
 

The
Hexanom

icon
is

a
hexm

ap
generator

for
use

at
the table.

Easily
create

Appendix-N
style

landscapes
to

fillthe
spaces

betw
een

adventures.
W

ith
this

tool
you

can
create a casual setting for your party as you play.

Tables
are

included
that

help
you

nam
e

the
areas

of
your m

ap and create the creatures that inhabit them
.

Area M
ap

Area M
ap Stickers

Apply to area m
ap

Judge’s M
ap

N
otes on area m

ap

W
orld M

ap
Keep track of area m

aps
M

onth Calendar

Year Calendar

Fleeting Luck and Award Tokens
Use with 1.5” wood circle chips
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RAM
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ZARIELKURI

USIN
G

 TH
IS PRO

DUCT? TELL M
E ABO

UT IT:FO
RG

LO
RY@

ZARIELKURI.CO
M

Item
s

This booklet

1 Area m
ap sheet

1 W
orld m

ap sheet

1 Judge's M
ap sheet

2 M
ap sticker sheets

1 M
onth calendar sheet

1 Year calendar sheet

1 Fleeting Luck Token sticker sheet

Colophon
This w

ork w
as created by Ariel Churi in N

ew
 Jersey, 2019

Created
using

free
and

open
source

tools.
The

text
w

as
w

ritten
and

edited
in

M
arkdow

n.
The

M
arkdow

n
w

as
exported

to
H

TM
L.The

H
TM

L
w

as
then

styled
forprintoutputw

ith
CSS.The

H
TM

L
w

as
converted

to
PDF

using
the

Prince com
m

and line tool.

The
artw

ork
w

as
hand

draw
n

in
blue

penciland
inked

w
ith

ink
pens.The

artw
as

then
scanned

and
the

scanned
im

age
w

as
converted

to
vectorin

Inkscape
before

being
saved

as
an

SVG
file.Krita

w
as

used
forsom

e
effects.This

w
as created on a Dell com

puter w
ith the KDE N

eon operating system
.

Catfrom
M

ountain Lion Cougarin the 2018 G
ongfarm

er's Alm
anac, Volum

e 3; ©
 2018; Author Anne H

unter.

The H
exanom

icon calendar is based on M
ichael Curtis's

The Adventurer's Alm
anac. G

oodm
an gam

es, 2017.

FO
N

TS
Blaktur

: H
ouse Industries :houseind.com

/hi/blaktur

Varna
: Eim

antas Paškonis :behance.net/gallery/40488203/Varna

IBM
 Plex Sans

: G
it repo :github.com

/IBM
/plex

TO
O

LS
M

arkdow
n

daringfireball.net/projects/m
arkdow

n

Spacem
acs

spacem
acs.org

Typora
typora.io

G
hostw

riterw
ereturtle.github.io/ghostw

riter

Inkscape
inkscape.org

libreO
ffice Draw

libreoffice.org

Krita
krita.org

KDE N
eon

neon.kde.org

Prince
https://w

w
w

.princexm
l.com

/

Paged M
edia

http://pagedm
edia.org/
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20-23

The
caster

can
determ

ine
all

ley
lines

w
ithin

3
hexes

and
can

see
all

adjacentcrosscurrents
forany

lines
in

the
currenthex.There

is
a

chillin
the

air
above the targeted features in this space.

24-27
The

caster
can

determ
ine

all
ley

lines
w

ithin
3

hexes
and

can
see

all
adjacentcrosscurrents

forallofthose
lines.Beautifulm

usic
seem

s
to

em
anate

from
 the ground in the location of all the target features w

ithin this space.

28-29
The

caster
has

a
com

plete
understanding

of
the

ley
lines

of
this

m
ap

section.The
casterunderstands

how
ley

lines
affectspellchecks

and
w

here
the

points
offocus

are
located.Birds

and
harm

less
anim

als
rom

p
and

play
above

the
targeted m

ineral or geological feature.

30-31
The

caster
has

a
com

plete
understanding

of
the

ley
lines

of
this

m
ap

section
and

the
adjacent8

m
ap

sections.The
casterunderstands

how
ley

lines
affect

spell
checks

and
w

here
the

points
of

focus
are

located.
The

targeted
feature

orm
inerals

are
highlighted

to
the

eyes
ofthe

casterand
anyone

touching
the caster by pillars of blue light that shine into the heavens for 2 w

eeks.

32+
The

caster
know

s
allthere

is
to

know
about

ley
lines

and
their

locations
w

orldw
ide.Alllarge

types
ofthe

geologicalfeature
orm

ineralbecom
e

visible
to

the
casteras

the
globe

becom
es

transparentto
the

casterand
anyone

touching
the

caster.Even
tiny

am
ounts

ofthe
m

ineralbecom
e

apparentto
the

casterifit
is close by.

Resources
DCC Shop generator
http://juliosrpgcove.com

/storegenerator
M

onster M
anuals

https://diyanddragons.blogspot.com
/search/label/dcc

https://knightsinthenorth.com
https://appendixm

.blogspot.com
https://ravencrow

king.blogspot.com
/2018/12/m

aking-m
onsters-for-dungeon-

craw
l.htm

l
Random

 G
enerator

Donjon - https://donjon.bin.sh/

The Void
There

w
as

neither
aught

nor
naught,

nor
air,

nor
sky

beyond.
W

hat
covered

all?
W

here
rested

all?
In

w
atery

gulf
profound?

Nor
death

w
as

then,
nor

deathlessness,
nor

change
of

night
and

day.
The

One
breathed

calm
ly,

self-
sustained

nought
else

beyond
it

lay.◆
Gloom

,
hid

in
gloom

,
existed

first—
one

sea,
eluding

view
.ThatOne,a

void
in

chaos
w

rapt,by
inw

ard
fervour

grew
.W

ithin
it

first
arose

desire,the
prim

al
germ

of
m

ind,
W

hich
nothing

w
ith

existence
links,as

sages
searching

find.◆
The

kindling
ray

thatshotacross
the

dark
and

drear
abyss—

W
as

it
beneath?

or
high

aloft?
W

hat
bard

can
answ

er
this?

There
fecundating

pow
ers

w
ere

found,and
m

ighty
forces

strove—
A

self-supporting
m

ass
beneath,

and
energy

above.
◆

W
ho

know
s,

w
ho

ever
told,

from
w

hence
this

vast
creation

rose?
No

gods
had

then
been

born—
w

ho
then

can
e’er

the
truth

disclose?
W

hence
sprang

this
w

orld,
and

w
hether

fram
ed

by
hand

divine
or

no—
Its

lord
in heaven alone can tell, if even he can show

.
The Rig Veda
Translated by John M

uir



 
Introduction
Judges

of
this

w
orld

have
little

tim
e

to
concern

them
selves

w
ith

its
contents.

There
are

no
great

cities
or

w
izards

tow
ers

until
the

adventurers
draw

them
in.

The
contents

of
hexes

appear
there

only
to

serve
our

tale.
They

m
ay

be
called

upon
as

needed
to

provide
im

pactto
a

difficultjourney.They
m

ay
provide

choices.Do
w

e
take

the
long,and

easy
road?

O
rdo

w
e

cutthrough
The

Glow
ing

bogs of Quirdoon? This is not a setting, it is a set of tools to create a w
orld.

Ratherthan
a

particularplace
thatyourcam

paign
inhabits,this

w
orld

is
intended

to
provide

contextto
and

connections
betw

een
the

m
any

greatadventures
that

are
available.ratherthan

greatjourneys,the
area

im
m

ediately
around

the
hom

e
village

is
considered

faroffland,ripe
forexploration.To

thatend,there
are

no
cities

or
kingdom

s,no
histories

or
presetlocales.Allthatcan

be
developed

as
the players progress.

These
rules

should
be

used
only

as
needed.

Rather
than

a
fantasy

w
orld

sim
ulator,this

is
m

ore
ofa

fantasy
literature

sim
ulator.Ifthe

party
is

m
aking

a
short

journey
through

safe
and

know
n

territory,sim
ply

count
off

the
days.O

n
the

other
hand,ifthey

are
taking

a
shortcut

through
the

Fire
Sw

am
p,then

an
encounterw

ith
its

vile
denizens

is
assured.Ifthey

m
ustm

ake
a

perilous
journey

to a far off destination, then they w
ill face beasts, and cold, and m

ore.

Players
could

start
their

adventure
in

a
hex

next
to

their
village

and
becam

e
Sailors

on
the

Starless
Sea.

They
m

ay
proceed

hom
e

from
there

only
to

find
their

beloved
village

ofH
om

litunder
attack

by
a

strange
hound

in
Doom

ofthe
Savage

Kings.N
extthey

journey
to

othernearby
adventures

using
a

hex
m

ap
that

is
created

as
they

travel.The
hexes

can
be

m
undane

or
m

ysterious.Areas
can

have
nam

es
and

contain
interesting

features
and

creatures
butonly

ifithelps
the

story.The
bandits

m
ay

be
hiding

am
ong

The
Belching

Crystals
ofDagoororthe

party m
ay need to take a shortcut pastThe Spore W

olves of the Balax W
astes.

learn
this

spellatfirstlevelas
w

ellas
Clerics

w
ho

follow
gods

ofearth,nature,or
secrets.W

hen
castby

a
true

m
agic

userthe
spell’s

benefits
increase

as
do

any
ill

effects.

The
cleric

or
w

izard
m

ust
choose

a
target

such
as

ley
lines,an

underground
w

ater
source,an

underground
cavity,or

a
deposit

ofa
particular

m
ineral.The

m
agic

user
m

ust
then

concentrate
for

2
actions

to
cast

this
spell.Additional

concentration tim
e adds +1 to the spell check.

Ifyou
are

judging
by

the
seatofyour

pants
and

w
ish

to
have

a
ley

line
nearby

but
have

not
determ

ined
the

location
ofany

ley
lines,roll1d10

(reroll10s)to
determ

ine the colum
n, d6 for row

, and d3 for direction

M
anifestation

See Below

0-LEVEL
Typically

the
caster

w
alks

seem
ingly

random
ly

and,
either

senses
the

target
below

 them
 or feels as if their divining rod suddenly points dow

n.

A Divining Rod adds +1 and Dw
arves receive a +2 to this spell check.

1
The caster falsely senses a target below

 them
 at a random

 location.
2-8

N
o effect.

9+
If the caster passes over a target, she feels its presence.

A
0-levelm

ay
only

castthis
spellonce

perw
eek

and
typically

use
a

d10.Casting
rate and spell check m

ay be affected by certain inborn talents, or rituals.

M
AG

IC USER
O

n
a

resultofnatural1,a
w

izard
suffers

a
50%

chance
ofm

inor
corruption

or
m

isfire, rolling on the generic tables as appropriate.

