
0508 1112 Dirsrac 1010410, Gk
0911 1315 Dire wolf 1 1
1217 1621 Dragon (see Table 354) i s Groups
1820 124 Gargoyle BRERY . 134
— 5% Gl i 1631
— u Gk e Groups — 4243 Helleat @devil) 2
- 28-30  Ghoul 33 46-47 4448  Hobgoblin raiders see Groups.
2122 31-32 Greenhag (hag) & = 4 ‘Hound archon (celestial) 142
23-26  33-3¢  Lightfoor halfling scouts see Groups 48 50 Thrandiin 1
27-28  35-36  Hell hound 1311 49-60 1161 NIGs 32
29 3738 Helloae (devil) 1 — 6263 Nightmare 1
— 3 Hound archon (celstial) 2 6172 6466 Nomads sec Groups
3032 4041 Dbrandiink 1 7376 670 Ogre 131
3340 4247 Iee serpenc 1 7780 7174 Orepatral see Groups
41-50  48-57 NECs 1432 - 7576 dow 1d6
— 5By Nightmire 1 © = 779 Shadow mastiff 1
5163 6066 Nomads see Groups — 8081 Spectral pancherst 1
6468 6768 Ogee 14341 8185 8285 Trol 1
6-72 69-70 Ore patrol see Groups — 8 Vempirespawn 51
— 7 Shadow 146 — $7.88 Vergoulle 141
T T e it 1 B6-89 8990 Wererat (Iycanthrope) pr
i Spectral panther: e 90 9192 Weretiger (ycanthrope) 102
Tar 7 Showtietie g Gainal) e Grows 91-92 9394  Werewolf (ycanthrope) 1w
7680 —  Surface rothé® 1410110 g ss ight 146
8185 7881 Troll : . 93-100 96-98  Wolf (animal) 10613
86 82 Unicorn, black 1d6 - 99 Wraith 13
o & WAmpire SRy AL, - 100 Zombic, medium 1446
8485 Vargouille i1
8 Werebear (ycanthrope) 1 Tasie ‘ibA 'rlmprm'rr‘ Guassiaxos Drigors
8 87 Wererat (ycanthrope) 644 %
89-90 §8-90 Werewolf (iycanthrope) 10 01-30 'Elne, el S ,Hz Guld young
2 0193 wight 146 3145 Brass juvenile Song, very young dracolich®.
91-97  94-96  Wolf (animal) 1633 46-75 Brown, youngt ano ‘Song, young#<
98-100 9798 Worg 104
— % Wuih 143 Tante 17 Sourneny Guasstans (EL 2—6)
— 100 Zombic, medium 1846 % Number
nrum: Eaconater Encountered
TABLE 35A1 NORTHERN GRASSLANDS DEAGONS — o amp 1
%  Drgon I a@ Dragon 01 02 Androsphinx sphine) 1
01-10  Brown, young 46-99 White, young adule 02-03 03 Ankheg 142
1114 Gold, young 100 White, young deacolich® Bk o Bt et 1
15-30 - Song, youngHk — 05 Bancgundit 1
3145 Whitc, very young (clutch of 144+1) 0506 — ' Busilsk 1
0708 0607 Barghest pack s Groups
0913 08 Blinkdog i
1415 09 - Gheetah (enimal) ERERS
— 1011 Dackenbeast® 1
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16-18 1214 ‘Direrat 1410110 29 36 Greenhag (hag) 1
19-25 1520 Dragon (see Table 374) W 30 37 Gulguchydrak 1
2698 21 Elephane Ganimal) 1, - 3 3 Hellhownd 1d8+4
2930 1223 Gargoyle W31 32 3 Hellax @ovil) 2
— 2% Ghs Wi — 40 Hound archon celestal) 32
— 25 Ghatpk sce Groups 3 A Tbandlink 1
— 267 Ghou 133 3438 42-45  Kobold varband © e Groups
3132 28 Giantant crew (vefmin) sce Groups 3950 4655 Local creature [01-70] see Table 388
3335 29-31 Gooll hunters © see Groups or NECs [51-100] 32
36-37 3335 Goblin patrol see Groops S152 —  Medusn 1
38-39 3638 Goblin raiders sec Groups — 7657 Night hunter (bat) 26
40 3940 Greenhag (hag) 1 7357 58 . Nymph 1
4 4 Gynosphinx Gphiny) 1 56-58 $9-60 Ogre g
4245 4243 Lightfoot halfling scouts s Groups 5960 61 Ogre mage 13
4647 44-46  Hell hound 1031 6L 61 Ogre mage raiders e Groups
4 4749 i raiders see Groups 6265 63-65 Ocpatrol see Giroups
- 50 Hound archon (celestial) 12 66 65 . Phascspider s
50 51 Thrandlink 1 o 7 Shadow 141
$1-55 5253 Lion (animal) 3 — 68 Sinister (ui 14603
56-66 T4-61 NEGs 1132 — @ Speatre 164
— 6263 Nightmare P — 70 Succubus (demon) 1 %
6780 6469 Nomads sec Groups 67 71 Tall moutherk 14342
8183 7073 Ogre 311 68 M Team 1
8486 7479 Ore patrol s Groups 69-70 7374 Troll 131
8788 — - Rhinoceros (animal) 26 nm 7 141
— 8081 Shadow 146 73 7677 Unicorn, black¥ 1041
— 8283 Shadow mastiff 1 = 7 ampire 1@
— 8485 Spectral pantherit 1 — 7 Vampirespawn 141
89-90 8687 Troll i — 80 Vampire troupe see Groups
— 88 Vampiespn EREEY — Bl Vargoullle . 14615
— 8 Vargouille FTE 783 Werebat (ycanthrope) 143
91-94  90-93  WemicH 188 7576 84 Werebear troupe 3 see Groups. D
— o wigm 146 7780 8 Wererat troupe see Groups
95100 9798 Wolf (animal) 1613 81-82 86 °  Weretiger (ycanthrope) 7
— %9 Wnith 143 8385 87 Werewalf troupe . secGroups
— 100 Zombic, medium 14416 — s wigh 1615

B6-89 89 Winter wolf 144
TABLE 37AT SOUTHERN GRASSLANDS DRAGONS 90-97 90-93  Wolf (animal) 14106
%  Dragon % Dragon 96-100 94-98 Worg 265
01-30  Blue, very young s Gold, young; — % Wik 't
3147 Brass, juvenile Song very young dracolich® — 100 Zombie 1d6+5

75 Brown, youngH S0 Son, younget:

TaBLE 3BAT NORTHERN FOREST DRAGONS
‘TabLe 38: Nowtueny Fonest (EL 5—-12) % » a ragon
% Number 01-30  White, adult 86-98  Song, young adulck
Day  Night Encounter Encountered 3139 Gold, juvenile 99 Whits, youn adult dracolich®
— 0L Abishai grecotk 144 3085 Green, youngadult 100 Green,javenile dracolich®
— 0 Avoral guindinal (celescia) 1 . '
— 03 Bancdeadt 166 TanLE 38B: NORTHERN fOnesT LOCAL CREATURES
P ey s Local Number
003 of 12 Locale % Greature Eacountered
or 06 Cuwlmg chw* 446 Border Forest 0125 Dryad 1443

el 122 26-60  Pixic 14617
05-06 0910 10 61100 Satyr 1d4i1
0715 117 unm (sec Table 384) 1 ColdWood | 0125 O 341
1617 Dragonk 1646 2640 O raders see Groups
it 1105 41100 Uthgards barbarians  sec Groups
1821 sce Groups HighForest: 0135 Centaur YRR
2125 ses Groups 3645 Feyric 4
—  30% ' Erinyes (devil) 1463 4655 Tamrukick 1615
2%-27 31 Gargoyle - 131 56-90  Wood elf squad see Groups
iy Gles 10341 f 91-100  Treant 1
— 3 Ghsepack sec Groups . Lurkwood  © 0137 Orc 31
— 3% Ghoul g 36-80 O raiders sce Groups
8 35 Gray render 1 1100 Ore patrol sce Groups
.
17

ik F5 e
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WiLDERNESS ENCOUNTERS
i

01-10  Werchat (lycanthrope  1d2
35 Wersbear (ycanthrope) 16341

3640 Werchear troupe
4155 Wererat troupe
5687 Werewolf troy

sec Groups
sec Groups
see Groups

86100 Weretger (ycanthrope) 142

TABLE 39: Tempenate fonest (EL 5—-10)
%

% Nomber
Day i Encounter Encountered
— oL Abishai greet .
o~ Algh T a4 -
@ 0 Assasinvine 32
— 03 Bancdeadk 1616
— 0+ Bencgurdi 1082
03 05 Barghest pack s Groups
04 06 Behir 102
0506 —  Boar 1+
07-09 07 Cemtaur 1d4i4
— ooy Dmmrxm* 1022
011 10 ek
1213 1 141010
115 1213 Duyhc;r beast 3
1620 14-20  Dragon (sec Table 394) 1
22 2122 Dragonkink 14646
2325 2325 Drow squad see Groups.
26 2% Diyd 1432
2730 27 Wood cif squad see Groups.
3132 28 Euterap 1w
33 29 Gugoyle 3
— 30 Gust s
— 31 Ghastpa see Groups
35 © Gant ot (vermin) 1d41
3640 32-33 " Giblerling’ 24410
4142 3435 Gnoll hlmun see Groups,
4344 3637 Goblin patrol see Groups,
47 3839 Goblin raiders see Groups
46 40 Gray reader 1
47 41 Greenhag (hag) 1
8 — org " 14646
4950 42 Green warderk 1604
51 4 Hell hound 14804
— %  Hell 2
— 4 Tound archon elesta) 130
5253 4647 Kobold warban sec Groups
54 . 48 Krenshar 1463
55-63 49-57  Local creacure [01-50] see Table 398
or NEGs [51-100] 14342
6  —  Medum 3
6566 58 Monstrous centipede, Huge
{vermin) Litet
6759 Monstrous spider, Large (vermin) 1dés+
6 60 Myrlochirk 133
— 61 Nightmg 1
— 6263 Night hunter (batyic 26
9 6+ Nymph 1
7071 6566 Ogre 1a404
” 7 Ogre mage 143
768 Ogre mage raiders see Groups,
74— Pegams L6
7 69 Peryeowt 13
7 071 Phase spider 4+
7 Pixie 1a6:5
B — Sy 1d6:5
— 7 Shadow 1d4:1

