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TTis book is the companion tois book is the companion to Return of the Lazy DM Return of the Lazy DM ..
TTat book explores what it means to get more out ofat book explores what it means to get more out of
our fantasy roleplaying games by preparing less. Itour fantasy roleplaying games by preparing less. It
focuses on how we prepare our games, run our games,focuses on how we prepare our games, run our games,
and think and think about our games.about our games.

TTis workbook is intended to give you speciis workbook is intended to give you speci ��c toolsc tools
to prepare and run ato prepare and run a �f�fh edition fantasy roleplayingh edition fantasy roleplaying
game, with a focus on light preparation and heavygame, with a focus on light preparation and heavy
improvisation.improvisation.

It’s probably easiest to think of this book as anIt’s probably easiest to think of this book as an
extended Gamemaster screen. It’s packed with tables,extended Gamemaster screen. It’s packed with tables,
checklists, andchecklists, and ��ll-in pages. It also has ten “lazy lairs,”ll-in pages. It also has ten “lazy lairs,”
providing you with maps and descriptions of some ofproviding you with maps and descriptions of some of
the most common fantasy locations, ready to drop rightthe most common fantasy locations, ready to drop right
into your game.into your game.

TTe goal for this workbook is to give you a toolbox youe goal for this workbook is to give you a toolbox you
can cacan carry with rry with you and keep on hand as you prepareyou and keep on hand as you prepare
and run your games. It’s speciand run your games. It’s speci��cally designed to helpcally designed to help
you quickly plan a session and let you improvise ayou quickly plan a session and let you improvise a
detailed and rich game—one that can surdetailed and rich game—one that can sur prise bothprise both
your players and you.your players and you.
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Get familiar wGet familiar with this book by skimming each of itsith this book by skimming each of its
sections. In particular, read the sections. In particular, read the instructions includinstructions includeded
at the beginning of each section so you know what’sat the beginning of each section so you know what’s
intended for each of the main sets of tools.intended for each of the main sets of tools. TTen look aten look at
the tools themselves. Roll a few dice using the randomthe tools themselves. Roll a few dice using the random
tables to generate some examples, and get a sense oftables to generate some examples, and get a sense of
how they might work for you.how they might work for you.

Take a look at the lazy lair maps so you know what youTake a look at the lazy lair maps so you know what you
have on hand.have on hand.TTat way, you can jump to a lair whenat way, you can jump to a lair when
your characters enter a location you hadn’t expected—your characters enter a location you hadn’t expected—
the old sewers beneath the city, the smugglers’ den nearthe old sewers beneath the city, the smugglers’ den near
the docks, or that strange wizard’s tower that hasn’tthe docks, or that strange wizard’s tower that hasn’t
been explored in centuries.been explored in centuries.

Once you have a sense of whatOnce you have a sense of what
resources the workbook provides,resources the workbook provides,
consider keeping it by your sideconsider keeping it by your side
when you prepare your next game.when you prepare your next game.
Take a look at the “Lazy DM’sTake a look at the “Lazy DM’s
Checklist” section.Checklist” section. TTen use theen use the

tables in the workbook to generate ideas when you’retables in the workbook to generate ideas when you’re
looking for interesting town events, fantastic features,looking for interesting town events, fantastic features,
treasure, or traps.treasure, or traps.

When you’re running your game, use the “FiWhen you’re running your game, use the “Fiffh Editionh Edition
Reference” section if you need quick and easy accessReference” section if you need quick and easy access
to information.to information. TTen jump to the random tables ifen jump to the random tables if
something comes up that you’re not ready for.something comes up that you’re not ready for.

Feel free to hack up the PDF of this workbook to focusFeel free to hack up the PDF of this workbook to focus
on the information you like and dump what you don’ton the information you like and dump what you don’t
need. As with every aspect of the way of the Lazy DM,need. As with every aspect of the way of the Lazy DM,
use what works and omit what does not.use what works and omit what does not.
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TTe following page consolidates a number of te following page consolidates a number of t hehe
checklists featured at the end of each chapter inchecklists featured at the end of each chapter in
Return of the Lazy DM Return of the Lazy DM . It’s intended to help you. It’s intended to help you
remember the material in thremember the material in that book and quicklyat book and quickly
consider it while preparing for your games.consider it while preparing for your games. TTisis
reference won’t be much good unless reference won’t be much good unless you’ve readyou’ve read
Return of the Lazy DM Return of the Lazy DM , or have at least given , or have at least given it ait a
solid skim. When you have, use the checklist tosolid skim. When you have, use the checklist to
help you reinforce the ideas help you reinforce the ideas that work for you.that work for you.

Now let’s go prep and run some games.Now let’s go prep and run some games.
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•• Review the charactersReview the characters

•• Create a strong startCreate a strong start

•• Outline potential scenesOutline potential scenes

•• DeDe��ne secrets and cluesne secrets and clues

•• Develop fantastic locationsDevelop fantastic locations

•• Outline important NPCsOutline important NPCs

•• Choose relevant monstersChoose relevant monsters

•• Select magic item rewardsSelect magic item rewards
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•• Create a strong startCreate a strong start

•• DeDe��ne secrets and cluesne secrets and clues

•• Develop fantastic locationsDevelop fantastic locations
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•• Dice, pencils, and dry-erase markersDice, pencils, and dry-erase markers

•• GM’s notebook GM’s notebook 

•• Campaign worksheetCampaign worksheet

•• Curated random name listCurated random name list

•• 33××5 index cards5 index cards

•• Numbered initiative cardsNumbered initiative cards

•• GM screen or cheat sheetGM screen or cheat sheet

•• Dry-eraseDry-erase ��ip matip mat

•• Published books and adventuresPublished books and adventures

•• Miniatures, maps, and terrainMiniatures, maps, and terrain
as neededas needed
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•• Reskin published materialReskin published material

•• Develop a spiral campaign withDevelop a spiral campaign with
the characters at the centerthe characters at the center

•• Build a campaign hook focusingBuild a campaign hook focusing
on a single major goalon a single major goal

•• State the six truths of your campaignState the six truths of your campaign

•• DeDe��ne three fne three fronts incorporonts incorporatingrating
goals and grim portentsgoals and grim portents

•• Run a session zero to help build theRun a session zero to help build the
characters and tie them togethercharacters and tie them together
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•• RelaxRelax

•• Focus on your strong startFocus on your strong start

•• Listen to the players, and buildListen to the players, and build
ooff ff  of the ideas they bring you of the ideas they bring you

•• Trust your preparation to helpTrust your preparation to help
you run a creative,you run a creative, ��exible gameexible game

•• Ask the players to summarize theAsk the players to summarize the
events of the previous game sessionevents of the previous game session

•• Draw players into the story by askingDraw players into the story by asking
them to describe killithem to describe killing blows, deng blows, de��nene
monster characteristics, and describemonster characteristics, and describe
interesting events during travelinteresting events during travel

•• Imagine the world as a livingImagine the world as a living
place when building scenesplace when building scenes
and situationsand situations

•• Let the world and the NPCsLet the world and the NPCs
react to the characreact to the charac ters’ actionsters’ actions

•• Use a mixture of combat styles,Use a mixture of combat styles,
including theater of the mind,including theater of the mind,
gridded maps, and abstract mapsgridded maps, and abstract maps

•• Maintain a good pace by stayingMaintain a good pace by staying
close to the actionclose to the action

•• Cycle between action andCycle between action and
relaxatirelaxation, and alternon, and alternate upwardate upward
and downward emotional beatsand downward emotional beats

•• Use speciUse speci��c hopeful or fearfulc hopeful or fearful
beats to send the action in abeats to send the action in a
specispeci��c directionc direction
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•• Prime your GM’s brain with greatPrime your GM’s brain with great

books, movies, and TV showsbooks, movies, and TV shows

•• Remind yourself of the playerRemind yourself of the player
characters’ names and characters’ names and backgroundsbackgrounds

•• Ask what the villains and NPCsAsk what the villains and NPCs
are doing right now are doing right now 
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•• Everyone plays an RPG toEveryone plays an RPG to

have funhave fun

•• Players don’t care as muchPlayers don’t care as much
as you think as you think 

•• Players want to see theirPlayers want to see their
characters do awesome thingscharacters do awesome things

•• TTe GM is not the enemye GM is not the enemy
of the charactersof the characters

•• Be a fan of the charactersBe a fan of the characters

•• Let players break the game—Let players break the game—
then let the game evolvethen let the game evolve
as a resultas a result
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•• Award levels at key points inAward levels at key points in

the story the story 

•• Improvise ability and skill checksImprovise ability and skill checks

•• Delegate certain tasks to the playersDelegate certain tasks to the players

•• Use static monster damageUse static monster damage



##

5(5%' +/(%(#3 2+5+2+34+5(5%' +/(%(#3 2+5+2+34+

TTe followinge following �� ve page ve pages includs include referee reference matence materiaria ll
specispeci��cally designed forcally designed for �f�fh edition fantasy h edition fantasy roleplroleplaying.aying.
TTis page provides a summary of those materials.is page provides a summary of those materials.

Skills and Abilities:Skills and Abilities: TTis reference summarizesis reference summarizes �f�fhh
edition skills and their associated abilities. Use thisedition skills and their associated abilities. Use this
table to remember what skills can come into play intable to remember what skills can come into play in
the game when calling for an ability check. Rememberthe game when calling for an ability check. Remember
that skills can be associated with other abilities if itthat skills can be associated with other abilities if it
makes sense for the situatmakes sense for the situat ion.ion.

Typical DiTypical Diffifficulty Classes:culty Classes: TTis table provides a roughis table provides a rough
gauge of various ability check and saving throw DCs,gauge of various ability check and saving throw DCs,
presenting the perceived dipresenting the perceived diffifficulty of each.culty of each. TTeseese
guidelines allow you to assign DCs based on relativeguidelines allow you to assign DCs based on relative
challenge, and are independent of character level.challenge, and are independent of character level.

Improvised Statistics:Improvised Statistics: Use this table to quickly Use this table to quickly
generate statistics for traps, hazards, challenges,generate statistics for traps, hazards, challenges,
fantastic features, physical objects, and any otherfantastic features, physical objects, and any other
features that can deal or tafeatures that can deal or ta ke damage.ke damage.TTe level notede level noted
on the table doesn’t necessarily correlate to the level ofon the table doesn’t necessarily correlate to the level of
the player characters. Rather, it represents the level ofthe player characters. Rather, it represents the level of
the challenge. If 3rd-level characters wander into a 7th-the challenge. If 3rd-level characters wander into a 7th-
level dungeon, then traps featuring statistics from thelevel dungeon, then traps featuring statistics from the
Level 5–7 row of the table are what they should face.Level 5–7 row of the table are what they should face.

TTese statistics ese statistics are not intended to represent monsters,are not intended to represent monsters,
even if you have the need or desire to improvise monsterseven if you have the need or desire to improvise monsters
at the table. Instead, consider reskinning an existingat the table. Instead, consider reskinning an existing
monster (see chapter 15 ofmonster (see chapter 15 of Return of the Lazy DM Return of the Lazy DM ).).

Actions in Combat:Actions in Combat: TTis section lists the varis section lists the var ious actionsious actions
that characters and monsters can tathat characters and monsters can take in combat.ke in combat.

CoverCover, Light, , Light, and Visibility:and Visibility: TTese references summarizeese references summarize
how coverhow cover, light, and , light, and visibility work invisibility work in �f�fh edition.h edition.

Minimum Targets in Areas of EMinimum Targets in Areas of Eff ff ect:ect: When you’re When you’re
running combat either on an abstract map or in running combat either on an abstract map or in thethe
theater of the mind, it helps to have a rough estimate oftheater of the mind, it helps to have a rough estimate of
how many creatures mighthow many creatures might ��t into an area. t into an area. YYou can useou can use
this breakdown as a baseline this breakdown as a baseline for difor diff ff erent areas of eerent areas of eff ff ect,ect,
then increase or decrease tthen increase or decrease the number of creatures thathe number of creatures that
might be amight be aff ff ected based on the situation, the size andected based on the situation, the size and
number of those creatures, anumber of those creatures, and their positions.nd their positions.

What Breaks Concentration:What Breaks Concentration: TTis section providesis section provides
references to the direferences to the diff ff erent situations that can breakerent situations that can break
concentration for spellcasters and other characters.concentration for spellcasters and other characters.

Conditions:Conditions: TTis section contains descriptions of theis section contains descriptions of the
 various various �f�fh edition conditions and status eh edition conditions and status eff ff ects.ects.

Exhaustion:Exhaustion: TTis section describes the vais section describes the various levelsrious levels
of exhaustion.of exhaustion.

Quick Encounter Building:Quick Encounter Building:TTis reference is intended tois reference is intended to
help you quickly gauge the relative dihelp you quickly gauge the relative diffifficulty of a combatculty of a combat
encounter for a speciencounter for a speci��c group of characters. Use thisc group of characters. Use this
information to cominformation to compare the level of tpare the level of the characters, the characters, thehe
challenge rating of the monsters, and the ratio of thechallenge rating of the monsters, and the ratio of the
number of monsters to the number of characters.number of monsters to the number of characters.

TTese guidelines are built around creating a ese guidelines are built around creating a hardhard
encounter, but they’re not guaranteed to produce aencounter, but they’re not guaranteed to produce a
balanced encounter. (In fact, there’s no such thing.)balanced encounter. (In fact, there’s no such thing.)
Rather, their primary purpose is to help you see whetherRather, their primary purpose is to help you see whether
an encounter might push from being hard an encounter might push from being hard to beingto being
deadly, so that you can give the players fair warning.deadly, so that you can give the players fair warning.

Running Large Numbers of Monsters:Running Large Numbers of Monsters:TTe stories ande stories and
situations in your game have no situations in your game have no limits, so thlimits, so that it’s possibat it’s possiblele
for a group of characters to face three for a group of characters to face three dozen orcs, or adozen orcs, or a
hundred skeletons, or even larger ghundred skeletons, or even larger groups of foes. But whenroups of foes. But when
you’you’re runnre running more than a dozen monsters, rolling foring more than a dozen monsters, rolling for
every attack or savevery attack or saving throw can slow down the game toing throw can slow down the game to
the point of making it unmanageable.the point of making it unmanageable.

TTis section helps you adjudicate how many monstersis section helps you adjudicate how many monsters
will hit a will hit a target creature or succeed on a saving thtarget creature or succeed on a saving throwrow,,
given the digiven the diff ff erence between the attack score or DC erence between the attack score or DC ofof
the attacker and the attacker and the AC or saving ththe AC or saving throw of the defenderrow of the defender..
Also discussed iAlso discussed in this sectn this section is the option to pooion is the option to pooll
together the hit points of a large number of monsters,together the hit points of a large number of monsters,
so that the characters can gain maximum eso that the characters can gain maximum eff ff ect fromect from
the damage they deathe damage they dea l to those monsters individuallyl to those monsters individually..

TTese approaches to running large numbers ofese approaches to running large numbers of
monsters require a bit of work to understand them.monsters require a bit of work to understand them.
It’s worth testing these rules before you try to useIt’s worth testing these rules before you try to use
them during your game.them during your game.

Madness:Madness: O Offen underused, the rules for short-termen underused, the rules for short-term
and long-term madness can addand long-term madness can add ��avorful status eavorful status eff ff ectsects
when characters interact with objects, beings, or energywhen characters interact with objects, beings, or energy
from realms beyond the limits of the mortal mind.from realms beyond the limits of the mortal mind.
TTese eese eff ff ects are oects are offen imposed when a character failsen imposed when a character fails
a Charisma saving throw, with a DC based on thea Charisma saving throw, with a DC based on the
nature of the source of the madness.nature of the source of the madness.
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•• Attack:Attack: Make one melee or ranged attack. Make one melee or ranged attack.

•• Cast a Spell:Cast a Spell: Cast a spell with a casting time of 1 action. Cast a spell with a casting time of 1 action.

•• Dash:Dash: Gain extra movement that turn, equal to your Gain extra movement that turn, equal to your
speed aspeed affer modier modi��ers.ers.

•• Disengage:Disengage: Movement doesn’t provok Movement doesn’t provoke opportue opportunitynity
attacks that turn.attacks that turn.

•• Dodge:Dodge: Opponents have disadvantage on attacks Opponents have disadvantage on attacks
against you.against you.

•• Help:Help: Give an ally advantage on their next ability Give an ally advantage on their next ability
check or attack roll.check or attack roll.

•• Hide:Hide: Make a Dexterity (Stealth) check to hide. Make a Dexterity (Stealth) check to hide.

•• Ready:Ready: Prepare an action to take place on a Prepare an action to take place on a
triggering event as a reaction.triggering event as a reaction.

•• Search:Search: Make a Wisdom (Perception) or Intelligence Make a Wisdom (Perception) or Intelligence
(Investigation) check to actively(Investigation) check to actively ��nd something.nd something.

•• Use an Object:Use an Object: Focused interaction with an object Focused interaction with an object
or interaction with multiple objects.or interaction with multiple objects.
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•• Half Cover:Half Cover: +2 bonus to AC and Dexterity saving throws +2 bonus to AC and Dexterity saving throws

•• TTree-Quarters Cover:ree-Quarters Cover: +5 bonus to AC and Dexterity +5 bonus to AC and Dexterity
saving throwssaving throws

•• Full Cover:Full Cover: Cannot be targeted but might be Cannot be targeted but might be
aaff ff ected by areas of eected by areas of eff ff ectect

•• Lightly Obscured (Including Dim Light):Lightly Obscured (Including Dim Light):
Disadvantage on Wisdom (Perception) checksDisadvantage on Wisdom (Perception) checks
that rely on sightthat rely on sight

•• Heavily Obscured (Including Darkness):Heavily Obscured (Including Darkness):
EEff ff ectively blindedectively blinded
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•• Tiny Area:Tiny Area: 1 or 2 creatures ( 1 or 2 creatures (cloud of daggerscloud of daggers))

•• Small Area:Small Area: 2 creatures ( 2 creatures (burning handsburning hands,, thunderwavethunderwave))

•• Large Area:Large Area: 4 creatures ( 4 creatures (cone of cold cone of cold ,, � �reball reball ))

•• Huge Area:Huge Area: Everyone ( Everyone (circle of deathcircle of death,, earthquakeearthquake))

•• Short Line:Short Line: 2 creatures ( 2 creatures (wall ofwall of � �rere))

•• Long Line:Long Line: 3 creatures ( 3 creatures (blade barrier blade barrier ,, lightning bolt lightning bolt ))

AAbbiilliittyy SSkkiillll

SSttrreennggtthh AAtthhlleettiiccss

DDeextxteerriityty AAccrroobbaattiicscs, ,  SSlleeiigghht t oof f HHaanndd, ,  SStteeaalltthh

CCoonnssttiittuuttiioonn ——

InIntetelllligeigencncee ArArcacanana, Hi, Histstoryory, In, Inveveststigigatatioion, Nn, Nataturure, Re, Releligigioionn

WiWisdsdomom AnAnimimal al HaHandndllining, g, InInssigighht, t, MeMeddicicinine, e, PePerrccepepttioion, n, SuSurvrvivivalal

ChChararisismama DeDececeptptioion, n, InIntitimimidadatitionon, , PePerfrforormamancnce, e, PePersrsuauasisionon

Task DiTask Diffifficcuullttyy DDCC

VVeerry  y  eeaassyy 55

EEaassyy 1100

MMeeddiiuumm 1155

HHaarrdd 2200

VVeerry  y  hhaarrdd 2255

NNeeaarrlly  y  iimmppoossssiibbllee 3300

LLeevveell AAC  C  oor  r  DDCC HHiit  t  PPooiinnttss AAttttaacckk
DamageDamage

(Medium)(Medium)
DamageDamage
(Hard)(Hard)

DamageDamage
(Deadly)(Deadly)

11 1111 4400 ++33 —— 5  5  ((11dd1100)) 111  1  ((22dd1100))

22––44 1133 111100 ++44 5  5  ((11dd1100)) 111  1  ((22dd1100)) 222  2  ((44dd1100))

55––77 1155 115500 ++66 111  1  ((22dd1100)) 222  2  ((44dd1100)) 555  5  ((1100dd1100))

88––1100 1166 220000 ++77 116  6  ((33dd1100)) 338  8  ((77dd1100)) 777  7  ((1144dd1100))

1111––1133 1177 224400 ++88 222  2  ((44dd1100)) 555  5  ((1100dd1100)) 999  9  ((1188dd1100))

1144––1166 1188 229900 ++99 338  8  ((77dd1100)) 777  7  ((1144dd1100)) 11115  5  ((2211dd1100))

1177––2200 1199 335500 ++1100 555  5  ((1100dd1100)) 999  9  ((1188dd1100)) 11332  2  ((2244dd1100))

SKILLS & ABILITIESSKILLS & ABILITIES

IMPROVISED SIMPROVISED STATATISTICSTISTICS FOR TRAPS, FOR TRAPS, OBSTACLES, AND OTHER IMPROVISED CHALLENGESOBSTACLES, AND OTHER IMPROVISED CHALLENGES��

DIFFICULDIFFICULTY TY CLASSCLASS
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•• Casting another spell that requires concentrationCasting another spell that requires concentration

•• Taking damage (Constitution saving throw of DC 10,Taking damage (Constitution saving throw of DC 10,
or DC = half damage taken if higher)or DC = half damage taken if higher)

•• Being incapacitated or killedBeing incapacitated or killed

•• Environmental phenomena (DC 10 ConstitutionEnvironmental phenomena (DC 10 Constitution
saving throw)saving throw)
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•• Blinded:Blinded: TTe creature can’t see and automaticallye creature can’t see and automatically

fails any ability check that requires sight. Attackfails any ability check that requires sight. Attack
rolls against the creature have advantage, and therolls against the creature have advantage, and the
creature’s attack rolls have disadvantage.creature’s attack rolls have disadvantage.