1-11
Failure

12-13
The

caster
can

determ
ine

if
there

is
a

ley
line

in
the

current
hex

or
an

adjacent
hex

though
not

w
hich

adjacent
hex.The

caster
can

determ
ine

if
the

targeted
geologicalfeature

is
nearby

orits
generaldirection

ifitis
in

the
sam

e
hex.

14-17
The

caster
can

determ
ine

iftheir
are

any
ley

lines
in

the
current

hex
or

surrounding
6

hexes
and

theirdirection.The
castercan

determ
ine

direction
and

distance of the targeted feature in this space.

18-19
The

caster
can

determ
ine

the
locations

ofany
ley

lines
up

to
tw

o
hexes

out.Ifthe
currenthex

contains
a

ley
line

the
castercan

determ
ine

the
location

ofthe
closestcrosscurrent.The

castercan
determ

ine
the

direction
and

distance
of the targeted feature in this space.



 
Ley Line effects
Casting

a
spellon

a
Ley

Line
adds

1
to

the
spellcheck.Ley

line
intersections

and
focalpoints

have
additionaleffects.Correctly

placed
m

onoliths
add

+d1
to

the
check.O

therfactors,such
as

the
planetary

alignm
ents

m
ay

have
additional

effects.

LEY LIN
E IN

TERSECTIO
N

These
turbulent

locations
have

chaotic
effects

on
m

agic.Intersections
have

a
50%

(+Luck
m

od
x

10)
chance

of
having

a
positive

or
negative

affect.Rolla
d6,add

orsubtractitfrom
the

spellcheck
and

look
itup

on
the

follow
ing

table
(regardless

ofw
hetheritis

positive
ornegative).Add

+1
foreach

additionalLey
line at this intersection.

d16
Settlem

ents
d16

Settlem
ents

0
N

one
1

Random
 spell m

isfires (lvl 1)
2

2 random
 spells m

isfire (lvl 1 &
 2)

3
3 random

 spells (lvl 1, 2, &
 3

4
3 spells and phlogiston disturbance

5
3 spells and phlogiston and M

inor Corruption
6

As above but M
ajor corruption

7
As above but G

reater corruption
7

As above and som
ething is released (DCC RPG

Pg.
401)

8
As above and hole is opened

9
Perm

anent w
orm

 hole

LEY LIN
E FO

CAL PO
IN

T
Points

of
focus

occur
equidistant

from
intersections

that
are

at
least

4
hexes

aw
ay

in
each

direction.The
intersections

m
ustbe

atleast9
hexes

apartto
have

a focal point. Focal points add 3d5 to the spell check.

Divination Spell
Level: 0, Range: 60' or m

ore, Duration: 2 turns, Casting tim
e: 2 actions

G
EN

ERAL
A

spellto
divine

the
locations

ofley
lines

orothergeologicalfeatures
such

as
an

underground w
ater supply.

This
is

one
ofthe

sim
plerspells

and
is

used
by

som
e

ofthe
m

ore
learned

sham
an

or
fortune

tellers
to

find
underground

w
ells

or
m

ining
locations.W

izards
m

ay

Cartom
ancy

Determ
ine

the
starting

hex.This
m

ay
be

the
hom

e
village

and
the

surrounding
six

hexes
offields

and
hills

or
forests.You

can
also

fillin
hexes

for
the

funnel
location,the

path
there,and

an
surrounding

hexes
thatm

ay
be

visible
by

line
of

site.Seeing
outofsw

am
ps

orforests
is

unlikely.Distantm
ountain

hexes
m

ay
be

visible.

Hex Alignm
ent

A
hex

m
ay

be
the

dom
ain

of
evil

and
chaos.

This
usually

reflected
in

the
atm

osphere
and

features
of

the
landscape

but
can

also
be

applied
to

the
conditions,the

ability
to

getlost,and
the

quantity
and

types
ofencounters.The

party's
actions

can
cause

hexes
to

change
alignm

ent.Clearing
evilfrom

the
land

can
m

ake
journeys

safer.Dark
forces

could
also

w
ork

in
the

background.Causing
evilto

encroach
ever

closer.O
ther

hexes
m

ay
be

the
dom

ain
ofgoodness

and
law

 but they seem
 to be few

er and far betw
een in these troubled tim

es.

The Process
1.

The Players choose their direction of
travel. Som

e or all of the
surrounding hex contents m

ay
already be visible. Distant
m

ountains m
ay also be visible a few

hexes off.
2.

Determ
ine if the terrain is

im
passable or if there are rivers

flow
ing betw

een the hexes. You m
ay

also choose to have roads leading
through or betw

een hexes.
3.

Determ
ine the alignm

ent of new
hex.

4.
Determ

ine the terrain.
5.

Fill in som
e nearby hexes w

ith the
sam

e terrain. All of these hexes
have the sam

e effects.

6.
N

am
e the area if needed.

7.
M

ark days off the calendar.
8.

Determ
ine the effects of the new

hex and execute them
.

1.
If there is an environm

ental
effect, execute it.

2.
If the hex contains beasts,
determ

ine the beasts. These
beasts w

ill alw
ays inhabit this

area.
3.

If the hex is neutral, you m
ay

choose to roll for a random
encounter.



 
Im

passable Terrain
Afterthe

players
choose

a
direction

oftravel,and
they

are
notfollow

ing
a

road,
they

m
ay

discover
that

the
path

forw
ard

is
im

passable.
They

rem
ain

in
the

sam
e

hex
and

allof
that

hex's
effects

are
reapplied.Im

passable
terrain

m
ay

be
predeterm

ined
by

the
judge

in
order

to
m

ake
an

area
or

an
objective

m
ore

difficult
to

reach
or

it
m

ay
be

determ
ined

random
ly.

Law
ful

hexes
are

exceedingly rare and som
etim

es com
pletely surrounded by im

passable terrain.

TABLE 1-1: IM
PASSABLE TERRAIN

H
ex

H
ex

N
eutral

1 on d8
M

ountainous
-d1

Chaotic
1-2 on d8

Connected border im
passable

-d3

Determ
ine the Alignm

ent of the new
 hex

Base
the

alignm
entofthe

hex
eitheron

the
requirem

ents
ofthe

story
orluck.If,

in
the

bard's
version

ofthis
story,the

journey
w

ould
notw

arranteven
a

m
ention,

then
it

w
illbe

neutrally
aligned.Ifthey

are
heading

to
som

e
goalor

retrieving
a

treasure
then

it
w

illbe
chaotic

or
w

orse.Any
journey

of
w

orth
w

illrequire
crossing dangerous ground but you m

ay deem
 to let the table below

 decide.

TABLE 1-2: H
EX ALIG

N
M

EN
T

Possibly m
odified by luck or am

ount of luck burned.

d20
H

ex Alignm
ent

Fum
ble

Doom
1-11

Chaotic
12-20

N
eutral

Crit
Law

ful

Determ
ine the Topography

The
choice

m
ay

be
lim

ited
by

the
die

you
choose

to
rollw

ith.Using
a

d6,d8,or
d10 w

ill allow
 for different possible results.

TABLE 1-3: TO
PO

G
RAPH

Y
d10

Landscape
1

Doom
 H

ex or Plains / hills
2-4

Plains / hills
5-6

Forest / Jungle
7

M
ountain Range

8
Desert / Ice

Psychogeography
Ley

lines,songlines,or
dream

tracks,these
telluric

currents
cross

the
earth

in
patterns

w
ithoutrepetition.They

spring
from

and
back

to
the

Um
bilicus

M
undi.

A
place

w
ithoutlocation.In

regards
to

applied
geom

ancy,theiruse
is

a
guarded

secret.

Players
w

ould
notknow

thatthe
lines

can
affectspellchecks

and
notnecessarily

for
the

better.Points
ofintersection

are
lenses

ofdisturbance.N
o

one
can

say
w

hat
the

results
of

practice
w

ill
be

at
these

locations.
The

ancient
huacas

som
etim

es found there serve to tem
per or celebrate the chaos.

Points
of

focus
are

harder
to

locate.These
m

ay
have

been
m

arked
by

subtle
geoglyphs

that
point

out
the

location
from

afar.
Distant

from
the

chaotic
influence of telluric cross currents, they can increase a w

izard's arcane pow
ers.

The
Judge

should
take

care
to

add
the

psychogeographicalm
odifiers

to
spell

checks even if the players do not know
 w

hy.

The
psychogeographicalm

ap
lies

underthe
physicalm

ap
and,ifthe

PCs
have

no
m

ap
orN

PC
to

guide
them

,can
only

be
discerned

through
testing

(casting
spells

at particular locations) or through the
Divination

spell.

You
m

ay
keep

track
ofley

lines
on

yourJudges
m

ap.You
could

draw
them

in
as

you please or let it be random
.

Colum
n

d9: 1. A, 2. B, 3. C, 4. D, 5. E, 6. F, 7. G
, 8. H

, 9. I
Direction

d3: 1. N
W

, 2. W
, 3. SW

O
ccidental crosscurrentd20-1 hexes aw

ay
O

riental crosscurrentd20-1 hexes aw
ay

Ifany
crossing

ley
line

appears
on

the
m

ap,determ
ine

its
direction

as
w

elland
use a d100 for crosscurrents.



 
Rescue
Som

e
situations

w
ill

require
rescue.

It
is

difficult
to

outrun
a

field
of

Dream
Poppies.You

m
ay

be
rescued

right
aw

ay
or

after
w

aking
up

in
the

m
iddle

of
the

ritual.Yoursaviorneed
notbe

beneficent.The
EvilFlying

M
onkeys

thatsave
you

can
take

your
sleeping

bodies
straight

to
the

castle
ofthe

Black
W

itch.In
addition to the options below

, a player's patron could intercede on their behalf.

1.
Predator becom

es prey. You hear a noise. A look of fear com
es over the face

of your enem
y. A m

uch larger beast com
es through and chases your

assailants aw
ay. You could roll up a Som

e Lizards or Bears from
 above.

2.
The Servants of, or a pow

erful N
PC/creature saves you.

1.
A chaotic m

aster drags you out of the frying pan for
1.

An experim
ent

2.
A w

edding (your ow
n)

3.
Trial by com

bat
4.

Som
ething you know

 or ow
n

2.
A neutral m

aster com
es to your aid

1.
For a m

ission
2.

For paym
ent

3.
Just because

3.
A Law

ful m
aster rescues you

1.
Because she w

atches over these lands.
2.

H
appened to be in the area

3.
Know

s that your fate is not com
plete

4.
For a m

ission
3.

A scouting party of rangers
4.

M
ounted, arm

ed forces passing through
5.

Pow
erful m

onks
6.

Bandits w
ho proceed to rob you

7.
A band of 0 levels looking for adventure

d10
Landscape

9
Sw

am
p / Bogs

10
Lake or Sea

Fillin
som

e
nearby

hexes
w

ith
the

sam
e

content
or

use
im

passable
terrain

to
com

pletely
or

partially
surround

goals
or

show
cliffs

and
canyons.Large

rivers
are

also
draw

n
betw

een
hexes

and
presentsom

e
difficulty

forthe
party

to
cross.

