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Open Game License

Open Game Content may only be used under and in terms of the Open
Game License (OGL.)

This entire work is designated as Open Game Content under the OGL, with
the exceptions of the trademark “Old School Adventures,” “d30 Sandbox
Companion,” and “New Big Dragon Games Unlimited,” and with the ex-
ception of all artwork. These trademarks, the artwork and the “trade dress”
(fonts, layout, style of artwork, etc., including all charts and graphs) of this
work are reserved as Product Identity.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copy-
right 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) “Derivative Material”
means copyrighted material including derivative works and translations (in-
cluding into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or oth-
er form in which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d) “Open Game Content” means the
game mechanic and includes the methods, procedures, processes and rou-
tines to the extent such content does not embody the Product Identity and is
an enhancement over the prior art and any additional content clearly iden-
tified as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works under
copyright law, but specifically excludes Product Identity. (e) “Product Iden-
tity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locations, environ-
ments, creatures, equipment, magical or supernatural abilities or ef-
fects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner
of the Product Identity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or its products

or the associated products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the licensee in
terms of this agreement.

2. The License: This License applies to any Open Game Content that con-
tains a notice indicating that the Open Game Content may only be Used
under and in terms of this License. You must affix such a notice to any
Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this Li-
cense, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If You are contributing origi-
nal material as Open Game Content, You represent that Your Contributions
are Your original creation and/or You have sufficient rights to grant the
rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NO-
TICE portion of this License to include the exact text of the COPYRIGHT
NOTICE of any Open Game Content You are copying, modifying or dis-
tributing, and You must add the title, the copyright date, and the copyright
holder’s name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, in-
cluding as an indication as to compatibility, except as expressly licensed in
another, independent Agreement with the owner of each element of that
Product Identity. You agree not to indicate compatibility or co-adaptability
with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.
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dicate which portions of the work that you are distributing are Open Game
Content.

9. Updating the License: Wizards or its designated Agents may publish up-
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distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have written
permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regulation then You may not
Use any Open Game Material so affected.
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Using This Book

The Rhombic Triacontahedron (d30)

The d30 is an oft-overlooked but versatile tool in the world of role-playing
games. This supplement offers a compilation of d30-based mechanics,
charts, and tables to support the DM’s role at the gaming table. It picks up
where its predecessor (the d30 DM Companion) left off—developing
adventures in the world above ground.

This book uses the d30 roll in a number of ways.

Random Numbers from 1 to 30

Individual numbers generated on the d30 are used to index 1 of 30
outputs on a table.

Simultaneous Rolls of 1d3 and 1d10

Ones digits and tens digits are read separately on a d30 roll to index
two resulting outputs from a single table.

Probabilities in Increments of 3.3%

Probability curves (linear or bell) can be generated on the d30 for
almost any range of numbers, including bell-curved ranges typically
associated with rolls of multiple polyhedral dice. This is done by using
the d30’s native probability increments of 3_3% to quantize the prob-
ability of numbers in the desired range (or 0.1% increments, if a second
roll is triggered).

Substitutes for Other Polyhedrals

Polyhedrals with a number of sides easily divisible from 30 (d2, d3, d5,
d6, d10, and d15) may be emulated with a d30.

Reading the Tables

Bolded Numbering

Throughout this book, all die roll results have been set in a bold type-
face to visually aid the GM in retrieving outputs from the table.

Convention I: Single Result from a Single Number
Using this convention, the result of a single d30 roll determines a single
result designated by an individual number (or range of numbers) on a
given table.

Example 1: On the page entitled Adventure Generator Tables I
(p.10), table “AGI: Triggers” features 30 individual results.

Convention 2: Multiple Results from a Single Number
Using this convention, the result of a single d30 roll is referenced in mul-
tiple directions to determine more than one result from a single table.

Example: Table “SHS: Shop Stock (Availability & Pricing)” (p.35) utilizes
the result of one die roll to determine two results—pricing (at top) and
depth of stock (at right).

Convention 3: Results from Simultaneous 1d3 and 1d10

Using this convention, the result of a single d30 roll is used to simulate
a simultaneous roll of a d3 and a d10.

Example: Using table “REMS: Road Markers & Signs” (p.24), a single
d30 roll of “27” would produce a runed wood sign (1s digit of 7) that
is old, worn, and overgrown (10s result of 21-30).

Results With Bracketed Extensions
Some individual results throughout this book may require a secondary
roll to determine a variation of a more general result. These additional

rolls are normally indicated within brackets, either next to the result or
as a footnote to it.

Example: On table “TG1: Temple Type” (p.20), a result of 18 (pagoda)
requires an additional roll of 1d3.

Table Titles

Most of the tables herein begin with a short code of two-to-four capital
letters followed by a number. In some cases, these letter/number codes
are followed by an additional lower case letter.

Capital Letter Title Codes

The capital letters used for table titles are intended to be used as a
shorthand for the title of the table.

Example: The “Adventure Generator” tables (pp.10-11) use the code
“AG” for “Adventure Generator.”

Numbered (Sequenced) Tables

When several tables are meant to be used in combination, those tables’
titles will begin with the same capital letter title code followed by a
sequential number. These tables are almost always intended to be used
in sequence.

Example: The “Ruins Generator” (p.19) uses 3 tables in sequence—
table “RG1: Type of Ruin,” table “RG2: Character of Ruin/Decay &
Degree,” and table “RG3: Inhabitants & Number.”

Alternate Tables

When table titles appear with the same capital letter code and number,
but with different trailing lower case letters (e.g., XX0a, XX0b, XXOc,
etc.), usually only one of these alternate tables should be used to satisfy
the number in a sequence of tables (e.g., only XX0a or XX0b).
Example: The “Classed NPCs” generator (p.38) begins with determina-
tion of character class and race. Under the header “CLS1: Class/Race”,
the table “CLSla: Oe/le” should be used only for Oe/le-comparable
rules editions, while table “CLS1b: BX” should only be used for BX-
comparable rules editions.

Table Title Exceptions

Some tables in this book may not be titled (as described above). In these
cases, refer to the directions presented in each instance.
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Tools for the Sandbox

Ultimately, this book is about supporting the DM’s role as a game guide
and world creator—providing inspirations and/or answers as needs arise.
Results are by no means decrees. The details of any game world should
always be at the discretion of the DM.

From a blank slate, this book’s Adventure Generator tables create the
broad strokes of an adventure, and its worksheets and tables fill in the
details, but the DM and players should drive the creativity and interaction
that fill in the remaining spaces.

World-building Worksheets

In addition to the content-generation tables included in this volume, a
number of worksheets have also been provided. These worksheets are
designed to: 1) help the DM quickly flesh out the areas of the game
world the players choose to explore, 2) keep essential information as
accessible as possible, and 3) help sandbox-style play run as smoothly
as possible. With those goals in mind, each of the three worksheets is
designed to support one of the three major sections in this book.

The Hex Crawl Worksheet (p.7) has been designed to be used in
conjunction with the the first major section of this book—Wilderness
Locations & Locales (pp.12-29).

The Settlement Worksheet (p.8) has been specifically designed to
be used in conjunction with the second major section of this book—
Settlements (pp.30-37).

The NPC Record Sheet (p.9) has been specifically designed to be

used in conjunction with the third major section of this book— NPCs
(pp.38-51).

Adventure Generators

There are only a handful of heroic themes and story plots. All narratives
are simply variations on formula. Utilizing thematic elements common to
the fantasy adventure genre, the Adventure Generator tables (pp.10-
11) produce over 590 trillion unique story combinations—results which
still leave room for interpretation by the DM.

Take the following example results generated on these tables:

Table Roll Result

AGl: Trigger 01 accusation

AG2: Major Goal 10 investigate locale
AG3: Obstacle to Goal 05 beat time limitation
AG4: Locale 28 mountain

AGb5: Locale Feature 02 barracks

AG6: Phenomena 23 poisonings

AG7: Villain/Goal/Reason 18 honor

AGS8: Artifact/Relic 16 orb/sphere

AGY9: Theme 07 forbidden

AG10: Key NPC 01 cleric

From the sample set of results above, a variety of interpretations could
be considered. For example, the “accusation” could be pointed toward
any one or more of the PCs, or any number of NPCs (e.g., a key NPC,
a government official, a nearby monster, or even a legendary figure
that may not even exist), while the “poisoning” could be part of the
introduction of the adventure or a mystery the heroes must uncover.