•• Charmed:Charmed:TTe creature can’t attack the charmer ore creature can’t attack the charmer or
target the charmer with harmftarget the charmer with harmful abilities or magicalul abilities or magical
eeff ff ects.ects. TTe charmer has advantage on any abilitye charmer has advantage on any ability
check to interact socially with the check to interact socially with the creature.creature.

•• Deafened:Deafened: TTe creature can’t hear and automaticallye creature can’t hear and automatically
fails any ability check that requires hearing.fails any ability check that requires hearing.

•• Frightened:Frightened: TTe creature has e creature has disadvantage on abilitydisadvantage on ability
checks and attack rolls while the source of its fear ischecks and attack rolls while the source of its fear is
within line within line of sight.of sight. TTe creature can’t willingly movee creature can’t willingly move
closer to the source of its fear.closer to the source of its fear.

•• Grappled:Grappled: TTe creature’s speed becomes 0, ande creature’s speed becomes 0, and
it can’t beneit can’t bene��t from any bonus to its speed.t from any bonus to its speed. TTee
condition ends if the grappler is incapacitated.condition ends if the grappler is incapacitated.
TTe condition also ends if an ee condition also ends if an eff ff ect removes theect removes the
grappled creature from the reach of the grapplergrappled creature from the reach of the grappler
or grappling eor grappling eff ff ect.ect.

•• Incapacitated:Incapacitated: TTe creature can’t take actionse creature can’t take actions
or reactions.or reactions.

•• Invisible:Invisible: TTe creature is impossible to see withoute creature is impossible to see without
the aid of magic or a special sense. For the purposethe aid of magic or a special sense. For the purpose
of hiding, the creature is of hiding, the creature is heavily obscured.heavily obscured.TTee
creature’s location can be detected by any noise itcreature’s location can be detected by any noise it
makes or any tracks it leaves. Attack rolls againstmakes or any tracks it leaves. Attack rolls against
the creature have disadvantage, and the creature’sthe creature have disadvantage, and the creature’s
attack rolls have advantage.attack rolls have advantage.

•• Paralyzed:Paralyzed: TTe creature is incapacitated and can’te creature is incapacitated and can’t
move or speak.move or speak. TTe creature automatically failse creature automatically fails
Strength and Dexterity saving Strength and Dexterity saving throws. Attack rollsthrows. Attack rolls
against the creature have advantage. Any attackagainst the creature have advantage. Any attack
that hits the creature is a crthat hits the creature is a cr itical hit if the attackeritical hit if the attacker
is within 5 feet of the creature.is within 5 feet of the creature.

•• PetriPetri��ed:ed: A petriA petri��ed creature is traed creature is transformed, alongnsformed, along
with any nonmagical object it is wwith any nonmagical object it is wearing or carrearing or carrying,ying,
into a solid inanimate substance (usually stone). Itsinto a solid inanimate substance (usually stone). Its
weight increases by a factor of ten, and it ceases aging.weight increases by a factor of ten, and it ceases aging.
TTe creature is incapacitated, can’t move or speak,e creature is incapacitated, can’t move or speak,
and is unaware of its surroundings. Attack rollsand is unaware of its surroundings. Attack rolls
against the against the creature have advantage.creature have advantage.TTe creaturee creature
autoautomatically fails matically fails Strength and Strength and Dexterity savingDexterity saving

throws.throws. TTe creature has resistance to all de creature has resistance to all damage.amage.
TTe creature is immune to poison and disease,e creature is immune to poison and disease,
although a poison or disease already in its systemalthough a poison or disease already in its system
is suspended, not neutralized.is suspended, not neutralized.

•• Poisoned:Poisoned: TTe creature has disadvantage on attacke creature has disadvantage on attack
rolls and ability checks.rolls and ability checks.

•• Prone:Prone:TTe creature’s only movement option ise creature’s only movement option is
to crawl, unless it stands up and thereby endsto crawl, unless it stands up and thereby ends
the condition.the condition. TTe creature has disadvantage one creature has disadvantage on
attack rolls. An attack roll against attack rolls. An attack roll against the creaturethe creature
has advantage if the attacker is within 5 feet of thehas advantage if the attacker is within 5 feet of the
creature. Otherwise, the attack roll has disadvantage.creature. Otherwise, the attack roll has disadvantage.

•• Restrained:Restrained:TTe creature’s speed becomes 0, ande creature’s speed becomes 0, and
it can’t beneit can’t bene��t from any bonus to its speed. Attackt from any bonus to its speed. Attack
rolls against the creature have advantage, and therolls against the creature have advantage, and the
creature’s attack rolls have disadvantage.creature’s attack rolls have disadvantage. TTe creaturee creature
has disadvantage on Dexterity saving thas disadvantage on Dexterity saving t hrows.hrows.

•• Stunned:Stunned:TTe creature is incapacitated, cae creature is incapacitated, can’t mn’t move, andove, and
can speak only falteringly.can speak only falteringly. TTe creature automaticallye creature automatically
fails Strength and Dexterity saving throws. Attack rollsfails Strength and Dexterity saving throws. Attack rolls
against the creature have advantage.against the creature have advantage.

•• Unconscious:Unconscious:TTe creature is incapace creature is incapac itated, can’titated, can’t
move or speak, and is unaware of its surmove or speak, and is unaware of its sur roundings.roundings.
TTe creature drops whatever it’s holding and fallse creature drops whatever it’s holding and falls
prone.prone.TTe creature automatically fails Strengthe creature automatically fails Strength
and Dexterity saving throws. Attack rolls againstand Dexterity saving throws. Attack rolls against
the creature have advantage. Any attack that hitsthe creature have advantage. Any attack that hits
the creature is a critical hit if the attacker is withinthe creature is a critical hit if the attacker is within
5 feet of the creature.5 feet of the creature.

(>!-&'%)"4(>!-&'%)"4
Exhaustion is measured in six levels. An eExhaustion is measured in six levels. An eff ff ect can giveect can give
a creature one or more levels of exhaustion, as specia creature one or more levels of exhaustion, as speci��eded
in its description. Ein its description. Eff ff ects are cuects are cumulativmulative.e.

•• Level 1:Level 1: Disadvantage on ability checks Disadvantage on ability checks

•• Level 2:Level 2: Speed halved Speed halved

•• Level 3:Level 3: Disadvantage on attack rolls and saving throws Disadvantage on attack rolls and saving throws

•• Level 4:Level 4: Hit point maximum halvedHit point maximum halved

•• Level 5:Level 5: Speed reduced to 0 Speed reduced to 0

•• Level 6:Level 6: Death Death
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When building encounters, start by choosing the type andWhen building encounters, start by choosing the type and
number of monsters that make sensnumber of monsters that make sense for the situation.e for the situation.

TTen use the following guen use the following gu idelines to compare theidelines to compare the
challenge ratichallenge rating of the monsters, the level of theng of the monsters, the level of the
characters, and the ratio of monsters to characters.characters, and the ratio of monsters to characters.
If the quantity of monsters or their challenge ratingIf the quantity of monsters or their challenge rating
is beyond the indicated guidelines, the encounteris beyond the indicated guidelines, the encounter
might be deadly. Be especially careful with potentiallymight be deadly. Be especially careful with potentially
deadly encounters when the characters are 1st level.deadly encounters when the characters are 1st level.

<"3 6!-3-6%(3' "< @'% ,(:(,<"3 6!-3-6%(3' "< @'% ,(:(,
•• CR 0 to 1/4:CR 0 to 1/4: One monster per character One monster per character

•• CR 1/2:CR 1/2: One monster per two characters One monster per two characters

•• CR 1:CR 1: One monster per four characters One monster per four characters

<"3 6!-3-6%(3' "< A40 %" B%! ,(:(,<"3 6!-3-6%(3' "< A40 %" B%! ,(:(,
•• CR = 1/10 level:CR = 1/10 level: Two monsters per character Two monsters per character

•• CR = 1/4 level:CR = 1/4 level: One monster per characterOne monster per character

•• CR = 1/2 level:CR = 1/2 level: One monster per two characters One monster per two characters

•• CR = Level:CR = Level: One monster per four characters One monster per four characters

<"3 6!-3-6%(3' "< 7%! %" AC%! ,(:(,<"3 6!-3-6%(3' "< 7%! %" AC%! ,(:(,
•• CR = 1/10 level:CR = 1/10 level: Four monsters per character Four monsters per character

•• CR = 1/4 level:CR = 1/4 level: Two monsters per character Two monsters per character

•• CR = 1/2 level:CR = 1/2 level: One monster per character One monster per character

•• CR = 3/4 level:CR = 3/4 level: One monster per two characters One monster per two characters

•• CR = Level + 3:CR = Level + 3: One monster per four characters One monster per four characters

Finally, tune encounters by adjusting the numberFinally, tune encounters by adjusting the number
of monsters, increasing or decreasing hit points, orof monsters, increasing or decreasing hit points, or
making named or unique monsters more powerful.making named or unique monsters more powerful.

Hit Points:Hit Points: Standard monster hit points are an Standard monster hit points are an
average of the monster’s HD range. You can increaseaverage of the monster’s HD range. You can increase
or decrease hit points within that range to modelor decrease hit points within that range to model
particularly weak particularly weak or particularly strong monsters.or particularly strong monsters.

TTo make ao make a ��ght easier, you can also treat monsters asght easier, you can also treat monsters as
“instant minions,” ignoring their usual hit points and“instant minions,” ignoring their usual hit points and
letting a single attack kill them. Having a few enemiesletting a single attack kill them. Having a few enemies
die quickly can turdie quickly can tur n the tide in n the tide in favofavor of the charactersr of the characters
and keep a battle from feeling stale.and keep a battle from feeling stale.

Named Monsters:Named Monsters: Adding an extra attack or Adding an extra attack or
maximizing damage can maximizing damage can make a named monster ormake a named monster or
unique foe more challenging. Named monsters can alsounique foe more challenging. Named monsters can also
be given legendary actions or the be given legendary actions or the Legendary ResistanceLegendary Resistance
feature to make thefeature to make the ��ght more interesting.ght more interesting.

3&44)43&44)49 ,-39( 9 ,-39( 4&1*(3'4&1*(3'
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For Attacks:For Attacks: Subtract the monsters’ attack modiSubtract the monsters’ attack modi��erer
from the defender’s AC and consult the Result column.from the defender’s AC and consult the Result column.
Determine the number of monsters who hit by dividingDetermine the number of monsters who hit by dividing
the total number of monsters by the number indicatedthe total number of monsters by the number indicated
under Monsters per Single Success. If the monsters thatunder Monsters per Single Success. If the monsters that
hit have advantage, double their damage dealt. If theyhit have advantage, double their damage dealt. If they
have more than one attack, multiply the damage by thehave more than one attack, multiply the damage by the
number of attacks.number of attacks.

For SavingFor SavingTTrows:rows: Subtract the  Subtract the monstersmonsters’ saving t’ saving throwhrow
modimodi��er from the eer from the eff ff ect’s saving throw DC, and consultect’s saving throw DC, and consult
the Result column. Determine the the Result column. Determine the number of monstenumber of monstersrs
that succeed on the saving ththat succeed on the saving throw by dividing the totalrow by dividing the total
number of monsters by the number indicated undernumber of monsters by the number indicated under
MonsteMonsters per rs per Single Success.Single Success.

Pooling Hit Points:Pooling Hit Points: When running a large number of When running a large number of
monsters, consider pooling their hit points together.monsters, consider pooling their hit points together.
TTen subtract the damage dealt by characters to anyen subtract the damage dealt by characters to any
of those monsters from the pool, instead of trackingof those monsters from the pool, instead of tracking
damage to each monster independently.damage to each monster independently.

Every time the pool takes damage equal to the hit pointEvery time the pool takes damage equal to the hit point
 value of a monster, one m value of a monster, one monster dies. For exaonster dies. For example, inmple, in
an encounter against twenty-an encounter against twenty-�� ve skeletons with 13 hit ve skeletons with 13 hit
points each, the pool has a total of 325 hit points. If apoints each, the pool has a total of 325 hit points. If a
��ghter swings a greatsword and hits for 29 damage, theghter swings a greatsword and hits for 29 damage, the
pool is reduced by 29 and two skeletons die.pool is reduced by 29 and two skeletons die.

Each time a monster dies because an eEach time a monster dies because an eff ff ectect
automatically deals enough damage to kill it, its hitautomatically deals enough damage to kill it, its hit
points are deducted from the pool. For example, ifpoints are deducted from the pool. For example, if
a sorcerer hits eight skeletons with aa sorcerer hits eight skeletons with a ��reball spellreball spell
(dealing a minimum of 14(dealing a minimum of 14 ��re damage on a successfulre damage on a successful
save), each of the eight skeletons takes 13 damage andsave), each of the eight skeletons takes 13 damage and
dies, and the pool is reduced by 104 hit points.dies, and the pool is reduced by 104 hit points.

ResultResult
Monsters perMonsters per
Single SuccessSingle Success

< 6< 6 11

66––1122 22

1133––1144 33

1155––1166 44

1177––1188 55

1199 1100

2200++ 2200
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dd110000 EEffffect (lasts 1d10 minutes)ect (lasts 1d10 minutes)

0101–2–200 The The chacharacracter ter retretreareats its intnto to theiheir mr mind ind and and becbecomeomes ps paraaralyzlyzed. ed. The The eeffffect ends if the characterect ends if the character
takes damage.takes damage.

2121––3030 The cThe charharactacter is er is incincapaapacitcitatated aned and sped spends tnds the duhe duratration sion scrcreameaminging, lau, laughighing, ong, or weer weepinping.g.

3131–40–40 The cThe charharactacter beer becomcomes fres frighightentened aned and mud must usst use thee their acir actiotion and mn and movovemeement eant each rch rounound to d to fleeflee
from the source of the fear.from the source of the fear.

4141–5–500 The cThe charharactacter ber beginegins bas babblbbling ing and and is iis incapncapablable of e of nornormal mal spespeech ech or sor spelpellcalcastisting.ng.

5151–60–60 The cThe charharactacter mer must ust use use thetheir air actiction eaon each rch rounound td to ato attactack thk the neae nearesrest crt createaturure.e.

6161––7070 The cThe charharactacter exer experiperiencences vies vivid hvid hallallucucinainatiotions anns and has dd has disaisadvadvantantage on abge on abiliility chety checkscks..

7171––7575 The cThe charharactacter doer does whes whatatevever aner anyonyone tele tells thls them tem to do tho do that isat isn’t on’t obvibviousously sely selflf-de-destrstructuctiveive..

7676–80–80 The cThe charharactacter exer experiperiencences an oes an oververpowpoweriering urng urge to ege to eat soat sometmethinhing strg strangange suce such as dih as dirt, slrt, slimeime,,
or oor offffal.al.

8811––9900 TThhe ce chhaarraacctteer ir is ss sttuunnnneded..

9191––101000 ThThe ce chahararactcter er fafalllls us uncncononscscioiousus..

dd110000 EEffffect (lasts 1d10ect (lasts 1d10 ×× 10 hours) 10 hours)

0101––1010 The The chacharacracter ter feefeels cls compompellelled ted to reo repeapeat a st a specpecific ific actactiviivity oty over ver and and ovoverer, su, such ach as ws washashing ing hanhands,ds,
touching things, praying, or touching things, praying, or counting coins.counting coins.

11–11–2020 The The chacharacracter ter expexperieeriencences vs viviivid hd hallallucucinainatiotions ns and and has has disdisadvadvantantage age on on abiabilitlity cy chechecks.ks.

2211––3300 TThhe  e  cchhaarraacctteer  r  ssuuffffers extreme paranoia. The ers extreme paranoia. The character has disadvantage on Wisdom andcharacter has disadvantage on Wisdom and
Charisma checks.Charisma checks.

3131–40–40 The The chacharacracter ter regregardards sos sometmethinhing (ug (usuasually lly the the sousourcrce of e of madmadnesness) ws) witith inh intentense rse revuevulsilsion,on,
as if aas if affffected by the antipathy eected by the antipathy effffect of theect of the antipathy/sympathy antipathy/sympathy  spell. spell.

4141–45–45 The The chacharacracter ter expexperieeriencences a s a powpowerfuerful del deluslusionion. C. Choohoose a se a potpotionion. Th. The che charaaractecter imr imagiagines nes thathatt
he or she is under its ehe or she is under its effffects.ects.

46–46–5555 The The chacharacracter ter becbecomeomes ats attactached hed to to a “la “lucky ucky chacharm,rm,” su” such ch as a as a persperson oon or an r an objobject, ect, and and hashas
disadvantage on attack rolls, ability checks, disadvantage on attack rolls, ability checks, and saving throws while more than 30 feet from it.and saving throws while more than 30 feet from it.

5656–6–655 ThThe ce chahararactcter er is is blblinindeded (d (2525%) %) or or dedeafafenened ed (7(755%)%)..

66–66–7575 The cThe charharactacter eer experxperieniences ces uncuncontontrolrollablable tle tremremors ors or tor tics, ics, whiwhich ich impompose dse disadisadvanvantage tage on aon attattackck
rolls, ability checks, rolls, ability checks, and saving throws that involve Strength or Dexterity.and saving throws that involve Strength or Dexterity.

7766––8855 TThhe  e  cchhaarraacctteer  r  ssuuffffers from partial amnesia. The character knows who hers from partial amnesia. The character knows who he or she is and e or she is and retainsretains
racial traits and class features, but doesn’t recognize other people or remember anything thatracial traits and class features, but doesn’t recognize other people or remember anything that
happened before the madness took ehappened before the madness took effffect.ect.

86–86–9090 WheWhenevnever ter the che charharactacter ter takeakes ds damaamage, ge, he he or sor she he musmust st sucucceeceed od on a n a DC DC 15 W15 Wisdisdom om savsavinging
throw or be athrow or be affffected as though he or she ected as though he or she failed a saving throw against thefailed a saving throw against the confusionconfusion spell. spell.
The confusion eThe confusion effffect lasts for 1 ect lasts for 1 minute.minute.

9911––9595 ThThe ce chahararactcter er loloseses ts the he aabibilil ity ty tto so spepeakak..

96–96–100100 The cThe charharactacter faer falls ulls unconconscnsciouious. No as. No amoumount ont of josf jostlitling or dang or damagmage can we can wake take the chhe charaaractecter.r.

SHORTSHORT��TERM MADNESSTERM MADNESS

LONGLONG��TERM MADNESSTERM MADNESS
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TTe following pages provide options for creating NPCs,e following pages provide options for creating NPCs,
locations, and other adventure features on thelocations, and other adventure features on the ��y.y.

If a randomly rolled element from any of the tables inIf a randomly rolled element from any of the tables in
this section feels out of place for your game, just reroll.this section feels out of place for your game, just reroll.
However, you might also use that as a challenge toHowever, you might also use that as a challenge to
come up with ways to make unusual elementscome up with ways to make unusual elements ��t.t.

Names:Names: Whenever you need a name for an NPC, you Whenever you need a name for an NPC, you
cancan ��nd one quickly and easily using the lists on thend one quickly and easily using the lists on the
“Fantasy Names” page. Two lists providing hundreds“Fantasy Names” page. Two lists providing hundreds
of pregenerated names have been nominally separatedof pregenerated names have been nominally separated
into given names and surnames, but you’re free to useinto given names and surnames, but you’re free to use
them however you wish.them however you wish.

You can also use surnames to name adventuringYou can also use surnames to name adventuring
parties, mercenary gangs, and parties, mercenary gangs, and other suchother such
organizations—for example, the Dawn Seekers,organizations—for example, the Dawn Seekers,
the Earth Fangs, or the Shield Cleavers.the Earth Fangs, or the Shield Cleavers.

Traps:Traps:TTe “Traps” page presentse “Traps” page presents �� ve tables you can ve tables you can
use to generate simple or complex traps, incorporatinguse to generate simple or complex traps, incorporating
multiple features, plus energy damage or conditions.multiple features, plus energy damage or conditions.