Possibly
the

costis
days

as
the

party
builds

a
raftorlooks

forsom
e

otherm
eans

to
cross.You

can
fillin

m
ore

hexes
ifitw

illbe
a

long
and

arduous
journey

buta
hex is not a set distance.
River nam

es:Course, Estuary, Kill, River, Run, Stream
, Tributary, Vein.

Tim
e

M
ark

offthe
num

berofdays
ittakes

to
traverse

the
hex

on
yourcalendar.Plains

and
hills

1
day,forest2

days,sw
am

p
and

desert3
days,jungle

5
days,m

ountains
8

days.Chaos
and

Doom
hexes

M
ay

take
halfa

day
ora

w
eeks

to
cross.N

otes
these on your m

ap key.

Provisions and Supplies
You

m
ay

w
ish

to
keep

track
of

supplies.This
can

w
ork

w
ith

an
inventory

slot
system

ofm
anaging

encum
brance.O

ne
option

is
to

have
a

single
supply

unitfor
both

and
food

and
w

ater.The
party

is
assum

ed
to

be
replenishing

supplies
as

they
travelunless

they
are

in
hostile

(chaotic)terrain.Ifin
hostile

terrain
they

should
cross

offone
supply

unitperday.Anyone
outofsupplies

no
longerheals.

Additionally,ifundergoing
thirst,exposure,orsickness

each
m

em
bercan

cross
offone

supply
unitto

add
5

to
theirthirst,exposure,orsickness

roll.Sim
ilarly,

running out of supplies m
ay add to these rolls.



 
Chaos
Chaotic

terrain
can

have
a

variety
ofeffects.These

effects
m

ay
be

am
eliorated

orenhanced
by

m
any

factors.The
characters

m
ay

carry
extra

w
aterorhave

no
w

ateratall.Som
e

ofthe
party

m
ay

have
outdoororastrologicalskills

oreven,a
com

pass.You
can

add
m

odifiers
to

the
rollorm

ove
up

ordow
n

the
dice

chain.
If

the
party

rolls
poorly,

they
m

ay
be

able
to

use
m

agic
or

ingenuity
to

lim
it

or
negate

som
e

effects.Sim
ply

know
ing

Food
ofthe

Gods
could

add
+5

to
the

exposure table, for instance.

TABLE 2-1: CH
AOTIC H

EX EFFECT
d20

Chaotic H
ex Effect

Fum
ble

reroll d8+1 and add beasts
2-3

Sickness
4-5

Thirst or Exposure
6-7

Lost
8-10

Storm
11-19

Beasts
Crit

Reroll but add a helpful N
PC or traveling m

erchant

BEASTS
Beasts

are
the

m
ostcom

m
on

trialofa
chaos

hex.Create
yourbeasts

using
the

Beastom
atic

below
.M

ake
a

note
of

the
beast

as
that

sam
e

beast
w

illalw
ays

inhabit this hex. Beasts usually attack all w
ho pass through this hex.

TABLE 2-2: SICKN
ESS

You
feelcold

butbegin
to

sw
eat.Your

stom
ach

gurgles.Did
you

eatsom
ething

bad?

d20
Sickness

Fum
ble

Pestilence
Lose 1 w

eek and Luck check; Pass: 1d3hp and 1d5
Stam

ina (cannot go below
 1 of either), Fail: Reduced to 1hp and 4

Stam
ina.

1-5
Plague

3 day and DC 15 Fort save or 1d3hp and 1d5 Stam
ina (cannot

go below
 1 of either).

6-10
Sickness

2 days and As above but DC 10
11-15

Fevers
1 day and As above but DC 5

16+
The Runs

1 day
Crit

Develop an im
m

unity to this area's disease.

Death by Hex
O

ur
story

is
not

likely
to

end
on

a
hex.Random

events
can

m
ultiply

to
create

effects
thatare

insurm
ountable.There

are
generally

tw
o

w
ays

to
avoid

a
TPK

in
such situations. Run or rescue.

Run
Afterdisengaging

from
m

elee,each
PC

m
akes

a
DC

10
Reflex

save
to

break
aw

ay
from

the
enem

y.Failure
m

eans
atleastone

enem
y

catches
up

w
ith

thatPC.They
can

try
again

nextround
atDC

5-10
and

be
aided

by
m

issile
fire

orotherm
eans.

A distraction m
ay also help. If they fight, m

ore of the enem
y w

ill catch up.

Faster enem
ies w

ill still be on your tail. Som
e options are:

1.
Enter a new

 hex type. Beasts tend to
not venture out of their hom

e
environm

ent. PCs m
ust m

ake a DC
5-10 Reflex just at the hex's edge or
trip.

2.
A ravine w

ith a fallen tree across it.
DC 5 Reflex to get across the log.
Failure m

eans luck check to hang
from

 the log and an enem
y m

ay
catch up. Failure m

eans into the
drink or die. O

nce you cross over, DC
15 Strength check to dislodge the
tree or fight them

 as they com
e

across.

3.
A cave offers som

e respite. Fight
them

 at the m
outh of the cave or

som
ething in the cave scares them

aw
ay.

4.
Scram

ble up a cliff face. DC 5 Reflex
or fall for (1d3-1)d6 dam

age and
they are upon you.

5.
Jum

p off a cliff into a river that flow
s

betw
een hexes. DC 10 Reflex save

or 1d3 dam
age. W

ash up dow
nriver.

6.
Sw

im
 a large river that flow

s
betw

een hexes. Lose anything
heavy.

7.
Com

e upon a settlem
entTable 5-2.

DC 5-10 reflex as the settlem
ent

com
es into view

 or stum
ble.



 
Neutral Hex Encounters
Choose, skip, or roll on these table.

TABLE 5-1: PEO
PLE AN

D PARTIES
See

DCC RPG
Appendix S and T for nam

es and titles.

d30
N

PCs
d30

N
PCs

1
Plague victim

s
16

M
agician

2
Acolytes

17
M

an-at-Arm
s

3
Arm

ed forces
18

N
oble

4
Artisans

19
Peasant

5
Assassin

20
Pilgrim

s
6

Bandit
21

Chain gang
7

Berserker
22

Slavers
8

Caravan
23

Sage
9

Escapees
24

Traders
10

Fortune Teller
25

Victim
s

11
Friar

26
W

itch (neutral)
12

Scout
27

M
ysterious Traveller

13
King and entourage

28
O

dd M
erchant

14
Knight

29
Soothsayer

15
Lost people

30
0-levels looking for adventure

TABLE 5-2: SETTLEM
EN

TS
Largersettlem

ents
w

illbe
planned

butsom
e

sm
allersettlem

ents
m

ay
be

com
e

across random
ly. Use a d14 if you do not w

ant random
 villages or forts.

d16
Settlem

ents
d16

Settlem
ents

1
Farm

9
Dojo

2
Inn

10
Stronghold

3
Trading post

11
Tem

ple
4

M
ining colony

12
Colony of friendly creatures

5
O

utpost
13

Com
pound

6
Spider G

oat H
erder

14
Schtetl

7
N

om
ads

15
Village

8
G

ladiator training school
16

Sm
all Fort

TABLE 2-3: TH
IRST

Firstbegins
the

terrible
thirstthen

the
aching

head.The
sun

beats
dow

n
as

you
squeeze

outthe
lastdrops

ofw
ater.You

tongue
sw

ells
and

your
m

ind
becom

es
haunted.

d20
Thirst

Fum
ble

As above and unluckiest succum
bs. Perm

anently lose 1 Stam
ina and

bedridden for 1 w
eek.

-5
1d4hp+1, 2 Stam

ina
6-10

1d4hp, 1 Stam
ina

11-15
1d3hp

16+
Desperate, you find a w

atering hole
Crit

H
ealing oasis - Food, w

ater, and all healed

TABLE 2-4: EXPO
SURE

You are shivering. Your speech slurs. Clum
sy, drow

sy you m
ust find shelter.

d20
Exposure

Fum
ble

3 Stam
ina and 3 days + 1d4 Dam

age, unluckiest gets frostbite,
perm

anently lose 1 Agility.
1-5

3 Stam
ina &

 3 days
6-10

2 Stam
ina &

 2 days
11-15

1 Stam
ina &

 1 day
16+

Find shelter easily
Crit

Survivalist +2XP, Each player acquires w
arm

 furs (+3 on this table if
they keep and w

ear)

TABLE 2-5: LO
ST

The
area

begins
to

look
fam

iliar.You
com

e
upon

a
cam

psite
and

realize
itw

as
your ow

n.

d20
Lost

Fum
ble

Lose 1 w
eek, roll on exposure or thirst, encounter beasts.

1-5
Lose 3 days suffer 1d3hp exposure and luck check or encounter a
beast.

6-10
Lose 2 days and luck check or encounter a beast.

11-15
Lose 1 day.

16+
Find your w

ay again and lose no tim
e.

Crit
Catch site of and m

ove tow
ards your goal. G

ain 1 day.



 
TABLE 2-6: STO

RM
The sky grow

s black and the w
ind w

ails.

d20
Storm

Fum
ble

M
aelstrom

 - Lose 4 days, 1d5hp, 2 Stam
ina

1-5
H

urricane - Lose 2 day, Each PC m
akes a Luck check or 1d5hp and 1

Stam
ina.

6-10
Torrent - Lose 1 day, Luck check or 1d3hp.

11-15
Storm

 - Lose 1 day
16+

You are very w
et

Crit
Searching for shelter, you find food or helpful N

PCs.

TABLE 2-7: DO
O

M
 H

EX EFFECTS
The

doom
hex

represents
a

particularly
dire

locale.These
areas

usually
are

a
lone

hex
buton

occasion
m

ay
surround

an
im

portantlocation.Such
a

hex
could

have
a

particularly
vile

beast
or

a
dangerous

com
bination

of
flora

and
fauna.

They could also be com
bined w

ith the effects below
.

d5
N

am
e

Doom
 H

ex Effect
1

Lost tim
e

The days begin to blur. Lose (d10) 1: d3 years, 2-4: d12
m

onths, 5-8: d4 w
eeks, 9-10: d7 days

2
N

ever
ending

The goal m
oves. Leaving the hex reenters the hex from

 the
opposite edge. Redoing the hex effects again and again.
Reverse course to m

ove forw
ard.

3
H

eavenly
It feels too good. The hex gives joy and energy. Delicious fruits
and w

arm
 springs abound. You feel stronger. The players gain

one random
 point of attribute for each day they spend here.

They lose all upon leaving and gain m
utations. 3 points gained

(and lost) bestow
s a m

inor m
utation, 5 points gives a m

ajor
m

utation, and 8 points gives greater m
utation. There m

ay be a
source of healing several hexes aw

ay.
4

Cursed
You despoil hallow

ed ground by being here. Curse
DCC RPG

Appendix C. M
aybe rem

oved or avoided by a variety of m
eans.