18

— 7
ki =
80-82  75-76
83
o 7
85 7
86-87 80
88 81
8 8
- 3
8
- 85
86-87
88
9 8
9 90
93 91
9 2
9 93-94
- 95
96-98 96
99-100 97-98
— 99
— 100

TaBLE 39A: TeMpERLTE Fonsr DnAgnws
4% Dragon

Sinister (bat) 1d6:3
Snuake, winged viper ® e
Spectre a4
Stirge 16+6
Tall mouther't: w32
Tendricalos i

reant R
“Troll PRE I
Unicorn 1d41
Unicorn, blacki 1a4:1
Vampire 102
Vampire spawn 141
Vampire troupe g see Groups
Werebat (ycanthrope3  © 42
Wercbear troupe see Grou
Wercboar (Iycanthrope) 1431
Wercboar troupe sec Groups
Wererat troupe see Groups
Weretiger (lycanthrope) 144

erewalf troupe see Groups
Wight 1615

+ Wolf animal) 14106

Worg e
Wraith 1d41
Zombie, medium 1d6s5

0117 Gold, juvenile o Snugdngmywnglduhk
1682 Groen,youngadult 100 Green, juvenile dracolich®

TABLE 39B: TEMPURATE FOREST LOCAL CREATURES
Loal

Loctle
Chondalwood

Cormanthor
Forgotten Forest

Forest of Wyrms

Misty Forest

Trollbark Forest

Wood of Sharp
Tecth

Number

% Creature’ um.mm
0l-15  Dryad
1645 Ghostwise halfling scouts sec Gwnps
4655 Satyr . 146+
$6-100  Wild lf huncers see (‘nwpl
0150 Drow squad see Groups

1-100 Wood elf squad see Groups,
01-20  Shambling mound 1d2
21-100  Treant 1443

01-37  Young green dragon il
36-60  Juvenile green dragon 1
61-87  Youngblackdragon  ld#l
86100 Yﬂmg adule black dragon 1

o140 146110
wm o uad sce Groups
Wild elf hunters see Groups
Chitinesk 24

Ertercap 12
Monstrous spider, Large  1d#+1.

96-100  Monstrous spider, Hyge 14441,
0170 Troll 1431
71-100 Troll warband sec Groups.
0115 Dire badger 1d41
16-25 e bear 102
26-30  Dirc boar ikt
3150 Dire wolverine 12

SL-75  Young green dragon 1
76-100  Hydra, 1484 heads 1
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WiLDERNESS ENCOUNTERS
e

: Sourneny fonest/Jungee (EL 5—10) §3-84  80-81 Troll 1431
bes ) 82 Unicorn 141
Night  Eacounter Encointered 86, 83 Unicorn, back¥ a4l
01 bl greeik 1t — 84 Vampire wn
0 Androsphin (sphinx) 1 = 85 Vampire spawn 141
i ety Lab1 — 8 Vampire troupe sec Groups
03 Asasin vine e 878887 Wersboar (lycanthrope) 131
0+ Bancdeadk 14606 8 88 Wersbour troupe see Groups
Of  Barghest puck G 90-91 8 Wererat troupe see Groups
06 Betir 10 91 90 Werctiger (ycanthrope)  © 1d4
—  Bour (animal) a4 By G Ta e Groups
07 Criosphinx (sphinz) 1 - Wight 14605
0809 Darkenbeast L 9496 94—9r Wl aia 141016
1 ark 1 - Wraitl a4
1 Diger Janz 97-100 97 98 Yuunt patrel sec Groups
1 Direape T - Zombie, medium 65
13-20  Dragon (sec Table 40A) 1d4s4 s £
21 Dragonkink 1es TabLe 40A: SoutneRN Fonest/JUNGLE DraGoNS
2 ryad 132 % %
2o Beblagt fealmat) h 0117 Gold, juvenile 83-99 Song dragon, young adlt:
2324 Wild lf hunters e 18-62 Green,youngaduk 100 Green, juvenile dracolich®
252  Eetercap 10
27 Gargoyle T TABLE 40B: SOUTHERN FOREST/JUNGLE LOCAL
2829 Ghast pack sec Groups Creatunes i
—  Giant constrictor suake T Local Numbee
—  Giant stag beetle (vermin) 1441 Loaale % Creature Eacountered
30-31  Gnoll hunters sce Groups ‘Black Jungles 01-40  Giant constrictor snake 142
3233 Goblin patrol - see Groups 4165 143
34 Gray render ! 46100 Yuan-i pacrol see Groups
35 Greenhag (hag) A Jungles of Chult 0125 Chultan hunters - * see Groups
36 Groen wardert s 2640 Chul 141
37 Gynosphinx (sphinx) 1 4167 Deinonychus (Jinostr) 14442
3 Hell hound Lases 7] 66-80  Tyrannosaur (dinosaur) 142
3 ek ) 2 ©RL-100 Wilddwarf hunders s Groups
4041 Hobgoblin arty see Groups. Mbair Jungles  01-30 . Dire tiger ¥ a2
B i i Gy w32 3145 Digester 1442
4 Torandlink 1 © 46100 Wilddvarfhunters  see Groups
4446 Kobold warband s Groups
4747 Reenshar e Taste 41 Nowrucan Mansi (BL §—15)

48 Leopard e e a% ' Nember
4956 Local reature [01-50] see Table 40B Day  Night Encounter Encountered
or NPGs [71-100] 1432 —  0l02 Abishai bad -

51 Medum T — 030+ Avoml ,...m.m (celdtia) 1
58 Monstrous centipede, Gargantuan = 05-06  Baneleads: 146+6
(vermin) 414 0103 0708 Behir 11
59 Monstross spider, Hue (vermin) 1t 04-08- 09-1¢  Black pudding 1
6061 Night hunter (bt 26 ¢ 0910 1516 Craling clawk 6
@ . Nymph 1 — 1721 Darkenbousth 1w
6364 Ogre Lkt 115 225 Direrat 1410:10
6 Ogremage s 16-17 26-27  Ceyohydra (hydra), 106+4 heads 1
6 Ogre mage raiders o Grobg 1827 2837 Dragon (e Table 41A) 1
U 64 — 3839 Dread wasriort 1443
67 Phase sider 14 26-30 4042 Gibbering mouther 1
o e 1é6er 3133 4345 Gulguchydrak 1
6970 Prerafolkit 1420120 3440 4671 Hydra, 1484 heads &
N Rakius h R eryohydra (hydra),
7. Shadow 1d441 g et
73 Snister (b Wi B i hydra (hydra), 4
Snake, winged viper ® 104 14644 heads
stirge . 14646 4554 5667 Local crcature [01-50] see Table 418
Specare 144 y or NG [51-100] W .
5 ‘Sword spidecsi B 5559 66-69  Meaze £ 1
Tall Faouthert 132 ; 50-64 7073 Merrow (ogee) 1602
Tendriculos 1 65 T Nubuok 1
B 102 6  T6-TT Nyusk i t

e RS



6769 7879 Ochre jelly (oone) 1

70-73 8082 Ogre 12

7480 93-88 see Groups

81-87 89-93 sec Groups

8892 9495 1d31

93-100 96-98 1431
99-100 146

TABLY 4TAT NORTHERN MARSH DEAGONS

% Dmy @ Dragon

0L Black,adult dracolich® 70 . White, adult dracolich®

0161 um‘m.;m adult  71-100, White, old

6269 Gold, youn

TaBLe 41B: NORTHERN MARSH LOCAL CREATURES
Local Number

Locale a% Creature Encountered
Mere of Desd Men 0140 Bullywog. 1254
41-60  Lizardfolk 64 .

81-100  Lizardfolk warbard  sce Groups

Tasue 421 Tempenare Mansi (EL

% a% Number
Day  Night Eacounter Encountered
ol 01 Aballik 1@
0203 Abishai, blackk 184

— 04 Avorl guardinal (clestal) 1

— OF Bancdeadc 14616

02 06 Bumelrk 144
0304 0708 Behir s
0506 09-10  Black pudding 1

0710 1192 Bullywugh pree
1113 134 Chul 6

14 1516 Cravling clawit 6
T e 1022
15171920 Dire ra 101010

18w c,yah,anmyau)mmmas 1
19-26  23-30  Dragon (sce Table 424 2
— 3132 Dread warrior
729 3335 Fog giantk B T
3032 36-38  Gibbering mouther 1
3335 3941 Guiguthydrask 1
36-38 4244 Harpy 1466
39-45 4549 Hydra, 18+ heads 1
4648 T0-S1 Monstrous centipede, Large

(vermin) 141
BT et Gy
144 e
50 53 Lernean h)dn (hyira),
106+4 heads %
L6 h38 Liuntoh marband see Groups
57-65 5968 Local creature [01-70] see Table 428
‘or NECs (51-100] 132
Meazels 1w
Merrow (ogre) 1462
Nishruut 12
3l Nyeiek 12
5 7677 Ochre ey (oone) 1
Ogre 14612
7982 81-83 O patrol sce Groups
8 8 Pyrohydra (hydra) 16v heads 1
486 8587 Shambling mound 1w
#7191 8890 Siv squalbk see Groups
92-94 9192 Serag 31
95-96  93-94 Snake, Large viper (animal) 12

G it
‘WiLpERNEss ENCOUNTERS
i e

9798 95-96  Snake, Huge viper (animal) 1431
99-100 9798 Troll 14341,
— ¢ 99100 Willowisp 16
TABLE 42A3 TEMPERATE MARSH DEAGONS
@ Dragon % Dragon
SL M it o 31 iR e
023+ Black, very young 793 Gold, adult”
(eluteh of 1d4:1) et Song, mature adule

TaBLE 42B2 TEMPURATE Mansit LOGAL CREATURES
Local

Namber

Locale % Qum i Bacoutered

Chelimber Marsh 0145 Bullywy ST
46-80 Lmrdlolk warband sce Groups
81-100  Siv sqa s Groups

LMt 010 A ki
3190 Lizardfolk
91100 Lizardfolk warbard

e

TawLE 431 Sourneny Mansi (EL §—
%

Diy  Night Enconnter
o ol Aballwk

— 02 Abishai blackit
— 03 Avoral guundinal (cclestial) 1
— 0405 Bunedeadk 14616
@ 0607 Banelark 144
0304 0809 Behir grs ;
0506 10-11  Biack pudding 1
0710 12-13  Bullywugit prives
1114 1416 Chul 146
15 17418 Crawling clawkt 6
1620 19-20  Crocodile (animal) 141042
— 2122 Darkenbeast 12
-2 2324 Digester 142
2324 2526 Direrat 1410110
2530 2734 Dregon (e Table 434) 1
— 3% Dreadlwarriork 143
3334 3637 Fog gianck 141
35-36 38-39  Giant crocodile (animal) 1102
3738 40-41" Gibbering mouther 1
3940 4243 Gulguthydrai 3
4147 4448 Hydra, 1054 heads 1
95y A e e
L 14644 hea 1