To generate a simple trap, just roll on the Physical TrapTo generate a simple trap, just roll on the Physical Trap
table and the Trigger table. For a more dangerous trap,table and the Trigger table. For a more dangerous trap,
add an eadd an eff ff ect from the Flavor table to put a unique twistect from the Flavor table to put a unique twist
on the damage or impose a debilitating condition.on the damage or impose a debilitating condition.
For a really devious trap, you can roll on the FlavorFor a really devious trap, you can roll on the Flavor
table and Physical Trap table twice, combining featurestable and Physical Trap table twice, combining features
into deadly combinations such as ‘sleep-inducinginto deadly combinations such as ‘sleep-inducing
bolos and thunderous crushing pillars, triggeredbolos and thunderous crushing pillars, triggered
by an onyx demon’s skull.’by an onyx demon’s skull.’

TTe tables at the bottom of the page provide guidelinese tables at the bottom of the page provide guidelines
for choosing DCs, attack bonuses, and damage forfor choosing DCs, attack bonuses, and damage for
traps, based on how challenging you want them to be.traps, based on how challenging you want them to be.

Monuments:Monuments: Filling the various chambers andFilling the various chambers and
locations in your game with interesting features islocations in your game with interesting features is
always a challenge—and can be even more dialways a challenge—and can be even more diffifficult tocult to
improvise.improvise. TTe “Monuments” page presents four tablese “Monuments” page presents four tables
that can generate fantastic features with a numberthat can generate fantastic features with a number
of potential eof potential eff ff ects. As with the “Traps” page, youects. As with the “Traps” page, you
don’t need to roll on every table each time you wantdon’t need to roll on every table each time you want
to generate a feature. Sometimes, just establishing theto generate a feature. Sometimes, just establishing the
condition and the type of a feature is enough to givecondition and the type of a feature is enough to give
you a starting point.you a starting point. TTen you can let the story or evenen you can let the story or even
the background of one of the characters guide thethe background of one of the characters guide the
feature’s additional elements.feature’s additional elements.

TTe Unusual Ee Unusual Eff ff ect table can come into play wheneverect table can come into play whenever
you want a feature to add interesting eyou want a feature to add interesting eff ff ects to a combatects to a combat
encounter. You can use the improvised statistics inencounter. You can use the improvised statistics in
the “Fithe “Fiffh Edition Reference” section toh Edition Reference” section to ��esh out theesh out the
mechanics for these emechanics for these eff ff ects or simply tie the eects or simply tie the eff ff ectect
to a spell.to a spell.

Items:Items:TTe “Items” page allows you to generate all sortse “Items” page allows you to generate all sorts
of useful relics of useful relics and objects, from mundane discoveriesand objects, from mundane discoveries
to powto powerful magical aerful magical a rtifacts. As with the other sectrtifacts. As with the other sect ions,ions,
you can choose which of the tables you want to roll on,you can choose which of the tables you want to roll on,
depending on your goal. If you want to come up with andepending on your goal. If you want to come up with an
interesting magic weapon, for example, you might rollinteresting magic weapon, for example, you might roll
on the Item Condition, Item Origin, Weapon, and Spellon the Item Condition, Item Origin, Weapon, and Spell
EEff ff ect tables. If you just want a weird mundane item, rollect tables. If you just want a weird mundane item, roll
on the Item Condition, Item Origin, and Mundane Itemon the Item Condition, Item Origin, and Mundane Item
tables without adding any etables without adding any eff ff ect.ect.

Some strange relics might allow a single use of aSome strange relics might allow a single use of a
powerful magical spell. Roll on the Item Condition,powerful magical spell. Roll on the Item Condition,
Item Origin, Mundane Item, and Spell EItem Origin, Mundane Item, and Spell Eff ff ect tableect table
to generate a unique single-use magical relic.to generate a unique single-use magical relic.

Also included on the “Items” page is a table noting theAlso included on the “Items” page is a table noting the
four types offour types of healing potionhealing potion and how many hit points and how many hit points
each potion restores.each potion restores.

Town Events:Town Events: Whenever the characters enter a newWhenever the characters enter a new
town or start a new session there, adding some detailtown or start a new session there, adding some detail
and context to the setting can help bring things to life.and context to the setting can help bring things to life.
TTe “Town Events” page features four tables to helpe “Town Events” page features four tables to help
determine what might be going on in a town, how thedetermine what might be going on in a town, how the
townsfolk are currently feeling, what the weather is,townsfolk are currently feeling, what the weather is,
and what mundane or fantastic event might be takingand what mundane or fantastic event might be taking
place. As with the other random table sections, youplace. As with the other random table sections, you
need only make use of whichever tables you need forneed only make use of whichever tables you need for
a given point in your game.a given point in your game.
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Sakib, Jestan, Natalie, Lasus, Teng, Judithe, Haina, RauSakib, Jestan, Natalie, Lasus, Teng, Judithe, Haina, Rauff ff e, Hassan, Valentin, Wule, Hassan, Valentin, Wulilda, Pholos, Gerbold, Emeline,ilda, Pholos, Gerbold, Emeline,
Bidar, Hamon, Pan, Caplan, Pippa, Elizabeta, Reona,Bidar, Hamon, Pan, Caplan, Pippa, Elizabeta, Reona, TToas, Lauda, Abel, Kapys, Hadgu, Beneger, Roysia, Demidra,oas, Lauda, Abel, Kapys, Hadgu, Beneger, Roysia, Demidra,
Eleazar, Dorothe, Rickeman, Emerick, Eldred, Celeste, Leone, Sophia, Amelia, Resul, Myles, Abigail, Ismenia, Jediah,Eleazar, Dorothe, Rickeman, Emerick, Eldred, Celeste, Leone, Sophia, Amelia, Resul, Myles, Abigail, Ismenia, Jediah,
Latona, Simond, Elliot, Lettice, Velic, Powle, Syndony, Navarre, Kadelon, Khellus, Zhen, Reothine, Gry Latona, Simond, Elliot, Lettice, Velic, Powle, Syndony, Navarre, Kadelon, Khellus, Zhen, Reothine, Gry ff ff en, Echo,en, Echo,
Wauter, Mydrede, Cornell, Teukros, Wyatt, Keira, Enis, Henrietta, Metope, Richarde, Gavin, Liao, Elonwey, Tanah,Wauter, Mydrede, Cornell, Teukros, Wyatt, Keira, Enis, Henrietta, Metope, Richarde, Gavin, Liao, Elonwey, Tanah,
Hippote, Alora, Levi, Aedith, Halla, Elsebee, Redmond, Guthrie, Archedios, Linoa, Kynos, Logan, Esperaunce,Hippote, Alora, Levi, Aedith, Halla, Elsebee, Redmond, Guthrie, Archedios, Linoa, Kynos, Logan, Esperaunce,
Littlejohn, Karic, Jonath, Cunovin, Yun, Fulke, Braya, Holadamos, Ophellia, Cybele, Cecily, Athilla, Sydney, Kaitlyn,Littlejohn, Karic, Jonath, Cunovin, Yun, Fulke, Braya, Holadamos, Ophellia, Cybele, Cecily, Athilla, Sydney, Kaitlyn,
Timothy, Ogden, Musa, Admiranda, Hepaklos, Pullo, Lysa, Ophis, Alkeme, Anselem, Ezib, Wystan, Symon, Gared,Timothy, Ogden, Musa, Admiranda, Hepaklos, Pullo, Lysa, Ophis, Alkeme, Anselem, Ezib, Wystan, Symon, Gared,
Bernaith, Felice, Bakis, Bernaith, Felice, Bakis, Kampe, JordKampe, Jordyn, Kalayn, Kalan, Fauna, Esmond, Alyne, Eschiva, Ethelred, Stella, Joyse, Katrine,n, Fauna, Esmond, Alyne, Eschiva, Ethelred, Stella, Joyse, Katrine,
Zephyrus, HaZephyrus, Ha��za, Edgar, Sinope, Nicholina, Sabra, Solece, Callie, Fahira, Hildegard, Bellamy, Jordan, Jolice, Eugenia,za, Edgar, Sinope, Nicholina, Sabra, Solece, Callie, Fahira, Hildegard, Bellamy, Jordan, Jolice, Eugenia,
Phanes, Mathys, Paz, Hylas, Oly Phanes, Mathys, Paz, Hylas, Oly ff ff e, Hart, Aelina, Naida, Somerchild, Scarlett, Galain, Calloway, Margeria, Erebos,e, Hart, Aelina, Naida, Somerchild, Scarlett, Galain, Calloway, Margeria, Erebos,
Nora, Orson,Nora, Orson, TTearden, Ierick, Lorcan, Tamsin, Ivan, Stewart, Florens, Aegipan, Habiba, Bukolos, Freya, Cashel,earden, Ierick, Lorcan, Tamsin, Ivan, Stewart, Florens, Aegipan, Habiba, Bukolos, Freya, Cashel,
Seada, Muriel, Clarimond, Alexis, Martine, Arianna, BaSeada, Muriel, Clarimond, Alexis, Martine, Arianna, Ba hta, Lap, Rhadine, Cadya, Galatia, Minos, Sydnee, Landon,hta, Lap, Rhadine, Cadya, Galatia, Minos, Sydnee, Landon,
Goddard, Lambert, Laurence, Raoul, Helvina, Judye, Adrian, Pedias, Galeos, Norman, Olivia, Leukon, Almir,Goddard, Lambert, Laurence, Raoul, Helvina, Judye, Adrian, Pedias, Galeos, Norman, Olivia, Leukon, Almir,
Carmen, Halgan, Randwulf, Janbert, Primeus, Lily, Brunhilde, Merza, Zacheus, Morgan, Avelyn, Mestor, Jeger,Carmen, Halgan, Randwulf, Janbert, Primeus, Lily, Brunhilde, Merza, Zacheus, Morgan, Avelyn, Mestor, Jeger,
Zineta, Rebeccah, Liliana, Tarvorwen, Cosmo, Hemithea,Zineta, Rebeccah, Liliana, Tarvorwen, Cosmo, Hemithea, TTrax, Symond, Kurtz, Pelias, Lowell, Persa, Kaylee, Iamos,rax, Symond, Kurtz, Pelias, Lowell, Persa, Kaylee, Iamos,
Madison, Fridgia, Ahmet, Xamso, Cain, Myrkenai, Peny, Clive, Josia, Brice, SwiMadison, Fridgia, Ahmet, Xamso, Cain, Myrkenai, Peny, Clive, Josia, Brice, Swiff, Adonis, Daimbert, Mathild, Rose,, Adonis, Daimbert, Mathild, Rose,
Denston, Jaane, Ingham, GriDenston, Jaane, Ingham, Griffiffith, Kenrick, Kamran,th, Kenrick, Kamran, TTeda, Grayson, Jillian, Isylde, Neria, Emery, Germainne,eda, Grayson, Jillian, Isylde, Neria, Emery, Germainne,
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9933––9944 SSttoonneesskkiinn

9955––9966 CClloouuddkkiillll

9977––9988 CCoonne  e  oof  f  ccoolldd

9999––110000 DDiissiinntteeggrraattee

3-40"1 )%(1'3-40"1 )%(1'
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dd2200 MMuunnddaanne e EEvveennttss

11 WWeeddddiinngg

22 FFuunneerraall

33 PPrreeppaarriinng  g  ffoor  r  wwaarr

44 SSeeaassoonnaall
celebrationcelebration

55 BBuurrnniinng  g  ooff
an ean effiffigygy

66 DDeeaatth  h  oof  f  aa
noble lordnoble lord

77 DDaay  y  ooff
drunkennessdrunkenness

88 CCeelleebbrraattiioonn
of loversof lovers

99 GGrreeaat  t  ffeeaasstt

1100 EExxeeccuuttiioonn

1111 MMaarrkkeet  t  ddaayy

1122 PPaarraadde  e  ooff
vanquished foesvanquished foes

1133 CCeelleebbrraattiioonn
of the deadof the dead

1144 RReelliiggiioouus  s  hhoolliiddaayy

1155 WWiilld  d  bbooaarr
hat festivalhat festival

1166 RRoobbbbeerryy

1177 BBrraawwll

1188 VViissiit  t  bby  y  tthhe  e  cciirrccuuss

1199 WWrraanngglliinng  g  ooff
rampaging beastsrampaging beasts

2200 FFeessttiivvaal  l  oof  f  kkiitteess

dd2200 NNoottaabblle  We Weeaatthheerr

11 FFoogg

22 HHeeaavvy  y  mmiisstt

33 NNeew  w  mmoooonn

44 FFuulll  l  mmoooonn

55 HHoot  t  ddaayy

66 CChhiilllly  y  ddaayy

77 LLiigghht  t  rraaiinn

88 MMooddeerraatte  e  rraaiinn

99 HHeeaavvy  y  rraaiinn

1100 WWiinnddssttoorrmm

1111 HHaaiillssttoorrmm

1122 IIcce  e  ssttoorrmm

1133 CClloouuddy  y  ddaayy

1144 SSuunnnny  y  ddaayy

1155 HHuummiid  d  ddaayy

1166 DDrry  y  ddaayy

1177 WWiinnddy  y  ddaayy

1188 LLiigghht  t  ssnnoowwffaallll

1199 MMooddeerraatte  e  ssnnoowwffaallll

2200 SSnnoowwssttoorrmm

dd2200 TToowwn n SSeennttiimmeenntt

11 HHaappppyy

22 EEllaatteedd

33 UUnnccaarriinngg

44 JJooyyffuull

55 OOppttiimmiissttiicc

66 PPeessssiimmiissttiicc

77 DDoowwnnttrrooddddeenn

88 FFrriigghhtteenneedd

99 HHoorrrriififieedd

1100 CCoonncceerrnneedd

1111 UUnnccoonncceerrnneedd

1122 HHaarrrriieedd

1133 SSlleeeepp--ddeepprriivveedd

1144 DDaazzeedd

1155 HHyyppeerraaccttiivvee

1166 PPuurrppoosseeffuull

1177 LLaazzyy

1188 MMeellaanncchhoollyy

1199 BBuussyy

2200 SSuussppiicciioouuss

dd2200 FFaannttaassttiic c EEvveennttss

11 ThThe e ststarars s hahavve e didisasappppeaearred ed frfrom om tthe he sskyky

22 AAn n uunneexxppeecctteed d ssoollaar  r  eecclliippssee

33 TThhe  e  bbllooood  d  mmoooon  n  rriisseess

44 SSwwaarrmms os of sf sttiinnggiing ng iinnssecects ts ddeessccenendd

55 AAcciiddiic  c  ffoog  g  rroolllls  s  iinn

66 A sA seeccoonnd d ssuun n aappppeeaarrs s  iin n tthhe se skkyy

77 A  A  ssttoorrm m oof  f  aarrccaanne  e  eenneerrggyy

88 TThhe ae arrrriivvaal  l  oof f  a  sa seervrvaannt t  oof f  a  a ggoodd

99 MMeetteeoor  r  sshhoowweerr

1100 A A ccyyccllooppeeaan n bbeehhememootth h rriisseess

1111 SSwwaarrmms s oof f mmiisscchhiieevvoouus s ddeevviilsls

1212 TTeennttaaccllees s aappppeeaar r iin n tthhe e sskyky

1313 TThhe de daanncciing ng ddeeaad d ccoomme e tto o lliiffee

1144 VVoollccaanniic  c  eerruuppttiioonn

1515 CoCollllapapsising ng sisinknkhohole le rereveveals als anancicienent t ruruinins s bebeloloww

1166 TThhe  e  ssuun  n  ddooees  s  nnoot  t  rriissee

1177 A gA grreeaat t flofloaattiinng g ttoowweer r aappppeeaarsrs

1188 TThhe le loorrdd''s s ccaassttlle e ddiissaappppeeaarrss

1919 ThThe be borordeder tr to to the he ffey ey rreaealm lm grgrowows ts thihinn

2020 ThThe we wororld ld of of shshadadow ow blbleedeeds os ovever ir intnto to the he mamateteririal ral reaealmlm



)%)%

2!3/#0 /$36+#32!3/#0 /$36+#3

0#3)%+2 %!",+)0#3)%+2 %!",+)

TTe following two pages feature a set of tables toe following two pages feature a set of tables to
randomly select monsters based on “dungeon level.”randomly select monsters based on “dungeon level.”
Although these charts are built for old–school dungeonAlthough these charts are built for old–school dungeon
delving, you can use them to generate randomlydelving, you can use them to generate randomly
encountered monsters in just about any setting—encountered monsters in just about any setting—
a ruin, an old church, caves, catacombs, an olda ruin, an old church, caves, catacombs, an old
wizard’s tower, or some other forgotten lair.wizard’s tower, or some other forgotten lair.

&')49 %!('( %-*,('&')49 %!('( %-*,('
To use these tables,To use these tables, ��rst decide what dungeon level therst decide what dungeon level the
characters are on.characters are on. TTis might correspond to the levelis might correspond to the level
of the characters but it doesn’t have to. If 2nd-levelof the characters but it doesn’t have to. If 2nd-level
characters decide to descend to dungeon level 5,characters decide to descend to dungeon level 5,
so be it.so be it.

Once you have a dungeon level selected, roll a d20 andOnce you have a dungeon level selected, roll a d20 and
look across to see which monster table you should use.look across to see which monster table you should use.
For example, if the characters are on dungeon level 4For example, if the characters are on dungeon level 4
and you roll a 12, you’ll use monster table 3.and you roll a 12, you’ll use monster table 3.

TTen go to the indicated monster table on the nexten go to the indicated monster table on the next
page and roll a d20 again, to determine which monsterpage and roll a d20 again, to determine which monster
might show up. Using the above example, consultingmight show up. Using the above example, consulting
monster table 3 and rolling a 3 gives a result of ‘Ghoul.’monster table 3 and rolling a 3 gives a result of ‘Ghoul.’

Instead of using dungeon levels, you can just jumpInstead of using dungeon levels, you can just jump
to whichever monster table feels right for theto whichever monster table feels right for the
circumstances. If you know you’re looking for acircumstances. If you know you’re looking for a
monster with a challenge rating of 4 or 5, just rollmonster with a challenge rating of 4 or 5, just roll
on Monster Table 6.on Monster Table 6.

You can also use these tables to quickly look upYou can also use these tables to quickly look up
monsters at particular challenge ratings. Even if youmonsters at particular challenge ratings. Even if you
absolutely hate random encounters, you can use theabsolutely hate random encounters, you can use the
tables to generate encounter ideas you might nevertables to generate encounter ideas you might never
think of otherwise.think of otherwise.

'(,(6%)49 %!( 4&1*(3'(,(6%)49 %!( 4&1*(3
"< 1"4'%(3'"< 1"4'%(3'
TTere are a few ways to choose the number of monstersere are a few ways to choose the number of monsters
in an encounter. First, think about what makes sense.in an encounter. First, think about what makes sense.
Ghouls travel in packs, but a rug of smothering isGhouls travel in packs, but a rug of smothering is
probably found alone. You might roll dice to determineprobably found alone. You might roll dice to determine
the number of monsters—for example, 3d6 ghouls.the number of monsters—for example, 3d6 ghouls.
You might also choose to have one monster leadingYou might also choose to have one monster leading
others—a pack of ghouls led by a ghast, for example.others—a pack of ghouls led by a ghast, for example.

Before the number of monsters is set, you can gaugeBefore the number of monsters is set, you can gauge
whether your intended encounter is deadly or not bywhether your intended encounter is deadly or not by
using the “Quick Encounter Building” guidelines (theusing the “Quick Encounter Building” guidelines (the
next section in this book). Or make use of the followingnext section in this book). Or make use of the following
quick summary (from the “Fiquick summary (from the “Fiffh Edition Reference”h Edition Reference”
section). If the quantity of monsters or their challengesection). If the quantity of monsters or their challenge
rating is beyond the indicated guidelines, the encounterrating is beyond the indicated guidelines, the encounter
might be deadly. Be especially careful might be deadly. Be especially careful with potentiallywith potentially
deadly encounters when the characters are 1st level.deadly encounters when the characters are 1st level.