Possibly returning an object to the area or killing som
ething.

5
W

asting
Som

e force drains you. Drains one Strength, Stam
ina, or

Intelligence per day.

TABLE 4-5: EN
CO

UN
TER TYPE

These
beasts

w
illtypically

have
a

signature
introduction.The

judge
is

invited
to

create
a

scene
appropriate

to
the

creature.
Gloom

W
orm

s
attack

at
night.

Random
ly

determ
ine

w
ho

is
on

w
atch

and
go

from
there.Glam

Elves
appearas

cute
w

oodland
faeries

thateatyou.The
firsttim

e
you

m
eeta

beastshould
be

special. You can also use the table below
 liven up further encounters.

Roll d20 or d14+3 (less extrem
e) or 3d6 (favors center) +/- Luck M

odifier.
You

could
also

d14
fortrouble

ord14+6
foran

easy
tim

e
ord10+5

foran
ok

tim
e.

d20
Encounter

d20
Encounter

1
Doom

11
Attack

2
Surrounded

12
Your are tested

3
H

unted
13

A beast is surprised
4

In their territory
14

You see them
 first

5
Surprised

15
An N

PC is under attack (choose from
 N

PC
table)

6
A trap

16
A beast is curious

7
Cornered

17
Beasts fighting

8
Attacked from
behind

18
A beast does not see you

9
Difficult terrain

19
A beast needs help

10
Attack

20
A beast in the distance

BEAST LEVELS
These

beasts
are

form
ulated

forlow
erlevelcharacters.The

beasts
thatinhabit

a
hex

do
notchange

as
the

characters
gain

experience.These
low

erlevelbeasts
sim

ply
avoid

the
PCs

as
they

pass
through.Further

hexes
m

ay
contain

higher
levelbeasts.Starting

atlevel3-4,Add
+1

peradditionalPC
levelto

the
AC,to

hit
bonus, and saving throw

s. Add +d1 to dam
age. Add .5 per PC level to H

D.



 
TABLE 4-3: W

EAKN
ESS O

R PH
O

BIA
d30

W
eakness

d30
W

eakness
1

W
ater

16
These violet glow

ing crystals
2

Fire
17

Those green m
ushroom

s over there
3

Cold
18

O
il

4
W

ood
19

Pony, H
orse, M

ule
5

Elves
20

H
oney

6
H

alflings
21

Stinky Cheese
7

Dw
arves

22
Fruit

8
W

om
en

23
M

ithril
9

G
old

24
Falcons

10
Aggressive behavior

25
H

ens
11

M
agic pow

er
26

N
ight Soil

12
Light

27
Dolls

13
Dark

28
Dogs

14
Paper

29
G

em
s

15
Affection

30
Pushcart or other m

echanism
s

TABLE 4-4: TREASURE
M

ostchaos
w

ildlife
does

nothave
treasure

butsom
e

m
ay

have
som

e
attheirlair

and
a

few
m

ay
carry

som
e

on
them

.Choose
a

die
on

the
dice

chain
to

lim
itthe

treasure value.

d16
Treasure

d16
Treasure

1
Potion (d16 on

DCC RPG
Pg. 446)

9
Useful herbs

2
d20 Shiny bits; 1. Ring -3 Luck,
cursed;
20. Em

erald (100 gp).

10
1d100 gp

3
1d3 Rations

11
The journal of a fallen
adventurer

4
2d4 Rations

12
Vial of 4 Rubies (50 gp each)

5
1d30 sp

13
M

ap of (roll for Doom
 H

ex
nam

e)
6

1d10 gp
14

Strange w
riting (spell)

7
Dagger

15
Scroll (d100 on

DCC RPG
Pg.

373)
8

H
oly sym

bol (20 gp)
16

Potion (d20+15+Luck
DCC

pg.
223)

Nam
es

N
EUTRAL H

EX
Proper

N
am

e
+

(Area
N

am
e)

Exam
ples:

Klazdoon,
The

Sands
of

Dagbara,
Adaakka Desert

CH
AOTIC H

EX
Special N

am
e

+
Area N

am
e

Exam
ples:The Blighted Crags, Crooked W

oods

DO
O

M
 H

EX
Special N

am
e

+
Area N

am
e

+ (Proper N
am

e)
Exam

ples:The W
om

b of Sadness,The Scream
ing Pits of Uruksoom

TABLE 3-1: AREA N
AM

E
Choose the correct colum

n for the hex or choose
Other.

d20
1. Plains/H

ills
2. Desert/Ice

3. Forest
4. Sw

am
p

1
Plains

Basin
Cave

Sw
am

p
2

H
ills

Desert
Cover

Bogs
3

Fields
Dunes

Forest
Pools

4
G

rasslands
O

cean
Jungle

M
ire

5
Expanse

Sands
Shadow

M
orass

6
Plateau

W
astes

Darkness
M

oor
7

Belt
Salt

Stand
Fen

8
H

ighlands
Sea

Thicket
M

ud
9

Border
Blight

Trees
Pits

10
Claim

W
asteland

W
ildw

ood
M

arshland
11

Dom
ain

Em
ptiness

W
ood

Q
uagm

ire
12

Zone
Lake

Bram
ble

Bottom
s

13
Flatland

Expanse
Enclosure

Polder
14

Footprint
Burning

W
ildness

Q
uag

15
Lands

Desolation
Silvan

Slough
16

Low
lands

G
littering

W
hitew

ood
Sw

ale
17

The O
pen

Rock
Labyrinth

Sw
am

pland
18

Terrain
W

ound
Tangle

H
olm

19
Territory

Em
ptiness

Boscage
Peat Bog

20
The W

ild
Anvil

M
orass

M
arsh



 d30
5. M

ountain
6. O

ther
1

Aerie
Abyss

2
Bluffs

Altar
3

Canyon
W

om
b

4
Cliffs

Asylum
5

Crags
Bastion

6
Crater

Belly
7

Crow
n

Crucible
8

Dom
e

Dens
9

Em
inence

Dw
elling

10
Fjords

Expanse
11

H
eights

Eyes
12

H
ills

Void
13

H
um

p
Rem

ains
14

M
ounds

Forge
15

M
ount

G
arden

16
M

ountains
G

orges
17

Peaks
H

atcheries
18

Pike
End

19
Pillars

Corpse
20

Precipice
H

ive
21

Range
Lands

22
Ridges

O
asis

23
Spikes

Pits
24

Spires
Plains

25
Teeth

Pools
26

Tow
ers

Respite
27

Vault
Rivers

28
Volcano

Sanctuary
29

Ascent
Sea

30
Scar

Spikes

28.W
orm

s
(1d3x5): Init -1; touch +3 m

elee (m
agical or physiological effect or

1d4 dam
age); AC 12; H

D 2d8; M
V 30'; SP m

orphogenesis; SV Fort -2, Ref +1,
W

ill -1; AL N
.

M
orphogenesis: Any w

orm
 cut w

ith a slashing instrum
ent takes the follow

ing
round to becom

e tw
o w

orm
s.

Tape, Flat, Planaria
29.M

ushroom
s

(2d4)Init -5; slam
 +5 m

elee (1d5 dam
age); AC 12; H

D 4d6; M
V

20; SV Fort -2, Reflex -6, W
ill +4; AL N

.
These creatures are found in a field of puffballs. Attacking them

 requires a
DC 10 Ref save or set one off.
Effects of eating fresh m

ushroom
: Roll 1d20+15+Luck on

DCC RPG Pg. 223
and then random

.
Puffballs

Spore explosion DC 15 Reflex or 1d3 dam
age and another DC 15

Reflex or you set off another one (continues indefinitely on failure).
H

alfw
ay through a 200' field of these strange orbs one explodes hitting the

unluckiest party m
em

ber. Point person m
ust w

eave their w
ay through the

orbs for the next 100'. DC 10/round for norm
al m

ovem
ent, DC 15 for double,

and DC 5 for half. All w
ho follow

 need only a single DC 10 to cross the entire
field. d10 to determ

ine w
here any failures occurred. Last person to leave the

field m
ust m

ake a luck check or set off a puffball.
Shroom

s, Funghi, Fungus, Deathcaps
30.Vines

Strange vegetation fills this area. Vines attack suddenly but only once
pre PC. Each character is attacked by 1d8 vines. DC 15 Ref save for each
vine. The vines that attack successfully pull taught, opposed Strength w

ith an
additional +2 per vine. If a blade is available, a luck check m

ay allow
 its use.

Anyone helping som
eone caught by vines is attacked by the vines. O

pen
flam

es scare vines aw
ay.

Creepers, Stranglers, Snake

RRololls: Z
ls: Zom

bie
om

bie, Flo
, Floww

erer

Sickl
Sickly

or
y

orchids
hang

fr
chids

hang
from

the
tr

om
the

trees
ees. Ev

. Evererything
tha

ything
that dies

her
t dies

here
c

e
com

es
om

es

back. R
back. Rololl se

l sevvereralal Beast
Types

or
N

PCs
t

or
N

PCs
to

a
o

atttack
the

par
tack

the
party

in
this

ty
in

this

arareaea. Aft
. After

a
cr

er
a

creaeatur
ture

(or
PC) dies

e
(or

PC) dies, appl
, apply

the
y

the
Undead

Beas
Beast

Pt Pooww
erer

nenext r
xt round.

ound.

Lich
Orchid



 
25.Trees

(2d10): Init -3; Atk branch -2 m
elee (1d4-1); AC 16; H

D 3d8+10; M
V

0'; Act 4d20; SV Fort +10; Ref -10; W
ill +10; AL N

.
Trees attack w

ith their branches and, usually one m
ust m

ake a fighting
escape as you run through them

.
Flora are m

indless and enjoy sim
ilar pow

ers to un-dead but are susceptible
to critical hits. Flora takes double dam

age from
 fire and half dam

age from
piercing or bludgeoning attacks.

26.W
olves

(1d6+3): Init +3; Atk bite +2 m
elee (1d4); AC 12; H

D 1d6; M
V 40’;

Act 1d20; SV Fort +3, Ref +2, W
ill +1; AL L. (DCC RPG

Pg. 431)
Pack, Coyotes, Hyenas, Dingoes

27.W
om

en
(3d3): Init +2; See below

; AC 12; H
D 1d7; M

V 35’; Act 1d20; SV Fort
+3, Ref +4, W

ill +5; AL C.
Straight out of the m

ale subconscious. M
agic m

ay only affect m
ales.