0! 50 Loy st s Groups
S161 55-65 NECs 10342
6263 6667 Meuel 12
6466 68-70 Merrow (ogre) 62
768 71-72 Monstrous centipeds, Large

(vermin) 141
6 . 73 Nishruwk Sl
L 7 Nyt 1

Qchre jelly foore) 1 :
737 719 Oge 1462
7679 80-82 Ore pacrol see Groups
80 83 Pyrohydra (hydra) 1d6+4 heads 1
81 8¢ Rakshasa 1
8283 8586 Shambling mound 132
8485 87 Shocker lizard 10,5
B6-50  88-90 Siv squadc see Groups
9152 9192 Serag 1431
93-94 9394, Snake, Huge viper Gamimal) 1442
95 95 Suake, Colossal viper (animal) 142



———
WiLDERNESS ENCOUNTERS
TR

96-97 9697 “Troll a3 TABLE, 441\‘ TEMPERATE SWAMD Dku,uNs
I

98-100 9899  Werecrocoile (lycanthrope) 143 % i Doagon
= 100 Willo'wisp 46 - o1+ Elzs.k mature adult dracolich® 7 Green, adult dracolich® :
0249 Black, old $8-100 Green, mature adalt ‘
TABLE 43A7 SoUTHERN MARSH DRAGONS 0-16 Gold, adule
%  Dragon %  Drigon
o1 Black, mature adult dracolich® 87-93 *Gold, adult TABLE 44B: TEMPERATE SWAMP LOCAL CREATURES
0334 Black, young (clutch of 144+1) 94-100 Song, matare adaltsk Local Number
3586 Black, old Locate % Creature Encountered
Flooded Forest 0125 Assasin vine 131 A
“Tanie 44: Tempunare Swamp (EL 5—15) 2645 ; 102 V
o Number 46-70  Liedfolk 644 :
Dsy  Night Encounter Eacountered 71-90 ibling mound 12
— 0102 Abishai blackit 4 91-100  Tendriculos
0102 03-04  Asmasin vine 132 Moander's Read  01-15  Giray ooze s
i e Golestial) 1 1630 Oche jelly 23 :
0 dead 14646 3150 Black pudding 12
03-04 07-08 lhnnhr* 1d¢ $1-75  Phantom fungus 1d42 (
05-06  09-10 142 96-100  Violet fungus i
0708 1112 leckpudllmg 1
-1 13-14  Bullywugk et Tawve 451 Sourneny Swamp (EL 5—15)
1213 1516 Chul 6 P Num
1 Cragling clawk 6 Day  Night Encomnter Encountered
Darkenbezst 1022 oL Abiahui, blackss 14 :
Dark treeit 01-02 02-03  Assassiti vine 1432
Dire rat 1d10:10 o4 Avoral guardinal (celestial) 1 ]
Displacer beast 1614 N SN e Jaseg f
irotyis Gy ok bl £ 0304 06 Banclark 14
Dragon (see Tal 1 0506 07-08 Behir 1w |
- 6 Dread warriort 1443 0708 0910 Biack pudding 1 t
3234 3739 Fog ganck b1 0912 1112 press L
35-36 Gibbering mouther 1 1315 13-14  Chul 16 2
Gray render s ‘16 15-16  Crawling clawit 46
Guigathydrat 1 1719 1718 Crocodile (animal) 141012 i
Hag covey sce Groups —  19-20 Darkenbeast oo
B, 100 2 1 2001 2121 Dark treck 1
Kabold warba e Groups: 22-23 23 Digester 1d42
L=mmn mwh) dra (hydra), 24-25  24-25  Dire rat 1d10:10
1 26-32 26-3+ Dragon (sec Table 474)
e e h,dn (hydea), 35 143
1d614 heads 1 3334 3637 Fogghnok 341
$4-59 5779 Lizardfolk warband sce Groups 3536 3039 Gian crcolile (animal) 111042 |
6070 60-69 Local creature [01-50] scc Table +48 3738 4041 Gibbering mouther
or NPGs [51-100] 1432 3 9 Gy 1
M2 70 Meawik a2 4041 B34 Gulgachydratk 1
5% —  Medua 1 s covey see Groups
576 71 Merrow (ogre) 162 Harpy 146+6
7178 72 Monstrous spider, Huge (vermin) 1d%:1 Hydra, 14844 heads 1
— 737 Night hunter (athk 46 Kobold warband see Groups ¥
79 g ‘Nishruu 1 Lernacan hydra (hydra),
80 76 Nymek % 106+4 heads 3t
#1-82 7778 Ochre jlly (ooze) 1 Lizardfolk warband e Groups
14642 s 132 k
e Groups Meazel 142
14 Aitntogd 1462
Pyrohydra (hydra), 14644 heads 1 Monstrous spider; Hluge (vermin) 141
91-92  §7-88  Shambling mound 32 N T
—  89-90 Simister (bar) 14613 ~ el 1
9396 9193 Sivaquadik e Groups 7879 7879 Qchﬂjzﬂy\out.z) 1
9798 94295 Serag 1431 8081 8081 Ogre 162
99-100 96-97 Troll 1301 8286 8285 Orcpatrol sce Groups
— %899 Vargouill oy, 85 8% Pyrohydra (hydra) 6o heads 1
- 100 Willo'wisp 1d6 86 85 1
-89 86-87 Shambling mound wa .
“ 9091 88 Shocker lizard pre)
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‘WILDERNESS ENCOUNTERS
s Senilid

— 8990 Sinister (baepk
9293 91-92  Siv squad s Groups
9495 93 14311
96-97 9495 14311
14615
146
3
sc Groups

© 45AT SOUTHERN SWAMp DRAGONS
Dragon . d%  Dragon
01 Black, mature adult dracolich® 60

0251 Black, old
5259 Gold, adult

Green, adult dracolich®:
Green, mature adult

TasLe 461 Nowrieny Moon (EL 5—15)

Encounter
Bancdeads

Bebir

Bodak

Bugbear

Bugbear basd
Dakenbeast -

Dire rat

Dirc wolf

Dragon (see Table 46A)
Dread warrior

Ettin

Fog giant
Gibbering mouther
Ghast pack.
Ghou!
e serpenc

4849 Krenshar

50-59 Local creatire [01-50]
(51-100]

Nishruut

 Nythik

Ogre

Ore patrol

pectre

Troll varkand
ght

Willowisp

Weaith

eai
Werewolf (Iycanthrope)
Werewolf troupe
Winter wolf
Wolf (animal)

Vory

Yeth hound
Zombic, mediunt

TasLe MA- Nowruean Moon nug(m

Dragon
Whit, old

01-15 Blnck young (clutch of 1d41) bl
100 Whitc, adult dracolich®

16-40  Black, old
4149 Gold, young adulc

TABLE 4681 NORTHERN MOOK LOCAL CREATURES
Local Nomber

Locale a% Creature Encountered -
Battle of Bones 0115 Bonebat (bat)

Devouree
Dread warriort
Ghast pack
Mohrg

] Nightwing (nightshade)
Spectre 4

Evermoors

9 Troll warband
Lonely Moor Buletce
Groll war party
Leucrottart
Ore raiders
Peyton”

TanLe 47: Temperare Moo (EL 5—15)
a% X

Night  Encounter

0102 Bancdeadt
Behi
Bodak

Chual 3
Cryobydra (hydra), 14644 heads
Kenbeasti

Dragon (sec Table 47A)

Fog ganck

Gibbering mouther
hast pack

Ghoul

Hobgoblin raiders

Dread v

Krenshar

arpy
Hydra, 1484 heads
NFCe

stk

wisp
Ve
Werewlf (Iycanthrope)
Werewolf troupe
‘Wolf (animal)
Worg
98 Yoth hound
99-100  Zombie, medizm

TasLe 47A1 Tempenate Moon [mgmxs
1% %

Dragen

Copper, young adule 3736
Fang, mature adile 3772
2 Fang dracolch®

2234 Gold, aiule

t
o1-10
1120

Red poung sl drcolch
Red, young adule
Silver, young adult
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'WILDERNESS ENCOUNTERS
: ——
Tasie 48: Nowrueny Barnen/Banianns (€L 3-9) : 2645 Gray render | 1
% % Number 46-65  Remorhaz 1
Day  Night Encounter Enconntered 66-100  Rast 142
o1 1
I An:xv (hag) i Taue 49: Tempenate Bansen/Baprasos (EL 3—9)
020+ —-  Arctic dwarf hunterst see Groups % d% Number
03 Baneguard 1 Day  Night Escounter Encountered
05-07 04-05  Barghest pack it G — o aup 1
08-09 06-07 Bugbear 341 0102 02 Ankheg 1w
08-10  Darkenbeasti 12 03 03 Aunis (hag) g
e 11-14  Dire bat Ldet 2! 0407 Bancguardit 1
10-13 _ 15-16  Dire lion 102 0405 — Basilisk 1
14 17 Die i 1644 06-07 06-07 Barghest pack sce Groups
15-16 18-19  Dire tiger 102 - 08-09  Darkenbeast 12
17-20 2021 Dire wolf ey — 103 Diebar Lided
21298 2229 Dragon (see Table 48A) 1 08-09 14 Dire lion 12
— 30-31  Dread warriork 1 10-11 15-16 Direrat 1410110
29-33 32-37  Etin 14341 12-13 17-18  Dire wolf 14
3439 3639 Frost gant 1 1421 1926 Dragon (sec Table 494) 1
4042 404 5 e 27-28  Dread war; E
4345 4445 Gargoyle © ot 22-25 29-32 Eein 146
- 46-47  Ghast 1d341 26-28  33-35  Gargoyle 1d341 %
48-50  Ghoul 1433 ey 36-37  Ghast 131
51 reenhag (hag) 1 — 3839 Ghoul 14343
47-52 5255 Hill giant 12 29-31 40 Groll hunters sce Groups
354 5657 Hell hound 31 7235 4144 Goblin patrol see Groups
5859 Helleat (devil ) 1w 3637 4747 Gobljn raiders e Groups
— 60 Hound archon (celestal) 1 38 48 Greenbag (hag) 1
56-57 61 Ibrandlink Y 39-42 Griffon 12
5862 62-64 lce serpentk 143 43-46  49-51 Hill giant 12
63-65 6566 Kirlanan gargoyle® a4 4748 52-53  Hell hound { 131
66-67 67-68 Lami wn 49 55 Helloar @Gevil) 1
68-74 69-75  Local creature [01-50] sce Table 488, 450-57 $6-60 Hobgoblin war party sce Groups
or NECs (51-100] 1831 — 61 Hound archon (celestial) 2
= 7% Nightmare g 56 6 Ibrandlink s
75-80 77-78  Nomads sce Groups 5759 63-6+ Kirlanan gargoyle® 141
8183 79-81 Ogre 14341 60-6+  65-66 Leucrotmak 1431
8488 8286  Orc patrol sec Groups 6570 67-71 Local creature [01-50] see Table 498
87 low or NPCs [§1-100]
- 88-89  Shadow mastiff . Nomads ' sec Groups
89-90 90 Snow tigerfred tiger (amimal)  see Groups Nightmare 1
91-93  91-93  Troll £ 1d3+1
94 Vampire spawn 14341 Ore raiders A see Groups
9596 Vargouile prres Shadow 146
— e Wigh 16 Shadow mastifl 1
9497 — Wolf (animal) 1d6+3 — 86 Spectral panthersic by
98-100 98 Worg 104 88-91 8789 Troll
- 99 Wraith 143 jo==t 90 ‘Vampire spawn BEED S
- 100 Zombie, medium 1d4+6 A 91 Vargouille el
9293 Wight 16
TAm 4m\  Nosrean BARREN/BADLANDS DRAGONS 94-95  Wolf (animal) 163
% Dragon 96-97  Worg. 1d6+4
m Bmwn, ,umuea.wx.mo 5660 Gold, juvenile - 98 Wraith 143
0245 Brown, young adultii 61-99 White, adult - 99-100 Zombie, .md...,.. 1446
55 h 00 Wh e