<"3 6!-3-6%(3' "< @'% ,(:(,<"3 6!-3-6%(3' "< @'% ,(:(,
•• CR 0 to 1/4: One monster per characterCR 0 to 1/4: One monster per character

•• CR 1/2: One monster per two charactersCR 1/2: One monster per two characters

•• CR 1: One monster per four charactersCR 1: One monster per four characters

<"3 6!-3-6%(3' "< A40 %" B%! ,(:(,<"3 6!-3-6%(3' "< A40 %" B%! ,(:(,

•• CR = 1/10 level: TCR = 1/10 level: Two monsters per chawo monsters per cha racterracter

•• CR = 1/4 level: One monster per characterCR = 1/4 level: One monster per character

•• CR = 1/2 level: One monster per two charactersCR = 1/2 level: One monster per two characters

•• CR = Level: One monster per four charactersCR = Level: One monster per four characters

<"3 6!-3-6%(3' "< 7%! %" AC%! ,(:(,<"3 6!-3-6%(3' "< 7%! %" AC%! ,(:(,

•• CR = 1/10 level: Four monsters per characterCR = 1/10 level: Four monsters per character

•• CR = 1/4 level: Two monsters per characterCR = 1/4 level: Two monsters per character

•• CR = 1/2 level: One monster per characterCR = 1/2 level: One monster per character

•• CR = 3/4 level: One monster per two charactersCR = 3/4 level: One monster per two characters

•• CR = Level + 3: One monster per four charactersCR = Level + 3: One monster per four characters

Always remember that Always remember that encounterencounter-building methods-building methods
such as these for 5e games are such as these for 5e games are loose guidelines, not hardloose guidelines, not hard
rules. Use them as a rules. Use them as a starting point, but pay attentistarting point, but pay attentionon
to how things are going at the table. If the challenge ofto how things are going at the table. If the challenge of
an encounter turns out drastically dian encounter turns out drastically diff ff erent than youerent than you
expected, adjust the encounter as necessary.expected, adjust the encounter as necessary.
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d2d200 MoMonsnsteter r TTabable le 1 (1 (CR CR 1/1/8–8–1/1/4)4)

11 BBaannddiitt

22 CCuullttiisstt

33 FFllyyiinng  g  ssnnaakkee

44 GGiiaannt  t  ccrraabb

55 GGiiaannt  t  rraatt

66 KKoobboolldd

77 PPooiissoonnoouus  s  ssnnaakkee

88 SSttiirrggee

99 TTrriibbaal  l  wwaarrrriioorr

1100 AAxxe  e  bbeeaakk

1111 BBlliinnk  k  ddoogg

1122 DDrreettcchh

1133 DDrrooww

1144 GGiiaannt  t  bbaatt

1155 GGiiaannt  t  ffrroogg

1166 GGiiaannt  t  wwoollf  f  ssppiiddeerr

1177 GGoobblliinn

1188 SSkkeelleettoonn

1199 SSwwaarrm  m  oof  f  bbaattss

2200 SSwwaarrm  m  oof  f  rraattss

Monster TableMonster Table

DungeonDungeon
LevelLevel

11 22 33 44 55 66 77 88 99 1100

11 11––1166 1177––1199 2200 —— —— —— —— —— —— ——

22 11––1122 1133––1166 1177––1188 1199 2200 —— —— —— —— ——

33 11––1122 1133––1166 1177––1188 1199 2200 —— —— —— —— ——

44 11––55 66––1100 1111––1166 1177––1188 1199 2200 —— —— —— ——

55 11––33 44––66 77––1122 1133––1166 1177––1188 1199 2200 —— —— ——

66 11––22 33––44 55––66 77––1122 1133––1166 1177––1188 1199 2200 —— ——

77 11 22––33 44––55 66––1100 1111––1144 1155––1166 1177––1188 1199 2200 ——

88 11 22 33––44 55––77 88––1100 1111––1144 1155––1166 1177––1188 1199 2200

99 11 22 33 44––55 66––88 99––1122 1133––1155 1166––1177 1188––1199 2200

10–1110–11 11 22 33 44 55––66 77––99 1100––1122 1133––1166 1177––1199 2200

12–1312–13 11 22 33 44 55 66––77 88––99 1100––1122 1133––1188 1199––2200

14–1514–15 11 22 33 44 55 66 77––88 99––1111 1122––1177 1188––2200

16+16+ 11 22 33 44 55 66 77 88––1100 1111––1166 1177––2200

d2d200 MoMonsnstter er TTabable le 2 (2 (CR CR 1/1/4–4–1)1)

11 WWoollff

22 ZZoommbbiiee

33 CCoocckkaattrriiccee

44 DDaarrkkmmaannttllee

55 GGnnoollll

66 GGrraay  y  oooozzee

77 HHoobbggoobblliinn

88 LLiizzaarrddffoollkk

99 MMaaggmmiinn

1100 OOrrcc

1111 RRuusst  t  mmoonnsstteerr

1122 SSaahhuuaaggiinn

1133 SSccoouutt

1144 SShhaaddooww

1155 SSwwaarrm  m  oof  f  iinnsseeccttss

1166 TThhuugg

1177 WWoorrgg

1188 AAnniimmaatteed  d  aarrmmoorr

1199 BBuuggbbeeaarr

2200 DDeeaatth  h  ddoogg

DETERMINE RANDOM MONSTER TABLE BY DUNGEON LEVELDETERMINE RANDOM MONSTER TABLE BY DUNGEON LEVEL d20d20��
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d2d200 MoMonsnstter er TTaablble e 3 (3 (CCR 1R 1––22))

11 DDiirre  e  wwoollff

22 DDuueerrggaarr

33 GGhhoouull

44 GGiiaannt  t  ssppiiddeerr

55 GGiiaannt  t  ttooaadd

66 HHaarrppyy

77 IImmpp

88 SSppeecctteerr

99 SSppyy

1100 AAnnkkhheegg

1111 BBaannddiit  ct  caappttaaiinn

1122 BBeerrsseerrkkeerr

1133 BBllaacck  k  ddrraaggoon n  wwyyrrmmlliinngg

1144 CCuullt  t  ffaannaattiicc

1155 EEtttteerrccaapp

1166 GGaarrggooyyllee

1177 GGeellaattiinnoouus  s  ccuubbee

1188 GGhhaasstt

1199 GGiiaannt ct  coonnssttrriiccttoor sr  snnaakkee

2200 GGiibbbbeerriinng  g  mmoouutthheerr

d2d200 MoMonsnstter er TTaablble e 5 5 (C(CR R 3–3–44))

11 DDooppppeellggaannggeerr

22 GGiiaannt  t  ssccoorrppiioonn

33 GGrreeeen  n  hhaagg

44 HHeelll  l  hhoouunndd

55 KKnniigghhtt

66 MMaannttiiccoorree

77 MMiinnoottaauurr

88 MMuummmmyy

99 NNiigghhttmmaarree

1100 OOwwllbbeeaarr

1111 PPhhaasse  e  ssppiiddeerr

1122 VVeetteerraann

1133 WWeerreewwoollff

1144 WWiigghhtt

1155 WWiinntteer  r  wwoollff

1166 BBllaacck  k  ppuuddddiinngg

1177 CChhuuuull

1188 CCoouuaattll

1199 EEttttiinn

2200 GGhhoosstt

d2d200 MoMonsnstter er TTabable le 4 4 ((CR CR 22––33))

11 AAzzeerr

22 GGrreeeen n ddrraaggoon n wwyyrrmmlliinngg

33 GGrriicckk

44 GGrriiffffonon

55 MMeerrrrooww

66 MMiimmiicc

77 MMiinnoottaauur  sr  skkeelleettoonn

88 OOcchhrre  e  jjeellllyy

99 OOggrree

1100 OOggrre  e  zzoommbbiiee

1111 PPrriieesstt

1122 RRuug  g  oof  f  ssmmootthheerriinngg

1133 SSeea  a  hhaagg

1144 SSwwaarrm m oof f ppooiissoonnoouus s ssnnaakkeess

1155 WWeerreerraatt

1166 WWhhiitte e ddrraaggoon n wwyyrrmmlliinngg

1177 WWiillll--oo’’--wwiisspp

1188 BBaassiilliisskk

1199 BBeeaarrddeed  d  ddeevviill

2200 BBlluue e ddrraaggoon n wywyrrmmlliinngg

d2d200 MoMonsnstter er TTabable le 6 6 ((CCR R 4–4–55))

11 LLaammiiaa

22 RReed  d  ddrraaggoon  n  wwyyrrmmlliinngg

33 SSuuccccuubbuuss//iinnccuubbuuss

44 WWeerreebbooaarr

55 AAiir  r  eelleemmeennttaall

66 BBaarrbbeed  d  ddeevviill

77 BBuulleettttee

88 EEaarrtth  h  eelleemmeennttaall

99 FFiirre  e  eelleemmeennttaall

1100 FFlleessh  h  ggoolleemm

1111 GGiiaannt  ct  crrooccooddiillee

1122 GGllaaddiiaattoorr

1133 GGoorrggoonn

1144 HHaallff--rreed dd drraaggoon vn veetteerraann

1155 HHiilll  l  ggiiaanntt

1166 NNiigghht  t  hhaagg

1177 OOttyyuugghh

1188 RRooppeerr

1199 SShhaammbblliinng  g  mmoouunndd

2200 TTrroollll
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d2d200 MoMonsnstter er TTabable le 7 7 (C(CR R 5–5–8)8)

11 SSaallaammaannddeerr

22 VVaammppiirre  e  ssppaawwnn

33 WWaatteer  r  eelleemmeennttaall

44 WWrraaiitthh

55 XXoorrnn

66 CChhiimmeerraa

77 DDrriiddeerr

88 IInnvviissiibblle  se  sttaallkkeerr

99 MMaaggee

1100 MMeedduussaa

1111 VVrroocckk

1122 WWyyvveerrnn

1133 YYoouunng  g  wwhhiitte  e  ddrraaggoonn

1144 OOnnii

1155 SShhiieelld  d  gguuaarrddiiaann

1166 SSttoonne  e  ggiiaanntt

1177 YYoouunng  g  bbllaacck  k  ddrraaggoonn

1188 AAssssaassssiinn

1199 CChhaaiin  n  ddeevviill

2200 CCllooaakkeerr

dd1212 MoMonsnstter er TTabable le 9 (9 (CCR 1R 122––1166))

11 EErriinnyyeess

22 AAdduullt  t  wwhhiitte  e  ddrraaggoonn

33 NNaallffeesshhnneeee

44 RRaakksshhaassaa

55 SSttoorrm  m  ggiiaanntt

66 VVaammppiirree

77 AAdduullt  t  bbllaacck  k  ddrraaggoonn

88 IIcce  e  ddeevviill

99 AAdduullt  t  ggrreeeen  n  ddrraaggoonn

1100 MMuummmmy  y  lloorrdd

1111 PPuurrpplle  e  wwoorrmm

1122 AAdduullt  t  bblluue  e  ddrraaggoonn

d2d200 MoMonsnstter er TTabable le 8 (8 (CCR 8R 8––1212))

11 FFrroosst  t  ggiiaanntt

22 HHeezzrroouu

33 HHyyddrraa

44 SSppiirriit  t  nnaaggaa

55 YYoouunng  g  ggrreeeen  n  ddrraaggoonn

66 BBoonne  e  ddeevviill

77 CCllaay  y  ggoolleemm

88 CClloouud  d  ggiiaanntt

99 FFiirre  e  ggiiaanntt

1100 GGllaabbrreezzuu

1111 YYoouunng  g  bblluue  e  ddrraaggoonn

1122 AAbboolleetthh

1133 GGuuaarrddiiaan  n  nnaaggaa

1144 SSttoonne  e  ggoolleemm

1155 YYoouunng  g  rreed  d  ddrraaggoonn

1166 BBeehhiirr

1177 EErreeeettii

1188 HHoorrnneed  d  ddeevviill

1199 RReemmoorrhhaazz

2200 AArrcchhmmaaggee

d1d100 MoMonsnsteter r TTabable le 110 0 (C(CR R 116–6–224)4)

11 IIrroon  n  ggoolleemm

22 MMaarriilliitthh

33 AAdduullt  t  rreed  d  ddrraaggoonn

44 BBaalloorr

55 AAnncciieennt  t  wwhhiitte  e  ddrraaggoonn

66 PPiit  t  fifieenndd

77 AAnncclleennt  t  bbllaacck  k  ddrraaggoonn

88 LLiicchh

99 AAnncciieennt  t  bblluue  e  ddrraaggoonn

1100 AAnncciieennt  t  rreed  d  ddrraaggoonn
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Monster Challenge RatingMonster Challenge Rating

CharacterCharacter
LevelLevel

4 Monsters per4 Monsters per
CharacterCharacter

2 Monsters per2 Monsters per
CharacterCharacter

1 Monster per1 Monster per
CharacterCharacter

1 Monster per1 Monster per
2 Characters2 Characters

1 Monster per1 Monster per
4 Characters4 Characters

1st1st —— —— 11//44 11//22 11

2nd2nd —— —— 11//22 11 33

3rd3rd —— 11//44 11 22 44

4th4th —— 11//55 11 22 55

5th5th 11//44 11 22 44 88

6th6th 11//44 11 33 55 99

7th7th 11//22 11 33 66 1100

8th8th 11//22 11 33 66 1122

9th9th 11//22 22 44 77 1122

10th10th 11//22 22 44 77 1144

11th11th 11 33 55 88 1155

12th12th 11 33 55 1100 1177

13th13th 11 33 66 1100 1188

14th14th 11 44 66 1111 1199

15th15th 11 44 77 1122 2200

16th16th 22 44 77 1133 2200

17th17th 22 44 88 1144 2211

18th18th 22 55 88 1144 2211

19th19th 22 55 99 1155 2222

20th20th 33 66 1100 1166 2233

77+ +34#$3%+2+ +34#$3%+2

"$(,/(36 6$(/+,(3+)"$(,/(36 6$(/+,(3+)

(46"&4%(3 *&),0)4(46"&4%(3 *&),0)49 %)29 %)2''
•• Choose monsters that make sense for the cuChoose monsters that make sense for the cu rrentrrent

situation and storysituation and story. When needed, . When needed, use the chause the chart belowrt below
to determine if ato determine if an encounter is potentially deadly.n encounter is potentially deadly.

•• Tune battles by increasing or decreasing hit points,Tune battles by increasing or decreasing hit points,
damage, or the number of monsters.damage, or the number of monsters.

•• Many factors can alter the diMany factors can alter the diffifficulty of aculty of a ��ght, includingght, including
player experience, character synergy, encounterplayer experience, character synergy, encounter
circumstances, and the circumstances, and the state of the party’s resources.state of the party’s resources.

•• Take it easy on 1st-level characters.Take it easy on 1st-level characters. TTey’re squishy.ey’re squishy.

•• Your experience as a GM will eventually be a betterYour experience as a GM will eventually be a better
gauge of encounter balance than this or any other chart.gauge of encounter balance than this or any other chart.

&')49 %!)' 6!-3%&')49 %!)' 6!-3%
Start oStart off ff  by by ��nding the row containing the level of thending the row containing the level of the
characters.characters.TTenen ��nd the cell nd the cell containing the challengecontaining the challenge
rating closest to the CR of the monsters you’ve selectedrating closest to the CR of the monsters you’ve selected
for the encounter.for the encounter.

TTe column header of that cell tells you the ratio of thee column header of that cell tells you the ratio of the
number of monsters to characters. If there number of monsters to characters. If there are moreare more
monsters of a higher challenge rating then the charmonsters of a higher challenge rating then the char tt
recommends, the encounter could be potentially deadly.recommends, the encounter could be potentially deadly.

For example, a group of four 5th-level characters stumblesFor example, a group of four 5th-level characters stumbles
into a camp of four ogres (CR 2). Checking the row forinto a camp of four ogres (CR 2). Checking the row for
5th-level characters, you then look across to5th-level characters, you then look across to ��nd CR 2.nd CR 2.TTee
column header tells you that the ideal ratio is one monstercolumn header tells you that the ideal ratio is one monster
per character. Since you have four characters facing per character. Since you have four characters facing fourfour
monsters, this encounter isn’t likely to be deadly.monsters, this encounter isn’t likely to be deadly.
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TTe following guidelines can help Gamemasters rune following guidelines can help Gamemasters run
combat in the “theater of the mind,” without the needcombat in the “theater of the mind,” without the need
for a gridded battle map or miniaturesfor a gridded battle map or miniatures .. TTis style ofis style of
combat takes the emphasis away from tactical featucombat takes the emphasis away from tactical featu resres
such as distance, range, and the specisuch as distance, range, and the speci��c size of areasc size of areas
of eof eff ff ect. Instead, it focuses on the in-game action,ect. Instead, it focuses on the in-game action,
the intent of the characters, and what happens inthe intent of the characters, and what happens in
the story.the story.

TTis style of combat works just like any other sceneis style of combat works just like any other scene
in your game. On each player’s turn,in your game. On each player’s turn, you des you describe cribe thethe
current situation, the players describe their icurrent situation, the players describe their i ntent,ntent,
and you adjudicate what happens as a result.and you adjudicate what happens as a result.

TTeater-of-the-mind combat requires that the playerseater-of-the-mind combat requires that the players
trust you as the Gamemaster, knowing that you’lltrust you as the Gamemaster, knowing that you’ll
describe the situatdescribe the situat ion and adjudicate the results of theion and adjudicate the results of the
characters’ actions fairly. As the GM, you’llcharacters’ actions fairly. As the GM, you’ll earn thisearn this
trusttrust by favoring the players whenever possible, a by favoring the players whenever possible, a ndnd
by focusing on sharing aby focusing on sharing an action-packed story.n action-packed story.

Running tRunning t heater-of-the-mind combheater-of-the-mind combat removes agencyat removes agency
from the players. It takes away their ability to controlfrom the players. It takes away their ability to control
every aspect of how their characters move and whatevery aspect of how their characters move and what
they do. As GM, you can mitigate this bythey do. As GM, you can mitigate this by asking eachasking each
player for their intentplayer for their intent each turn, then helping them each turn, then helping them
meet that intent. For exameet that intent. For example, a player who says “Imple, a player who says “I
move close to the orcs” potentially leaves too mamove close to the orcs” potentially leaves too ma nyny
possibilities open. So encourage tpossibilities open. So encourage t he player to focushe player to focus
their intent more—perhaps along the lines of, “I wanttheir intent more—perhaps along the lines of, “I want
to position myself so that at least two orcs are withinto position myself so that at least two orcs are within
the reach the reach of my glaive.”of my glaive.”

When playing in tWhen playing in the theater of the mind, both youhe theater of the mind, both you
and the players must worryand the players must worry less about the mechanicalless about the mechanical
details of the game.details of the game. Instead, everyone will Instead, everyone will focus onfocus on
the action and tthe action and the story.he story.
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•• Each turn, describe Each turn, describe the situation surroundingthe situation surrounding

the characters.the characters.

•• Ask for the players’ intent and help them achieve it.Ask for the players’ intent and help them achieve it.

•• Be generous. Give players the beneBe generous. Give players the bene��t of the doubt.t of the doubt.

•• Use ability checks to let the characters try crazy ideas.Use ability checks to let the characters try crazy ideas.

•• Ask the players to describe interesting physicalAsk the players to describe interesting physical
characteristics of the monsters, and use thesecharacteristics of the monsters, and use these
to identify monsters during combat.to identify monsters during combat.

•• Bring characters into the story by asking themBring characters into the story by asking them
to describe their killing blows.to describe their killing blows.

•• When needed, use sketches, abstract maps, orWhen needed, use sketches, abstract maps, or
miniatures to show complicated locations andminiatures to show complicated locations and
relative positions.relative positions.

'&11-3/ '&11-3/ 9&)0(,9&)0(,)4(')4('
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•• Describe your intent. What you want to accomplish?Describe your intent. What you want to accomplish?

•• Use the features of the area to your advantage.Use the features of the area to your advantage.

•• Don’t worry about speciDon’t worry about speci��c distances. Just describec distances. Just describe
what you want to do.what you want to do.

•• Try awesome ideas based on the details of the location.Try awesome ideas based on the details of the location.

•• Describe your character’s actions within the story.Describe your character’s actions within the story.

1":(1(4%; 0)'%-46(; -40 3-49(1":(1(4%; 0)'%-46(; -40 3-49(
At the beginning of combat, you describe the situation,At the beginning of combat, you describe the situation,
features, distances, and arrfeatures, distances, and arrangemenangements of the ts of the creaturescreatures
in the area. Assuming a moderately sized combat area,in the area. Assuming a moderately sized combat area,
any creature can generally move within 5 feet of anyany creature can generally move within 5 feet of any
other creature, and every creature is within raother creature, and every creature is within ra nge ofnge of
every other creature making every other creature making ranged attacks. Yoranged attacks. You’llu’ll
make it clear whenever this isn’t true, such as whenmake it clear whenever this isn’t true, such as when
an enemy is farther away or behind a front line ofan enemy is farther away or behind a front line of
protprotective aective a llies.llies.

Characters with fast movement might haveCharacters with fast movement might have
opportunities to move places other characters can’t.opportunities to move places other characters can’t.
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On each player’s turn, they describe how they intendOn each player’s turn, they describe how they intend
to position themselves. Examples of movement in theto position themselves. Examples of movement in the
theater of the mind might include moving next to antheater of the mind might include moving next to an
ally, moving next to two enemies, or staying out ofally, moving next to two enemies, or staying out of
reach while attacking with a polearm.reach while attacking with a polearm.

If a creature is within an enemy’s reach, it will likelyIf a creature is within an enemy’s reach, it will likely
provoke an opportunity attack if it tries to move awayprovoke an opportunity attack if it tries to move away
from that enemy. Creatures able to disengage can do sofrom that enemy. Creatures able to disengage can do so
and avoid opportunity attacks.and avoid opportunity attacks.

As you describe the features of the area, make a note ofAs you describe the features of the area, make a note of
which ones can provide cover to the characters or theirwhich ones can provide cover to the characters or their
enemies, and how much cover.enemies, and how much cover.