Wilderness Locations & Locales

In the context of this book, the term “wilderness” is taken generally to
mean “the world above ground,” as opposed to the underground world
of dungeons and the like, and includes both the unexplored wilds as
well as settled areas of all sorts. The tables in this section of the book
deal with terrain and climate (e.g., navigation, hunting, foraging), as well
as wilderness locations (e.g., ruins, temples, strongholds, types of settle-
ments) and encounters (e.g., pilgrims, travelers, bandits, patrols).

Overview of Hex Types

Atlas-level Hexes represent the “top” mapping level, and usually
present an overview of continental terrain, major locations (like capitols
and large cities), and major geographic features (like mountain ranges).
The standard scale for an atlas-level hex is 1 hex = 36 miles.

On atlas-level maps (e.g., maps of entire countries or continents), it is
suggested that columns be lettered progressively (i.e., A, B, C, D, etc.)
while each hex down from the top of each column be numbered pro-
gressively (e.g., Al, A2, A3, A4, A5, etc.)

Sub-level hexes represent the “next” level down from atlas hexes, and
the standard scale for a sub-level hex is 1 hex = 6 miles (or 1/6 of an atlas-
level hex). Sub-level hexes can be used to present larger geographical
features (e.g., mountain peaks or lakes) or locales (e.g., cities, towns,
and ruins). Sub-level hexes are of particular use when tracking a party’s
outdoor movement.

Detail-level hexes represent the “lowest” level down from an atlas-
level hex, and the standard scale for a detail-level hex is 1/6 of a sub-level
hex (or 1/36 of an atlas-level hex, or 1 hex = 1 mile). Detail-level hexes
may be used to depict the position of minor geographic features (e.g.,
cave entrances) and locations (like hamlets, houses, city districts, and
monuments), while several contiguous detail-level hexes may be used to
present larger features (e.g., a canyon or a sprawling city).

Hex Crawl Worksheet

Mapping Area (@): The large/bold hex that comprises the majority
of this area may be used to depict one atlas-level or one sub-level hex.

The random generation of realistic terrain is too complicated for paper
and dice. Even basic attempts would take too much work for unsatifac-
tory results.

The DM should choose a primary terrain type for each atlas-level hex,
then fill in the remaining sub-level hexes with related terrain types.

Special terrain features for sub-level hexes may be gener-
ated using the “Natural Features & Phenomena” table (p.16).
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Habitations for sub-level hexes may be generated using the
“Settlements & Inhabitation by Population Density” table (p.18).

Name (@): Use this area to label the worksheet with any name that
quickly identifies its contents.

Map Location (@): Use this area to note the location of the work-
sheet’s hex on a larger map (e.g., atlas-level hex “G4”).

Scale (@): Use this space to note the scale of the worksheet’s map
(e.g., “Large Hex = 6 miles, Small Hex = 1 mile).

Overview (@): Use this area for the inclusion of optional notes
regarding the mapped location.

Key Locations (@): Use these spaces to record details about
locations as generated by the tables in the Wilderness section of this
book (e.g., notes on buildings or geographical features).

Wandering Monsters (@): Wandering monsters are at the dis-
cretion of the DM, based on the locale and terrain.

Settlements

In the context of this book, the term “settlement” is taken generally to
mean any grouping of two or more buildings, from the smallest thorp
to the largest city. The tables in this section of the book deal with
settlement population, politics, concerns, and commerce, as well as
settlement-level encounters.

Settlement Worksheet

Mapping Area (@): The grid may be used to represent any scale
that accommodates the size of the settlement. Use the space in the
lower right corner to note the scale being used.

Overview (@): Use this section to record basic demographic and
background information on the settlement.

Type (e.g., thorpe, hamlet, village, town, etc.) may be chosen
at will by the DM, or may be generated on the “Settlements &
Inhabitation by Population Density” table (p.18).

Population may be chosen, or it may be randomly gener-
ated using the header row on the “Settlement Suppliers by
Size of Settlement” table (p.34).

Additional Overview items (Government, Reaction to
Outsiders, Economic Outlook, Prices/Taxes, Settlement
Issues, and Nearby Threats) may be generated using the
“Settlement Background” tables (p.30).

Vendors/Shops ({): This area of the worksheet is designed to be
used with the “Settlement Suppliers by Size of Settlement” table (p.34).
Before this chart can be used, an exact population must be determined
for the settlement (see Overview, above). The number of vendors of
each type should be marked in the “blank” spaces in the second column.
The “Key” column shows a two-letter code that may be used to mark the
location of each vendor/shop on the map.

Key Locations (): Use this area to include information on impor-
tant locations in the settlement. Given the relative importance of inns
and taverns to adventurers, a set of tavern-related generators has been
provided (p.36-37). Other key locations are at the discretion of the DM.

NPCs

The tables in this section of the book deal with the creation of both
major and minor NPCs, as well as henchmen/hireling recruitment.
NPC Record Sheet

Use this sheet to record the following information, which may generated
using the tables in this book, or determined at the discretion of the DM:

@ - Class, Race, Sex, & Level (p.38)
@® - Ability Score Generation (p.39)
@ - Inventory (p.40) and Magic Items (p.41)

@ - Background/Notes, including: “Physical Traits” (p.46),
“Persona & Behavior” (p.47); “Backgrounds, Eccentricities,
and Talents” (p.48); “Language Determination” (p.49)
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Wilderness Mapping Key
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SETTLEMENT WORKSHEET
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Name of Settlement:

Overview

Type:

Population:

Government:
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Economic Outlook:

Prices/Taxes:

Settlement Issues:

Nearby Threats:

Vendors/Shops
Type # Key
alchemist : AL
armor smith : AR
boatwright™ : BW
fletcher : FL
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leathercraft : LT
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Character Name: Race/Class: Background/Notes:
Level: HP: Sex: Alignment:

STR: INT: WIS: DEX: CON: CHA:

AC: Armor Type:

Weapon(s):

Bonuses:

Saving Throws:

Inventory & Magic Items:

Spells & Special Abilities:

Character Name: Race/Class: Background/Notes:
Level: HP: Sex: Alignment:

STR: INT: WIS: DEX: CON: CHA:

AC: Armor Type:

Weapon(s):

Bonuses:

Saving Throws:

Inventory & Magic Items:

Spells & Special Abilities:

Character Name: Race/Class: Background/Notes:
Level: HP: Sex: Alignment:

STR: INT: WIS: DEX: CON: CHA:

AC: Armor Type:

Weapon(s):

Bonuses:

Saving Throws:

Inventory & Magic Items:

Spells & Special Abilities:

Character Name: Race/Class: Background/Notes:
Level: HP: Sex: Alignment:

STR: INT: WIS: DEX: CON: CHA:

AC: Armor Type:

Weapon(s):

Bonuses:

Saving Throws:

Inventory & Magic Items:

Spells & Special Abilities:

© 2013, New Big Dragon Games Unlimited. Permission is granted to reproduce this page for personal use only.
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AG1: TRIGGER

[

accusation

ambush

apparition

attack

conversation
destruction of object
diary

drawing

© ¥ N & G W N

dream

-
(=)

encounter w/ NPC

=
[

escape

[
N

manuscript

[
w

map

[y
-

message

[
3]

item, exotic

[y
)

item, mundane

[
w]

oracle

-
®

plea

o
(-]

prophecy

N
=)

public notice

N
-

reconnaissance

N
N

request

N
Y

summoned by group

N
-

survivor

N
3]

symbol

N
)}

teleportation

N
]

transaction

N
®

trap

N
©

vision

w
(=)

warning

Adventure Generator Tables I

Use as many or few of these tables as deemed appropriate for sparking ideas for adventure.