TaBLE 49A1 TEMpERATE nuasn/mnwm DiraGoNs
% D

TanLe 48B: Nogrnens Barrex/BADLANDS LOCAL gon
Creatunes 0130 Blue, youry bl o

Loal e AT B, young adelc 7291 Copper, young adule
T 2 Bocountersd 46 Brown, juvenile dracolich®  92-100 Gold,juvenile
Anauroch 01-35 Asabik 1d441 J o .

36-55  Bediné band ¢ Groups

5670 Shadovar patrol sec Groups ¢

L. 71100 Stingtail Gsabidk 14 ‘ b
Tortured Land ~ 01-27  Destrachan 1
.“
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‘WiLpERNESs ENCOUNTERS
e

)
TABLE 49B: TeMPERATE BARREN/BADLANDS LOCAL nm 5OA: SouTHERN mnm/mnuwm DMgnNs
Creatynes
h Local Number m‘w Bluc, young w 71 lrvwn,ywngldull*
 Loale a% Creature. Encountered 3145 Brass, young adult 72-91  Copper, young adult
The Seonclands 0115 Goblin patrol sce Groups 46 Brown juvenil dracolich® 92-100 Gold, juvenile
1640 Goblinraiders . sec Groups -
41-55 Hobgoblin war party see Groups Tasie 51: Gracien (EL-7—12) i
7670 Ore parral see Groups s Number )
Y, TI00 Orcraiders see Groups Diy  Night Encounter countezed
01-07 0104  Aretc dwaef huntersi: s Groups
TasLe 50: Sournern Barnen/Bavtanns (EL 3—9) = 0509 Darkenbeast 1022
@ % i Number 08-17 10-21 Dragon,old white 3
Diy  Night Eacounter Encountered — 2024 Draad warriork: 13
S ot Al 5 1824 2530 Eetin 141
01 0 Androsphinx 1 2534 3137 Fros giane proses
0204 03 Ankheg 1@ 3538 3841 Frost worm 1
o Annis (hag) 1 3944 4244 Leosery 13
06-08 05 Baboon (animal) 14610 4746 4746 Kiclmn gargoyled 141
- Bancguands il L 7 Mortg 31
0910 — Btk it 4151 4B NPGE 132
1112 0708 Barghest pack. see Groups 5256 5257 Ogre 14602
1315 0910 Blink dog k6 5760 5859 Polar bear 1
107 o o BRES 6368 60-66 Remorluz 1
— 112 Darkenbeastk” 143 — 670 Speerre 16
— 1395 Direha pr 6979 7173 Surface rothéd 11010
1819 1617 Dire lion pret 8085 747 Troll 3:1
20 18 Direlion 1464 — 798 Wignt 181
2123 11920 Dire 1414 — e Willowip 146
2431 2128 Dragon (see Table 504) — Rl Witk 16
— 29 Dread warrionic 1 8693 9297 Winter volf a4
3235 3031 Gargoy prEey 94100 98-100 Worg 1465
2 G w3
35 Ghoul 33 TaLe 52: Nowriesy Savov/Rociy Desenr (EL 5—10)
3638 —  Gantane crew (vermin) see Groups % Number
3943 3435 Groll hinters ot Day  Night Encounter Encouatered
445 36 Gnoll war party. see Groups. - 01-02  Abishai, bluet: 12
1647 - see Groups — 0304 Benegundi 1
4549 see Groups 0104 0706 Barghest pack e Groups
70 — 0709 Darkenbeast 12
n ¢ 0708 1011 Dice lion 1
5253 131 09 12 Dirclin 1d6+4
54-57  47-50 Hobgoblin war party s Groups 10-12 1314 Dive wolr 1b4
= Hound archon (celetial) 1 1322 1524 Dragon (ee Table 524) 1
5 Thrandli 1 Dread warriorc 1
7963 $354 Lion 131 207 279 Eetin 146
71 51T NRGs 132 2832 303 Gargoyle 1431
7277 73T Nomads sec Groups — 13 G proey
o 5 ightmare — 3435 Ghastpuck see Groups
7879 7678 Ogre 131 36-38 Ghoul 1433
8085 7985 Orc patral s Groups oo 336 0 Ha 1431
S e 6 4142 Hellcat (dev 18
8 Shadow masiff 31 e ey (elesia) 102
687 — ‘Snake, Huge viper (animal) 12 39-40 4445 Ibrandlink vl
— 88 Specrsl panther 1 4145 4649 Janni (genc) s
8890 8991 Troll 1 4649 5052 Kirlanan gargoyle® proey
e Vampilelpawn 130 5052 5354 Lamia s
S gliin 1441 53-63 55-65  Local creature [01-50] e Table 528
9195 9497 ng,;* 1488 o NPGs [51-100] s
— % Wigh 146 Mummy 13
96-100° 9798 Wolf (animal) 163 ishruwtc 1
— 9% Wnith 143 Nyt 1
— 100 Zombic, medium 1446 Ogre 2031
Ore gatrol e Groups
- Shadow 16
i Shadow mastift 1w
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sl

8488 §9-92 “Trall 1831 Tasie $3A: -rmpmm, Sanov/Rocky Desert
5 93 Vargouille 1d4a1 l)nAroNH
e 9495 Wight 146 %  Dragon %  Dragon
8997 96-97 . Wolf (animal) 14613 01-35 Bine, joung a 57-85 Brown, adulek
96-100 98-99 Worg 144 36 Blue, Jnvcm]c mmmo 86-95  Copper, adult
— 100 Waith 43 3757 Brass, adult 96-100 Gald, juvenile
Brawn,;\hmd: drscolich®
TasLe 52A1 Nowrueny Sanpr/Rocky DESERT DRAGONS
% Dragon % Drug Tavse 541 Sourieny SAxpy/Rocky Desenr (EL 5—10)
01-10  Blue, juvenile 56-65. Gﬂm:cr. young adult % 4% Number ‘
1120 Brass, young adule 66-70 Gold, juvenile Encounter Encountered
21 Brown, juvenile dracolich® 71-99  White, adult Abishai, bluestt
22-55  Brown, young adultk 100 ‘White, young adult dracolich® Androsphinx 1
Baboon (animal) 1410
Tasie 52B: Nowrnens Sannv/Rocky DESERT LOCAL ancguardt 1
CREATURES Barghest pack
Loaal Number Darkenbease .
Lacale % Creaure Eacoun Dire lion 13
Anauroch 0145 Asabick 1db1 Dire wolf Ldded
4660 Bedine band see Groups it lgeat) 144
61-70  Phacrimmi 42 Dragon (sce Table S44) 1 h
71-85  Shadovar patrol sec Groups. Dragoaie 1d3
86-100  Stingtail (asabi)H: 1dh1 Dread warrior 1
‘Efrecti (genie) 43
Tasie 53: Tempesare Sanoy/Rockr Deserr (BL 5—10) PR, 1030
% % Number Giant ang crew (vermin) see Groups
Diy  Night Eacounter Eacountered Gine lizard - aa
— 01-02  Abishai, bluesk 142 Ghast 131 r
01-05  03-04  Asabi scouts¥: ' see Groups, Ghast pack 3 see Groups
06-08 05-06 Asabi patrol:t see Groups. Ghoul 1d3+3
— 07 Baneguard 1 Guoll hunters sec Groups
09-11 08-09 Barghest pack see Groups Gorgon 1 i
— 1011 Darkenbeasvi 182 Gynosphing (sphin) 1
12-14 12 Dire lion 12 Hmmrl ndmn (celestial) 142
1517 13 Dire wolf Lawd 0 1
1826 1422 Dragon (sec Table 73A) 1 Im\m (gm) 1301
= 23-24  Dread warrior* 1 Lamia 1d3l
27-29 25-27 Ettin 1d6 ‘Monstrous scorpion, Large (vermin) 1d3+3 é
30-32 28-30 Gargoyle 14311 Monstrous scorpion, Huge (vermin) 14342
— 33 G ¥ 31 Mummy 13 1y
- 33 Ghast pack see Groups. NPCs 1432
- 34-36  Ghoul 133 i} 68 Nishruu 1
3338 3741 Groll hunters see Groups 7478 6970 Nomads see Groups
39-41 4244 Gorgon 1 o SN Nyth 1
il 4 Hound archon (celestial) 12 80-82 72-74 Ogre 13
4243 4647 Dbrandlin¥ 1 $3-86 75-80  Orc patrol see Groups
4447 4871 Janni (genie) 1431 — 882 Shidow 46
48-49 5253 Lamia 1d341 - 8384 Shadow mastiff 1d3e1
50-56 $4-57 Monstrous scorpion, Large (vermi) 14343 Gy 8 Sl g e ) a2
5$7-59 9879 Monstrous scorpion, Huge (vermin) 14342 90-94 86-88  Stinger hunters¥ see Groups
6 6067 Mummy 14301 9596 89-90  Spider cater 1
6169 6671 NIGs 1312 = 9193 Varguile 141
0 o Nishuwk 1 — 9497 Wight 1d6
71575 73, Nomads see Groups 97-100 96-98  Wolf (animal) 14613
7 e Nyt 1 — 99-100 Wraith 15 143
77-80 1777 Ogre 131 .
§1-8¢ 7882 Orc patrol see Groups. TasLe S4AT SouTHERN SANDY/ROCKY DESERT DEAGONS
= $3-84  Shadow 146 %  Dragon % Dragon J
-+ 8 Shadow mastiff EVERY 01-35  Bluc, young adule 5785 Brown, adulek
§7-92 B6-88  Stinger huntersi see Groups 36 Blue, juvenile dracolich® 86-95  Copper, adult
93-95 89 Spider eater 142 J 3755 Brass, adult 96100 Gold, juvenile *
5% 90-93  Vargouille L4l 56 Brows, juvenile dracolich®
I 94-95  Wight 1d6 ¢
96-100 96-98  Wolf (animal) 1d6:3 l i
il '99-100 Wraith 143