Skin:1. Scales (+4 AC), 2. Fish scales (+20 sw
im

), 3. Feathers, 4. ink black
(+4 stealth), 5. violet, 6. green (roll Plants), 7. orange, 8. w

hite (+3 Spell
checks), 9-14. norm

al.
H

air:1. Snakes (grapple = bite +2 m
elee, 1d3 + poison DC 15 Fort or 1d5

dam
age), 2. Tentacles (+4 grapple = Act +d1, attem

pting to breaking free
inflicts 1d3 dam

age), 3. Long dreads, 5. Blue, 6. G
reen, 7-8. Red (+6 hp),

9-14. Black
Eyes:1. Insect (+3 Init), 2. G

oat, 3. Frog, 4. Cat (night vision), 5. Solid w
hite

(blind sight), 6. Solid black (X-ray), 7. G
low

ing (+2 Spell check), 8. Extra eye
(roll again, no surprise), 9-14. N

orm
al

O
ther:1-3. H

orns, 4-5. Antlers, 6-7. Antennae (insect, no surprise), 8-9.
Antennae (alien, esp), 10. Snake body, 11. G

iant m
uscles (+3 M

elee), 12.
W

ithered, 13. Plants (roll Plants), 14. Transparent, 15. G
low

ing, 16-30. N
one

d5
W

eapon
1

Roll tw
ice on M

agic table &
 fangs/claw

s
2

Fangs/claw
s, bite +4 m

elee (1d6 dam
age) and claw

 +5 m
elee (1d4

dam
age); Act +1d20, Crit on 19-20

3
Roll once on M

agic table &
 Dagger +5 m

elee (1d4)
4

Poison dagger +4 (DC 15 Fort or sleep orDCC Appendix: P)
5

Poison skin (DC 15 Fort save or 1d6 dam
age orDCC Appendix: P)

6
W

hip +5 m
elee, 10' reach (1d6 or DC 15 Ref disarm

 or DC 15 Ref
grapple)

7
W

eapon +5
8

Roll helper creatures

Coven, Hags, W
itches, Bells, M

aidens, Betties, Eves, Lilliths, M
ollys,

Am
azons, M

aids, Girls, Dolls, Sallies, Vixens, Gasts, Hulder, Xanas, Baobhan
Sìth, Soucouyant, M

anananggal, Kuntilanak, Harridans

TABLE 3-2: PRO
PER N

AM
E

Roll for prefix and suffix. Roll again for additional syllables.

d100
Prefix

Suffix
d100

Prefix
Suffix

d100
Prefix

Suffix
1

Ada
aka

35
Ioni

giss
68

Ras
pur

2
Aksha

alu
36

Ir
glam

69
Roon

queb
3

Aw
a

alt
37

Isi
glar

70
Sho

quell
4

ba
ax

38
Jai

gloom
71

Shool
quern

5
Bab

balt
39

Jod
hex

72
Shuru

rak
6

Bad
bat

40
Ka

inex
73

Sire
rax

7
Bala

char
41

Kaza
ish

74
Slo

reen
8

Bar
churak

42
Kid

istan
75

Slum
rez

9
Black

dark
43

Klaz
jan

76
Sus

sa
10

Borah
dook

44
Kon

jekto
77

Tak
shul

11
Da

aria
45

Kuta
kan

78
Tal

sippa
12

Dag
bala

46
Kuth

kill
79

Thule
slog

13
Dil

bane
47

La
kkam

80
Tuk

sloth
14

Doon
boon

48
Lag

klor
81

Tut
sogoth

15
Dor

chult
49

Lar
kurnix

82
Tyre

soom
16

Dun
dar

50
M

a
lan

83
Ug

soth
17

D’
dax

51
M

ara
lar

84
Uli

sty
18

Ek
doon

52
M

ir
lin

85
Ur

sylvania
19

El
dow

n
53

M
ont

loloo
86

Uruk
tear

20
Erid

dur
54

N
adi

m
ar

87
Vek

ton
21

Fal
ech

55
N

ag
m

are
88

Ver
tooth

22
Far

eek
56

N
in

m
exy

89
Vil

tw
ool

23
Fe

eel
57

N
oog

m
ire

90
Vin

usix
24

Fell
eno

58
O

g
nadir

91
W

alden
vex

25
Fy

entix
59

O
og

neen
92

W
il

vile
26

G
ar

ereen
60

O
ol

nipe
93

Xen
w

an
27

G
ir

eria
61

O
or

noop
94

Xi
w

eird
28

G
lam

fall
62

O
zy

nun
95

Xyl
w

ood
29

G
lom

fell
63

Pazur
oop

96
Yi

xene
30

G
un

fex
64

Py
ount

97
Yool

xyl
31

H
i

foor
65

Q
uir

ox
98

Zen
zalu

32
H

un
gal

66
Ra

oz
99

Zeph
zoon

33
Idle

gar
67

Ral
por

100
Zir

zzarr
34

Ill
gex



 
TABLE 3-3: SPECIAL N

AM
E

d100
Title

d100
Title

d100
Title

1
Abhorrent

35
H

eretical
68

Unseen
2

Belching
36

H
idden

69
Unspeakable

3
G

loam
ing

37
H

orror
70

W
asted

4
Bent

38
Ice

71
W

eeping
5

Black
39

Iron
72

W
hispering

6
Blasphem

ous
40

Lava
73

W
hite

7
Blessed

41
Living

74
W

ounded
8

Blighted
42

M
aw

75
Scream

ing
9

Blood
43

M
etal

76
G

reat
10

Bogs
44

M
oldy

77
Dire

11
Burn

45
M

ud
78

Fearsom
e

12
Cloud

46
O

bscene
79

Feeding
13

Corrupted
47

Pain
80

Filthy
14

Crooked
48

Poison
81

Sunken
15

Cruel
49

Red
82

Sordid
16

Crystal
50

Rot
83

M
ilky

17
Croaking

51
Rotting

84
Pustulent

18
Cursed

52
M

ourning
85

Im
purpled

19
Dark

53
Ruin

86
Corpulent

20
Dead

54
Sadness

87
Salubrious

21
Deform

ed
55

Salt
88

Salivating
22

Doom
56

Shadow
ed

89
Sinful

23
Dream

ing
57

Shifting
90

Painted
24

Fear
58

Shroom
ed

91
Steel

25
Fire

59
Dem

onic
92

Bleached
26

Fiery
60

Shroud
93

Baneful
27

Floating
61

Sm
oldering

94
Billow

ing
28

Forgetful
62

Sorrow
95

W
histling

29
Form

less
63

Spiked
96

W
hispering

30
Frozen

64
Tangled

97
Slum

ping
31

G
host

65
Unbidden

98
Slouching

32
G

littering
66

Unborn
99

Polluted
33

G
low

ing
67

Unholy
100

Ashen
34

G
ray

19.Plants
(1d6+3): Init -1; Atk slash +0 m

elee (1d5), vine DC 15 Ref grapple 15'
reach (drag in 5'); AC 14; H

D 2d8; M
V 0'; Act 1d24 slash, 2d16 vine SV Fort

+6; Ref -6, W
ill -3; AL C.

This evil flora does not present a threat until the party is in the center of a
group. Vines reach out to pull victim

s in to suffer slash attacks.
Flora are m

indless and enjoy sim
ilar pow

ers to un-dead but are susceptible
to critical hits. Flora takes double dam

age from
 fire and half dam

age from
piercing or bludgeoning attacks.
Any plant nam

e, Cacti, Verbena, Brush, Thistles
20.Pigs

(Special): Init +2; Atk bite +4 m
elee (1d3); AC 11; H

D 1d5; M
V 35'; Act

1d20; SP
Charge; SV Fort +2, Ref +3; AL N

.
Charge attack: +2 to hit and dam

age, AC -2 until next round, m
ust m

ove at
least 5', targets w

ho take m
ore than 3 hp dam

age m
ust DC 15 Ref save or

prone. H
it Dice: Roll d6. Your roll is the am

ount, the rem
ainder is H

D. So a roll
of 2 w

ould m
ean tw

o 4H
D pigs. 1H

D m
inim

um
.

W
hen used as a

Beast Pow
er(Zom

bie Pig M
en) rather than a

Beast Type,
use the

Beast Pow
er:Beast.

Boars, Hogs
21.Rats, Unusual Size

(1d6+6): Init +4; Atk bite +2 m
elee (1d4+1 plus

disease); AC 13; H
D 1d6+2; M

V 30’ or clim
b 20’; Act 1d20; SP disease (DC

10 Fort save or 1d5 dam
age each day until save); SV Fort +4, Ref +2, W

ill -1;
AL C.
Verm

in, Rodents, Nutria, M
oles, Possum

, Trash Pandas
22.Serpents, ConstrictorInit +4; Atk bite +6 m

elee (1d5 + constrict); AC 14; H
D

2d8; M
V 30'; Act 1d20; SP constriction grapple, 1d6/round, DC 10 Strength

AN
D DC 10 Ref to escape unaided; SV Fort +6, Ref +3, W

ill +2; AL N
.

Serpents, Poisonous
Init +8; Atk bite +4 m

elee (1d3 + poison); AC 12; H
D

1d8; M
V 40'; Act 1d20; SP see

Poison
above; SV Fort +1, Ref +6, W

ill +2; AL
N

.
Snake, Cobra, Viper, Python, Anaconda

23.Slugs
(2d3): Init -6; Atk acidic touch +3 m

elee (1d4); AC 18; H
D 2d6; M

V 10’;
Act 1d20; SV Fort +5, Ref -6, W

ill -2; AL C.
Slow

 but covered in slim
e and leaves a trail w

hich m
ay enhance theirBeast

Pow
er.

N
udibranch, Leech, W

orm
, Am

oeba
24.Spiders, large

(2d4): Init +3; Atk bite +2 (1d3 + poison
see above); AC 14;

H
D 3d5; M

V 40', clim
b 40', jum

p 30'; Act 1d20; SP W
eb, see above; SV +4,

Ref +8, W
ill -4; AL C.



 
14.G

nom
es

(3d4): Init +2; Attack +4 2 daggers/claw
s (1d4 dam

age) or fists (1
dam

age); AC 14; H
D 2d4; M

V 20'; Act 2d16; SP Crit, Parry, Fairy G
low

,
Fleeting Luck; SV Fort +2, Ref +3, W

ill; AL C.
These creatures often rely on m

agical pow
ers or trickery and traps rather

than physical abilities. They usually have m
ore than one of the m

agicalBeast
Pow

ers.W
hen fighting they crit an any sixteen and fum

ble only on double 1.
G

nom
es can disengage from

 m
elee as an action. Anyone touched by a gnom

e
gains

Fairy Glow
and suffers -2 AC for the day or night. Each G

nom
e has one

point of Fleeting Luck w
hich they use quickly and share. Killing a G

nom
e w

ith
its point intact grants that point to the player.
Kobolds, Leprechauns, Hobbits, Lilliputians, M

unchkins, Pixies
15.G

oblins
(1d4+4): Init -1; Atk bite -1 m

elee (1d3) or as w
eapon -1 m

elee; AC
10 + arm

or; H
D 1d6-1; M

V 20’; Act 1d20; SP infravision 60’; SV Fort -2, Ref
+1, W

ill -2; AL L. (DCC RPG
Pg. 417)

16.Lizards
(1d3+1): Init +1; Atk bite +3 m

elee (1d8 + grapple) or tail +4 m
elee

(1d6); AC 16; H
D 3d8; M

V 20', sw
im

 40', Act 1d24; SP tear; SV Fort +3, Ref
+1, W

ill -4; AL N
.