AG2: MAJOR GOAL

© BV N & G W N =

P NN NNNNNNDNDNEH =3 @ o o e e e
C OV XN UL b WN = OO O N O G WN=O

aid other hero(es)

break curse affecting persons(s)

break curse affecting location

capture fugitive

deal with growing threat

defend location

deliver message/object

discover secret

escort/protect object(s)/person(s)
investigate location

locate/track down NPC (ally/hero/villain)
maintain peace

prevent invasion

rally ally(allies)/form allegiance(s)

reclaim lost location (regain control of)
release person/creature from burden
rescue/free captive(s)/slave

root out spies/minions of evil

search for knowledge/evidence

solve mystery - disappearance of object
solve mystery - disappearance of person(s)
solve mystery - murder/death

solve mystery - theft

solve mystery - phenomenon

stop conflict

stop impending devastation

stop plot from coming to fruition

stop raids on location

stop strange phenomenon affecting location

stop villain from amassing power

AG3: OBSTACLE TO GOAL

© ® N & G W N =

WO NN NNNNNNNDN S =3 o e e e e e e
S O X N QU R BN == O VO BN R WN=O

acquire item

acquire knowledge
acquire key(s)/parts
awaken sleeping NPC

beat time limitation

clear name(s)/restore honor

compete in tournament
complete scavenger hunt
destroy item

escape location

explore location

find hidden/lost entrance
find hidden/lost location

find magic item/object

find way back to key location

fight for freedom

fix “broken” item

make long journey

make perilous journey
navigate labyrinth
navigate series of portals
pass series of tests
perform ritual

restore condition

race against antagonist(s)
reveal conspiracy

revive deceased NPC
solve puzzle/riddles
speak incantation

stop ritual

AG4: LOCATION

[

abbey

burial ground
catacombs
castle
cave/cavern
cemetery
chasm

citadel/keep

© N & G W N

city

[
(=}

dungeon

[
-

farmstead

[
N

fortress

-
w

forest

[y
'S

hamlet
hill

island

eI~
NG

mansion

[
®

mountain

-
(-]

outpost

N
=)

palace

N
-

ruins

N
N

stronghold

N
w

temple

N
-

thorpe

N
3]

tomb

N
)}

tower

N
[N

town

N
®

undercity

N
©°

village

w
(=)

volcano

AG5: LOCATION FEATURE
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altar
barracks
bridge
chapel

dais

door
fountain
garden
gallery

gate

plaza
laboratory
library
machine, clockwork
machine, magical
painting
pedestal

pit

pool

portal
sanctuary
sarcophagus
statue/idol
shrine
statuary
tapestry
throne
waterfall
well

workshop



AG6: PHENOMENA

© O N & G W N =
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charm

darkness

decay

delusion

disease
disembodied voices
energy drain (hp)
energy drain (level)
fear

fever

fog/mist
fungi/mold/slime
hallucinations
hauntings
lights/colors

loss of memory
mania

monster plague
nightmares
noises/sounds
panic/paranoia
paralyzation
poisoning(s)
shadows

sickness

sightings of dead
sleep

strange vegetation
strange weather

transformation

Adventure Generator Tables Il

Use as many or few of these tables as deemed appropriate for sparking ideas for adventure.

AG7: VILLAIN GOAL/REASON

© O N & G W N =
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amusement/boredom
avoid loss/pain
corruption

debt owed
derangement/insanity
destiny
domination/control
eliminate species
enslavement

envy
experimentation

fear

forgotten reason

guilt

greed

hatred

honor

immortality

ideology (strange)
loyalty (misplaced)
mass destruction
mischief

noble goal, extreme measures
power

pride/vanity

pure evil

revenge
self-preservation/survival
serves higher “boss”

utopia (at all costs)

AGS: ARTIFACT/RELIC

© ® N & G A W N =

WO NN NNNNNNNDN S = s e o e e e
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amulet
bowl/brazier/censer
box

bracers

candle
codex/manual/tome
cube

cup

figurine/idol
flask

gem/jewel
grimoire
horn/instrument
mask

medallion

mirror

necklace
orb/sphere

pearl

potion

ring

rod

scarab

scepter
spellbook

staff

stone

talisman

wand

weapon

AG9: THEME

© O N & G W N =
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blood
darkness/night
death
destiny
doom
freedom
forbidden
enchantment
evil

flame(s)
glory

gold

greed
innocence
immortality
judgement
justice

life
light/day
madness
mystery
power
rebirth
revenge
shadow
terror
treasure
vengeance
wonder

wrath

AG10: KEY NPC

© O N & G W N =
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30

cleric

druid/cleric*

fighter

paladin/fighter*

ranger/dwarf*

magic-user

illusionist/magic-user

thief

assassin/halfling*

monk/elf*

animal trainer

hermit

merchant (see NPCO2a, p.42)
misc. NPC (see NPCO2c, p.42)
pilgrim (as 1st-level cleric)

sage (see pp.44-45)
scribe

spy (as thief)
smith
tradesman (see NPCO2b, p.42)
king

queen

queen mother

(see NPCN1/NPCN2, p.43)
(see NPCH, p.43)
(see NPCT, p.43)
(see NPCJ, p.43)

noble
noble household
noble teacher
castle employee
soldier

slave

peasant

* for Oe and 1e editions use indication on left
for BX editions use indication on right
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Prevailing Weather Conditions (by Season, Climate, and Terrain)

@ Based on climate, terrain, and season: @ determine specific temperature (instructions this page), and @ determine any precipitation events (following page).

o WTHR: AVERAGE DAILY TEMPERATURE & PRECIPITATION CLASS BY LOCATION AND TIME OF YEAR

This chart presents weather data for the PCs’
location. Cross-reference the location’s climate
& terrain against the current season & month.
Values relate the average temperature
as F° (Arabic numeral to left of slash) and
one of five different precipitation classes
(Roman numeral to right of slash’). Average
temperature is used to Determine
Temperature (below). Precipitation
class is used on PREC (following page).

o DETERMINE TEMPERATURE

“Simple” Method

Temperature indicated on WTHR is used
“as is” (without any changes/fluctuations) for
the entire 24-hour period.

“Advanced” Method
Temperature indicated on WTHR is
used as “median” temperature for the day.

Low and high temperatures vary from the
median temperature by the amounts below.

Zone Months Low High
tropical 1-3,10-12  -20° +20°
49 -10° +25°
subtropical 1-3,10-12  -20° +15°
49 -15° +25°
temperate 1-3,10-12 -25° +15°
49 -15° +25°
subarctic  1-3,10-12 -25°  +15°
49 20°  +20°
arctic 1-3,10-12  -30° +10°
49 -20°  +20°

Mean Temp. Variation (Optional)
The mean temperature may be adjusted on a
daily basis by rolling a d3 or d5 per below:

d3 [1=-5° 2=+0°, 3=+5°]
d5 [1=-10°, 2=-5°, 3=+0°, 4=+5°, 5=+10°]

»

* the indication “~” in place of the Roman
numeral denotes the lack of any
measurable precipitation for that period

SEASON =

MONTH =
hills

mountains

tropical

forest
plains
swamp
desert
coast
hills
mountains

subtropical

forest
plains
swamp
desert
coast
hills

mountains

temperate

forest
plains
swamp
desert
coast
hills

mountains

subarctic

forest
plains
swamp
desert
coast

hills
mountains

arctic

plains
desert
coast

1
60/~
65/1

80/11I
65/~
65/~
70/~
75/~
60/1
55/1
75/111
60/~
60/1
60/~
55/1
25/1
25/~
20/1
15/~
30/1
55/~
30/11

15/~
-15/-
-15/-
-10/-
-10/-
5/-

WINTER
2
65/1
65/111
80/V
70/1
70/1
75/1
75/1
65/11
60/111
70/1V
65/11
65/11
65/1
60/111
30/111
25/111
15/11
20/11
35/11
55/1
40/1IvV
-5/1
-5/1
5/11
-5/11
-5/11
-5/1
20/1
20/~
20/~
-15/1
-15/1
-15/1

3
70/~
70/l

80/1V
75/~
75/1
80/~
80/~
70/11
65/11
75/IV
70/1
70/11
75/~
65/11
40/11
30/11
40/11
40/1
40/11
60/~
45/111
10/1
15/1
15/1
5/1
5/1
5/-
25/1
-10/1
-10/1

4
75/1
75/11
85/111
80/11
80/111
80/~
85/11
75/11
70/11
75/11
75/1
75/1
75/~
65/11
50/11
40/~
50/11
50/1
50/1
65/~
50/1
15/~
15/1
30/1
15/1
20/1
15/~
30/~
-5/—
5/-
5/-
5/-
5/-