25




e L
WiLDERNESS ENCOUNTERS
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v
TasLe ss NowrmERN mm/r.m(m.z IO) 0409 0508 Bullywug Ldoxs
% 1016 0910 Crocodile (animal) 1615
Dy m.n Enconater n.«-,.ma 1719 1114 Chual 1
01-03 0103 Aballini 20125 1520 Dragon, broaze (young) 1
0406 04-06 . Gelatinous cube (ooe) i 26-28 2122 Elasmosaurus (dinosaur) 102
0708 0709 Greenhag (hag) 1 5 23 Geinouwseubeloows) . 1
09-19 10-12  Keclbout e Csepe 3032 2425 Giant crocodie (animal) 65 -
2027 1320 NRGs 14342 33 2627 Greenbag (hag) A
28-3¢ 2128 * Merrow (ogee) a4 3439 2829 Keclboat sec Groups
35-39 29-32  River bandits see Groups 4041 30-36  Merrow (ogre) Ld44
1042 3340 Serag . a31 4247 3739 River bandits see Groups
4344 4144 Sea hag (hag) Kl 3 4849 4046 Scrag a3
4546 Tojanida, jrvenile 1431 50 47-48. Ses hag (hag) 13
4748 4748 Tojnida, adule 1431 153 49-51 Tojanida, juvenile ©sa
4949 Tojnid, clder 1 457 5283 Tojanida, adult pres
Vodywnoi Vet 56 Sh Tojanida, clder 1
$1-69  Roll on Table 41: Northern Marsh §7-58  §5-57  Water naga 142

5960 5860 Werecrocodile (ycanthropeyt 142
6175 61-75  Roll on Table 43: Southern Marsh
76-100 76-100 Roll on encounter table corresponding

5169
70-100 70-100 Roll on encounter table corresponding
o surrounding terrain

TasLe 56 Tompenate Riven/Lake (€L 3—12) 0 surrounding terrain
a% Number .
Doy s Wikt B Taccontiisd TavLe 58: Nowrieny Ocean (EL 5-13)
01-02 01-02 Aballink 1 L Number
03-07 03-08  Bullywugt 1d2x4 Day  Night Encounter Eacountered
0809 0913 Chul 5 0103 01-02  Balcen whale (animal) 1
1034 118, Dragon, ot o) 1 5 03 Baleen whale (animal) 16
1516 1921 Dragon 1 06-07 0406 Cachalot whale (animal) 5
i e 1 Cachalot whale (animal) 16
18 23 Greenag (hag) 1 Dire shark 10
1925 2425 Keclboat see Groups. Kapoacinth (gargoyle) 142
26-34 26-3% Locl creature [01-50] see Table 56A Kraken 1
or NECs [51-100] W32 Lacedon (ghoul) 14606
3540 3941 Merrow (ogee) prve . NPCs 1830
4142 42 Nisie Gprite) 16 Merchant ship scc Groups
4347 4345 River bandis see Groups Orea whale (animal) it
4850 4650 Serag 341 Orea whale (animal)
SL o SL Seahag (hag) 13 Pirae ship s Gronps
S254 5254 Tojanids, juvenile 13 Forpois (animal) 2110
$5-56 7576 Tojanids, adule 7 ' 83 Purple worm 1
5757 Tojanids, elder 1 Sea bag (hag) 1
Vodyanoi see Groups Serag 10311
7960 Water naga 102 Shark, Huge (animal) 1
6175 Roll on Table 4% Temperate Marsh Shark, Large (animal) L1
76-100 Rol an cacounter table corresponding ek, Mo ol AT
wsurrounding teresin Squid (an 16i5
Squid giane e 2
TasLe S6A: Tempenate Riven/Laxe Dnum CruaTuRs Storm giant 1
Lol T Tojunida, adale i
Locate % sl Tojanida, elder w3
The Akanamere  01-25 Lwanl(olk 43 9599 "97-99 patrol see Groups
26-35  River bandits see Groups. 100 100 Wereshark (lycanthrope)3 1
36100 Vodyanoi sce Groups
The Decpwash ~ 01-30  Dragon turtle 1 TasLe 59: Temperate Oceay (EL
31-100  Lizardfolk W31 % %
The Nagaflow 0115 Nisie L6es Day  Night Eacounter
16-100  Water naga 12 01-03 0102 Aquatic clf
The Nagawater 0110 Banclar: un 0406 0304 Balen whale (enimnal) 2
11100 Waeer maga 1w 07-08 05 Baleen whale (enimal) 14605
0911 06-07 Cachalot whale (animal) 1
Tawie 57: Sournens Riven/Laxe (€L 3—12) 113 08 Cachaloc whale (animal) o
% Number 1415 09-10  Dire shark 102
Diy  Night  Encounter Encountered 16-18 11-13  Dragon urtle Ll
0102 01-02  Aballint 1 19-22 14-18. Dragon, bronze adult 1
03 03-04 Banelar a8 2324 1925 Kapoacinth (gargoyle) 2
2527 2630 Kraken 1




“Lacedon (ghoul) 14616 Tause 61 Tug Uspenoank (EL 4—20)
Merchant ship see Groups. % % 3 Number
Merfolk s Upper' Deep’  Encounter Eacouatered
Merfolk patrol see Groups 01 01-03  Aboleth slaver brood sec Groups
32 005 —  Bat Ganimal) Ad312x10
Orca whale (animal) 161, 06-07 0405 Bat, night hunter 1d6+6
Orea whale (animal) 1 Bat sniseer 1d6:1
Octopus, gians (aniinal) 1 Beholder T
irate ship see Groups Beholderkin, death kiss 1
Porpoise (animal) Beholderkin, gouger't 2 i
Furpie worm 1 Hodak 31
Scrag w3 Buleete 182
Sea hag (hag) 1 Chitine tribe: see Groups
tion 1 Cldaker lord swarmit: see Groups.
Shark, huge (animal) 1 Closker 142
Shark, large (animal) 1441 Decpspasn brood see Groups
Shark, medium (animal) 1d6+5
Shalarin® prens Demon, yochlol 141
Shalarin castesk sec Groups Bescare 5
Squid (animal) [ s Dire bat 1ddet
Squid, giant (animal) L Dragon (see Table 614) 1 ’
Storm giant 1 Drider troupe sce Groups
Tojanids, adult 131 Dereg sond sec Groups
Tojanids, clder 1431 Ditigir see Groaps
9598 96-99  Triton patrol « Groups Usdunnir pacrol see Groups
99100 100 Wereshark (ycanchrope 102 see Groups
Drow warband e Groups
Tasee 608 Sournery Ocean (BL 5—13) Gargoyle, kir-lanan—> pInY
% = Number Giant, phaclin ora g
Dy  Night Eacounter Encountered Svifncblin pilfer se¢ Groups
0102 01-02  Baleen whale (animal) 1 i Grimlock 12310
030+ 03 Baleen whale (animal) 14615 med horror 1
0506 04-05  Cachalot whale animal) 1 Thrandlnck 204
07 06 Cachalot whale (animal) 14645 Kuotoa squad sos Groups
0809 07-08  Dire shark 10 Lich, alhoon (mind flayer WezlO3 1
10-15 0914 Dragon, bronze adlt i Mind ayer inquisition e+ Groups. h
1617 15-16  Elsmosaurus (dinosaur) 1w Mind Rayer 1w
181 Kapoacinth (gargoyle) s Minotaur 11
07 ken 1 Nightshade, nightcrawle 1
Lacedon (ghoul) Rt NEGs 12 ¥
Locathal 143 Otyugh 11
Locathah patrol see Groups Phicrimmy (Sor8)
Merchan ship see Groups Phase spider - 141
NEGs | 32 Purple worm 1
Octopis, giant (animal) 1 Quaggotik +
Pirate ship see Groups Rast 142
Porpoise (animal) 2010 oger 10
Purple 1 Rothé, decp® 141010
Sahuagin ldbes - 8 Shacask (10 HD Sor10/Cle8) 142
Sthuagin patrol see Groups 88-90 8991 Spider, subterrancan, by 10
Scrag. 1d3el 92-93  Spider, subterranean, sword spider  1dé+l
Sea hag (bag) 1 - “Tall mouther: 1432
Sea lion 1 9496 Tomb tappert 1
‘Shark, huge (animal) 1 97-99  Umber hulk 1d31
Shark, large (animal) 1401 1004 Yok sreriite 132
Shark, medium animal) 6 Note: Because the Underdark has s> night or day, this able s divided into
Shalarin lagiz the upper Underdark (regions wichin two miles of the surfacg) and the decp.
Shalarin caste’ sec Groups Underdark (regions decper than two miles beneath he surfice)
Squid (animal) 1605
Squid, giant (animal) 1 “TABLE 6IA: UNDERDARK DRAGONS
Storm gant 1 / Dragon % Dragon
Tojunids, aduls 131 0190 Bl matureadult 5362 Red,od
Tojarida, clder 3.1 ¢ 1112 Bluc,adlt dracolich® €36+ Red, mature adult dracolich®
‘Triton patrol sec Groups 13-50  Decp, mature adult 65-98  Shadow, mature adul
Wereshark (yeanthropePe 142 152 Decp, adult dracolich®  99-100 “Shadow, adule dracolich®
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Groups mentioned in the preceding wilderness encounter
tables are described here.