G
rappled opponents are dragged aw

ay next turn and torn apart for 1d10
dam

age. If used as a
Beast Pow

errather than
Beast Type

(i.e.Lizard M
en),

+2 Dam
age and +2 AC and cam

ouflage (DC 15 Int check to see in natural
environm

ent).
Gila M

onsters, Alligators, Crocodiles, Gators, Crocs, Dragons, W
orm

s
17.M

en
(4d4): Init -2; Atk club -1 m

elee (1d4-1) + grapple; AC 10; H
D 1d8; M

V
30’; Act 1d20; SV Fort -1, Ref -2, W

ill -1; AL C.
M

ay have other sim
ple or stolen w

eapons and arm
or.

Thugs, Cannibals, Gangsters, Savages, Incels
18.M

onkeys
(3d3x2): Init +1, Atk +2 claw

/bite (1d4-1), m
issile 30' ranged

(1d3); AC 13; H
D 1d6; M

V 30' Clim
b 30'; Act 1d20; SV Fort +3, Ref +4, W

ill
-3; AL N

.
Devious and m

ean, m
onkeys leap from

 trees to attack. Leaping attacks are
+d1. Successful attacks grapple. G

rappled opponents -1AC/m
onkey. Each

m
onkey takes a DC 8 Strength action to rem

ove. DC 18 to rem
ove 4.

Attached m
onkeys attack w

ith +d1. G
rappled opponents are targeted by

other m
onkeys but not w

ith m
issile attacks. A m

onkey has a 1/4 chance to
have a rock if it has not m

elee attacked. All m
onkeys have an unlim

ited
supply of scat but it does no dam

age. Fire dam
age causes a m

orale check.
Lem

urs, Sprites, Grem
lins, W

hatever

Beastom
atic

Roll
one

or
tw

o
item

s
from

the
follow

ing
tw

o
lists

to
create

creatures
like;

Burrow
ing

Slim
e

W
om

en
orSpitting

RatM
onkeys.There

are
alternate

nam
es

as
w

ell.Som
e

item
s

could
provide

only
flavorw

hile
others

m
ay

be
used,butnot

be
partofthe

creatures
propernam

e.Additionalnam
es

can
be

found
in

DCC
RPG

Appendix S.

The
pow

ers
from

the
firsttable

are
applied

to
the

base
creatures

on
the

second
table.Acid

Dogs
are

easierto
statthan

Pig
W

olves.You
m

ay
interpretthe

nam
es

so
thatM

agic,King,Zom
bie

and
Flow

ercould
becom

e
Lich

Orchid.Flying
orBird

and
Un-dead

could be
Flying

Skulls.

TABLE 4-1: BEAST POW
ER (60)

d6+d30, 4-6 on d6 = +30 to d30

N
am

e, Special, Alternate N
am

es.

1.
Acid

Dam
aging this creature sprays 1d4 dam

age for 1d3 rounds unless
w

ashed off, plate arm
or m

ay protect against this dam
age w

hile non-m
etal

arm
ors m

ay be dam
aged; +3 Fort.

Caustic, Burning.
2.

Am
bush

Surprise round, +3 AC, +5 stealth/hide.
Shock, Sneak, Cam

ouflage, Cham
eleon

3.
BeastM

uscular and hairy or deform
ed, such as faces on torso and no head,

+1 or 2 H
D, +d1 dam

age, +2 Init, +2 Fort, +2 Ref, -2 W
ill.

M
onster, M

onstrous, Fiend, Ferrel, Dire, M
isshapen, Dem

ented
4.

Blinding
Spit or glow

ing eyes attack can cause tem
porary blindness, +2

ranged 20', 1d3 rounds of blindness, extra Act 1d16 for blinding attack,
blinding attack ignores arm

or.
Shining, Blazing, Spit

5.
Blood

If an attack causes dam
age, all beasts target w

ounded character w
ith

+2 and 1d7-1 additional beasts appear next round.
Hound, Fury

6.
Brain

Intelligent, possibly psionic. +3 Init, Psionic attack DC 15 W
ill save or

1d4 dam
age and lose a turn or m

ind control for one round, creature takes
your next turn for you. +5 W

ill.
M

ind, Fury
7.

Burrow
ing

Can com
e up anyw

here w
ith surprise, +2 Init, m

ay com
e up in

w
aves. If paired w

ith other w
ords like

Brain Burrow
ing,Use som

ething like
grapple on hit and -1 Intelligence dam

age.
M

ole



 
8.

Claw
G

iant claw
(s). +3 DM

G
 or +d16 Act claw

 attack, grapple on hit
Crab

9.
Corrupting

Successful attack causes a m
utation in 2d4+Stam

ina days unless
m

agically healed. Based on dam
age; 1-8: m

inor corruption, 9-16: m
ajor

corruption, 17+: greater corruption (or DCC Annual m
utation table).

Radioactive, M
utator, M

utated, Toxie, Toxic Avenger
10.CrusherM

assive m
andibles. G

rapple causes 1d6 DM
G

 next turn.
Grapple, Sm

asher, Ham
m

er
11.Jum

ping
Jum

p 40', +1 Init, +4 Ref. Can leap over opponents.
Leaping, Hopping

12.Death
O

nly one assailant but death attack causes 2d10 Stam
ina drain at 2

Stam
ina/round. Creature fades aw

ay after a successful attack.
Dark

13.Dem
on

Full black or w
hite eyes, claw

s and fangs. Attack causes Fort save
(DC based on attack roll) or paralysis (-d3 , craw

l 5', -5 AC, H
alflings are

im
m

une), +2 Init, +2 Fort, +1 Ref, +3 W
ill.

Im
p, Dem

onic, Unholy, Cursed, Debased, Evil Dead, Deadite
14.Doom

Black spikes or flails or blade arm
or. Deed die as w

arrior of sam
e level

Black, Spike, Flail, Im
palor

15.Dream
DC 15 W

ill save or lose a round, every round. +5 DC if you m
issed

your save last round, -5 if you passed. N
od out. Elves are im

m
une.

Euphoria, Som
a, Am

brosia, Poppy, Peyote
16.Electro

Attacks cause additional 1d4 electrical dam
age to target and all

w
ithin 5' of anyone w

ho receives electrical dam
age or all in w

ater. Any m
elee

attack w
ith m

etal that hits m
ust DC 15 Fort save to hold on to w

eapon.
Shock, Shocking, Electric, Zap

17.EvilFights to death. +3 Init; Act +1d16; +3 Ref; Alignm
ent Chaotic.

Vicious, Berserker

Flow
ers, N

orm
alVarious effects based on other rolls.

O
pium

 Poppies:
You feel sleepy crossing a 200' field of flow

ers. 100' in requires a DC 7 W
ill

save every 10' or lose 1d3 Int. The DC increases by 2 at each failure. If Int
falls below

 3, fall asleep. Either be rescued or w
ake up 12 hours later losing 1

Int perm
anently. Elves m

ay be im
m

une.
Spore Lilies:
This area is fillied w

ith beatiful flow
ers. W

alking in this area w
ithout care

releases a cloud of gas. Using full m
ovem

ent in an action requires a DC 10.
DC 5 for half m

ovem
ent. DC 20 to dash.

Blood Flow
er:

Strange red flow
ers carpet this area. Roll 2-3 beasts from

 the
Beast Type

table. They seem
 fine at first and then eat the red flow

ers to take on the
Dem

on
beast pow

er.
Lich O

rchid: See below
.

Poppies, Orchids, Roses, Lilies, Lotus, Geranium
s

13.G
host: Use stat block or pow

ers or both. (1d4) Init +2; Atk special (see
below

); AC 14; H
D 2d12; M

V fly 40’; Act 1d20; SP un-dead traits, im
m

une to
non-m

agical w
eapons; SV Fort +2, Ref +4, W

ill +6; AL C.
d4

Pow
er

1
Psychic
Scream

DC 15 W
ill save or 1d6 Dam

age to area.

2
Telekinetic
Attack

O
bjects from

 random
 locations, m

issile +5 Ranged
(1d6 dam

age).
3

M
adness

DC 15 W
ill save or 1d5 to Intelligence and lose a round.

4
Curse

Attack +4 (1d5), Use Personality for AC and Luck for
H

P.

Phantasm
, Spectre, Spirit, Apparition, Ghostly

rrololls: phase
ls: phase, glam

, g
, glam

, gororee, healer
, healer, w, w

om
en

om
en

(3d3): init +2; w
hip +5 m

elee
(3d3): init +2; w

hip +5 m
elee, 10' r

, 10' reach (1d6 dam
ag

each (1d6 dam
age or dc 15 r

e or dc 15 ref disarm
 or dc 15 s

ef disarm
 or dc 15 strtr

grgrapple); ac 12 (+4 if thr
apple); ac 12 (+4 if threaeattened); hd 1d7; m

ened); hd 1d7; m
v 30’
v 30’; act 1d20 + 1d20 f

; act 1d20 + 1d20 for t
or tentacles; s

entacles; sv f
v forort +1,

t +1,

rref +6, w
il

ef +6, w
ill +2; al c. s

l +2; al c. strtraight out o
aight out of the m

ale subc
f the m

ale subconscious
onscious..

grgreen skin, long blue hair
een skin, long blue hair, and g

, and goaoat's e
t's eyyeses. the

. they appear as los
y appear as lost and lonel

t and lonely w
y w

om
en. el

om
en. elvves w

il
es w

illl

kno
know

 it is a glam
our but m

us
w

 it is a glam
our but m

ust m
ak

t m
ake a dc 10 spel

e a dc 10 spell check t
l check to see thr

o see through (c
ough (consider

onsidered rude).
ed rude).

each carries an o
each carries an ox blood w

hip
x blood w

hip. w
hen thr

. w
hen threaeattened the

ened they appear t
y appear to blink in and out o

o blink in and out of ef exis
xistanc

tancee

(+4 ac) and unarm
ed a

(+4 ac) and unarm
ed atttack

tacks ar
s are out o

e out of phase
f phase. dc 15 f

. dc 15 forort sa
t savve or s

e or stun 1 r
tun 1 round and ignor

ound and ignoree

non-m
agical arm

or
non-m

agical arm
or. w

hen thr
. w

hen threaeattened pier
ened piercing t

cing tentacles unshea
entacles unsheath. additional Act 1d20, +3

th. additional Act 1d20, +3

m
elee (1d4 dam

ag
m

elee (1d4 dam
age + gr

e + grapple). gr
apple). grapple does 1d6 dam

ag
apple does 1d6 dam

age/turn and r
e/turn and reduc

educes ac until dc 15 s
es ac until dc 15 strtr

check or t
check or tentacles ar

entacles are cut or w
ithdr

e cut or w
ithdraaw

n.
w

n.
one m

em
ber o

one m
em

ber of the gr
f the group is a healer

oup is a healer. she is the sam
e but does no

. she is the sam
e but does not carr

t carry a w
y a w

eapon and ac 11,
eapon and ac 11,

hd 2d7, and f
hd 2d7, and forort +4. an

t +4. any hag w
ithin 10' o

y hag w
ithin 10' of the healer g

f the healer gains 2hp/r
ains 2hp/round.

ound.