SPRING
5
80/11
80/1V
85/V
85/1IV
85/IV
85/11
85/V
75/IV
70/1IV
80/V
80/1V
80/111
80/1
75/1V
60/1V
50/111
60/1V
60/1V
60/1V
70/1
55/111
40/11
30/111
40/11
40/111
40/111
40/~
40/11
5/11
5/~
15/11
15/1
15/~

6
85/1
85/1V
85/1IV
90/11
90/1IV
85/1
90/11
80/111
75/111
85/IV
85/11
85/11
85/~
85/111
70/111
65/11
65/111
65/111
65/11
80/~
65/11
50/1
40/11
50/11
50/11
50/11
50/1
50/1
15/1
15/1
30/1
30/~
30/1

7
95/1
90/1

90/111
95/11
95/11
90/~
90/1V
80/11
65/11
85/111
90/1
90/1
90/~
75/11
75/11
70/~
75/11
75/11
75/11
90/~
65/~
55/1
50/1
55/1
55/1
55/1
55/~
55/1
20/~
20/~
40/~
40/~
40/~

SUMMER
8
100/111
95/111
90/V
95/1IV
95/IV
95/1
90/V
85/1V
60/111
85/V
90/11
90/1V
90/~
75/V
80/IV
70/l
75/111
75/1V
75/1IV
90/1
65/11
55/11
55/11
55/111
55/111
55/11
55/~
55/11
20/~
20/~
40/111
40/1
40/1

9
95/11
95/11

90/1IV
90/111
90/111
90/~
85/V
75/11
65/111
80/1V
95/11
85/11
85/~
70/111
70/111
60/1
65/111
65/111
75/111
85/~
60/1
40/11
40/1
40/11
40/11
40/11
40/1
50/11
15/1
15/1
25/11
25/~
25/1

10
80/~
90/111
85/11
85/11
85/11
85/~
75/1
70/1
60/1
80/111
85/~
85/1
80/~
70/~
55/1
50/~
60/1
50/1
60/~
75/~
50/11
30/~
30/~
30/1
25/1
25/1
25/~
40/~
5/~
5/~
15/~
15/~
15/~

FALL
11
70/1
80/IV
80/V
80/1V
80/11
80/1
75/11
65/111
60/111
75/1IV
75/11
70/l
75/1
65/11
40/111
40/111
35/111
40/111
50/11
70/~
40/1vV
15/11
15/11
20/11
5/11
10/11
5/1
25/11
0/~
0/~
-5/1
-5/1
0/1

12
65/~
70/1IV
80/1V
75/11
75/11
75/~
70/1
60/11
55/11
75/IV
65/1
65/11
70/-
60/1
30/11
30/1
30711
30/1
40/11
55/-
35/111
10/1
10/1
15/1
-5/1
0/1
-5/-
15/1
-10/1
-10/1
-15/1
15/~
-10/1
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o DETERMINE DAILY
PRECIPITATION

On table PREC, roll 1d30
against the column matching
the precipitation class
(LILULIVV; per WTHR) to

determine the “Type of Storm”

(at right). Based on the
result, follow the directions
for that storm type (A-F)

KEY TO TABLES
SCN & SCS (far right)

For SCN & SCS,

the following temperature
ranges indicate the type
of precipitation:

mean °F  precip. type
35%+ rain
30° mixed
25° snow

rain: for rain or mixed
precipitation, number
indicates total precipitation
for the duration of the cell
(types A-E), or for each 10
min. period during a supercell
(type F); for snow, total is
doubled as snowfall (all types)

wind: average MPH wind
speed for duration of cell, with
gusts reaching 3x average

solid: denotes size/amount
of hail/sleet (L=light,
M=medium, H=heavy);
solid precipitation is ignored
for “snow conditions”

hook: chance in 30 of a
hook formation spawning a
tornado; severity of tornado
relative to base chance in 30
(e.g., 5-in-30 hook=minor
damage, 30-in-30 hook=
widespread devastation)

Weather Events (by Precipitation Class)

To be used in conjunction with table on previous page.

PREC: WEATHER EVENTS BY PRECIPITATION CLASS
Precipitation Class (per WTHR)

I 1| I v \%
1-29 125 115 1.8 14
30 26-28 16-19 9-14 59

Type of Storm
= no precipitation event

= single sell (see A, below)

— 29 20-23 15-18 10-14 = multi-cell cluster, non-severe (see B below)
— — 24 19-21 15-18 = multi-cell cluster, severe (see C below)
— 30 25-28 22-25 19-23 = multi-cell line, non-severe (see D below)

29 26-28 24-27 = multi-cell line, severe (see E below)
30 29-30 28-30 = supercell (see F below)

A. SINGLE CELL STORM
1. Determine duration: 20 + 1d10 minutes
2. Determine effect: Roll once on table SCN: Non-severe Storm Cell.

B. MULTI-CELL CLUSTER, NON-SEVERE
1. Determine number of cells: 1d6+2
2. Determine duration individually for each cell: 20 + 1d10 minutes

3. Determine effect individually for each cell:
Roll for each cell individually on table SCN: Non-severe Cell.

4. Determine duration of break after each cell: 1d30+2 minutes

C. MULTI-CELL CLUSTER, SEVERE

As per B. Multi-cell Cluster, Non-severe (above), but rolling for effect
on SCS: Severe Storm Cell to determine individually the effect of each cell.

D. MULTI-CELL LINE, NON-SEVERE

As per B. Multi-cell Cluster, Non-severe (above), but ignoring step 4
(there is no substantial break between each cell of the squall line).

E. MULTI-CELL LINE, SEVERE

As per C. Multi-cell Cluster, Severe (above), but ignoring step 4
(there is no substantial break between each cell of the squall line).

F. SUPERCELL

1. Determine total storm duration: 1 hour + (1d30x10) minutes

2. Determine effect every 10 minutes (per below) on SCS Severe Cell:
- first 10 minutes: roll 1d10
- second 10 minutes: roll 1d10+10

- every 10 minutes thereafter: roll 1d10+20
- final 10 minutes: roll 1d10

SCN: NON-SEVERE CELL

rain wind solid hook

1 1 3 = =
2 2 3 = =
3 3 3 — —
4 4 3 — —
5 5 3 = =
6 06 4 = =
7 7 4 — —
8 4 — —
9 4 = =
10 1" 4 = =
1 1 5 — —
12 2 5 — —
13 3 5 = =
114 4 5 = =
15 5 5 — —
16 6" 6 — —
17 7" 6 = =
18 8" 6 = =
19 09 6 — —
20 1" 6 — —
21 125" 7 = =
22 15 7 L =
23 175" 7 L —
24 2 7 L —
25 225" 7 M =
26 25 8 M 1
27 275" 8 M 5
28 3" 8 H 10
29 325" 8 H 15
30 35 8 H 20

SCS: SEVERE CELL

O ® N & Gt & W N =

i~
- o

12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30

rain wind solid hook

o) 3 = =
1" 8 = =
15" 3 — —
2" 7 — —
25" 7 = =
3" 7 = =
5" 10 — —
1" 10 — —
1.5" 10 = =
2" 15 = =
25" 15 — —
3 15 — —
20 L =
1.5" 20 L =
2" 20 L 5
25" 21 L 10
3 21 L 15
3.5" 21 L 20
1" 22 M -
1.5" 22 M 5
2 22 M 10
25" 23 M 15
3" 23 M 20
3.5" 23 M 25
2" 24 H 5
25" 24 H 10
3" 24 H 15
3.5" 25 H 20
4" 25 H 25
5" 25 H 30



Off-course Determination

If PCs have gotten lost or gone off course (as determined by rules edition being used), roll for the party’s new direction of travel (as outlined below).

METHOD: First, total the impairment on the PCs' navigational/mapping ability (per the Impairments table at lower left)—this “Total Impairment” value determines
which Off-Course Determination table is used (OCDa, OCDb, or OCDc). Next, roll 1d30 and reduce the result based on the total “Bonuses” (per the Roll Adjustments table
at middle bottom). Finally, index the result to determine how may degrees off course the party has gone; adjusted rolls of 0 or less result in the party staying “on course.”