Aarakocra Patrol: 1d4+4 aarakocras and 1d2 aarakocra
rangers (Iv] 1d4+1), See Tables 27, 28, 288, 30, 31.

Aboleth Slaver Brood: 1d3+1 aboleth and 1d6+6 skum.
See Table 61.

Asctic Dwarf Hunters: 144 Istlevel arctic dwarf war-
riors and 1d3+1 arctic dwarf barbarians (vl 1d3+3). See
Tables 29, 48, 51

Asabi Patrol: 1d4+4 asabis, an asabi adept (Iv] 143+1), an
asabi warrior (Ivl 1d3+1), and 1d2 stingtails. See Table 3.

Asabi Scouts: 1d3+1 asabis and 12 stingtails. See Table 53.

Ager Squad: 1410410 azers, 142 azer fighters (vl 1d4+1),
and 1 leader (vl 144+2). For the leader’s class, roll d%: Clr
01-30, Fer 31-90, Wiz 91-100. See Tables 28, 31B.

Bandits: 1d3+1 Ist-level warriors and 142 NEC leaders
(1v1 1d3). Roll on the “Evil” column of Table 64 NPC Class
to determine class. Bandits are usually chaotic evil. For the
race of the bandit group, roll d%: human 01-70, half-orc
71-100. See Tables 32, 33, 34.

Barghest Packi 1d2 barghests and 1d4++ goblins. See
Tables 37, 36, 37, 39, 40, 48, 49, 50, 52, 53, 54.

Bedine Band: The Bedine are encountered in scouting groups,
mounted on camels. Bedine scouts include 1d3+1 Istlevel hu-
man warriors, 142 human rangers (Iv] 1d3+2), and 1 leader

(Ivl 1d3+3). For the leader’s class, roll d%: Ftr 01-75, Rgr 76-,

—85, Clr 86-90, Sor 91-95, Wiz 96-100. Bedine humans are
usually chaotic good. See Tables 23B, 268, 48B, 52B.

Bugbear Band: 1410-10 bugbears, 1d3 bugbear fighters
(1v1 1d3), and 1 bugbear fighter (vl 1d4+2). See Tables 26,
27, 28, 29B, 46.

Ghitine Tribe: 146x10 chitines and 1d4+1 choldrich.
Appears on Table 61.

Chultan Hunters: 1d4+2 1st-level human warriors, 1d2
human barbarians (Ivl 1d4+1), and 1d2 human sorcerers
(Ivl 1d4+2). Chultans are usually chaotic good. Appears on
Table 40B.

Cloaker Lord Swarm: 1d6+1 cloakers and 1 cloaker lord.
See Table 61

Deepspawn Brood: 1 decpspawn and 244 spawn. For the
race of the spawn, roll d%: chuul 01-10, cloaker 11-30,
quaggoth 31-60, minotaur 61-80, umber hulk 81-100, See
Table 61.

Derro Squad: 1d4+4 1st-level derro fighters, 142 derro
rogues (Ivl 1d3+1) and 1 derro sorcerer (vl 1d4+3), all
mounted on Large monstrous spiders. See Table 61

Drider Troupe: 1d2 driders and 1d6+6 Medium-size
‘monstrous spiders, See Table 61.

Drow Scouts: 1d4+2 2nd-level drow fighters, 142 drow
rogues (Ivl 1d3+2), and 1 drow cleric (vl 1d3+3). See Table 61.

Drow Squad: 1d6+6 lstlevel drow warriors, 1 drow
wizard (vl 1d3+1), 1 drow cleric (Ivl 1d4+1), and 1 leader

B i
Grours
]

(Ivl 1d4+3). For the leader’s class, roll d%: Clr 01-40, Ftr
41-50, Rgr §1-55, Rog 56-65, Wiz 66-100. See Tables
298, 38, 39, 39B.

Drow Warband: 1d6+6 2nd-level drow flghters, 1d2 half-

)
ics (ivl 1d3-2), and 1 leader (Ivl 1d4+6). For the leader’s
class, roll d%: Clr 0140, Ftr 41-60, Rgr 61-70, Rog
71-75, Wiz 76-100. See Table 61.

Duergar Squad: 1d6+6 Lstlevel duergar fighters, 143
diergar licutenants (vl 1d3+1), and 1 leader (vl 1d4+3).
For class of the licutenants and the_leader, roll d%: Clr
01-15, Fer 16-60, Mnk 61-65, Rgr 66-7, Rog 76-90,
Wiz 91-100. See Table 61.

Evereskan Patrol: 1d6+6 Istlevel moon elf warriors,
142 sun clf wizards (vl 1d4), and 1 sun eIf leader (Iv]
1d4+4). For the leader’s class, roll d%: Clr 01-10, Drd
11-15, Fer 16-3, Rgr 36-60, Rog 61-65, Sor 66-75, Wiz,
76-100. See Table 23B.

Firenewt Marauders: 1d6+4 firenewts, 1d2 firenewt cler-
ics (vl 1d4), and 1 firenewt fighter (Ivl 1d6+1), all
mounted on giant striders. Appears on Tables 28 and 31B.

Ghast Pack: 1d3+1 ghasts and 1d6+6 ghouls. See Tables
23, 24, 35, 37, 38, 39, 40, 46, 46B, 47, 52, 53, §4.

Ghostwise Halfling Scouts: 1d4+2 ghostwise halfling Lst-
level warriors, 142 ghostwise halfling rangers (Ivl 1d3+1),
and 142 ghostwise halfling druids (Ivl 1d4+1). There is a
50% chance they are mounted on giant owls. See Table 39B.

Giant Ant Crew: 16+ workers and 1 soldier. See Tables
37,50, 74.

Gnoll Hunters: 1d4+1 gnolls, led by 1 gnoll ranger (vl
1d3+1). See Tables 28B, 33, 34, 36, 37, 39, 40, 49, 50,53, 54,

Gnoll War Party: 1d6+1 gnolls, led by 1 gnoll ranger (vl
16+2) and accompanicd by 1d3 tigers See Tables 28B, 46B, 50.

Goblin Patrol: 1d6+3 goblins, led by 1 goblin fighter (Iv]
1d3). See Tables 24, 27B, 36, 37, 39, 40, 49, 498, 50.

Goblin Raiders: 1d3+2 goblins, led by 1 goblin fighter (11
1d3), all mounted on worgs. See Tables 24, 27, 26B, 32, 33,
34, 36, 37, 39, 49, 498, 50.

Goblin War Party: 1410+5 goblins, 1d2+1 worgs, 1421
goblin fighters (Ivl 1d3), 1d2+1 goblin adepts (Ivl 1d3+1),
and 1 leader (Iv 1d4+2). For the leader’s class, roll d%: Clr
01-20, Fer 21-80, Sor 81-100. See Tables 27, 28, 298, 30.

Gold Dwarf Patrol: 1dé4+4 Ist-level gold dwarf fighters,
1d2 gold dwarf clerics (Ivl 1d4), 1d2 gold dwarf sorcerers
(Ivl 144), and 1 leader (vl 1d4+2). For the leader’s class,
roll d%: Clr 01-20, Fir 21-65, Pal 66-75, Sor 76-100. See
Tables 25, 27, 28, 30, 31

Hag Covey: 2 annises, 1 green hag, and 143+2 fog giants.
Sce Tables 44 and 45.

Hill Giant Raiders: 1d6+5 hill giants and 1d3+1 dire
wolves. Sce Tables 26, 27, 28, 29, 29B, 30, 31.

Hobgoblin Raiders: 1d6+3 hobgoblins, 142 hobgoblin
fighters (Iyl 142), and 12 dire wolves. See Tables 278, 36,
37, 47.




Hobgoblin War Party: 1d10+5 hobgoblins, 1d3+1 dire
apes, 1d2 hobgoblin fighters (Ivl 1d3), and 1 leader (Ivl
1d6+2). For the leader’s class, roll d%: Clr 01-15, Ftr
16-80, Rgr 81-90, Wiz 91-100. See Tables 27, 28, 29B, 40,
49, 498, 50.

Keelboat: A small boat (see Chapter 5 of the DUNGEON
M.ASTER's Guide) carrying a group. of merchants (see
below). Sce Tables 55, 56, 57.

Kobold Warband: 1d4+8 kobolds, 1d2 dire weasels, and 1
leader (Ivl 1d4). For the leader's class, roll d%: Clr 01-25,
Ftr 26-60, Rog 61-90, Wiz 91100, Sce Tables 38, 39, 40,
44, 45

Kuo-toa Squad: 1d6+5 kuo-toas, 12 whips (kuo-toa Clr3),
1d2 monitors (kuo-toa Mnk#), and 1 kuotoa Ftr8. See
Table 61

Lightfoot Halfling Scouts: 1d4+4 lstlevel lightfoot
halfling warriors, 13+1 dogs, and 1 leader (11 1d3+3). For
the leader’s class, roll d%: Clr 01-15, Drd 16-20, Ftr
2160, Rgr 61-70, Rog 7190, Sor 91-100. Appears on
Tables 24, 35, 36, 37.

Lizardfolk Warband: 1d6+6 lizardfolk, 1d2 lizardfolk
druids (1v 1d3) and 1 lizardfolk leader (Ivl 144+2). For the
leader’s class, roll d%: Bbn 01-15, Drd 1675, Fer 76-90,
Rgr 91-100. Sec Tables 41B, 42, 42,43, 44, 45.

Locathah Patrol: 1d6+6 locathah, 1d2 locathah barbar-
jans (Ivl 1d3), 12 sea lions, and 1 leader (vl 1d3+4). For
the leader’s class, roll d%: Adp 01-75, Ftr 76-85, Bbn
86-90, Rgr 91-100. See Table 60.

Merchants: 2d4 Lst-level commoners, 2d4 Lst-level war-
riors, and 142 NPC leaders (Iv1 1d4). Determine the leaders’
classes on Table 64 NPC Class. Merchants match the
normal alignment for their race (usually neutral if align-
ment is not specified). For the race of the merchants, roll
d%: gold dwarf 01-05, shield dwarf 06-10, moon elf
11-15, wood clf 16-20, rock gnome 21-30, human 31-80,
half-orc 81-90, halfling 91-100. See Tables 32, 33, 34.

Merchant Ship: A sailing ship (see Chapter 5 of the DUN-
GEON MASTER's Guide) carrying 404 lstlevel commoners
(the sailors), 1d3+1 experts (Ivl 1d6) (the officers), and a
group of merchants, as described above. See Tables 58, 59, 60.