 
9.

Centipedes, Large
(4d3): Init +1; Atk bite +6 m

elee (1d6); AC 14; H
D 1d4;

M
V 40' Clim

b 40'; Act 1d20; SV Fort -1, Ref +2, W
ill -1; AL C. clibs on you.

10.Dogs
(1d6+6): Init +2; Atk bite +4 m

elee (1d3+1); AC 11; H
D 1d5; M

V 35';
Act 1d20; SV Fort +2, Ref +3; AL N

.
Hounds, Puppies, M

ongrels, M
utts, Foxes, Vixens

11.Elves
(2d4+1): Init +2; Atk w

eapon +2 m
elee or +3 ranged; AC 11 +Arm

or;
H

D 1d8; M
V 30’; Act 1d20; SP hide; SV Fort -2, Ref +2 -arm

or, W
ill +4; AL C.

Tw
isted versions of Elves. Im

m
une to m

agicalcharm
,sleep,ect. Can see

through m
ost glam

ours and illusions. As an action they can hide in their
hom

e landscape, DC 20 Int check to spot one.
Faeries, Sprites, Spirit Folk, Tylw

yth, Teg
12.Flow

ers, G
iant(1d3+3): Init -3; Atk leaf slash +3 m

elee 10' reach (1d4+1);
AC 9; H

D 1d30; M
V 0'; Act 2d24; SP scent attractant, flora; SV Fort +0 but

im
m

une to m
any effects, Ref -5, W

ill +10; AL C.
G

iant flow
ers seem

 harm
less enough

until you find yourself in the m
iddle of

them
. They open their scent sacks

beckoning unsuspecting creatures for
a taste. Those w

ho succum
b w

alk
slow

ly tow
ards the flow

er (half
speed), pushing aw

ay in w
ho w

ould
stop them

. They dunk their head into
the flow

er and hang their lim
ply until

dead (1d3 Stam
ina/round). DC 15 W

ill
save, victim

s m
ay get another save if

som
eone tries to help them

 or there
w

as a distraction as they w
alk tow

ards
the flow

er.
Flora are m

indless and enjoy sim
ilar

pow
ers to un-dead but are susceptible

to critical hits. Flora takes double
dam

age from
 fire and half dam

age
from

 piercing or bludgeoning attacks.

Displacer Hags

18.Extra Bits
d8

Bit
Effect

1-2
Roll tw

ice
m

ore
These can stack so that you can get all results if you keep
hitting 1 or 2

3
H

ead
+1d20 Act bite if it bites, Init +2, +3 W

ill, -50%
 chance to

be surprised, +5 W
ill

4
Arm

s
+1d20

5
Legs

+20' m
ove

6
Tail

+1d20 Act tail attack (1d5 dam
age)

7
Q

uills/
spikes

+d1 dam
age to attack and/or grapple

8
Scales/
shell

+4 AC

Tw
o-Headed, Beast, M

oon, W
hip, Slash, Spike, Barbed, Arm

ored
19.Fade

Fade to invisible; Act +1d, DC 15 IN
T each round to see it or attack at

-d2.
You see only a disturbance in the light and footprints created.
Invisible, Inviso, Ghostly, Vapor

20.Fire
N

apalm
 spray. +3 ranged 20’ or touch, catch fire. 1d4 each round until

you put it out (DC 10).
Burning, Napalm

, Fire Breathing, Fiery
21.FearM

orale check for hirelings and 0-levels. DC 20 W
ill Save or all rolls -d1.

Any scary nam
e

22.Flying
Fly 50', M

ay have w
ings, +2-4 AC and few

er H
D or hp.

Glider, Air
23.Fog

A shroud of fog precedes and surrounds them
 but does not affect them

.
Can only be m

elee attacked and at -d1 and gain +d1 to their attacks.
M

ist, Shroud
24.Freeze

Touch or breath w
eapon (DC 15 Ref). Lose 10’ speed, 1d4 cold

dam
age. -2 to attack for 3 rounds and stack on successive hits.

Alternate: Aura 10'. Lose 5' speed, -1 to attack, 1d3-1 cold dam
age.

M
odifiers stack each round for 3 rounds.

Ice
25.G

as
Poison cloud. 30’ area, up to 15' from

 attacker and lasts 3 rounds. M
ay

require recharge.
1. Poison 1d4/turn; 2. Sleep (DC 10 W

ILL save each round of exposure); 3.
Dizzy -d1 actions per round exposed up to -d3
Fart, Choking, Spore



 
26.G

iant+50%
 H

D, +3 AC, +d2 DM
G

, Act +1d, Crit range = H
D (m

ax 4)
Gargantuan, Hum

ongous, Gigantic, Huge, Tow
ering

27.G
lam

Illusory appearance. Roll on N
PC table or m

ake them
 beautiful or cute.

Glam
orous, Beautiful, Lovely, Cute, Helpless

28.G
low

Enveloped in green fire. Infravision is blinded in darkness, -1 Stam
ina

per round to all w
ithin m

elee range. Losing 3 points causes vom
iting. Losing

5 causes m
utation.

Radioactive, Corrupting, Debasing
29.G

ore
Additional Act 2d20 tentacles, +3 m

elee, 1d4 DAM
 +

grapple
if both hit.

G
rapple: 1d6 DAM

/turn or bite until DC 15 STR or tentacles are cut.
Tentacle, Squid

30.H
ealer-1 AC, +1 H

D, +3 Fort.
This applies to only one of a group.Laser Slugs

w
ould have one

H
ealer Slug

w
ith them

. d3: 1. Auto area: 10' radius, 2hp/round. 2. Area: 5' radius, 4hp/
round as an action. 3. Targeted: heal 1 creature w

ithin 20' for 2 H
D as an

action.
Cleric, Voodoo, W

itch Doctor, Sham
an

31.H
orror+2 AC, +3 Init, Surprise and disappear in darkness (DC 20 to see or

DC 10 w
ith infravision). They grab the last in line and drag them

 aw
ay. Int

check to notice. They take a couple this w
ay and then attack.

Night
32.King

+3 Init, +1 AC, +2 H
D, M

V +10, ACT +1d16, SP Call M
inion, Revive

M
inion. O

nly one but has m
inions w

hich receive +d1 , +5 W
ill save, pass

m
orale checks w

hile present and fail m
orale w

hen not. Call M
inion: can

sum
m

on 1d5-2 m
inions as an action. Revive M

inion: Can revive 1d3 fallen
m

inions as an action w
ith 1hp each. M

inions can be norm
al versions of the

sam
e creature or other creatures rolled only on table 4-2.

Chief, Chieftain Boss, Leader
33.Lascivious:You feel som

ething stir inside you.
DC 15 W

ill save or attem
pt to give it a hug and m

ust pass DC 10 W
ill for every

attem
pted attack. Elves are im

m
une.

Lovely, Lonely
34.LaserBurning rays. +3 ranged, 40' (1d4+1).

Ray, Beam
35.M

ad
-1 AC, -1 Init, If a m

elee attack hits it attacks another target in m
elee

range. Continues until m
iss.

Insane, Berserker

TABLE 4-2 BEAST TYPE (30)
1.

Ant(1d8+10): Init +0; Atk bite +2 m
elee (1d3 plus latch); AC 14; H

D 1d4; M
V

35’ or clim
b 35’ (difficult terrain that m

ay slow
 players allow

s ants to use
their clim

b speed); Act 1d20; SP Latch; SV Fort +5, Ref +1, W
ill -3; AL L.

Successful attack latches on. -AC and -d1 per ant until dc10 Str to shake one
off or dc 20 to shake all off.

2.
Ape

(3d3): Init +1; Atk bite +2 m
elee (1d4+1) or slam

 +3 m
elee (1d6); AC

12; H
D 1d8+2; M

V 35' or clim
b 25'; Act 1d20; SP +5 to hide checks in jungle

terrain; SV Fort +4, Ref +2, W
ill -3; AL N

.
3.

Bats, G
iant(3d3): Init +4; Atk bite +3 m

elee (1d5 + disease); AC 13; H
D

2d6+2; M
V fly 40’; Act 1d20; disease, no natural healing for 1d14 days; SV

Fort +3, Ref +10, W
ill -2; AL L.

4.
Bear(1): Init +2; Atk bite +2 m

elee (1d6 plus grapple) and claw
 +4 m

elee
(1d6 + shove); AC 13; H

D 3d8; M
V 40'; Act 1d24 (crit on 23-24)+ 1d20; SP

m
aul, shove; SV Fort +3, Reflex +2, W

ill -2; AL N
. M

aul for additional an 1d8
dam

age if bite victim
 rem

ains grappled next turn, claw
 auto hits. Shove: If

not grappled and claw
 causes 4 or m

ore dam
age, victim

 is prone.
M

onster, Beast, Giant, Sasquatch, Kthdorrak
5.

Beetles
(2d5+5): Init -2; Atk m

andibles (1d3+1); AC 16; H
D 1d6; M

V 20' or
clim

b 20' or Fly 30'; Act 1d20; SV Fort +1, Ref +0, W
ill -3; AL N

.
6.

Birds, Large
(3d3+3): Init +3; Atk claw

 +6 m
elee (1d4); AC 16; H

D 1d5; M
V

fly 40’; Act 1d20; SV Fort +0, Ref +6, W
ill -2; AL N

.
Birds appear in sm

all num
bers and slow

ly grow
 as m

ore join, only attacking
in sufficient num

bers.
Flock, M

urder, Host, Crow
s

7.
Cats

(2d3): Init +1; Atk claw
 +2 m

elee (1d3) or bite +3 m
elee (1d5); AC 12;

H
D 1d8; M

V 40' or clim
b 20'; Act 1d20; SP

pounce; SV Fort +2, Ref +3; AL N
;

Crit M
/d8

If the m
ountain-lion cougar m

akes the first attack of com
bat, it w

ill pounce;
otherw

ise it attacks norm
ally. Thereafter, it w

ill alternate attacks betw
een

claw
 and bite, pouncing w

hen possible.
Pounce: The m

ountain-lion cougar can pounce to gain an extra d20 attack die
and attack that round w

ith both a claw
 and bite. The m

ountain-lion cougar
can only pounce if it surprises its victim

s, attacks first due to initiative, or has
taken no dam

age since its previous attack.
Pride, Tigers, Lions, Panthers, Cougars, Jaguars, Kittens

8.
Crabs

(2d3+2): Init +1, Atk 2x +3 Claw
 (1d4+1); AC 20 (10 on underside);

H
D 1d8; M

V 30', sw
im

 20'; Act 2d20; SV Fort +4, Ref -1, W
ill -2. M

ax on crit
die, lose a lim

b. 1-4 Arm
, 5-6 Leg.