OCDa: Mild Impairment OCDb: Moderate Impairment OCDc: Heavy Impairment
Total Impairment: 1-3 Total Impairment: 4-7 Total Impairment: 8+
Q1 AR Determine direction (port/starboard)
\“\S‘B “\fﬁ 1§ ]3 4___6 Illlz /@‘/,9 ;;?4 1 ‘5’ 3: 1: 3 f f 8 by prevailing winds, or roll an additional d2
‘f\{\, = e\ A2 B (#6419 rpes = ijy Q= e\ BB+ s, = A0 [odd = off-course to port (left),
Z e\l %070, TRt llggr, 9
K A /N 'S A S ’\o AN 2 °,27i° K3 4 even = off-course to starboard (right))
2 NN Vf", >
,\"%\A ? vyt llzg
\// o\ 2 \\& - = =° -—° +_° +=0 NS
2, & % b o % o\ S\ W\ [l 74;075 6
,\'7// Q.::‘Q ! A \ g f;o%\\\:_” % '\// o;\o "\ o’;,?/:* \\)
9,8 SN2 e 2
o SNz, 2% o8
Qg SN\ e 2% o, &
~, 3 SN 7 225%, S ‘'S
s =SN\llzZ= TS &,
S —_—— " _Z= Zog 8,8 SR/
| - mg s\ %e
. = SN\ W 2,
% =SN\llzZ=
VY /) 0,8 IS
CHEHS pm— =
enls N
< )7 R — (S
=2 SN
e IS
s
IMPAIRMENTS Effect ROLL ADJUSTMENTS Bonus' 2" ?_/, "‘lll& \\\‘.“v
fog, mild (vision 101-150") +2 navigator/mapper has “direction sense” 2" \3‘,9/ N
fog, moderate (vision 51-100") +4 when using table OCDa: Mild... -1 <« \\"{7
fog, heavy (vision 1-50") +8 when using table OCDb: Moderate... -2 C&\Ac"\:&" % R
navigator/mapper drunk +1-3 when using table OCDc: Heavy... -3 < 5(‘\\ /of,g’/ 0 8 f§‘ ¢
navigating by stars: familiarity with location/route & STy, 24 B W2 ’c;l;
i ; & 3 PO DLORA NN 2 o
night sky overcast +1 has been once or twice -1 8} = ="z = 67.
stars moderately obscured +4 has been several times -3 6 0c oc 6L
stars completely obscured +8 very familiar (knows well) -5
precipitation, light +1 *strong winds will not normally affect
precipitation, moderate +3 navigation while on land (at DM’s discretion)
precipitation, heavy +5 Tbonuses are suggestions only; actual bonus at @ = Hex of Origin
winds (while on water)*  +1 per 10 mph DM’s discretion based on PC’s knowledge of location
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FHC: FORAGING & HUNTING CHANCES FOR SUCCESS

Foraging: Number to left of slash = chance in 30 of 1
character searching for 2 turns to find 1 full day’s rations.
Number to right of slash = chance in 30 for the find to
be both nutritional and safe to consume (non-toxic/non-
poisonous). Maximum number of foraging attempts = 2.
Characters with foraging proficiency check in 1 turn

(instead of 2), and may make up to 4 attempts.

tropical

subtropical

temperate

subarctic

arctic

hills
mountains
forest
plains
swamp
desert
coast

hills
mountains
forest
plains
swamp
desert
coast

hills
mountains
forest
plains
swamp
desert
coast

hills
mountains
forest
plains
swamp
desert
coast

hills
mountains
plains
desert
coast

SPRING
forage hunt
30/18 15
27/21 12
30/21 15
30/17 15
18/12 15
1/6 2
29/15 15
27/21 15
16/21 10
30/21 15
27/21 15
15/15 15
1/5 2
27/18 15
22/18 12
9/18 9
27/18 15
18/18 12
10/18 10
2/15 2
20/18 12
9/15 3
5/15 2
27/18 3
9/18 3
6/12 3
2/15 3
10/15 4
3/12 3
0/0 1
2/15 2
2/5 1
3/15 1

Foraging & Hunting (by Terrain & Season)

SUMMER
forage hunt

30/18 15
27/18 12
30/18 15
30/15 15
21/15 15
0/0 2
30/15 15
30/22 15
24/21 10
30/21 15
30/21 15
15/15 15
0/0 1
30/18 15
27/20 12
12/18 9
30/18 15
22/21 15
12/15 15
1/9 1
24/18 15
12/18 5
6/18 3
30/15 3
15/18 5
9/12 5
5/15 3
15/18 6
3/12 3
2/15 2
3/15 3
3/5 3
5/15 3

FALL
forage hunt

29/20
27/20
30/21
30/18
18/12
1/8
29/15
29/22
18/18
30/21
30/20
15/12
1/9
29/18
24/15
9/15
27/18
18/15
10/12
2/15
20/15
8/15
5/15
24/18
9/15
6/15
2/5
10/15
2/15
0/0
2/15
0/0
3/6

15
12
15
15
15

2
15
15
10
15
15
15

2
15
12

9
15
15
15

2

—
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Hunting: Chance in 30 of a “non-proficient” hunter
encountering game per 4 turns spent hunting during

early morning or late evening hours. Hunting at night
impossible (unless able to see in dark).
Modifiers: -3 per additional hunter in group (but
each hunter gets a roll); -3 per roll for hunting during
“off” hours; proficient hunters roll with a +3 bonus.

WINTER
forage hunt

27/21 15
25/21 12
30/21 15
30/21 15
15/12 15
1/8 2
27/18 15
24/23 15
12/18 10
27/21 15
24/21 15
12/12 12
1/9 3
24/18 18
20/15 8
6/18 5
24/18 12
15/18 8
9/12 5
3/7 3
15/15 6
6/15 1
3/15 1
21/18 1
6/18 1
5/12 1
0/0 1
7/12 2
2/6 1
0/0 1
1/50 1
0/0 1
3/6 1

HNT1: GAME TYPE

Hunting characters must possess:
« proficiency with missile weapons

* missiles with range to cover distance

« ability to cause “average”
amount of damage per shot
required by size of creature
(small=1, medium=2, large=3)
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Size
small
small
small
small
small
small
small
small
small
small
small
small
medium
medium
medium
medium
medium
medium
medium
medium
medium
medium
medium
medium
large
large
large
large
large
large

#
13
1-3
1-3
1-6
1-6
1-6
1-8
1-8
1-8

112
1-12
1-12
1-2
1-2
12
13
13
13
1-6
1-6
1-6
2-8
2-8
2-8
12
12
12
1-3
1-3
1-3

Distance
20 yds.
30 yds.
40 yds.
20 yds.
30 yds.
40 yds.
20 yds.
30 yds.
40 yds.
20 yds.
30 vds.
40 yds.
40 yds.
50 yds.
60 yds.
40 yds.
50 yds.
60 vds.
40 yds.
50 vds.
60 yds.
40 yds.
50 yds.
60 yds.
60 yds.
70 yds.
80 yds.
60 vds.
70 yds.
80 yds.

HNT2: HUNTING SUCCESS

1. Roll initial d30; reference column
per HNTT1 for resulting # of game.

2. Roll twice more; reference both rolls
on column indicated by # of hunters;
larger result = # of missiles used;
smaller result = # of game killed*.

game: 1-3 1-6 2-8 2-12
hunters: (1) (2) (3) (4+)
2
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* maximum Kill limited by whichever
number is smaller: available game,
or missiles w/ effective range
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NFP: NATURAL FEATURES & PHENOMENA BY TERRAIN TYPE

for variation noted at header of each column). If a variation exists, roll an additional 1d30 to determine the variant feature or phenomena.