Merfolk Patrol: 1d6+6 merfolk, 1431 porpoises, 1d3 lieu-
tenants (Iv] 13+1), and 1 leader (Iv1 1d4+2). For the class of
the lieutenants and the leader, roll d%: Brd 01-40, Clr
41-50, Fer 71-70, Rog 71-80, Sor 81-100, Sce Table 59.

Militia: 1d4+4 1stlevel warriors. For the race of the
militia squad, roll d%: gold dwarf 01-08, shield dwasf
09-15, sun clf 16-20, moon elf 21-25, wood elf 26-30,
tock gnome 31-35, human 36-85, half-orc 86-93, halfling
94-100. Militia match the normal alignment for their race
(usually noutral if an alignment is not specified). See Tables
32,33, 34,

Mind Flayer Inguisition: 1d3+2 mind flayers and 1d6+4
grimlocks. See Table 61.

Noniads: 1d4+2 Ist-level human warriors and 1d2 lead-
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ers (vl 1d4), all mounted on light warhorses. For the lead-
exs’ classes, roll d%: Brd 01-05, Bbn 0640, Clr 41575, Fir
5670, Rgr 71-90, Rog 91-95, Sor 96-100. Nomads may
be Nar tribesmen, barbarians of the Ride, Shaar horsemen,
or Tuigan bands. See Tables 35, 36, 37, 48, 49, 50, 3, 74,

Ogre Mage Raiders: 1d2 ogre mages and 1d3+1 ogres. See
Tables 38, 39, 40.

Orc Patrol: 1d4+4 orcs, 1d2 orc barbarians (Iv1 1d3), and
1 leader (Ivl 1d4+2). For the leader’s class, roll d%: Bbn
01-30, Clr 3145, Fir 46-80, Rgr 81-85, Rog 86-90, Sor
91-100. See Tables 23, 26, 26B, 35, 36, 37, 38, 38B, 41, 42,
43, 44, 45, 46, 47, 48, 49B, 50,57, 53, 54

Orc Raiders: 1410+5 orcs and 1d3+1 orc barbarians (Ivl
1d3). Sec Tables 27, 27B, 28, 29B, 31, 38B, 46B, 49, 49B.

Orc Squad: 1410410 ores, 1d3 ore fighters (Iv1 1d4), and
1 orc leader (Iv] 1d4+2). For the leader’s class, roll d%: Bbn
01-30, Clr 3145, Ftr 46-80, Rgr 81-85, Rog 86-90, Sor
91-100. Sce Tables 268, 29B. )

Patrol: 1d3+1 Ist-level fighters and 142 NPC leaders (Iv
1d3). Determine the leaders’ classes on Table 64: NPC Class.
Patrols match the normal alignment for their race (usually
neutral if alignment is not specified). For the race of the
patrol, roll d%: gold dwarf 01-08, shield dwarf 09-15, sun
elf 16-20, moon cIf 21-25, wood elf 26-30, rock gnome
31-35, human 36-85, half=orc 86-93, halfling 94-100.
Sce Tables 32, 33, 34

Pilgrims: 3d4 1st-level commoners, 244 st-level warriors,
and 12 leaders (Ivl 13). For the leaders’ classes, roll d%: Clr
0170, Ftr 71-95, Pal 96-100. For the race of the pilgrim
group, roll d%: gold dwarf 01-05, shield dwarf 06-10, moon
elf 11-15, wood elf 16-20, rock gnome 2130, human
31-80, half-orc 81-90, halfling 91-100. Pilgrim groups
match the normal alignment for their race (usually neutral
if alignment is not specified). See Tables 32, 33, 34.

Pirate Ship: A sailing ship (see Chapter 5 of the DUN-
GEON MASTER's Guide) carrying 1d10+10 1stlevel com-
moners, 1d6+6 st-level warriors, and 1d#+2 NPC leaders
(Iv1 1d6). Pirates are usually chaotic evil. For the race of the
pirate crew, roll d%: half-ore 01-15, human 16-90, orc
91-100. Sec Tables 58, 79, 60.

River Bandits: 1d6+6 1st-level warriors and 1d3 NPC
leaders (Ivl 1d4). Roll on the “Evil” column of Table 64:
NPC_Class to determine class. All are aboard a keelboat
(see Chapter 5 of the DUNGEON MASTER's Guide). River
bandits are usually chaotic evil. For the race of the bandit
group, roll d%: human 0170, half-orc 71-100. See Tables
55, 56, S6A, 57.

Sahuagin Patrol: 1d8+8 sahuagin, 1d2 Large sharks, and 1
3rd-level sahuagin lieutenant. For the lieutenant’s class, roll d%:
Clr 01-20, Ftr 21-60, Rgr 61-95, Sor 96-100. See Table 60.

Shadovar Patrol: 1d4+4 lstlevel human fighters, 142
human fighters (vl 1d4), 12 human sorcerers (Il 1d6),
and 1 leader. There is a 50% chance that the Shadovars are
mounted on dire bats. The leader is a multiclass’ human




fighter (Ivl 1d4+1/sorcerer (vl 1d6+2). There is a 25%
chance that the leader is a shade. Shadovar humans are usu-
ally neutral evil. See Tables 23B, 26B, 48B, 52B.

Shalarin Caste: 1d6+4 shalarins, 1d2 shalarin fighters (Iv1
143), and 1d2 shalarin adepts (Iv] 1d4). See Tables 59, 60.

Shield Dwarf Patrol: 1d4+4 st level shicld dwarf fight-
ers, 142 shield dwarf clerics (Ivl 1d3), and 1 leader (vl
1d442). Fot the leader’s class, roll d%: Bbn 01-15, Clr
16-35, Ftr 46-85, Pal 86-90, Rog 91-95, Sor 96-98, Wiz
99-100. See Tables 23, 26, 29, 29B.

Siv Squad: 1d6+6 sivs, 1d4+1 2nd-level siv monks, and 1
siv leader (vl 1d3+2). For the leader’s class, roll d%: Clr
01-10, Ftr 11-20, Mk 21-85, Rgr 86-90, Wiz 91-100.
See Tables 41, 42, 42B, 43, 44, 45,

Slavers: 14++2 Istlevel warriors, 142 fighters (Iv1 1d3),
142 rogues (vl 1d3), and 248 captives, who are typically Ist-
level commoners. Slavers are usually neutral evil. For the
race of the slavers, roll d%: human 01-60, half-orc 71-100.
Captives may be of any humanoid race See Tables 32, 33, 34.

Snow Tiger/Red Tiger: The red tiger, also called the snow
cat, haunts the mountains of the North, from the Nether
range to the Spine of the World. Its fur is a consistent rust
color. Its cousin, the'snow tiger, is native to Rashemen.
Snow tigers change color with the seasons: pale brown with
green stripes in warm months, and white with black stripes
in the cold season. In game terms, both cats arc identical to

the tiger presented in the Monster Manual. This encounter
is with a single tiger.

Stinger Hunters: 1d4+2 stingers and 1 stinger cleric (Ivl

1d3+1). Sec Tables 73, $4.

Strongheart Halfling Patrol. 1d6+6 1st-level strongheart
halfling warriors, 142 strongheart halfling clerics (Iv1 1d3),
142 strongheart halfling fighters (Iv1 1d3), and 1 leader (vl
1d4+2). For the leader’s class, roll d%: Brd 01-05, Clr
0640, Ftr 41-75, Rgr 76-85, Rog 86-95, Wiz 96-100.
Sce Table 25.

Svicfneblin Pilferers: 1422 svirfneblin rangers (vl
1d3+1), 12 syirfneblin rogues (Ivl 1d3:2), and 1
svirfneblin illusionist (lv] 1d3+4). See Table 61.

Triton Patrol: 1410+1 tritons mounted on porpoises. See
Tables 78, 59, 60.

Troglodyte Clutch: 1d6+5 troglodytes and 1d2 giant
lizards. See Table 28B.
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Troll Warband: 1d6+1 trolls and 1 leader (vl 1d3). For
the leader’s class, roll d% Bbn 01-60, Adp 6170, Fir
71-95, Sor 96-100, See Tables 24B, 27B, 39B, 46, 46B.
Urdunnir Patrol: 1d6+6 urdunnirs, 1d3 urdunnir fighters
(iv1 1d3+1), and 1 leader (Iv] 1d4+3). For the leader’s class,
roll d%: Clr 01-40, Ftr 41-70, Pal 71-80, Rgr 81-90, Wiz
91-100. See Table 61. ‘
Uthgardt Barbarians: 143+ Ist-level fighters and 1d2
barbarians (Iv] 1d3+2). The Uthgardt can be of any good or
neutral alignment. See Table 38B.
Vampire Troupe: 142 vampires and 1441 vampire
spawn. See Tables 26, 27, 28, 29, 30, 31, 38, 39, 40.
Vodyanoi: The vodyanoi is an aquatic umber hulk. It is
identical to its landbound cousin, except that it has a swim
speed of 20 fect instead of a burrow speed, and blindsight to
a 60-foot range instead of tremorsense. This encounter is
with a single vodyanol. Sec Tables 55, 56, S6A.

Werebear Troupe: 1d3+1 werebears anrl 1d4 brown bears.

See Tables 38, 38B, 39.

Wereboar Troupe: 1d3+1 wercboars and 1d4+1 boars. See
Tables 39, 40,

Wererat Troupe: 1dé+1 wererats and 1d4+4 dire rats. See
Tables 38, 388, 39, 40.

Weréwolf Troupe: 1d4+1 werewolves and 1d4+4 wolves.
See Tables 23, 38, 38B, 39, 40, 46, 47.

Wild Dwarf Hunters: 1d4+4 Istlevel wild dwarf war-
riors, 1d3 wild dwarf barbarians (Ivl 1d3+1), and 1d2 wild
dwarf clerics (Iv] 1d3+1). See Table 40B.

Wild EIf Hunters: 1d4+2 Istlevel wild elf warriors and
143 wild.elf rarigers (Ivl 1d6). Sec Tables 398, 40.

Wood EIf Squad: 1d6+6 Ist-level wood elf warriors, 143
wood elf wizards (It 143+1), and 1 leader (lvl 1d4+1). For
the leader’s class, roll d%: Clr 01-10, Drd 11-20, Fer
21-50, Rgr 5175, Rog 76-80, Wiz 81-100. Sce Tables 38,
388, 39, 39B.

Yuan-ti Patrol: 1d3+1 purcbloods, 1d2 halfbloods, and
1d2 abominations. Sce Tables 40, 40B, 45.