-3(-' "< (<<(6%-3(-' "< (<<(6%
TTe following guidelines oe following guidelines off ff er a rough baseline forer a rough baseline for
determining the number of targets that fall withindetermining the number of targets that fall within
an area of ean area of eff ff ect.ect. TTe circumstances of a battle cane circumstances of a battle can
increase or decrease this number. For example, forincrease or decrease this number. For example, for
larger monsters or monsters that are more spread out,larger monsters or monsters that are more spread out,
an area of ean area of eff ff ect might target only half the normalect might target only half the normal
number of creatures. For smaller monsters or monstersnumber of creatures. For smaller monsters or monsters
that are packed close together, an area of ethat are packed close together, an area of eff ff ect mightect might
include up to double the normal number of targets.include up to double the normal number of targets.

•• Tiny Area: 1 or 2 creatures (Tiny Area: 1 or 2 creatures (cloud of daggerscloud of daggers))

•• Small Area: 2 creatures (Small Area: 2 creatures (burning hands, thunderwaveburning hands, thunderwave))

•• Large Area: 4 creatures (Large Area: 4 creatures (cone of cold,cone of cold, � �reball reball ))

•• Huge Area: Everyone (Huge Area: Everyone (circle of death, earthquakecircle of death, earthquake))

•• Short Line: 2 creatures (Short Line: 2 creatures (wall ofwall of � �rere))

•• Long Line: 3 creatures (Long Line: 3 creatures (blade barrier, lightning bolt blade barrier, lightning bolt ))

Abilities like the evoker’s Sculpt Spells feature canAbilities like the evoker’s Sculpt Spells feature can
increase the number of aincrease the number of aff ff ected enemies, usually byected enemies, usually by
one or two. Likewise, an area of eone or two. Likewise, an area of eff ff ect that targets bothect that targets both
the characters and their the characters and their enemies mighenemies might at aff ff ect moreect more
total targets—including an etotal targets—including an eff ff ect created by a characect created by a charac terter
or monster willing to put allies in harm’s way. If aor monster willing to put allies in harm’s way. If a
spellcaster character wishes to place allies within anspellcaster character wishes to place allies within an
area of earea of eff ff ect, you and the players should negotiate thisect, you and the players should negotiate this
before the spell is cast.before the spell is cast.
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WhenWhen ��rst describing the combat encounter, describerst describing the combat encounter, describe
notable locations, objects, environmental features,notable locations, objects, environmental features,
and terrain features. Write these down and keep themand terrain features. Write these down and keep them
in front of the players if it helps them visualize thein front of the players if it helps them visualize the
battlebattle��eld. Let the players know that they can interacteld. Let the players know that they can interact
with these with these environmeenvironmental features, through suchntal features, through such
actions as swactions as swinging from magical inging from magical chandeliers, climbingchandeliers, climbing
up obsidian cliup obsidian cliff ff s to advantageous positions, or hidings to advantageous positions, or hiding
behind ruined statues. If any feature or ebehind ruined statues. If any feature or eff ff ect createsect creates
didiffifficult terrain, let the players know how this mightcult terrain, let the players know how this might
aaff ff ect them, such as requiring that they use ect them, such as requiring that they use the Dashthe Dash
action to get out of the area.action to get out of the area.
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Avoid biases—whether perceived or actual—byAvoid biases—whether perceived or actual—by
randomly selecting targets when it isn’t clear whichrandomly selecting targets when it isn’t clear which
character a monster would attack. Rolling randomlycharacter a monster would attack. Rolling randomly
for targets in the open can help build trust betweenfor targets in the open can help build trust between
you and the players, letting them know that theyou and the players, letting them know that the
GM isn’t picking on anyone. Monsters aren’t idiots,GM isn’t picking on anyone. Monsters aren’t idiots,
though. If it’s clear that a monster would attack athough. If it’s clear that a monster would attack a
particular chaparticular characterracter, such as , such as a wizard a wizard concenconcentratingtrating
on a dangerous spell, the monster will do so. Whenon a dangerous spell, the monster will do so. When
this happens, just describe why the monster chose thatthis happens, just describe why the monster chose that
particular chaparticular characterracter, so the , so the playeplayers understand.rs understand.
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Ask each player to describe the physical traits of aAsk each player to describe the physical traits of a
monstmonster their chaer their character is attacking.racter is attacking. TTis helps identifyis helps identify
the monster, opens up all the players’ imaginations tothe monster, opens up all the players’ imaginations to
the battle, and helps everyone know which monster isthe battle, and helps everyone know which monster is
which using in-story descriptions. Write these physicalwhich using in-story descriptions. Write these physical
traits down on a 3traits down on a 3××5 index card or on a dry-erase5 index card or on a dry-erase ��ipip
mat so everyone can see which monsters are in play.mat so everyone can see which monsters are in play.
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TTeater-of-the-mind combat can go stale if you don’teater-of-the-mind combat can go stale if you don’t
continually reinforce the story of what’s happening.continually reinforce the story of what’s happening.
Go big with your descriptions of the location and theGo big with your descriptions of the location and the
action. Ask players to describe their attacks and killingaction. Ask players to describe their attacks and killing
blows. Between turns, describe the current situationblows. Between turns, describe the current situation
using in-story language.using in-story language. TTese descriptions are vital toese descriptions are vital to
keeping the scene interesting.keeping the scene interesting.
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During your session zero of a new campaign, or ifDuring your session zero of a new campaign, or if
you’re running a single-session one-shot game, consideryou’re running a single-session one-shot game, consider
establishing connections between the characestablishing connections between the characters to helpters to help
build a cohesive bond between them before the gamebuild a cohesive bond between them before the game
begins.begins.TTis can help prevent ham-is can help prevent ham-��sted and convolutedsted and convoluted
attempts to battempts to build a story that connects tuild a story that connects the characters,he characters,
when all the when all the players already know perfectly well thatplayers already know perfectly well that
they’re coming together simply for the adventure.they’re coming together simply for the adventure.

TTis section presents two potential approaches tois section presents two potential approaches to
connecting characters. First, all the characters can beconnecting characters. First, all the characters can be
previously connected through a single organization,previously connected through a single organization,
faction, or patron, using ideas from the Groupfaction, or patron, using ideas from the Group
Connections table. AlternativelConnections table. Alternatively, each character cay, each character cann
establish a connection to one or more other characestablish a connection to one or more other charactersters
through a through a personal relationshipersonal relationship and history, using ideasp and history, using ideas
from the Characfrom the Character Connections table. Playter Connections table. Players can ers can workwork
together to come up with these shatogether to come up with these shared histories basedred histories based

on the overall themes of the campaign, or the on the overall themes of the campaign, or the group cangroup can
randomly select potential relatiorandomly select potential relationships and tweak nships and tweak thethe
results as desired.results as desired.

For individual connections, each player can roll For individual connections, each player can roll on theon the
Character Connections table to Character Connections table to establish a relationshipestablish a relationship
with the characwith the character of the player on their right. Goingter of the player on their right. Going
once around the game table this way means that everyonce around the game table this way means that every
character wilcharacter wil l have two relationships—ol have two relationships—one with tne with thehe
player on their right and one with the player on their leplayer on their right and one with the player on their leff..

For single-sessioFor single-session games, n games, consider establishing a singleconsider establishing a single
group relatiogroup relationship for all tnship for all the characters before thehe characters before the
game begins.game begins.TTis relationship can directly tie intois relationship can directly tie into
the story of the adventure, and will the story of the adventure, and will speed up the gamespeed up the game
by eliminating lengthy discussions about how theby eliminating lengthy discussions about how the
characters got together.characters got together.
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TTe following pages contain the maps and descriptionse following pages contain the maps and descriptions
for ten lazy lairs—quick adventure setups based aroundfor ten lazy lairs—quick adventure setups based around
a number of commonly used fantasy-setting locations:a number of commonly used fantasy-setting locations:

•• CastleCastle

•• DocksDocks

•• SewersSewers

•• CatacombsCatacombs

•• CavesCaves

•• CellarsCellars

•• DungeonDungeon

•• MinesMines

•• TempleTemple

•• WizardWizard’s To’s Towerwer

TTese lazy lairs are meant to help you improviseese lazy lairs are meant to help you improvise
locations as they come up during your game.locations as they come up during your game.
None of the lairs have descriptions of potentialNone of the lairs have descriptions of potential
inhabitants or other story elements. Instead,inhabitants or other story elements. Instead,
you’ll generate and place these features yourself,you’ll generate and place these features yourself,
so that each lair can provide the foundationso that each lair can provide the foundation
for your own unique adventure.for your own unique adventure.

TTe text description of each lair includese text description of each lair includes
italicized text.italicized text. TTis text can is text can eithereither
be read aloud or used to help yoube read aloud or used to help you
summarize the summarize the locatiolocation.n.

Each room description beginsEach room description begins
with the area’s aspects.with the area’s aspects. TTeseese
aspects can give you potentialaspects can give you potential
hooks for character exploration orhooks for character exploration or
environmental eenvironmental eff ff ects.ects. TTey alsoey also
help to dehelp to de��ne the area, so you don’tne the area, so you don’t
need to read the description outneed to read the description out
loud if you don’t want to. Instead,loud if you don’t want to. Instead,
you can summarize the location byyou can summarize the location by
improvising your own descriptionsimprovising your own descriptions
of these aspects.of these aspects.

Many of these locations haveMany of these locations have
transition points that can connecttransition points that can connect
to other lairs.to other lairs. TTe castle has draine castle has drain
grates that can lead to the sewers,grates that can lead to the sewers,
and an and an escape tunnel leading intoescape tunnel leading into
hidden caves.hidden caves. TTe caves feature ae caves feature a
connection to the sewers and a door that can leadconnection to the sewers and a door that can lead
to any underground location, and an undergroundto any underground location, and an underground
river that mightriver that might ��ow out to the docks.ow out to the docks. TTe crypts ande crypts and
the dungeon could connect to the temple, which inthe dungeon could connect to the temple, which in

turn could connect back to the castle. You might eventurn could connect back to the castle. You might even
connect all ten lazy lairs into a single huge adventureconnect all ten lazy lairs into a single huge adventure
site if you like.site if you like.

You can likewise modify these dungeons toYou can likewise modify these dungeons to ��t the sizet the size
and scale of the adventure you want to run. Cave-insand scale of the adventure you want to run. Cave-ins
and bricked-up walls can take a fourteen-room lairand bricked-up walls can take a fourteen-room lair
and turn it into a three-room lair, focusing it toand turn it into a three-room lair, focusing it to ��t thet the
size of your adventure. You can also add in your ownsize of your adventure. You can also add in your own
fantastic features to make any lair area unfantastic features to make any lair area un ique.ique.

As with everything else in this workbook, you shouldAs with everything else in this workbook, you should
feel free to make changes to the lairs to suit your needsfeel free to make changes to the lairs to suit your needs
and the needs of your game.and the needs of your game.
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Gray stone walls protect the central keep of this fortressGray stone walls protect the central keep of this fortress
as they have for hundreds of years. Four sturdy towersas they have for hundreds of years. Four sturdy towers
and high walkways oand high walkways o ff  ff er a clear view for miles around.er a clear view for miles around.
Raised portcullises stand above the long stone entrywayRaised portcullises stand above the long stone entryway
to the central courtyard.to the central courtyard.

@D ,"#(3 9-%(!"&'(@D ,"#(3 9-%(!"&'(
Area Aspects:Area Aspects: Arrow slitsArrow slits

Narrow arrow slits oNarrow arrow slits o ff  ff er a view of the gatehouse entranceer a view of the gatehouse entrance
and the front of the castle.and the front of the castle.

AD '"&%!#('% ,"#(3 %"#(3AD '"&%!#('% ,"#(3 %"#(3

Area Aspects:Area Aspects: Huge statueHuge statue

 A huge stone statue dominates the lower A huge stone statue dominates the lower  �  � oor of thisoor of this
defensive tower.defensive tower.

ED '%-*,('ED '%-*,('
Area Aspects:Area Aspects: Stalls for horses, tack, hay Stalls for horses, tack, hay 

TTe smell of hay and manuree smell of hay and manure  � �lls the stalls of thells the stalls of the
castle stables.castle stables.

BD 6"&3%/-30 #(,,BD 6"&3%/-30 #(,,
Area Aspects:Area Aspects: Deep well, river cavern below  Deep well, river cavern below 

 A deep well desc A deep well descendsends  �f  �f  y feet to the open cavern of an y feet to the open cavern of an
underground river.underground river.

7D *&%6!(35' +)%6!(47D *&%6!(35' +)%6!(4

Area Aspects:Area Aspects: Dressed pig, wooden table, rack withDressed pig, wooden table, rack with
salt and spicessalt and spices

 A large dressed pig lie A large dressed pig lie s on the heavy wooden table ins on the heavy wooden table in
this butcher’s kitchen. Salt and spicesthis butcher’s kitchen. Salt and spices  � �ll a large rackll a large rack
on the wall.on the wall.
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Area Aspects:Area Aspects: Huge wooden cap, hole leading deepHuge wooden cap, hole leading deep
undergroundunderground

Wind blows from under the edges of a huge, ironboundWind blows from under the edges of a huge, ironbound
wooden cap covering a ten-foot-diameter section of thewooden cap covering a ten-foot-diameter section of the
stonestone  �  � oor. Beneath the cap, a rough-walled shaoor. Beneath the cap, a rough-walled sha f  f  leads leads
down into darkness.down into darkness.

GD '(3:-4%'5 !-,,GD '(3:-4%'5 !-,,
Area Aspects:Area Aspects: Undecorated wallsUndecorated walls

TTe plain walls here mark this space as used only bye plain walls here mark this space as used only by
those who serve the castle’s nobility.those who serve the castle’s nobility.

HD )44(3 +)%6!(4HD )44(3 +)%6!(4
Area Aspects:Area Aspects: Stone stove, scarred kitchen table, Stone stove, scarred kitchen table,
oils and spicesoils and spices

 A stove sits against the west wall of this kitchen. Jars A stove sits against the west wall of this kitchen. Jars
of oils and spices cover a large table well scarred fromof oils and spices cover a large table well scarred from
decades of use.decades of use.
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Area Aspects:Area Aspects: Ra Raised platfoised platform, beautiful thrones,rm, beautiful thrones,
ornate curtains, hanging bannersornate curtains, hanging banners

Ornate curtains hang behind a pair of beautiful,Ornate curtains hang behind a pair of beautiful,
 gold-inlaid thrones atop a raised  gold-inlaid thrones atop a raised platformplatform. Banners. Banners
hang from the rahang from the ra f  f ers above.ers above.

@CD 3"/-, !-,,@CD 3"/-, !-,,
Area Aspects:Area Aspects: Portraits of nobility, dra Portraits of nobility, draffy hally hall

 A cold dra A cold dra f  f  �  � ows through this hall, which is adornedows through this hall, which is adorned
by beautiful portraits of noble lords and ladies.by beautiful portraits of noble lords and ladies.

@@D ('6-2(@@D ('6-2(
Area Aspects:Area Aspects: Hidden passageway, escape routeHidden passageway, escape route

 An ancient passage An ancient passageway of rough stone leads from theway of rough stone leads from the
royal hall to a secret door at the rear of the castle.royal hall to a secret door at the rear of the castle.
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Area Aspects:Area Aspects: Hidden passageway, mysterious cavesHidden passageway, mysterious caves

 A foul wind blows from a concea A foul wind blows from a concealed crack in the rockled crack in the rock
wall, which is just large enough to allow passage downwall, which is just large enough to allow passage down
into caves below.into caves below.

@ED <"&, 03-)4@ED <"&, 03-)4

Area Aspects:Area Aspects: Smell of decay, buzzingSmell of decay, buzzing ��ies, blood-ies, blood-
covered drain, deep shacovered drain, deep shaff

 A heavy iron grate, cru A heavy iron grate, cru sted with dried bloodsted with dried blood , covers, covers
a shaa sha f  f  cut deep into the ground. cut deep into the ground. TTe air ise air is � �lledlled
with the smell of decay and the buzzing ofwith the smell of decay and the buzzing of  �  � ies.ies.

@BD 6!-2(,@BD 6!-2(,

Area Aspects:Area Aspects: Small chapel, altar, wooden pews, Small chapel, altar, wooden pews,
stained-glass windowsstained-glass windows

TTis small chapel houses an altar to the north and tenis small chapel houses an altar to the north and ten
wooden pews in two rows. Colored light shines throughwooden pews in two rows. Colored light shines through
the chapel’s stained-glass windows.the chapel’s stained-glass windows.
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@7D *-33-6+'@7D *-33-6+'
Area Aspects:Area Aspects: Narrow beds, wooden footlockersNarrow beds, wooden footlockers

Narrow wooden bunk beds line the wall of this military-Narrow wooden bunk beds line the wall of this military-
style barracks. Ten wooden footlockers are set beneathstyle barracks. Ten wooden footlockers are set beneath
the bunks and along the opposite wall.the bunks and along the opposite wall.

@FD *"4( 6!-1*(3@FD *"4( 6!-1*(3
Area Aspects:Area Aspects: Huge bestial rib cage hanging fromHuge bestial rib cage hanging from
the ceilingthe ceiling

TTe rib cage of some huge, bestial creature hangs as ae rib cage of some huge, bestial creature hangs as a
trophy from the ceiling of this lower defensive tower.trophy from the ceiling of this lower defensive tower.

@GD ,"#(3 9-%(!"&'(@GD ,"#(3 9-%(!"&'(
Area Aspects:Area Aspects: Arrow slitsArrow slits

Narrow arrow slits oNarrow arrow slits o ff  ff er a view of the gatehouse entranceer a view of the gatehouse entrance
and the front of the castle.and the front of the castle.

@HD 1&30(3 !",('@HD 1&30(3 !",('

Area Aspects:Area Aspects: Holes above gatehouse entrance,Holes above gatehouse entrance,
portcullis crank wheelsportcullis crank wheels

Stained holes in theStained holes in the  �  � oor look down upon oor look down upon the gatehousethe gatehouse
entrance. A pair of crank wheels control portcullises thatentrance. A pair of crank wheels control portcullises that
can be dropped to block can be dropped to block the front and rear of the gatehouse.the front and rear of the gatehouse.

@ID *-,,)'%-@ID *-,,)'%-
Area Aspects:Area Aspects: Huge ballistaHuge ballista

 A huge ballista look A huge ballista look s out over the lands surs out over the lands surroundingrounding
the castle.the castle.

ACD 63-4(ACD 63-4(
Area Aspects:Area Aspects: Sturdy crane,  Sturdy crane, large basket that descends,large basket that descends,
opening to chamber below opening to chamber below 

 A sturdy wooden crane is attached  A sturdy wooden crane is attached to a basket largeto a basket large
enough for up to four occupants. It hangs above a holeenough for up to four occupants. It hangs above a hole
leading to the chamber below—and the shaleading to the chamber below—and the sha f  f  below that. below that.

A@D 03('')49 3""1A@D 03('')49 3""1
Area Aspects:Area Aspects: Ornate mirror, large dresser, vanity, Ornate mirror, large dresser, vanity,
plush chairplush chair

 A plush chair, dresser, vanity, and ornate mirror adorn A plush chair, dresser, vanity, and ornate mirror adorn
this opulent dressing room.this opulent dressing room.

AAD '(3:-4%'5 ?&-3%(3'AAD '(3:-4%'5 ?&-3%(3'
Area Aspects:Area Aspects: Narrow beds, small dresserNarrow beds, small dresser

Two narrow beds sit foot to foot in this plain servants’Two narrow beds sit foot to foot in this plain servants’
quarters. A small dresser stands along the south wall.quarters. A small dresser stands along the south wall.

AED !(-0 '(3:-4%5' ?&-3%(3'AED !(-0 '(3:-4%5' ?&-3%(3'
Area Aspects:Area Aspects: Narrow beds, small sitting table, dresser Narrow beds, small sitting table, dresser

 A dresser, a small sitting table A dresser, a small sitting table , and two narrow beds, and two narrow beds
adorn the quarters of the castle’s head servant.adorn the quarters of the castle’s head servant.

ABD 1-'%(3 *(03""1ABD 1-'%(3 *(03""1
Area Aspects:Area Aspects: Large bed, hanging curtains, dressers,Large bed, hanging curtains, dressers,
tables, ironbound chesttables, ironbound chest

 A large bed set with hanging cu A large bed set with hanging curtains is the centertains is the centerpiecerpiece
of this master bedroom. Dressers and tables here areof this master bedroom. Dressers and tables here are
 � �nely carved, and an ironbound chest sits nearby.nely carved, and an ironbound chest sits nearby.

A7D %"),(%A7D %"),(%

Area Aspects:Area Aspects: Foul stench of waste, cesspit below Foul stench of waste, cesspit below 

TTe stench of waste wae stench of waste wa f  f s up from the thirty-foot-deeps up from the thirty-foot-deep
 pit beneath this toilet. pit beneath this toilet.

AFD %"3%&3( 6!-1*(3AFD %"3%&3( 6!-1*(3
Area Aspects:Area Aspects: Torture rack, torture tables, drain toTorture rack, torture tables, drain to
chamber below chamber below 

TTick leather straps hang from two large tables that areick leather straps hang from two large tables that are
both scarred and stained. An upright torture rack andboth scarred and stained. An upright torture rack and
an iron maiden stand along the walls. An iron grate inan iron maiden stand along the walls. An iron grate in
thethe  �  � oor drains down to the chamber below.oor drains down to the chamber below.