Natural Features & Phenomena (by Terrain Type)

For each sub-level hex, roll 1d30 to determine if there is a variation from the normal terrain found in the containing atlas-level hex (chance-in-30

Hills Mountains Forest Plains Swamp Desert Coast
6-in-30 = feature 10-in-30 = feature 8-in-30 = feature 4-in-30 = feature 17-in-30 = feature 4-in-30 = feature 9-in-30 = feature
1 bluff 1 bluff 1 brook 1 aquifer 1 crooked trees 1 aquifer 1 barachois
2 butte 2 cave, fracture® 2 cave, fracture® 2 butte 2 cypress dome 2 bedrock outcrop 2 bay
3 cave, fracture® 3 cave, lava tube* 3 cave, limestone® 3 cave, fracture* 3 dam, natural 3 bluff 3 bight
4 cave, lava tube* 4 cave, limestone* 4 cave, talus® 4 cave, limestone* 4 heavy algae 4 butte 4 blowout
5 cave, limestone® 5 cave, talus® 5 clearing (natural) 5 crater lake 5 heavy canopy 5 cacti 5 bog
6 cave, talus® 6 cliff 6 cloud forest (fog) 6 drylake 6 heavy mossing 6 cave, limestone* 6 cave, sea*

7 crag 7 crag 7 copse 7 escarpment 7 heavy muck 7 cave, talus” 7 coastal dunes

8 cuesta (w/ cliff) 8 crater lake 8 crooked trees 8 esker 8 heavy pathogens, air 8 chasm 8 cove

9 dell 9 dry lake 9 dead forest 9 gulch 9 heavy pathogens, surface 9 crag 9 estuary

10 draw 10 fluvial terrace 10 den tree* 10 heavy shrubs 10 heavy pathogens, water 10 crater lake, dry 10 firth

11 escarpment 11 geyser 11 forked trees 11 heavy underbrush 11 heavy plants, ermergent 11 cuesta (w/cliff) 11 fjord

12 esker 12 gorge 12 gully 12 hillock/knoll 12 heavy plants, floating 12 dunes 12 kelp bed (subtidal)
13 glen 13 gulch 13 grotto 13 lake 13 heavy plants, submerged 13 escarpment 13 lagoon

14 gulch 14 hoodoo (tent rock) 14 heavy canopy 14 lava dome 14 island, small 14 eskar 14 lake/loch

15 hillock/knoll 15 Kkettle (lake) 15 heavy underbrush 15 limestone pavement 15 island, medium 15 gulch 15 marine meadow
16 lake 16 lava dome 16 lake 16 mesa 16 island, large 16 hoodoo (tent rock) 16 mangrove swamp
17 lava dome 17 lava lake 17 primeval forest 17 mud pits 17 islands, small (scatters) 17 mesa 17 mud flat

18 lava lake 18 ledge 18 pond 18 plateau 18 natural gas ventt 18 limestone pavement 18 quicksand

19 limestone pavement 19 mountain pass 19 rock outcropping 19 pond 19 marsh gas’ 19 quicksand 19 rocky shore

20 mesa 20 natural arch 20 rock shelter* 20 ridge 20 mud flat 20 oasis 20 sand beach

21 plateau 21 pseudocrater 21 rot, widespread 21 riparian zone 21 quicksand 21 pediment 21 sand flat

22 pond 22 ravine 22 sinkhole 22 rock outcropping 22 rocky area 22 playa 22 salt flat

23 rock outcropping 23 ridge 23 spring, artesian 23 rock shelter 23 rot, widespread 23 rock shelter 23 salt marsh

24 rock shelter® 24 rock shelter® 24 spring, hot 24 sinkhole 24 shallow water 24 sailing stones 24 salt meadow
25 spring, artesian 25 spring 25 stream 25 strath 25 slough/channel 25 sinkhole 25 salting

26 spring, hot 26 summit 26 sylvan grove 26 tar pit 26 spring, acidic hot 26 shrubs 26 sea loch (inlet)
27 strath 27 valley 27 sylvan forest 27 thicket 27 tar pit 27 terrace 27 seabed (subtidal)
28 terrace 28 volcanic cone 28 thicket 28 tor 28 turbid water 28 trees 28 shingle beach
29 tor 29 volcanic crater 29 well 29 vernal pool 29 volcanic vent 29 valley 29 pebble beach
30 well 30 volcanic vent 30 wolf tree* 30 well 30 volcanic vent w/ tuff ring 30 well, dry 30 tide pool

*50% chance this feature houses a lair

T highly flammable; susceptible to combustion in presence of open flame
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Natural Features & Phenomena Definitions

For your convenience, definitions for uncommon and obscure terrain features included on table NFP (previous page) have been provided below.

Please Note: All outlined below, as well as any related
features noted as part of that description, are purely at
the discretion of the DM.

aquifer: underground layer of water-bearing permeable
rock or unconsolidated materials (gravel, sand, or silt)
from which groundwater can be extracted using a
water well; 1-in-3 chance = naturally tapped

baracheis: a coastal lagoon separated from the ocean
by a sand or shingle bar

bight: sharp bend in the coast

blowout: a sandy depression formed by winds and lack
of vegetation

cave, fracture: formed when layers of more soluble
minerals, such as gypsum, dissolve out from between
layers of less soluble rock; rocks fracture and collapse
in blocks of stone

cave, limestone: solutional cave where rock has been
dissolved by natural acid in groundwater seeping
through bedding-planes, faults, joints, etc.

cave, lava tube: formed through volcanic activity

cave, talus: opening between rocks that have fallen
down into a pile, often at the base of cliffs

cloud forest (fog): moist forest characterized by a
persistent, frequent or seasonal low-level cloud cover,
usually at the canopy level

copse: thicket or grove of small trees

crater lake: lake formed in collapsed volcanic mountain

crooked trees: unexplained grove of twisted and/or
deformed trees

cuesta (w/ cliff): ridge with a gentle slope on one side
and a cliff on the other

cypress dome: type of swamp, typically dominated
by pond cypress

dell: small retired valley; dale

den tree: tree with cavities suitable for habitation,
usually by birds or mammals

draw: formed by two parallel ridges or spurs with low
ground in between them

escarpment: wide steep slope

esker: narrow ridge of gravelly and sandy drift deposited
by a stream in association with glacier ice

fluvial terrace: clongated terrace that flanks the side
of floodplain or fluvial valley

hillock/knoll: small hill

hoodoo (tent rock): tall, thin spire of rock that
protrudes from the bottom of an arid drainage basin
or badland

kettle (lake): shallow, sediment-filled body of water
formed by retreating glaciers or draining floodwaters

lava dome: roughly circular mound-shaped protrusion
resulting from the slow extrusion of viscous lava from
a volcano

lava lake: large volume of molten lava contained in a
volcanic vent, crater, or depression

limestone pavement: flat, incised surface of exposed
limestone resembling artificial pavement

mangrove swamp: area where evergreen trees and
shrubs thrive in tideland mud or sand flats inundated
daily with sea water

pebble beach: beach formed by pebbles (as opposed
to fine sand)

playa: broad, level spot where water temporarily
accumulates after rains

primeval forest: forest that has attained great age
without significant disturbance

pseudocrater: volcanic landform resembling true
volcanic crater, but is not an actual vent from which
lava has erupted

riparian zone: interface between land and a river or
stream

shingle beach: beach formed by small- to medium-
sized cobbles (as opposed to fine sand)

spring, artesian: confined aquifer wish flows upward
naturally without the need for pumping

strath: river valley of considerable size
tor: rocky peak

turbid water: water in which particulate matter (both
inorganic and organic waste) is suspended

vernal pool: temporary pools of water providing
habitat for distinctive plants or animals

volcanic cone: formation in the shape of a cone with a
central cater

volcanic crater: circular depression in the ground
caused by volcanic activity

volcanic vent: opening in ground through which
molten lava, ash, and/or gases are ejected

volcanic vent w/ tuff ring: as volcanic vent, with
additional outer ring of fragmented layers of volcanic
material

wolf tree: very large tree with wide-spreading crown
that has inhibited/prevented the growth of smaller
trees around it
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Settlements & Inhabitation by Population Density

Check each sub-level hex for the presence of settlements and/or habitations as outlined below.

IPD: INHABITATION BY POPULATION DENSITY
Begin with an initial roll of 1d3: on a result of 2-3, the area is uninhabited; on a result of 1, the area may inhabited.
If the initial roll results in a 1, roll 1d30 and index its result against the column that best matches the area’s population density (at DM’s discretion).