NpC GCDCIQTIOD
This section of the booklet describes the process for gener-

ating NPGs as unique leaders for some group encounters
and as members of @ group of nonplayer characters.

TABLE 621 NPC Lever
a%

Level Range 4% Level Range
13 9199 1439
133 100 143412
1346

TABLE 63: NPC ALIGNM
a% Aligoment

01-20  Good (LG, NG, or CG)
21550 Neutral (LN, N, or ON)
51-100  Evil (LE, N, or CE)

Tawre 64 NPC Crass
Good

Evil Class
01-05 o105 o110 Barbarian
06-10 06-10 1115 Bard
11-30 1115 16-35 Clerie
3135 16-25 3640 Druid
36-45 2%-45 41-50 Fighter
4650 46-50 155 Monk
5155, - Paladin
5665 56-60 Ranger
6675 61-80 Rogue
76-80 8185 Sorcerer
81-100 86-100 Wizard

-
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After you generate class, race, and level for each NEC in
the group, you can build NECs using Tables 2-33 through random pu ngeon Npes

243 in the DUNGEON MASTER's Guide. You can always  The dungeon encounter tables include NPC groups of & spe-
choose to design your NECs from scratch if you prefer. cific character level keyed to the appropriate dungeon level.
When an NEC result comes up, roll to see how many char-

TaBLE 651 Goon NPC Race or Kixp '
Bbn  Bd  Cr  Dd P Mak Pl Rgr  Rog  Sor Wiz Race/Kind Level
— o4 o — o, 002 010 —  — 002 ol Aasimar (planecouched) A
Sl Tmtoom e e 1P o 04 0103 0310 02 Dvasf, gold Normal
0103 — 0915 — 1327 oOF 726 0508 0406 11 . — Duac, shield Normal
— 0612 1620 0108 1832 06 s o948 o6 lim o Efes Normal
— 13 2 M6 337 00 313 1923 110 1231 131 Eimoon Normal
0423 2329 26-30 1731 3842 1% 363 248 — B RN EIF, vild Normal
2425 3033 3135 34T 4347 2731 40 293 — 3B B EIF, wood . Normal ‘
— 3% 36 46 48 3 4 3 w3 3 Genasi, 3 (planetouched) -1
— 3 3 47 w50 B4 ¥ — 33 Genasi, carth (planctouched) A :
— 36 3® 4 — 3% 46 % 36 3637 Genasi, fire (planctouched) A £
- wm. ® 4 s x4, W ow o on | — Genasi, water (planetouched) 1
— 3842 4044 — 52 36 48 3B 2429 38473842 Grome Noral
26 4374 4549 5059 5358 3751 A9ST 3944 041 4857 4361 Halfelf Normal
— st 50— 359 52 56— 4148 5859 &2 Halfling, strongheart Normal
— 56 S1T 60 60 53 5T 45 | 4954 60-61 &3 Hialfling lightfoot Normal
731 57 $6-60 6170 61 T4 S8 4650 5556 6163 64 Halfling, ghostwise Normal
W e . e e e sy m e @ o Sormal )
$377 993 66-91 TI96 6791 T0-95 G491 692 7296 66-90 66-95 ¢ Human Normal £
— % 93 97 92 = — 939 — 9N 9% Hybsil 1 it
— o s — 93— o — = 97 .97 Svisfacblin (gnome) -3
8 9% 9697 98 9% 9697 99 95 98 9395 9% Half—celestal” -3
% 91 98— ' 95 98-99- 9799 9% 99 9698 99 Halfdragon” -3
80-100 98100 99 99-100 96-99 — 9799 = 99— Wemick -5
100 100 100 100" 100 100 Werebear (lycanthrope)* -+ §

100
Rerlltodetrmine the NP base aceor kind. (gaor rols marked by astorishs)
“IF the creature is exceptionally powerful, reduce its class level to balance (see Tougher Monsters in Chapter 4 of the DUNGRON MASTER' Guide). If its class

levelis O or lower, reroll. +
¥
“Tante 66 Newrman NPC RACE on Kinp .
B Bed P Mok Rgr Ry Ser Wit RacefKind Leve i
ow0.— o o o — Dussf, gold Normal
- o ow - — Duvar, hield Normal
— oo+ 05 - 02 0106 Elfun Normal
oLor 0506 06-09 03 0722 EIfmoon Normal
e - o — B, wild Normal
0 lem  wood Normal
— w » 1m0 Genasi, s (planctouched) a
sas 05 30 12 080y — Genisi, carth (planetouched) =
450 . 3L — 1001 2928 Genas fire (plancrouched) 2
s 07 B 13 1213 2.0 Genas water (planctouched) 2 o
08 3 W 1 AR Guome Normal ‘
45 0918 313 1500 1529 3143 Halfell Normal
B as gt s m e Normal 1
5o By g il
55— 55 660 Halfling, ghastise ormal
A 6@ 4 T6se s 5665 610 Hiforc - Normal ;
G 997 638 W8T 5992 15100 6695 7195 Human Normal i
85— 5095 898 93 — =4 Lizardfolk , 3
S e ks 96 Svicfncbln guome) < ;
91— e — = o Doppelganger b
® — % — m % Shade Y
Y TR Y N Wemics <5 i
slivml wy mim i) om o wm a Werebous (ycanhrope 3 ‘
o0 160", < 3007 1160+ 100 bolon . 106! W Grasthions % .;
“Rerol o detcrmine the NP buse aceor kinde oo ol s o s 3

Tt ano s el pomestt, o s ca v o s (o Tougher Monstes s Chapte 4 f e DUNGBDN MASTERS Guide). I ' cliss
fevel s O or lower, reroll
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acters make up the group, and then go to Table 63: NEC
Alignment to determine whether the group is good, neutral,
or evil in alignment. Once you know the group's alignment,
proceed to Table 64 NPC Class to determine the class of
each character in the group.

Finally, roll for each character on Table 65: Good NPC
Race or Kind, Table 66: Neutral NPC Race or Kind, or
Table 67: Byil NPC Race or Kind (depending on the char-
acter’s alignment) to determine the race or kind of cach
character in the group. A

e
NPC GENERATION i
L e

random wilderness Npcs

To create a group of NPCs based on a wilderness encounter
table result, follow the procedure outlined under Random
Dungeon NPCs. However, you need to determine the char-
dcters’ levels first, Wilderness encounters vary in Encoun-
ter Level within the same terrain type, s0 4 group of NPCs
encountered in that terrain may vary in power level, too.
Begin by rolling on Table 62: NPC Level to determine the
level range of cach character in the NPC group. Then con-
tinue through the NPC generation process described above.

TABLE 67: BviL NPC BacE on Kixn
B  Bd Ok Dd  Fu Rge Rog S Wiz RacefKind Level
ST e IR e R A Dvar, gold Normal
MR g et Doz Sl o e R Duwarf, shicld Normal
— = — 0~ 0" 030+ — 0109 EIfmoon Normal
QUSRI S o il ) i e N O L EIF, wild Normal
cagafiois ilor @ iol L ol o o7o0s Mot liliiac f, Normal
% o o 708 OL 0405 0607 02 | 11 Fey'ri (planctouched g =
05 0316 109 03 0911 02-09 0620 0822 03-17 1226  Halfclf Normal
06 i A > == m 3 - Halfling strongheart Normal
Ot g a0 R gl i L et 7 Halfling, lightfoot Normal
OB\ 1 el e e e o e Halflng, ghostuise Non
0923 2021 2230 0405 13-19 10-17 2126 2638 2123 — Halforc Normal
2438 12084 3155 0656 2051 1881 2744 3956 2455 2969  Human Normal
SO e e TS P s e ST Kir Jaran (gargoyle) -
4043l grtasen 53 i et s e Lizardfolk -
=il ae iemey Tt B e saige ot Genasi, air (planetouched) A
o R TR G i T Genasi, carth (planctouched) A
— 8 .6 — 356 B 50 6 60 T Gens,fire (planctouched) e
Wil 78 51 6 ‘@ TE Genas, water (planctouched) a
4 90 esalim . iGe - amn e Goblin Normal
4= e T 5969 868 12 B0 63 767 Hobgoblin Normal
COLSES T e L i A e or
Wegadiiiiey | S e P, L LT O % Noemal
it R B T 73 w8 w8 Tanarukk (planetouched i 5
SR i ke Tl T w Tiefling (planctouched) -
SN e e g I - = Drow (lf),f -2
S SR e s e e 8087 Drow (el male ¢4
e e P SR T SR W R Ducrgar (dwarf) -2
R 8 et U i RN Duarf, derro A
6383 — 0 767 a0 8 = sem o’ 3 88 Groll -2
8~ 7880 — — ! = g8l — . Troglodye 2
8586~ BB — 8  — 7 868 8 8 Bugbear 4
- TR 87— 8 - Ogre -
L Minotaur -8
ARG o el T R e 0. 85 %0 Mind flayer -8
Lope i s — e s 0 DDl s et e Ogre uge -8
9 iy ey, o oy ey T g i Werebat (Iycanthrope -+
R e R Wererat (lycanthrope)* 2
$3-94 199 5 g et POl iy Ky 8 95 Werccrocodile (Iycanthrope) -
9596 96 920 [ 78b9 es L 904 96 Werewolf (lycanthrope)* -3
2 S Ty e Al e e Doppelanger reaert n
9798 98 — % % w0 9w Half—fiend" =
9-100 99 T Half—dragon® -
100 — % e 00 9596 100 Shade* -2
= iy e R Wl R Sl & oo -6
== SHE Syl nse T g -
o LU B9 Viagr ToalL. T L i -
B 00 3100 906l i | Vet ined one 4 o

el it PR s e K, Qe ol bt WPk
“If the creature is excepionally powerful, reduce iss clas leyel. to balance see Tougher Monstersin Chpter 4 of the DUNGEON MASTER'S ORI e

Tevel s O or lower, reroll
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From Behind.this four-pancl screen, you control all that takes pldce in your, FORGOTTEN
REALWS eempaign. Featuring stunfling hiew art, this invaluable game aid contains key. tables
from' the ' Play Handbook, 1 M G and: FoRa REALMS
Campaign Setting~and helps you guard your notes, dic rolls, and-other surprises from your
players’ eyes. Also included is @ useful: 32-page booklet ‘filled with random encou
tables for dungeon levels 1 to 20, and. wil cricounters for: ovér| 30 climate
térrain combinations.
ccessory, you also fieed theFORGOTTEN REALMS Campaign
the PlayerssHlandbosk, the DUNGEON MASTER's Guide, and the Monster
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