AGD #)40 :-4(AGD #)40 :-4(

Area Aspects:Area Aspects: Ornate wind vaneOrnate wind vane

TTis ornately carved wind vane turns with each changeis ornately carved wind vane turns with each change
in the weather.in the weather.

AHD '+&,, "< %!( *(-'%AHD '+&,, "< %!( *(-'%
Area Aspects:Area Aspects: Huge bestial skull Huge bestial skull

TTe skull of a huge beast occupies much of this uppere skull of a huge beast occupies much of this upper
level of the southeast guard tower.level of the southeast guard tower.
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TTe sound of crashing waves and e sound of crashing waves and a ship’s bell echoes acrossa ship’s bell echoes across
the wooden planks of this large dock and the wooden planks of this large dock and warehouse.warehouse.

@D 6(4%3-, #-3(!"&'(@D 6(4%3-, #-3(!"&'(
Area Aspects:Area Aspects: Large mobile crane, wooden crates, Large mobile crane, wooden crates,
large vats of liquidlarge vats of liquid

Crates stacked nearly to the ceilingCrates stacked nearly to the ceiling  � �ll this large, openll this large, open
warehouse. A wheeled crane used for liwarehouse. A wheeled crane used for li f  f ing is set withing is set with
a heavy stone counterweight balancing out its long arm.a heavy stone counterweight balancing out its long arm.
Two iron vatsTwo iron vats  � �lled with some sort of liquid standlled with some sort of liquid stand
against the north wall of the warehouse.against the north wall of the warehouse.

AD ":(3'((35' "<<)6(AD ":(3'((35' "<<)6(
Area Aspects:Area Aspects: Old scarred desk, ironbound Old scarred desk, ironbound
chest, cabinetchest, cabinet

TTe smell of salt air permeates this cluttered oe smell of salt air permeates this cluttered o ffi ffice.ce.
 A scarred de A scarred desk seemingly as old ask seemingly as old as the sea dominatess the sea dominates
the room, which has a set of cabinets on one wall andthe room, which has a set of cabinets on one wall and
an old ironbound chest against another.an old ironbound chest against another.

ED #-3(!"&'( '%"3-9( 6,"'(%ED #-3(!"&'( '%"3-9( 6,"'(%

Area Aspects:Area Aspects: Large crate, crate with metal vent, Large crate, crate with metal vent,
ironbound chestsironbound chests

Two ironbound chests are stored in this room, alongTwo ironbound chests are stored in this room, along
with a pair of large crates. One of the crates haswith a pair of large crates. One of the crates has
a metal vent in it.a metal vent in it.

BD 9&),0 !-,,BD 9&),0 !-,,
Area Aspects:Area Aspects: Old desk, table with chairs, shelvesOld desk, table with chairs, shelves
with ships’ logs and ledgerswith ships’ logs and ledgers

 A large table with four chairs take A large table with four chairs takes up much of thiss up much of this
chamber, along with an old desk littered with contracts.chamber, along with an old desk littered with contracts.

 A long set of shelves holds doz A long set of shelves holds dozens of old ships’ logs andens of old ships’ logs and
accounting ledgers.accounting ledgers.

7D '(63(% 0(47D '(63(% 0(4
Area Aspects:Area Aspects: Moldy bed, smugglers’ crates, dresser, Moldy bed, smugglers’ crates, dresser,
ironbound chestironbound chest

 A number of crates litter this sec A number of crates litter this secret room. A bed smellingret room. A bed smelling
heavily of mildew sits across from a wooden dresser andheavily of mildew sits across from a wooden dresser and
an ironbound chest.an ironbound chest.

FD '%"3-9( '!(0FD '%"3-9( '!(0
Area Aspects:Area Aspects: Wheelbarrows, old dock equipment, Wheelbarrows, old dock equipment,
large crates and barrelslarge crates and barrels

TTe smell of things forgotten is pungent within thise smell of things forgotten is pungent within this
old, musty shed. A pair of rusted wheelbarrows andold, musty shed. A pair of rusted wheelbarrows and
a splintered wooden cart are here, along with a numbera splintered wooden cart are here, along with a number
of large crates and barrels.of large crates and barrels.

GD +),,)49 6-:('GD +),,)49 6-:('
Area Aspects:Area Aspects: Shadowy alcoves Shadowy alcoves

Shadows help to conceal a pair of alcoves cut into theShadows help to conceal a pair of alcoves cut into the
walls of this cavern passage.walls of this cavern passage.
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Area Aspects:Area Aspects: Smuggled crates, ironbound chests Smuggled crates, ironbound chests

 A number of ironbound chests and  A number of ironbound chests and large crates arelarge crates are
stored in this dank natural cavern.stored in this dank natural cavern.

ID '1&99,(3'5 0"6+ID '1&99,(3'5 0"6+
Area Aspects:Area Aspects: Uneven wooden dock, deep pool Uneven wooden dock, deep pool

 A splintered and uneven wood A splintered and uneven wooden dock leaden dock leads out overs out over
a deep pool of dark seawater.a deep pool of dark seawater.

@CD '!)2#3(6+@CD '!)2#3(6+
Area Aspects:Area Aspects: Hal Half-sunken shipwreckf-sunken shipwreck, cracked, cracked
wooden hullwooden hull

Waves crash against the cracked hull of a shipwreck,Waves crash against the cracked hull of a shipwreck,
half-sunken along the rocky shore.half-sunken along the rocky shore.

@@@D '-,%/ @D '-,%/ 63"# %-:(3463"# %-:(34
Area Aspects:Area Aspects: Old bar, stained tables and Old bar, stained tables and ��oorsoors

TTe smell of bad alcohol and saltwater seeps out ofe smell of bad alcohol and saltwater seeps out of
every swollen timber of this sailors’ tavern.every swollen timber of this sailors’ tavern. TTe old bare old bar
is stained dark with rum, as are the tavern’sis stained dark with rum, as are the tavern’s  �  � oor andoor and
its battered tables.its battered tables.

@AD 0"6+1-'%(35' "<<)6(@AD 0"6+1-'%(35' "<<)6(
Area Aspects:Area Aspects: Sailor’s commendations, large Sailor’s commendations, large
ironboironbound chests, heavy und chests, heavy desk desk 

Commendations for years of service to the sea decorateCommendations for years of service to the sea decorate
the walls of this dockmaster’s othe walls of this dockmaster’s o ffi ffice. Two large ironboundce. Two large ironbound
chests sit on thechests sit on the  �  � oor near a large, imposing desk.oor near a large, imposing desk.

@ED '!)25' 1-)4 0(6+@ED '!)25' 1-)4 0(6+

Area Aspects:Area Aspects: Heavy iron grate, large ballistas Heavy iron grate, large ballistas

TTree large ballistas are set up on the top deckree large ballistas are set up on the top deck
of this merchant ship. A heavy iron grateof this merchant ship. A heavy iron grate
on the main deck leads to the decks below.on the main deck leads to the decks below.

@BD '!)25' ,"#(3 0(6+@BD '!)25' ,"#(3 0(6+
Area Aspects:Area Aspects: Storage crates and barrels, Storage crates and barrels,
hanging hammockshanging hammocks

Crates and barrels are stored on the lower deck of theCrates and barrels are stored on the lower deck of the
ship, with a number of hammocks hung between postsship, with a number of hammocks hung between posts
along the sides of the hold.along the sides of the hold.

@7D 6-2%-)45' ?&-3%(3'@7D 6-2%-)45' ?&-3%(3'
Area Aspects:Area Aspects: Bed, ironbound chests, dressers Bed, ironbound chests, dressers
and bookshelf and bookshelf 

 A A � �ne bed sits against one wall of this cabin set withinne bed sits against one wall of this cabin set within
the stern of the ship. A dresser, a bookshelf, and a pairthe stern of the ship. A dresser, a bookshelf, and a pair
of large ironbound chests stand nearby.of large ironbound chests stand nearby.

@FD <)3'% "<<)6(35' ?&-3%(3'@FD <)3'% "<<)6(35' ?&-3%(3'
Area Aspects:Area Aspects: Bed, dresser and chest Bed, dresser and chest

 A bed, a dresser, and a chest ad A bed, a dresser, and a chest adorn the quarters of theorn the quarters of the
ship’sship’s � �rst orst o ffi fficer.cer.

@GD !)0(-#-/@GD !)0(-#-/
Area Aspects:Area Aspects: Hidden door, smugglers’ nook  Hidden door, smugglers’ nook 

 A small hidden d A small hidden door reveals this hideaway built betweenoor reveals this hideaway built between
thethe � �rst orst o ffi fficer’s quarters and the bow of the ship.cer’s quarters and the bow of the ship.
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TTe smell of the foulest refuse of humanity wae smell of the foulest refuse of humanity wa f  f s thicklys thickly
through these slick tunnels, whose construction marksthrough these slick tunnels, whose construction marks
them as hundreds of years old.them as hundreds of years old. TTe sound of skitteringe sound of skittering
claws on stone interrupts the continual dripping of liquidclaws on stone interrupts the continual dripping of liquid
into the deep pools thatinto the deep pools that  � �ll these chambers.ll these chambers.

TTe map of the sewers contains a number of cranke map of the sewers contains a number of crank
wheels, sluices, and doors that can be open or shutwheels, sluices, and doors that can be open or shut
to seal oto seal off ff  or or ��ood various parts of the complex. Youood various parts of the complex. You
should decide what these controls do in the sewers (ifshould decide what these controls do in the sewers (if
anything) before the characters start to work them. Foranything) before the characters start to work them. For
example, sealing oexample, sealing off ff  certain certain ��anges that control theanges that control the
��ow of sewage or water might cause thatow of sewage or water might cause that ��ow to backow to back
up andup and ��ood the lower chambers.ood the lower chambers.

@D '%"31 03-)4@D '%"31 03-)4
Area Aspects:Area Aspects: Fetid water, thick iron bars,  Fetid water, thick iron bars, ancient keyholeancient keyhole

Shallow, fetid water leaks out from this large stormShallow, fetid water leaks out from this large storm
drain into the mucky expanse of a surrounding naturaldrain into the mucky expanse of a surrounding natural

 pool. pool. TTick iron bars, spaced roughly one foot apart,ick iron bars, spaced roughly one foot apart,
block the entrance. An ancient rusted keyhole opensblock the entrance. An ancient rusted keyhole opens
up in the stone wall to the right of the drain.up in the stone wall to the right of the drain.

AD <)3'% J&46%)"4AD <)3'% J&46%)"4

Area Aspects:Area Aspects: Iron wheels, iron doors, slick walkways, Iron wheels, iron doors, slick walkways,
fast-fast-��owing sewageowing sewage

 A fast A fast  �  � ow of sewage runoow of sewage runo ff  ff  enters this chamber from enters this chamber from
tunnels to the east and west. Cracked, slick walkwaystunnels to the east and west. Cracked, slick walkways
cross over the channels of foul green liquid. Two largecross over the channels of foul green liquid. Two large
iron crank wheels are set into the north wall of theiron crank wheels are set into the north wall of the
chamber. Heavy iron doors stand open along thechamber. Heavy iron doors stand open along the
tunnels to the east and west.tunnels to the east and west.

ED 4"*,('5 6(''2)%'ED 4"*,('5 6(''2)%'
Area Aspects:Area Aspects: Cesspits beneath noble houses, fourCesspits beneath noble houses, four
central chambers, dozens of drainscentral chambers, dozens of drains

Four large chambers are the termination point ofFour large chambers are the termination point of
hundreds of smaller drains, some newly constructedhundreds of smaller drains, some newly constructed
and some quite old, that lead to the upper-class districtsand some quite old, that lead to the upper-class districts
of the city above. Some of these drains are no widerof the city above. Some of these drains are no wider
than a few inches, while others are two feet in diameter.than a few inches, while others are two feet in diameter.

BD '%-)3' %" %!( ,"#(3 '(#(3'BD '%-)3' %" %!( ,"#(3 '(#(3'
Area Aspects:Area Aspects: Slick stairs Slick stairs

 A set of old stairs covered in slime lea A set of old stairs covered in slime lead deeper intod deeper into
more sewers below.more sewers below.

7D '%3((% (4%3-46(7D '%3((% (4%3-46(
Area Aspects:Area Aspects: Iron ladder, stone door leading to the Iron ladder, stone door leading to the
city streetcity street

 An old iron ladd An old iron ladder leads uer leads up to a stone door, which opensp to a stone door, which opens
onto a side street of the city above.onto a side street of the city above.

FD 6(4%3-, 6!-1*(3FD 6(4%3-, 6!-1*(3
Area Aspects:Area Aspects: Dozens of drains,  Dozens of drains, spiral stairs leadingspiral stairs leading
down, great drop to pool below down, great drop to pool below 

Sewage and murky water pour down into this large,Sewage and murky water pour down into this large,
deep chamber,deep chamber,  � �lling a pool somelling a pool some  �f  �f  y feet be y feet below.low.

 A set of n A set of narrow aarrow and unnd uneven seven stone stetone steps spiraps spiralsls
down the wall to the chamber’s lower reaches.down the wall to the chamber’s lower reaches.

GD ',&)6(GD ',&)6(
Area Aspects:Area Aspects: Slick walkways, iron wheels, great metalSlick walkways, iron wheels, great metal
��anges in the sewer channelanges in the sewer channel

Two large iron crank wheels are set into the north wallTwo large iron crank wheels are set into the north wall
of the chamber. Four sturdy ironof the chamber. Four sturdy iron  �  � anges sit in the seweranges sit in the sewer
channel, just below two walkways that span the channel.channel, just below two walkways that span the channel.
TTee �  � anges to the east are closed, while theanges to the east are closed, while the  �  � anges to theanges to the
west are open to allow sewage towest are open to allow sewage to  �  � ow south and west.ow south and west.

HD <,""09-%(HD <,""09-%(
Area Aspects:Area Aspects: Dry channel, thick iron barsDry channel, thick iron bars

TTick iron bars block oick iron bars block o ff  ff  a tunnel leading to a  a tunnel leading to a broad naturalbroad natural
 pool  pool beyobeyond. A nd. A channechannel runnil running dong down thwn the cene center oter of thf thee
tunnel willtunnel will � �ll up when the water outside rises high enough,ll up when the water outside rises high enough,
but it is presently dry.but it is presently dry.

ID %!)(:('5 0(4ID %!)(:('5 0(4
Area Aspects:Area Aspects: Scarred wooden table,Scarred wooden table, ��ea-infestedea-infested
mattresses, shelvmattresses, shelves of knickkes of knickk nacksnacks

FourFour �  � ea-infested mattresses are spread on the dampea-infested mattresses are spread on the damp
 �  � oor of this chamber. Rickety chairs surround a scarredoor of this chamber. Rickety chairs surround a scarred
wooden table, and a bookcase against the north wall iswooden table, and a bookcase against the north wall is
 � �lled with various knickknacks.lled with various knickknacks.

@CD 93(-% 6)'%(34@CD 93(-% 6)'%(34
Area Aspects:Area Aspects: Slimy support pillars, deep pool of foulSlimy support pillars, deep pool of foul
water, crumbling wallswater, crumbling walls

 A mixture of sewage and water A mixture of sewage and water  �  � ows into this area,ows into this area,
 � �lling the great cistern that dominates this hugelling the great cistern that dominates this huge
chamber. Ten pillars within the cistern are slick withchamber. Ten pillars within the cistern are slick with
slime where they support the arched ceiling, which dripsslime where they support the arched ceiling, which drips
with water.with water. TTe stonework of this chamber is much oldere stonework of this chamber is much older
than that of the chambers above, with cracks revealingthan that of the chambers above, with cracks revealing
natural rock and dirt beyond.natural rock and dirt beyond.
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Area Aspects:Area Aspects: Statue of multiarmed goddess, Statue of multiarmed goddess,
bloodstained altar, rusted iron wheels, iron doorsbloodstained altar, rusted iron wheels, iron doors

 A stone  A stone altar stainealtar stained red-brod red-brown with dried wn with dried blood standsblood stands
before a statue of a multiarmed goddess in the northwestbefore a statue of a multiarmed goddess in the northwest
corner of this chamber. Two rusted crank wheels are setcorner of this chamber. Two rusted crank wheels are set
into the north and south walls. Heavy iron doors standinto the north and south walls. Heavy iron doors stand
open at the tunnels exiting this area to the south and east.open at the tunnels exiting this area to the south and east.

@AD ,"#(3 J&46%)"4@AD ,"#(3 J&46%)"4
Area Aspects:Area Aspects: Rusted iron wheels, iron doors,Rusted iron wheels, iron doors,
deep whirlpooldeep whirlpool

TTe foul watere foul water  �  � owing into this area swirls into a largeowing into this area swirls into a large
whirlpool.whirlpool. TTree rusted crank wheels are set at theree rusted crank wheels are set at the
northwest, northeast, and southeast corners of the room.northwest, northeast, and southeast corners of the room.
Heavy iron doors currently stand open along the tunnelsHeavy iron doors currently stand open along the tunnels
exiting to the west, east, and south.exiting to the west, east, and south.

@ED 0((2 03-)4@ED 0((2 03-)4
Area Aspects:Area Aspects: Deep drain pit, bent iron bars,Deep drain pit, bent iron bars,
cracked wallscracked walls

 A large drain at the center of this area opens up to a A large drain at the center of this area opens up to a
dark pit that appears to have no end.dark pit that appears to have no end. TTick iron barsick iron bars
block the entrance to the drain, but they have been bentblock the entrance to the drain, but they have been bent
open.open. TTe cracked walls of this chamber reveal naturale cracked walls of this chamber reveal natural
stone and dirt behind them.stone and dirt behind them.

@BD 6!-1*(3 "< *"4('@BD 6!-1*(3 "< *"4('
Area Aspects:Area Aspects: Natural cavern walls, Natural cavern walls, bones of beastsbones of beasts
and humanoids, reeking airand humanoids, reeking air

TTe bones of both beasts and humanoids litter thee bones of both beasts and humanoids litter the  �  � ooroor
of this natural chamber.of this natural chamber. TTe air is thick, humid, ande air is thick, humid, and
reeks of death.reeks of death.

@7D !":(,@7D !":(,
Area Aspects:Area Aspects: Firepit, hovel made of mud and stone, Firepit, hovel made of mud and stone,
pile of bones and refusepile of bones and refuse

 A hovel m A hovel made of mud aade of mud and stone snd stone stands to thtands to the southe south
in this natural cavern. A in this natural cavern. A stone-ringedstone-ringed � �repit sits coldrepit sits cold
nearby. To the east, bleached bones jut out of a largenearby. To the east, bleached bones jut out of a large

 pile of r pile of rotting rotting refuse.efuse.

@FD %!)(:('5 :-&,%'@FD %!)(:('5 :-&,%'

Area Aspects:Area Aspects: Ironbound wooden chest, weapons rack, Ironbound wooden chest, weapons rack,
shelves of small treasuresshelves of small treasures

TTree large shelves stand against the north and southree large shelves stand against the north and south
walls of this small chamber, and are stacked with smallwalls of this small chamber, and are stacked with small
treasures. A weapons rack stands to the east, and a largetreasures. A weapons rack stands to the east, and a large
ironbound chest sits in the southeast corner. An ironironbound chest sits in the southeast corner. An iron
spiral staircase leads upward into other chambers above.spiral staircase leads upward into other chambers above.
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TTe smell of ancient decaye smell of ancient decay  � �lls these silent halls. Bonells these silent halls. Bone
dust swirls in the air, and a cold wind of death blowsdust swirls in the air, and a cold wind of death blows
through the corridors of the catacombs like the breaththrough the corridors of the catacombs like the breath
of a dying titan.of a dying titan.

@D ",0 '%-)3@D ",0 '%-)3
Area Aspects:Area Aspects: Uneven stone stairs, dusty hall, cold wind Uneven stone stairs, dusty hall, cold wind

Old, uneven stone steps lead down into the depths ofOld, uneven stone steps lead down into the depths of
these once-hallowed halls. Dust hangs in the air, swirlingthese once-hallowed halls. Dust hangs in the air, swirling
into strange eddies as a cold wind blows through it.into strange eddies as a cold wind blows through it.

AD (1*-,1)49 3""1AD (1*-,1)49 3""1

Area Aspects:Area Aspects: Embalming Embalming ��uids, stone table, strangeuids, stone table, strange
blades, grate over deep drainblades, grate over deep drain

Blue stone tiles adorn Blue stone tiles adorn thethe �  � oor and walls of this chamber.oor and walls of this chamber.
 A large sto A large stone table ne table stands at thstands at the center e center of the of the room.room.
Smaller tables and shelves hold Smaller tables and shelves hold bottles of strangebottles of strange �  � uidsuids
and knives of various shapes and and knives of various shapes and sizes. An iron gratesizes. An iron grate
stained nearly black protects a deep drain, which opensstained nearly black protects a deep drain, which opens
up to dark waterup to dark water  �  � owing beneath the chamberowing beneath the chamber  �  � oor.oor.