Dense Scattered Frontier Unsettled Desolate Habitation Type Instructions
— 1-5 1-10 1-13 1-23 uninhabited —
1-4 6-12 11-13 14-19 24-25 single dwelling # of inhabitants=(1d30)+2 (rounded up)
5-7 13-15 14-16 20-21 26 thorp roll for settlement size (p.34)*
8-10 16-18 17-18 22-23 27 hamlet roll for settlement size (p.34)*
11-12 19-20 19-20 24-25 = village roll for settlement size (p.34)*
STT: SPECIAL
13-14 21-22 21-22 26 — town, small roll for settlement size (p.34)* INHABITATION TYPES
15 23 23 — — town, large roll for settlement size (p.34)* BY TERRAIN
16 24 — — — city, small roll for settlement size (p.34)* Terrain Special Type
17-19 = == = = city, large roll for settlement size (p.34)* Hills military outpost
20-22 25-26 24 — = castle/keep/stronghold  see Castle/Keep/Stronghold tables (pp.26-27) Montaine -
25-27 27-28 25 — — temple see Temple Generator (p.20) Forest logging camp
28-29 29 26-29 27-29 28-30 ruins see Ruins Generator (p.19) Plains nomad camp
S Pl ST Specalnhabitaion | Swamp  nnhabicd
Inhabitation Types by Population Desert nomad camp

LAy i DLl deion) Water/Coast anchored ship/boat

* See pp.30-37 for all settlement-related generators/tables.

STP: SPECIAL INHABITATION TYPES BY POPULATION DENSITY

Dense Scattered Frontier Unsettled Desolate
1-4 manor 1-4 manor 1-3 manor 1 hermit 1-6 abandoned/forgotten tower
5-7 peasant long house 5-7 farmstead 4-11 trading outpost 2-6 trading outpost 7-11 abandoned/forgotten castle/fortress
8-10 orphanage 8-10 migrant camp 12-16 military outpost 7-12 military outpost 12-13 abandoned/forgotten temple

11-13 traders’ village 11-13 mill 17-18 military camp 13-15 military camp 14 abandoned/forgotten town
14-15 mill 14-15 military structure 19-20 work camp 16-17 work camp 16-17 abandoned/forgotten city
16-18 military barracks 15 abbey 21 abbey 18-19 prison 18 sunken city (partially submerged in ground)
19-21 church 17 priory 22 priory 20-22 hermitage 19 lost city (below ground)
22-24 chapterhouse 18 nunnery 23 nunnery 23-25 nomad camp 20-22 shrine (1-2 on 1d3 = inactive)
25-27 bath house 19-20 bath house 24-26 hermitage 26-29 monastery 23-29 hermit

28-29 alehouse/tavern/inn 21-30 inn 27-30 nomad camp 30 re-roll on “Desolate” 30 monastery



Ruins Generator

Quick determination of type of ruin, degree & type of decay, and general type/number of inhabitiants, with general suggestions for specific inhabitant type by party level.

RG1: TYPE OF RUIN

RG2: CHARACTER OF RUIN/DECAY & DEGREE

RG3: INHABITANTS & NUMBER

6l

1-10 11-20 21-30 1s Digit: Character of Ruin/Decay 10s Digit: Degree Type 10s Digit: Size
1 hovel hut cottage 1 burned/charred 1-10 slightly/ 1 chimeras 1-10 nuisance
2 villa manor palace 2 collapsed/crumbling barely 2 humanoids® 11-20 infested
3 tower keep citadel 3 covered in vines/sand/rocks” 11-20 moderately/ 3 humans 21-30 overrun
4 altar shrine temple 4 disfigured/vandalized noticeably 4 insects
5 tomb vault mausoleum 5 moldy/contaminated™ 21-30 severely/ 5 lycanthropes
6 crypt catacombs sewer 6 sunken extremely 6 magical
7 Dbunker blockhouse garrison 7 burned/charred & disfigured/destroyed 7 mammals
8 hamlet village town 8 covered in vines/sand/rocks & moldy/contaminated 8 molds/slimes/jellies
9 small castle med. castle large caste 9 sunken & covered in vines/sand/rocks 9 reptiles/reptilians
0 small city med. city large city 0 sunken & collapsed/crumbling & covered 0 undead

* roll addition 1d3
[1=demi-human, 2=human-sized, 3=giant-class]

* as appropriate to terrain type
** for desert terrains, use “burned/charred”

SUGGESTED RUIN INHABITANTS BY TYPE AND GENERAL LEVEL
Type 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15

1 chimeras ...harpies, centaurs, minotaurs, medusae, satyrs, cockatrices, manticores, lammasus, lamias, chimeras, sphinxes

2 humanoids, small kobolds, goblins
humanoids, medium orcs, hobgoblins, gnolls, lizard men, troglodytes
humanoids, giant ...bugbears... ...ogres, ogre magi, trolls... ...hill giants, stone giants, frost giants, fire giants, cyclopses, cloud giants, storm giants
3 humans by level...
4 insects giant: centipedes, ants, beetles, spiders, wasps, scorpions
5 lycanthropes ...wererats, werewolves, wereboars, weretigers, werebears, devil swines
6 magical/misc. stirges, gargoyles, living statues, blink dogs, basilisks, rust monsters, invisible stalkers, rakshasa, salamanders, djinn, efreet, ropers, giant slugs, purple worms
7 mammals badgers, wolves, dire wolves, giant skunks, giant porcupines
8 molds/slimes/jellies yellow mold, green slime, gray ooze, gelatinous cube, ochre jelly... ...black puddings
9 reptiles/reptilians spitting cobras, pit vipers, giant rattlers, rock pythons, giant lizards, hydras, wyverns, nagas, dragons (white, black, green, blue, red, gold)
0 undead skeletons, zombies, ghouls, wights, wraiths, mummies, spectres, vampires... ....ghosts... ...lich(es)
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Temple Generator

Quick determination of basic temple architecture and size.

TG1: TEMPLE TYPE

Type Description Size

1 tabernacle tent-sanctuary 1d3x10' x 1d5x10'
2 henge earth bank w/ inner ditch* 1d30+30' diameter
3 henge, mini as henge, but smaller* 1d10+20' diameter
4 henge, super as henge, but larger®; 1 in 2 chance = center occupied** (1d30x10)+50' diameter
5 mound large earthen mound 1d6 rooms
6 mound, platform stair-stepped, rectangular structure with outward sloping sides 1d2+1 levels
7 stone, primitive stone-walled, above-ground structure 1d5 “rooms”
8 stone/mound stone-walled, partially “buried” structure 1d5 “rooms”
9 conjuratory square; stone archway walls w/ stone roof (1d5x5)+10' length per side
10 pyramid, mastaba  flat-roofed, rectangular structure with outward sloping sides 1d5+1 levels
11 pyramid, primitive  trapezoidal platform on artificial mound w/ sloped causeway  (1d30x2)+10' sq.
12 pyramid, rhomboidal double slope, changes inclination appoximately halfway up 1d3 x 2 levels
13 pyramid, standard  square base w/ sloped sides meeting at apex 1d5+2 levels
14 pyramid, ziggurat  terraced step pyramid of successively receding levels 1d5+2 levels
15 mortuary pillared court, elongated shrines, and chapel along single axis 1d5+2 shrines
16 terraced layered terraces fronted by colonnades; usu.cut from mountainside 1d3+1 terraces
17 rock-cut cut into mountain face; main chamber + columned portico  (1d5+1)x2 columns
18 pagoda tiered tower; roll 1d3 [1=4 sides, 2=6 sides, 3=8 sides] 1d10+1 levels
19 monopoteros domed circular colonnade, no walls 1d10+5 columns
20 hypaethral rectilinear w/columns, no roof (1d3+1)x2 columns per side
21 classical naos with columns (roll on TG1a for specific type) 20-30' length per column
22 basilica rectangular hall with a gable roof and semi-circular apse S/M/Lf
23 tetraconch, domed domed sanctuary w/ four equally-sized apses S/M/Lf
24 tetraconch, flat sanctuary w/ four equally-sized apses, flat roof S/M/Lt
25 triconch, domed as domed tetraconch, but w/ narthex replacing one apse S/M/Lt
26 triconch, flat as flat tetraconch, but w/ narthex replacing one apse S/M/Lt
27 cruciform cross-shaped; long sanctuary w/ transept “arms” S/M/Lf
28 cross-in-square quadratic naos divided into nine bays by four columns S/M/Lt
29 central plan, domed simple structure w/ 1d5+3 sides and domed/vaulted center S/M/Lt
30 central plan, flat simple structure w/ 1d5+3 sides and flat roof S/M/Lt

* roll additional 1d3 [1=earthen structure only, 2=plus timber structures, 3=plus stone structures]
**as opposed to strictly religious in purpose
t roll 1d3 [1=small, 2=medium, 3=large]; sizes are general guidelines; actual sq. ft. at DM’s discretion

TGla: CLASSICAL TEMPLE TYPES (Roll here as directed by TG1.)