 
57.W

asting
Exudes black aura. You feel w

eaker. -1d to all actions and -1
Stam

ina/round for each round in m
elee range.

Draining, Doom
58.W

eb
Shoots a sticky w

eb at a 10' square, DC 15 Reflex save to avoid. M
ove

reduced 15', -1d to attack, +1d to be attacked. DC 15 Strength to break free.
59.W

raith
Attracted to lucky PCs. Attack does luck dam

age. Unconscious at 0
Luck. Any one left unconscious w

ith the W
raiths becom

es a
Luck Zom

bie.
60.Un-dead

Appearance and traits
DCC RPG core rulebook

Page 381. +3 Attack,
+1 H

D, -2 AC, -3 Reflex. Does not eat, drink, breath, or sleep. im
m

une to
sleep,charm

,hold, m
ental effects, cold dam

age, and critical hits. M
ay have

other effects forSkeleton,M
um

m
y, orGhoul.

Zom
bie, Skeleton, Grave, Soulless, Undying, Eternal, Ghoul, M

um
m

y,
Ghoulish

RRololls: G
lo

ls: G
low

ing
w

ing, Slim
e

, Slim
e, Bear

, Bear

Init (al
Init (alww

aayys
las

s
last); A

t); Atk
bit

tk
bite

+2
m

elee
(1d6

+
gr

e
+2

m
elee

(1d6
+

grapple) and
cla

apple) and
claw

+4
m

elee
(1d4+1)+

sho
w

+4
m

elee
(1d4+1)+

shovve; A
e; ACC

13; H
D

3d10; H
P

17; M
V

40'; Act 1d24
(crit 23-24), 1d16

cla

13; H
D

3d10; H
P

17; M
V

40'; Act 1d24
(crit 23-24), 1d16

claw
; SP

m
aul

w
; SP

m
aul, gr

, grapple
apple, sho

, shovve; S
e; SVV

FForort
+5, R

t
+5, Refle

eflex
-3, W

il
x

-3, W
ill -4; AL

N
. M

aul f
l -4; AL

N
. M

aul for
additional an

1d8
dam

ag
or

additional an
1d8

dam
age

if bit
e

if bite
victim

r
e

victim
rem

ains
em

ains

grgrappled
ne

appled
next turn, cla

xt turn, claw
aut

w
auto

hits
and

crits
on

16. Sho
o

hits
and

crits
on

16. Shovve: If no
e: If not gr

t grappled
and

cla
appled

and
claw

causes
4

w
causes

4

or m
or

or m
ore dam

ag
e dam

agee, victim
 is pr

, victim
 is prone

one..

EnEnvveloped
in

gr
eloped

in
green

fir
een

firee. Infr
. Infraavision

is
blinded

in
darknes

vision
is

blinded
in

darknesss, -1
S

, -1
Stam

ina
per r

tam
ina

per round
t

ound
to

al
o

all w
ithin

l w
ithin

m
elee

r
m

elee
rang
angee. L. Losing

3
points

causes
v

osing
3

points
causes

vom
iting

om
iting. R. Reduc

educed
t

ed
to

3
S

o
3

Stam
ina

causes
m

uta
tam

ina
causes

m
utation.

tion.Acidic

Touch: additional 1d6 dam
ag

: additional 1d6 dam
agee..

Glow
ing Slim

e Beast

36.M
agic

These creatures m
ay have innate m

agical abilities or they have
abilities sim

ilar to m
agical abilities.

Spells other than
anti-m

agic
and

phantasm
have a 50%

 chance of success
and are lost on failure.
d10

Spell
Spell Check

1
Roll tw

ice m
ore

2
Chill touch pg. 133

17
3

Choking cloud pg.
134

13

4
Color spray pg. 135

13
5

Flam
ing hands pg.

142
17

6
M

agic m
issile pg.

144
13

7
M

agic shield pg.
146

13

8
Sleep pg. 156

13
9

Phantasm
 pg. 187

Illusion of larger creature or N
PC (single use)

10
Anti-m

agic
Blocks all m

agic and negates bonus from
m

agical item
s

W
izard, Sorcerer, Arcane, Additional nam

es per spell's nam
e or

m
anifestation.

37.M
agic Drain

M
agical w

eapons that hit this creature heal instead of dam
age

and lose their m
agic until the next day. M

any spells have no effect and spells
that cause dam

age heal. M
ay even add H

D and increase in size.
Titan

38.M
ind

W
hat are these w

hispers in m
y head?

DC 15 W
ill save or 1. inflict 1d4 dam

age on yourself each turn, 2. attack a
friend each turn, 3. rem

ove your clothes and arm
or, 4. cry, 5. run aw

ay; until
W

ill save.
M

ind Control, Psychic, Psionic
39.Pain

+2d dam
age on attacks. Pain causes -5 Reflex, -10' m

ovem
ent, and

additional 1d4 dam
age per round until an action is used to stop the bleeding/

rem
ove barbs.

Barbed, Torture



 
40.Phase

You see them
 and they fade aw

ay only to reappear closer. Phases in
and out of reality. 50%

 physical hits fail. M
elee attacks DC 15 FO

RT save or
stun for 1 round and ignore arm

or/shield except m
agical. Can m

ove through
solid objects. +6 Reflex
Spectral, W

arp, Displacer
41.Plague

Bleeding sores and foam
ing m

outh, w
eeping fleas engulf you.

Everyone in m
elee range m

ust m
ake a DC 15 FO

RT or becom
e ill. d3: 1.

Dw
arves, 2. Elves, 3. H

alflings, are im
m

une. Lose 1 Stam
ina/day for 1d20

days (judge m
ay roll in secret). Act -1d/day after 3 days. Bedridden and

require care below
 6 Stam

ina (-3 Stam
ina/day w

ithout care). Death at 0
Stam

ina. Anyone caring for you m
ust pass DC 10 Fort save or becom

e ill as
w

ell. These crazed creatures alw
ays pass m

orale checks.
Infectious, Sickening, Pestilent, Calam

ity, Rabid, Blighted
42.Poison

M
ethod (if needed) d3: 1. claw

 or bite or w
eapon, m

elee; 2. spray or
gas, 10'x10' centered 5' aw

ay, DC 15 Ref save; 3. spit, ranged 30'; Resistance
d6: 1. N

one 2. Dw
arves 3. Elves 4. H

alflings 5. H
um

an fem
ales 6. Thieves

d8
Fort

Pass
Fail

N
am

e
1

15
-1 Stam

ina
-1d6 Stam

ina and 1d3hp
Draining,
W

asting
2

15
-1 Agility

-1d6 Agility
Trem

or
3

15
-1Intelligence

-1d8 Intelligence
Stupefying,
Stunning

4
10

-1 Strength
-2d3 Strength

W
eakness

5
10

Blind 1d3
rounds

Blind (perm
anent)

Blinding

6
15

N
o effect

Paralyzed 2d3 rounds
Paralyzing

7
15

1d4
dam

age
1d3 dam

age/round for 1d6 rounds
W

asting

8
10

N
o effect

2d8 dam
age (if not reduced to less than

0hp, perm
anent +1 Stam

ina after fully
healing)

Black, W
idow

, Death, Viper, for m
ore nam

es see individual poison type.
43.Puss

Skin taught over bloated body.
Explodes w

hen killed causing d3: 1. 1d6/H
D in a 5’ radius, 2. 1d4/H

D in 10',
3. 1d3/H

D in 15'. Can cause a chain reaction.
Exploding, Bursting, Burst

44.Ram
Charge attack: +1d to hit and +2d dam

age, AC -2 until next round, m
ust

m
ove at least 5', targets w

ho take dam
age m

ust DC 15 REF save or prone.
Rush, Push, Slam

, Bash, Charging

45.Rune
G

low
ing runes. Regenerates 2 hp/hd every round, as an action it can

regenerate 1 H
D.

Cursed, Blessed, Buffed, Anointed, Chosen
46.Sleep

Song or sm
ell causes sleep, DC10 w

ill save. Elves are im
m

une.
Slum

ber, Som
niferous, Hypno, Dream

, Som
a

47.Slim
e

Slim
e beasts are creatures that have been assim

ilated by prim
eval

slim
e m

onsters and retain som
e of the creatures behaviors. They appear as a

zom
bie or skeleton enveloped in a slim

e body. Roll for 1d4-1 ooze special
properties on DCC RPG

 Core Pg. 424. Init (alw
ays last); H

D +d1; M
V -5',

Clim
b; SP Un-dead traits and ooze; Fort +4, Ref -4, W

ill -2; AL N
.

Goop, Glue, Gelatinous, Gel, Blob, Jelly, Ooze Pudding
48.Slow

Attack or area effect causes -10’ Speed, -3 Init, -4 Reflex for 1d10
turns

49.Snipe
Shoots darts or quills from

 up to 50'. M
ay have lim

ited am
m

o or
require recharge.
Sniper, M

issile
50.Speed

+20’ m
ove, Act +1d16, +4 Init, +4 Reflex

Hyper
51.Spider30’ clim

b, +3 Init, m
ay shoot sticky w

eb (see
W

eb).
52.Spitting

30’ ranged, DC 15 Ref save, 1. Poison (see above) 2. Acid (see
above) 3. sticky (-d1 ) 4. Attractant (sum

m
on m

ore) 5. Stink (lose a round
and stink for d16 days) 6. Drug

53.Spore
releases cloud of spores from

 holes in body. -2 on all rolls from
choking or obscured by cloud. H

um
ans are allergic, DC 15 Fort save or lose a

round.
54.Sw

arm
Sm

aller or norm
al size versions as a single sw

arm
. M

ultiply quantity
by hp to get total hp. All in 40' w

ide circle are attacked each round for half
dam

age. DC 12 Strength check or non-flying creatures drag you dow
n for -2

AC and -d1 . DC 12 W
ill save against flying creatures or becom

e disoriented
for -2d next turn (halflings are im

m
une). Attacks that are not area effect do

half dam
age.

M
ini, Tiny

55.Vam
pire

+3 Init, +3 Bite (1d4) auto grapples (1d3hp/round)
Blood Sucking, Blood Sucker, Leech

56.Vile
DC 15 Fort save all w

ithin m
elee range or w

retch 1 round. Roll each
round until you m

ake the save (Dw
arves are im

m
une).

Disgusting, Gross