ED 6!-1*(3 "< 9&-30)-4'ED 6!-1*(3 "< 9&-30)-4'
Area Aspects:Area Aspects: Central burning brazier, armoredCentral burning brazier, armored
skeletal statues, corridor blocked by iron portcullisskeletal statues, corridor blocked by iron portcullis

Five armored skeletal statues stand along the walls inFive armored skeletal statues stand along the walls in
this area,this area, �  � anking a burning brazier of yellowanking a burning brazier of yellow  �  � ame.ame.

 An iron portculli An iron portculli s blocks os blocks o ff  ff  a corridor to the south. a corridor to the south.

BD '-36"2!-9) "< !(3"('BD '-36"2!-9) "< !(3"('
Area Aspects:Area Aspects: Ancient stone sarcophagi, massive doorsAncient stone sarcophagi, massive doors

Seven ancient stone sarcophagi stand along the northSeven ancient stone sarcophagi stand along the north
and south walls of this chamber. A set of massive ironand south walls of this chamber. A set of massive iron
doors blocks a passage to the west.doors blocks a passage to the west.

7D 6!-1*(3 "< %!( *(-'%7D 6!-1*(3 "< %!( *(-'%
Area Aspects:Area Aspects: Massive bestial skeleton, hanging stalactites Massive bestial skeleton, hanging stalactites

TTe skeletal remains of a massive horned beast aree skeletal remains of a massive horned beast are
spread across the center of this natural cavern. Largespread across the center of this natural cavern. Large
stone stalactites hang from the ceiling.stone stalactites hang from the ceiling.

FD 6!-1*(3 "< %!( %"1*FD 6!-1*(3 "< %!( %"1*
Area Aspects:Area Aspects: Burning braziers, large sealed tomb Burning braziers, large sealed tomb

 Much of this chamber is Much of this chamber is  � �lled by a large stone tomblled by a large stone tomb
sealed osealed o ff  ff  behind a heavy stone door. Four braziers burn behind a heavy stone door. Four braziers burn
in the corners of the chamber.in the corners of the chamber.

GD +)495' %"1*GD +)495' %"1*
Area Aspects:Area Aspects: Ironbound chests, large stone tomb,Ironbound chests, large stone tomb,
burning braziers, ash-burning braziers, ash-��lled urnslled urns

Red light from four burning braziers illuminates thisRed light from four burning braziers illuminates this
opulent tomb. A large stone sarcophagus stands atopulent tomb. A large stone sarcophagus stands at
the center of the chamber, surrounded by ironboundthe center of the chamber, surrounded by ironbound
chests and shelves holding urnschests and shelves holding urns  � �lled with the asheslled with the ashes
of the dead.of the dead.

HD !)00(4 %"1* "< %!( <"",HD !)00(4 %"1* "< %!( <"",
Area Aspects:Area Aspects: Iron gorgon statues, sarcophagus etched Iron gorgon statues, sarcophagus etched
with swirlswith swirls

TTree large iron statues in the form of horned bulls leerree large iron statues in the form of horned bulls leer
at the sarcophagus in the corner of this chamber.at the sarcophagus in the corner of this chamber. TTee
sarcophagus lid is etched with strange swirling patterns.sarcophagus lid is etched with strange swirling patterns.

ID 6!-1*(3 "< '+&,,'ID 6!-1*(3 "< '+&,,'
Area Aspects:Area Aspects: Huge skull half-buried in the Huge skull half-buried in the ground,ground,
skulls embedded in the wallsskulls embedded in the walls

 A massive cyclopea A massive cyclopean skull is half-burn skull is half-bur ied in the dirtied in the dirt  �  � ooroor
of this large chamber. Smaller skulls are embedded intoof this large chamber. Smaller skulls are embedded into
the north, east, and west walls.the north, east, and west walls.

@CD %"1* "< %!( !)9! 23)('%@CD %"1* "< %!( !)9! 23)('%
Area Aspects:Area Aspects: Bone monuments, bronze sarcophagus Bone monuments, bronze sarcophagus

 A large bronze sarcophagu A large bronze sarcophagus sits atop a platform as sits atop a platform a longlong
the north wall of this room. Four ornate monumentsthe north wall of this room. Four ornate monuments
decorate the chamber, constructed from the skullsdecorate the chamber, constructed from the skulls
and bones of the dead.and bones of the dead.

@@@D !)00(4 .)9@D !)00(4 .)99&3-%9&3-%
Area Aspects:Area Aspects: Steep ziggurat, stained altar, bloodSteep ziggurat, stained altar, blood
rivulets, rivulets, goregore--��lled drainslled drains

 A steep-sided s A steep-sided stone ziggurat tone ziggurat dominates tdominates the center he center of thisof this
chamber. Atop it sits an altar stained red-brown. Rivuletschamber. Atop it sits an altar stained red-brown. Rivulets
of dried bloodof dried blood �  � ow down the sides of the ziggurat to theow down the sides of the ziggurat to the
southeast and southwest. In those corners of the room,southeast and southwest. In those corners of the room,
iron-grated drains areiron-grated drains are � �lled with reeking gore.lled with reeking gore.

@AD *&3)-, 2)%@AD *&3)-, 2)%
Area Aspects:Area Aspects: Stepped pit, bones of the dead,Stepped pit, bones of the dead,
pool of liquepool of lique��eded ��eshesh

 A series of angl A series of angled platfored platforms create a stepped pit in thems create a stepped pit in the
center of this chamber. Steep walls lead from one levelcenter of this chamber. Steep walls lead from one level
down to the next, with the pit ending forty feet belowdown to the next, with the pit ending forty feet below
the uppermost platform.the uppermost platform. TTe bones of countless deade bones of countless dead
humanoids are scattered across these platforms, andhumanoids are scattered across these platforms, and
reeking, liquereeking, lique � �eded �  � eshesh � �lls the lowest portion of the pit.lls the lowest portion of the pit.
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TTis network of natural caves leads deep into theis network of natural caves leads deep into the
surrounding mountains.surrounding mountains.TTe sounds of a rushinge sounds of a rushing
underground river echo from its walls.underground river echo from its walls.

@D 6-:( (4%3-46(@D 6-:( (4%3-46(
Area Aspects:Area Aspects: Rushing water, strange glyphs Rushing water, strange glyphs
surrounding entrancesurrounding entrance

 A river of rushing water A river of rushing water  �  � ows out from the cave’s darkows out from the cave’s dark
entrance. Strange glyphs etched into the stone surroundentrance. Strange glyphs etched into the stone surround
the mouth of the cave.the mouth of the cave.

AD 2"",AD 2"",

Area Aspects:Area Aspects: Deep central pool, dark water, carvings Deep central pool, dark water, carvings
of a beast on the wallof a beast on the wall

Four cavern passages lead oFour cavern passages lead o ff  ff  from this large central pool. from this large central pool.
TTe dark water of the pool hides its depth. A carving ofe dark water of the pool hides its depth. A carving of
a beast decorates the western wall of the cave.a beast decorates the western wall of the cave.

ED !)00(4 '!3)4(ED !)00(4 '!3)4(
Area Aspects:Area Aspects: Bones of large humanoids, altar of red Bones of large humanoids, altar of red
stone, statue of leering horned devilstone, statue of leering horned devil

TTe bones of large humanoid creatures litter thee bones of large humanoid creatures litter the  �  � ooroor
in front of a twisted altar of red stone.in front of a twisted altar of red stone. TTe altar ise altar is
carved into the shape of a leering horned devil.carved into the shape of a leering horned devil.

BD "*(,)'+BD "*(,)'+
Area Aspects:Area Aspects: Black obelisk, rough ground, Black obelisk, rough ground,

 violet illumi violet illuminationnation

 A black obelisk ma A black obelisk made of an unknown materide of an unknown material thrustsal thrusts
up out of the roughup out of the rough  �  � oor of this chamber.oor of this chamber. TTe obeliske obelisk
bathes the walls of the chamber in violet light.bathes the walls of the chamber in violet light.

7D )',-407D )',-40
Area Aspects:Area Aspects: Waterfall, natural island Waterfall, natural island

 A waterfall A waterfall  �  � ows from the north wall of this chamber,ows from the north wall of this chamber,
 � �lling a pool that surrounds a natural rock island.lling a pool that surrounds a natural rock island.

FD 3)<%FD 3)<%
Area Aspects:Area Aspects: Deep ri Deep riff, howling wind, howling wind

 A deep ri A deep ri f  f  cleaves the center of this long, natural cavern. cleaves the center of this long, natural cavern.
 A howling wind blows up from the great cle A howling wind blows up from the great cle f  f ..

GGD '(#(3 D '(#(3 (4%3-46((4%3-46(
Area Aspects:Area Aspects: Broken wall, smell of rot and decay  Broken wall, smell of rot and decay 

 A broken wall of natural stone opens up into the worked A broken wall of natural stone opens up into the worked
stone of a sewer.stone of a sewer. TTe air here reeks of rot and decay.e air here reeks of rot and decay.

HD #-%(3<-,,HD #-%(3<-,,
Area Aspects:Area Aspects: Roaring waterfall, deep pool, Roaring waterfall, deep pool,
natural walkway natural walkway 

 A roaring waterfall A roaring waterfall  �  � ows from the northeast side of thisows from the northeast side of this
chamber into a deep pool. A natural walkway snakes upchamber into a deep pool. A natural walkway snakes up
the east wall, leading behind the waterfall and to a cavethe east wall, leading behind the waterfall and to a cave
on the north side of the chamber.on the north side of the chamber.

ID 2),,-3ID 2),,-3

Area Aspects:Area Aspects: Pillar of white stone, large glyphs, Pillar of white stone, large glyphs,
white stone stalagmiteswhite stone stalagmites

 A pillar of white stone stands at the center of this A pillar of white stone stands at the center of this
chamber, with large glyphs marking its surface. Whitechamber, with large glyphs marking its surface. White
stone stalagmites jutting up from the ground resemblestone stalagmites jutting up from the ground resemble
the teeth of some huge beast.the teeth of some huge beast.

@CD 2)%@CD 2)%
Area Aspects:Area Aspects: Howling wind, deep shaHowling wind, deep shaff, glyphs, glyphs
surrounding the pit’s edgesurrounding the pit’s edge

Howling wind blows forth from a deep pit at the centerHowling wind blows forth from a deep pit at the center
of this chamber. Glyphs mark the stone along the edgeof this chamber. Glyphs mark the stone along the edge
of the pit of the pit ..

@@@D '%(2@D '%(2''
Area Aspects:Area Aspects: Natural stone steps, worked stone wall Natural stone steps, worked stone wall

Natural stone steps lead up to a door in a wall of workedNatural stone steps lead up to a door in a wall of worked
stone.stone. TTe door is carved with faint images and sigils.e door is carved with faint images and sigils.
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TTe smell of wet earth and mildew wae smell of wet earth and mildew wa f  f s through this olds through this old
cellar. Large splintering beams creak beneath saggingcellar. Large splintering beams creak beneath sagging
ceilings. Cold air blows out from cracks in the walls,ceilings. Cold air blows out from cracks in the walls,
hinting at unseen tunnels behind them.hinting at unseen tunnels behind them.

@D '%"3(3""1@D '%"3(3""1
Area Aspects:Area Aspects: Wooden crates, barrels, bales of barley,Wooden crates, barrels, bales of barley,
stairs leading upstairs leading up

 A large number of crates and bar A large number of crates and barrels are scattered aboutrels are scattered about
this area. Rats scurry here and there, having burrowedthis area. Rats scurry here and there, having burrowed
their way into large bales of moldy barley. Stairs heretheir way into large bales of moldy barley. Stairs here
lead up to chambers above.lead up to chambers above.

AD :-%'AD :-%'
Area Aspects:Area Aspects: VVats of mead, shelves ats of mead, shelves holding brewing suppliesholding brewing supplies

TTe smell of alcohol is sharp here, centered around two largee smell of alcohol is sharp here, centered around two large
vats of mead against the south wall of the room. Shelves onvats of mead against the south wall of the room. Shelves on
the north and east walls contain brewing supplies.the north and east walls contain brewing supplies.

ED 6!-1*(3 "< '",)%&0(ED 6!-1*(3 "< '",)%&0(
Area Aspects:Area Aspects: Comfy armchair, soComfy armchair, soff bed, shelves of bed, shelves of
old booksold books

 A wo A worn armchrn armchair air sits sits next next to a to a table table holdinholding an g an old boold book,ok,
and a large bookcase on the north wall holdand a large bookcase on the north wall holds more tomes. As more tomes. A
comfortable-looking bed in one corner smells faintly of mildew.comfortable-looking bed in one corner smells faintly of mildew.

BD %!)(:('5 0(4BD %!)(:('5 0(4
Area Aspects:Area Aspects: Straw mattresses, cracked table,Straw mattresses, cracked table,
ironbound chest, wardrobe holding cloaksironbound chest, wardrobe holding cloaks

 A number o A number of straf straw mattresses w mattresses are sprare spread along the ead along the wallswalls
in the southern half of this chamber. Five chairs surroundin the southern half of this chamber. Five chairs surround
a large cracked table to a large cracked table to the north, next to the north, next to ironbound chestironbound chest
and a wardrobe holding a number of dark and a wardrobe holding a number of dark cloaks.cloaks.

7D !-,, "< '(63(%'7D !-,, "< '(63(%'
Area Aspects:Area Aspects: Raised t Raised throne, dining tableshrone, dining tables

Two long dining tables line the center of this room.Two long dining tables line the center of this room.
 An ornate  An ornate throne throne stands atop stands atop a raised pa raised platform againstlatform against
the south wall.the south wall.

FD -,%-3 "< )3"4FD -,%-3 "< )3"4
Area Aspects:Area Aspects: Statue of black-armored humanoid,Statue of black-armored humanoid,
iron altariron altar

 An i An iron ron altar altar is seis set beft before ore a larga large ste statue atue of a of a blackblack-armor-armoreded
humanoid, its features wrapped in humanoid, its features wrapped in shadow.shadow.

GD %"3%&3( 6!-1*(3GD %"3%&3( 6!-1*(3
Area Aspects:Area Aspects: Stone tablStone table with manacles, drae with manacles, dra in in thein in the
��oor, table full of hooked bladesoor, table full of hooked blades

Iron manacles hang from the four corners Iron manacles hang from the four corners of a blood-of a blood-
stained stone table at the center of this chamber.stained stone table at the center of this chamber.

 A wooden t A wooden table in oable in one corner holds a ne corner holds a nightmarishnightmarish
variety of wicked-looking hooked blades. Stains showvariety of wicked-looking hooked blades. Stains show
where blood and gore haswhere blood and gore has  �  � owed down into a sewer drain.owed down into a sewer drain.

HD 3(<&'( 2)%HD 3(<&'( 2)%
Area Aspects:Area Aspects: PowPowerful erful stench, buzzingstench, buzzing ��ies, deep pities, deep pit
��lled with olled with off ff alal

TTe stench of rot and the buzzing ofe stench of rot and the buzzing of  �  � iesies  � �lls thislls this
chamber. Piles of rotting ochamber. Piles of rotting o ff  ff al are spread across theal are spread across the
bottom of a deep pit at the center of the room.bottom of a deep pit at the center of the room.

ID *&%6!(35' 2-4%3/ID *&%6!(35' 2-4%3/
Area Aspects:Area Aspects: Cold chamberCold chamber, dressed carcasses , dressed carcasses hanginghanging
from hooks, stairs leading upfrom hooks, stairs leading up

TTe dressed carcasses of four large creatures hang frome dressed carcasses of four large creatures hang from
hooks chained to the ceiling of this cold chamber. Stairshooks chained to the ceiling of this cold chamber. Stairs
here lead up to chambers above.here lead up to chambers above.

@CD '&4+(4 6(,,'@CD '&4+(4 6(,,'
Area Aspects:Area Aspects: Smell of decay, cells sunken into theSmell of decay, cells sunken into the ��oor,oor,
locked iron grateslocked iron grates

Locked iron grates seal oLocked iron grates seal o ff  ff  four ten-foot-deep cells below four ten-foot-deep cells below
thethe  �  � oor of this chamber.oor of this chamber. TTe smell of waste and decaye smell of waste and decay
emanates from each cell.emanates from each cell.

@@@D -,%@D -,%-3 "< %-3 "< %!( *(-!( *(-'%'%
Area Aspects:Area Aspects: Large waterfall, huge idol of a bestial deity Large waterfall, huge idol of a bestial deity 

 A huge idol representing some bestial d A huge idol representing some bestial deity stands in theeity stands in the
center of this large cavern. A waterfallcenter of this large cavern. A waterfall  �  � ows down theows down the
southeast wall,southeast wall,  � �lling a deep pool.lling a deep pool.

@AD 2)%@AD 2)%
Area Aspects:Area Aspects: Bones of beasts and Bones of beasts and humanoids, deep pithumanoids, deep pit

 A large pit at the center of this cavern seem A large pit at the center of this cavern seem s to descends to descend
endlessly into the earth below.endlessly into the earth below. TTe bones of beasts ande bones of beasts and
humanoids are scattered around the pit.humanoids are scattered around the pit.

@ED #-33(4'@ED #-33(4'
Area Aspects:Area Aspects: TTunnels, refuse unnels, refuse heaps, discarded bonesheaps, discarded bones

 A number of tunnels l A number of tunnels l ead to chambersead to chambers  � �lled withlled with
carcasses and heaps of refuse. Discarded bones arecarcasses and heaps of refuse. Discarded bones are
strewn about.strewn about.

@B@BD '(#(3 (4D '(#(3 (4%3-46(%3-46(
Area Aspects:Area Aspects: Worked stone, slick slime, foul waterWorked stone, slick slime, foul water

TTe walls of this narrow hallway are slick with slime.e walls of this narrow hallway are slick with slime.
Foul waterFoul water � �lls a channel cut into thells a channel cut into the  �  � oor,oor, �  � owingowing
into sewers beyond.into sewers beyond.
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Unforgiving black stone deUnforgiving black stone de � �nes the walls of this terriblenes the walls of this terrible
dungeon. Cold air and the echoes of old screams stilldungeon. Cold air and the echoes of old screams still
linger in this site’s ancient halls.linger in this site’s ancient halls.

@D (4%3/ !-,,@D (4%3/ !-,,
Area Aspects:Area Aspects: Grim humanoid statue, orbs on podiums Grim humanoid statue, orbs on podiums

 A statue of a grim-lo A statue of a grim-looking humanoid standoking humanoid stands across froms across from
the stairs that descend into this hall. Four podiums holdthe stairs that descend into this hall. Four podiums hold
orbs that glow with a dim light.orbs that glow with a dim light.

AD -&0)(46( 6!-1*(3AD -&0)(46( 6!-1*(3
Area Aspects:Area Aspects: Raised platform, grim throne, scarred Raised platform, grim throne, scarred
wooden table, armored statues, drainage grateswooden table, armored statues, drainage grates

 A stone  A stone throne sithrone sits atop a ts atop a raised raised platplat form oform on the ean the eastst
side of this chamber. A wooden tablside of this chamber. A wooden tabl e sits at the centere sits at the center
of the chamber, its surface scarred and stained with oldof the chamber, its surface scarred and stained with old
blood. Statues of armoredblood. Statues of armored  � � gures  gures stand stand on the non the northorth
and south walls. and south walls. TTwo iron grates open up in thewo iron grates open up in the  �  � oor.oor.

ED %"3%&3( 6!-1*(3ED %"3%&3( 6!-1*(3
Area Aspects:Area Aspects: Torture rack, table of torture implements, Torture rack, table of torture implements,
brazier, spiked iron maidens, drainage gratebrazier, spiked iron maidens, drainage grate

 A la A large rge torttorture ure racrack dk domiominatnates es the the nortnorthwhwest est corncorner er of of thithiss
chamber, with an iron brazier nearby. A table covered withchamber, with an iron brazier nearby. A table covered with
implements of pain is set along the wall, along with two ironimplements of pain is set along the wall, along with two iron
maidens. A drainage grate is embedded into the stonemaidens. A drainage grate is embedded into the stone  �  � oor.oor.

BD ('6-2(BD ('6-2(
Area Aspects:Area Aspects: Secret escape stairwell Secret escape stairwell

 An iron  An iron spiral stspiral staircase leads upwaaircase leads upward, ready trd, ready to facilitato facilitatee
the escape of noble lords from the dungeon.the escape of noble lords from the dungeon.

7D -3(4-7D -3(4-
Area Aspects:Area Aspects: Deep pit and arenaDeep pit and arena ��oor, protectiveoor, protective
spikes, observation benchesspikes, observation benches

TTe center of this chamber dropse center of this chamber drops  �f  �f een feet to become the piteen feet to become the pit
of an arenaof an arena �  � oor. Large iron spikes surround the upper edgeoor. Large iron spikes surround the upper edge
of the pit. Semicircular benches oof the pit. Semicircular benches o ff  ff er a view of theer a view of the �  � oor below.oor below.