1 cyclostyle Classical Temple Overview
2 peripteral/tholoi Classical temples generally consist of
3 tule/distul a rectangular naos (central structure)
prostyle/distyle housing a cella (main chamber containing
4 prostyle/tetrastyle a cult statue), and are lined on 1, 2 or 4
5 prostyle/hexastyle sides with columns supporting porticos.
6 prostyle/octostyle There is a 1-in-3 chance any rectangular
7 prostyle/decastyle classical temple will include a pronaos
prosty Y (inner portico area) before the cella, and a
8 prostyle/dodecastyle 1-in-30 chance of including an adyton
9 amphiprostyle/distyle (restricted area) behind the cella.
10 amphiprostyle/tetrastyle Classical Temple Types
11 amphiprostyle/hexastyle cyclostyle: round/domed (no columns)
12 amphiprostyle/octostyle peripteral tholoi: round/domed
13 amphiprostyle/decastyle w/ single colonnade around perimeter
14 amphiprostyle/dodecastyle prostyle: columns along front face only
. amphiprostyle: columns along
l: per%pterai/hexastylle front and back faces
16 peripteral/octostyle peripteral: single colonnade
17 peripteral/decastyle around perimeter
18 peripteral/dodecastyle pseudo-peripteral: single colonnades
19 psudo-peripteral/hexastyle at front & back facgs with “false” (1/2)
20 psudo-peripteral/octostyle colonnade along “side” walls
d . d 1 dipteral: double colonnade around
21 psudo-peripteral/decastyle perimeter
22 psudo-peripteral/dodecastyle pseudo-peripteral:
23 dipteral/hexastyle double colonnades on front & back
; faces, and single collonade + “false”
dipteral /octostyl ’ g
:: dTpteralizc 08 ty le (1/2) colonnade along “side” walls
ipteral/decastyle
26 dipteral/dodecastyle Number of Columns
27 pseudo-dipteral/hexastyle distyle: 2 columns on “end” faces
28 pseudo-dipteral/octostyle tetrastyle: 4 columns on “end” faces
29 pseudo-dipteral/decastyle hexastyle: 6 columns on “end” faces
30 pseudo-dipteral/dodecastyle octastyle: 8 columns on “end” face

decastyle: 10 columns on “end” faces
dodecastyle: 12 columns on “end” faces
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NAME OF GROUP (“The __of __ ")

CSS1: TYPE

1
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alliance
brethren
brotherhood*
church
coalition
circle

clan
company
confederacy
conference
consortium
court

crew
federation
fellowship
fraternity
house
knights
league
order
partnership
ring

sect

society
sodality
table
temple
union

unity

way

CSS2: THEME

1

© ¥ N & G W N

NN NNNNNNDNNDN B 5 @ @ = o @ =@ = =
O O N G WN = OV O NG e WBWN=2O

30

the apocalypse
the aurora
the body

the cataclysm
the convenant
darkness
desolation
despair
destruction
the eclipse
the elect

the infinite
the key
liberation
(the) night
the oracle
power

the secret
shadows

the shroud
the skull
smoke

the spirit

the star

the sun

the universe
the void
winter

the word

per CSS3*

* 1 in 30 chance = sisterhood
T use name of character where appropriate

Cult Generator

Generates 24,300,000 unique cult variations, including name, leader, goal, and strange practices.

CSS3: WORSHIP/FOLLOW
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beholder

demon, succubus
demon, type |

demon, type II

demon, type III

demon, type IV

demon, type V

demon, type VI

djinni

dragon, black

dragon, blue

dragon, green

dragon, red

dragon, white

efreeti

elf, female, magic-user
elf, male, magic-user
human, female, cleric
human, female, magic-user
human, female, unclassed
human, male, cleric
human, male, magic-user
human, male, thief
human, male, unclassed
lamia

lich (cleric)

lich (magic-user)

mind flayer

naga, spirit

rakshasa

CSS4: IMMEDIATE GOAL*
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anarchy

control, children (all)
control, government (all)
control, religion (all)
wealth (all)

1
1
control
1, magic (all)

control,
conversion, everyone
corruption, everyone
create massive evil army
death, all clerics

death, all monarchs

death, all nobles
debauchery/hedonism
deliverance of “destroyer”
destruction, churches
destruction, libraries/books
destruction, living beings
destruction, magic items
destruction, relgious artifacts
experimentation (unabated)
genocide (e.g., elves)
hoard, magic items

hoard, money (gold)
isolation (from others)
mayhem (general)

servitude of others (to cult)
spread hate & fear
terrorism

torture

vandalism

* There is a 29 in 30 chance
the long-term goal of any cult is

total world annihilation/destruction

CSS5: STRANGE CULT PRACTICES

1
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amputate pinky finger upon joining

body/face painting

cannibalism

dead members “live” (stay) with living members

dead members are dissected and fed to animal(s)

each member spends 1 day per month in hole in ground
eating of dirt

exposing of genitalia

carrying of bugs in pockets or pouches

do not clean themselves... ever (2-in-3 chance of disease)
murder

must always carry lit candle

never cut their hair

nudism

pyromania

self-flagellation

shave all hair from body

sleep in coffins

sleep on bed of nails

sleep on bed of rocks

sleep suspended from a hook

speak in gibberish

speak in rhymes

spread disease (usually carried in vials)

stand still in strange places for days on end

strange diet (e.g., all worms)

talking to trees

talk only to strangers, never w/ other members

tattoo of arcane symbol (2-in-3 chance = publicly visible)

zodsadism (inflicting pain on animals)
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MPG1: PLACE
Roll

1 garden

2 tree

3 forest

4  woods

5 grove

6 field

7 plains

8 mesa/plateau
9 valley

10 trench

11  knoll/hill
12  rock

13 mount

14 peak

15 dome

16 cave

17 cavern

18 grotto

19  well
20 pond
21 lake
22 lagoon
23 falls

24  river

25 brook/stream
26 bridge

27 circle

28 gate

29  shrine

30 spire (rock)

Type (Place)

Magical Places Generator

Generates 900 different magical places, including magical properties of locale.

MPG2: NAME AND BOON

Roll Name*
1 crystal _
2 divine _
3 enchanted _
4 faraway _
5 golden _
6 heavenly _
7 living _
8 magical _
9 _ of accord
10 _ of awakening
11 _ of dreams
12 _ of enlightenment
13 _ of healing
14 _ of honor
15 _ofjoy
16 _ of life
17 _ of light
18 _ of peace
19 _ of power
20 _ of serenity
21 _ of souls
22 _ of the ancients
23 _ of tranquility
24 _ of understanding
25 _ of visions
26 paradise _
27 singing _
28 sorcerer's _
29 wishing _
30 wizard's _

Boon Gained at Location

all magic-user spells (including sub-types) memorized at location will have double effect when cast

all cleric spells (including sub-types) memorized at location will have double effect when cast

5-20 pixies dwell nearby; will normally remain invisible and cause mischief to characters visiting location

all visitors must save vs. magic or be sent on quest which will send them “faraway” to retrieve an obscure object and return

removes curses from any cursed character who visits location

all lawful/good clerics who pray here receive a +1 “to hit” bonus; duration is # of days = # hours spent praying (no bonus for druids)
provides visitors +1 protection from undead; duration = 1 day for each 2 days spent at location

all magic weapons (not including rods/staves/wands) and armor receive +1 bonus; duration = 1 day for each 2 days spent at location
all chaotic/evil characters become neutral in presence of location

doubles the normal time limit on deceased corpses when raise dead spell is cast in this location

prophetic visio