FD 4"*,('5 9-,,(3/FD 4"*,('5 9-,,(3/
Area Aspects:Area Aspects: Raised platform, thrones, guard alcovesRaised platform, thrones, guard alcoves

Four thrones sit on a raised platform south of the arena.Four thrones sit on a raised platform south of the arena.

GD 4"*,('5 (4%3-46(GD 4"*,('5 (4%3-46(
Area Aspects:Area Aspects: Steep stairwellSteep stairwell

 A set of steep stairs lead A set of steep stairs leads up and out of the dungeon.s up and out of the dungeon.

HD 9,-0)-%"3'5 -31"3/HD 9,-0)-%"3'5 -31"3/
Area Aspects:Area Aspects: Heavy tables, gladiator weapons,Heavy tables, gladiator weapons,
iron portcullisesiron portcullises

Two iron portcullises secure this room, which featuresTwo iron portcullises secure this room, which features
 gladiator gladiator ial weapons laid out on heavial weapons laid out on heavy wooden tables.y wooden tables.

ID *(-'% 23(2-3-%)"4 6!-1*(3ID *(-'% 23(2-3-%)"4 6!-1*(3
Area Aspects:Area Aspects: Protective cage, release chain, heavy Protective cage, release chain, heavy
iron portcullisesiron portcullises

 A cage of protective iron surrounds a rel A cage of protective iron surrounds a release chainease chain
connected to the heavy portcullis leading to the arenaconnected to the heavy portcullis leading to the arena
to the east. Two more heavy iron portcullises secureto the east. Two more heavy iron portcullises secure
the hallway to the north.the hallway to the north.

@CD ,)@CD ,)<% "< %!( *(-'<% "< %!( *(-'%%
Area Aspects:Area Aspects: Large wooden li Large wooden liff, crank wheel, crank wheel

 An iron crank wheel is set into the wall across from An iron crank wheel is set into the wall across from
a large, chain-driven wooden lia large, chain-driven wooden li f  f . Turning the wheel. Turning the wheel
raises the liraises the li f  f  into unseen areas above. into unseen areas above.

@@@D 6!-34(, @D 6!-34(, 2)%2)%
Area Aspects:Area Aspects: Large pit, dismembered bodies Large pit, dismembered bodies

 A large pit opens up at the center of this chambe A large pit opens up at the center of this chamber,r,
reeking of the rotted remains of the dismemberedreeking of the rotted remains of the dismembered
bodies spread across itsbodies spread across its  �  � oor.oor.

@AD 6"11"4 6(,,@AD 6"11"4 6(,,

Area Aspects:Area Aspects: Large iron cage, dra Large iron cage, dra inage grateinage grate

 A large cell with a singl A large cell with a singl e door dominates this chamber.e door dominates this chamber.
 A drainage grate is set into the A drainage grate is set into the  �  � oor to the northeast.oor to the northeast.

@ED '(#-9( %&44(,@ED '(#-9( %&44(,
Area Aspects:Area Aspects: Slick walls, stench of waste Slick walls, stench of waste

Centuries ofCenturies of  � �lth and refuse cake the walls of thislth and refuse cake the walls of this
narrow sewage tunnel.narrow sewage tunnel.

@BD 3(<&'( 2)%@BD 3(<&'( 2)%
Area Aspects:Area Aspects: Green liquid, sewage pipes, dark stairsGreen liquid, sewage pipes, dark stairs

 A green liquid A green liquid  � �lls the bottom of this refuse pit. Sewerlls the bottom of this refuse pit. Sewer
 pipes extend over the pit from the ea pipes extend over the pit from the east and west, andst and west, and
a staircase to the south leads up.a staircase to the south leads up.

@7D 6(,,'@7D 6(,,'
Area Aspects:Area Aspects: Barred cells, drainage gratesBarred cells, drainage grates

Heavy iron bars divide this area into a number ofHeavy iron bars divide this area into a number of
individual cells. Two drainage grates are set into theindividual cells. Two drainage grates are set into the
 �  � oor outside the cells.oor outside the cells.
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 A hot wind blows out from the network of sha A hot wind blows out from the network of sha f  f s thats that
make up this old mine. Rusted iron rails on crackedmake up this old mine. Rusted iron rails on cracked
wooden ties snake through dark tunnels.wooden ties snake through dark tunnels. TTe dust ofe dust of
agesages �  � oats heavy in the air.oats heavy in the air.

@D '&22,/ 6!-1*(3@D '&22,/ 6!-1*(3
Area Aspects:Area Aspects: Oil barrels, shovels, picks, mining Oil barrels, shovels, picks, mining
suppliessupplies

Large barrels leak lamp oil onto theLarge barrels leak lamp oil onto the  �  � oor of this rough-oor of this rough-
carved chamber. Wooden tables are strewn with picks,carved chamber. Wooden tables are strewn with picks,
shovels, and other mining supplies.shovels, and other mining supplies.

AD 1)4( 6-3% 0(2"%AD 1)4( 6-3% 0(2"%
Area Aspects:Area Aspects: Mine carts, iron track-switch levers Mine carts, iron track-switch levers

TTree heavy iron mine carts sit on rails in this chamber.ree heavy iron mine carts sit on rails in this chamber.
 A pair of levers control the switches that connec A pair of levers control the switches that connec tt
the tracks.the tracks.

ED 1('' !-,,ED 1('' !-,,
Area Aspects:Area Aspects: Large wooden tables, cast-iron stove Large wooden tables, cast-iron stove

Two large wooden tables are set up in this chamber.Two large wooden tables are set up in this chamber.
 A cast-iron stove stands agai A cast-iron stove stands against the east wall.nst the east wall.

BD <(-'%)49 !-,,BD <(-'%)49 !-,,
Area Aspects:Area Aspects: Huge wooden tables, raised wooden Huge wooden tables, raised wooden
platform, lord’s tableplatform, lord’s table

 A raised wooden plat A raised wooden plat form standform stands to the north in thiss to the north in this
rough-hewn chamber. Two huge, rough-carved banquetrough-hewn chamber. Two huge, rough-carved banquet
tablestables � �ll the hall to the south, while a smaller lord’sll the hall to the south, while a smaller lord’s
table stands atop the platform.table stands atop the platform.

7D 2-4%3/7D 2-4%3/

Area Aspects:Area Aspects: Barrels and cratesBarrels and crates

Crates of foodstuCrates of foodstu ff  ff s and barrels of mead are stacked ups and barrels of mead are stacked up
in this cavern.in this cavern.

FD *(-'%5' 0(4FD *(-'%5' 0(4
Area Aspects:Area Aspects: Natural stone walls, scattered bones Natural stone walls, scattered bones

TTe bones of numerous beasts lay scattered about in thise bones of numerous beasts lay scattered about in this
natural cave.natural cave.

GGD *(-'%5D *(-'%5' %&44(,'' %&44(,'
Area Aspects:Area Aspects: Shadowed tunnels, bones of the dead Shadowed tunnels, bones of the dead

TTe bones of beasts and humanoids are spreade bones of beasts and humanoids are spread
throughout these narrow, shadowed tunnels.throughout these narrow, shadowed tunnels.

HD 93(-% 03"2HD 93(-% 03"2
Area Aspects:Area Aspects: Vast pit, ropes and ladders Vast pit, ropes and ladders

 A huge pit opens up to darkness belo A huge pit opens up to darkness below. A numberw. A number
of ladders and ropes lead down into the depths.of ladders and ropes lead down into the depths.

ID %3(-'&3( :-&,%ID %3(-'&3( :-&,%
Area Aspects:Area Aspects: Ironbound chests, altar to a Ironbound chests, altar to an armored godn armored god

Five heavy ironbound chests sit in this chamber, arrayedFive heavy ironbound chests sit in this chamber, arrayed
before an altar bearing a statue of an armored god.before an altar bearing a statue of an armored god.

@CD 6,(<%@CD 6,(<%

Area Aspects:Area Aspects: Deep crack, precarious tracks, iron Deep crack, precarious tracks, iron
track-switch levertrack-switch lever

 A huge crack in the earth splits this chambe A huge crack in the earth splits this chamber in two.r in two.
Iron rails precariously cross the shadowy depths.Iron rails precariously cross the shadowy depths.

 A track-switch lever deter A track-switch lever determines whether the trackmines whether the track
runs north or east through this area.runs north or east through this area.

@@D 1)4( '!-<%'@@D 1)4( '!-<%'
Area Aspects:Area Aspects: Deep shaDeep shaffs, ropes hanging downs, ropes hanging down

Ropes hang down the steep walls of two deep mine shaRopes hang down the steep walls of two deep mine sha f  f s.s.

@AD <)49(3'@AD <)49(3'
Area Aspects:Area Aspects: Narrow mining tunnels Narrow mining tunnels

Narrow exploratory tunnels lead deep into the rock.Narrow exploratory tunnels lead deep into the rock.

@ED 6/6,"2(-4 '+&,,@ED 6/6,"2(-4 '+&,,
Area Aspects:Area Aspects: Half-buried giant skullHalf-buried giant skull

TTe excavation of this cavern has revealed a cyclopeane excavation of this cavern has revealed a cyclopean
skull, half-buried in ancient rock to betray its great age.skull, half-buried in ancient rock to betray its great age.
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TTick strands of ivy cover this ancient temple. Reliefick strands of ivy cover this ancient temple. Relief
carvings of the gods stare out into the distance, crackscarvings of the gods stare out into the distance, cracks
weathering their once-perfect faces. A set of large stoneweathering their once-perfect faces. A set of large stone
doors leads into the temple beyond.doors leads into the temple beyond.

@D 4-3%!(>@D 4-3%!(>
Area Aspects:Area Aspects: Ornate fountain, stone benches, bronze Ornate fountain, stone benches, bronze
statues, braziersstatues, braziers

 An o An ornate rnate founfountain tain stands stands at tat the che center enter of tof this lahis large rge circulacircularr
chamber. Tchamber. Two bronze statues stand in wo bronze statues stand in alcoves on either sidealcoves on either side
of the chamber, eachof the chamber, each �  � anked by a pair of braziers. Fouranked by a pair of braziers. Four
large stone benches are set around large stone benches are set around the fountain.the fountain.

AD 9-30(4'AD 9-30(4'
Area Aspects:Area Aspects:TTick trees, wooden benches, warriorick trees, wooden benches, warrior
statues, restatues, re��ecting poolsecting pools

 A dirt  A dirt path path leads tleads throuhrough tgh this lhis lush grush green een gardegarden. Largn. Largee
trees and wooden benches trees and wooden benches are scattered throughout theare scattered throughout the
area. Light in the area is caught by the shimmering surfacesarea. Light in the area is caught by the shimmering surfaces
of pools, reof pools, re �  � ecting across the lush landscecting across the lush landscape and the twoape and the two
huge stone warrior statues that seem to guard it.huge stone warrior statues that seem to guard it.

ED 6(1(%(3/ED 6(1(%(3/
Area Aspects:Area Aspects: Stone sarcophagi, large hooded statue, Stone sarcophagi, large hooded statue,
smaller armored statuessmaller armored statues

Stone sarcophagi stand throughout this huge chamber,Stone sarcophagi stand throughout this huge chamber,
some of them hundreds of years old. some of them hundreds of years old. A statue depictingA statue depicting
a hoodeda hooded � � gure stands at  gure stands at the centthe center of ter of the cemeteryhe cemetery..

 A large sto A large stone columbne columbarium rises in tharium rises in the southe southern halfern half
of the chamber,of the chamber,  �  � anked by armored statues. Its wallsanked by armored statues. Its walls
are lined with niches holding the ashes of the dead,are lined with niches holding the ashes of the dead,
and surround a large bronze sarcophagus.and surround a large bronze sarcophagus.

BD 4-:(BD 4-:(
Area Aspects:Area Aspects: Central altar, wooden benches, pulpit Central altar, wooden benches, pulpit

Old wooden benches line this large hall, whose high, domedOld wooden benches line this large hall, whose high, domed
ceiling is supported by buttresses. ceiling is supported by buttresses. A large altar stands at theA large altar stands at the
north end of the hall, with a pulpit set atop it. Doors lnorth end of the hall, with a pulpit set atop it. Doors lead oead o ff  ff 
to the north, east, and west.to the north, east, and west.

7D 6(,,7D 6(,,

Area Aspects:Area Aspects: Old beds, small footlockers Old beds, small footlockers

TTis sleeping chamber of the clergy holds old beds andis sleeping chamber of the clergy holds old beds and
a number of small, splintered footlockers.a number of small, splintered footlockers.

FD :('%3/FD :('%3/
Area Aspects:Area Aspects: Tables holding holy objects, iron ladder Tables holding holy objects, iron ladder
leading downleading down

Urns, scrolls, and vestments are scattered across oldUrns, scrolls, and vestments are scattered across old
wooden tables in this small chamber. Awooden tables in this small chamber. A  �  � agstone hasagstone has
been pulled up from thebeen pulled up from the  �  � oor, revealing a set of ironoor, revealing a set of iron
rungs leading into other chambers below.rungs leading into other chambers below.

GD ",0 '!3)4(GD ",0 '!3)4(
Area Aspects:Area Aspects: Deep sacri Deep sacri��cial pit, jade bestial statues,cial pit, jade bestial statues,
demonic altardemonic altar

TTe stonework of this chamber appears much oldere stonework of this chamber appears much older
than that seen in the rest of the temple. A large, deep pitthan that seen in the rest of the temple. A large, deep pit
dominates the center of the area. Four large jade statuesdominates the center of the area. Four large jade statues
shaped as featureless hulks stand along the side walls.shaped as featureless hulks stand along the side walls.

 A central altar suppor A central altar supports a statue of some twistedts a statue of some twisted
demonicdemonic  � � gure. gure.

HD '-63)'%/HD '-63)'%/
Area Aspects:Area Aspects: Oak table and chair, holy books and Oak table and chair, holy books and
relics, bookcaserelics, bookcase

TTis small chamber houses is small chamber houses materials used materials used in the temple’in the temple’ss
services. A large oak dservices. A large oak desk stands along the south wall.esk stands along the south wall.

 A side table  A side table to the to the east holds copper east holds copper bowls and opbowls and opaqueaque
bottles. A bookcase to the north holds a number ofbottles. A bookcase to the north holds a number of
religious texts.religious texts.

ID !)9! 23)('%5' *(06!-1*(3ID !)9! 23)('%5' *(06!-1*(3
Area Aspects:Area Aspects: Large bed, locked chest, tall dresser, Large bed, locked chest, tall dresser,
shelves of relicsshelves of relics

 A larg A large bee bed std stands agands against ainst the the north north wall wall of tof this chis chambehamber,r,
with a heavy ironbound wooden chest at its foot. A tallwith a heavy ironbound wooden chest at its foot. A tall
dresser is set against the east wall, dresser is set against the east wall, and a tall set of shelvesand a tall set of shelves
on the south wall holds a number of religious relics.on the south wall holds a number of religious relics.

@CD 1-)4 ,)*3-3/@CD 1-)4 ,)*3-3/
Area Aspects:Area Aspects: Large circular  Large circular table, large bootable, large bookcases.kcases.

Large bookcases surround a cLarge bookcases surround a circular table at the centerircular table at the center
of this chamber.of this chamber.

@@D <"3*)00(4 ,)*3-3/@@D <"3*)00(4 ,)*3-3/
Area Aspects:Area Aspects: Central table, tall bookshelves, Central table, tall bookshelves,
forbidden textsforbidden texts

Violet light illuminates this dark chamber. SurroundingViolet light illuminates this dark chamber. Surrounding
a central wooden table, tall bookshelves hold an arraya central wooden table, tall bookshelves hold an array
of texts detailing the forbidden lore of countless ages.of texts detailing the forbidden lore of countless ages.

@AD !)00(4 '%-)3@AD !)00(4 '%-)3
Area Aspects:Area Aspects: Ironbound chest, spiral staircase Ironbound chest, spiral staircase

TTis small room contains a heavy ironbound chest and ais small room contains a heavy ironbound chest and a
spiral staircase that leads down into the depths. A howlingspiral staircase that leads down into the depths. A howling
wind blows up from the darkness.wind blows up from the darkness.
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TTe smell of ozone and sour alchemye smell of ozone and sour alchemy  �  � ows through theows through the
electrically charged air of these mystical halls.electrically charged air of these mystical halls.

@D (4%3/ !-,,@D (4%3/ !-,,
Area Aspects:Area Aspects: Large iron statues, Large iron statues, glyph-marked doorglyph-marked door

 A  A vioviolet let glyglyph ph burburns ns on on ththe e doodoor r to to ththe e nonorthrth. T. Two wo sisinisnisteter r irironon
statues stand on each side of the entry hall, facing inward.statues stand on each side of the entry hall, facing inward.

AD -&0)(46( !-,,AD -&0)(46( !-,,
Area Aspects:Area Aspects: Ornate rugs, raised dais, burningOrnate rugs, raised dais, burning
braziers, ruby-glass thronebraziers, ruby-glass throne

 A ruby-glass throne  A ruby-glass throne sits on sits on a raised dais oa raised dais on the n the north sidenorth side
of this hall. Two braziers burn brightly next to the throne.of this hall. Two braziers burn brightly next to the throne.
TTree long, ornate rugs run from the south wall to theree long, ornate rugs run from the south wall to the
base of the dais.base of the dais.

ED *&%6!(35' 2-4%3/ED *&%6!(35' 2-4%3/
Area Aspects:Area Aspects: Hanging meat, butchered hog, tableHanging meat, butchered hog, table
of foodstuof foodstuff ff ss

TTwo dressed sides of meat wo dressed sides of meat hang from hooks embeddhang from hooks embedded intoed into
the ceiling. Tthe ceiling. Two scarred tables hold wo scarred tables hold various foodstuvarious foodstu ff  ff s.s.

BD +)%6!(4BD +)%6!(4
Area Aspects:Area Aspects: Large stove, food preparation tablesLarge stove, food preparation tables

 A large sto A large stove constructed ove constructed of charred stf charred stone and meone and metaltal
stands against the west wall of this kitchen. Tablesstands against the west wall of this kitchen. Tables
nearby hold knives, platters, and spices in glass nearby hold knives, platters, and spices in glass jars.jars.

(A grated drain beyond a secret door to the north leads(A grated drain beyond a secret door to the north leads
to area 9.)to area 9.)

7D !)00(4 6(,,'7D !)00(4 6(,,'
Area Aspects:Area Aspects: Scarred and stained torture rack, tableScarred and stained torture rack, table
holding sinister knives, barred cellsholding sinister knives, barred cells

 A scarred to A scarred torture rack rture rack is adorned with is adorned with leather strleather straps andaps and
sinister red-black stains. A pair of sinister red-black stains. A pair of iron-barred cells standiron-barred cells stand
across the room. A table nearby holds a full across the room. A table nearby holds a full assortmentassortment
of wicked-looking knives.of wicked-looking knives.

FD 1&'(&1FD 1&'(&1
Area Aspects:Area Aspects: Huge stone statue, suits of armor,Huge stone statue, suits of armor,
displays of weapons and implementsdisplays of weapons and implements

 A huge  A huge stone stastone statue stands at tue stands at the centthe center of ter of this smallhis small
museum. Two glass-toppemuseum. Two glass-topped cad cases display ornate ses display ornate weapons,weapons,
staves, and wands. Two suits of sharp-edged armorstaves, and wands. Two suits of sharp-edged armor  �  � ankank
the door to the south.the door to the south.

GD ,)*3-3/GD ,)*3-3/
Area Aspects:Area Aspects: Reading tables, long multistoryReading tables, long multistory
bookshelves, ancient tomesbookshelves, ancient tomes

Long, tall bookshelves run along the walls of this high-Long, tall bookshelves run along the walls of this high-
ceilinged library. Two round tables occupy the center ofceilinged library. Two round tables occupy the center of
the room.the room. TTousands of ancient tomes of all shapes andousands of ancient tomes of all shapes and
sizes are stacked on the shelves.sizes are stacked on the shelves.

HD *(06!-1*(3HD *(06!-1*(3
Area Aspects:Area Aspects: Large bed, bookshelves, writing desk,Large bed, bookshelves, writing desk,
ornate rugornate rug

 A sha A shadowed dowed light light in tin this chis chambehamber rer reveals veals a larga large bee bed, and, an
ornate rug, a writing desk, and bookshelves along the walls.ornate rug, a writing desk, and bookshelves along the walls.

ID ,-*"3-%"3/ID ,-*"3-%"3/
Area Aspects:Area Aspects: Heavy wooden table, workbenchesHeavy wooden table, workbenches
holding alchemical equipmenholding alchemical equipment, artt, articulated construct,iculated construct,
grated draingrated drain

 A complicat A complicated construct hangs ed construct hangs from the from the ceiling aboceiling above ave a
large table, its many articulated arms ending in scilarge table, its many articulated arms ending in sci ssors,ssors,
blades, vices, blades, vices, and clamps. Twand clamps. Two workbenches hold variouso workbenches hold various

 pieces of  pieces of alchemical equipalchemical equipment. A large ment. A large grate covgrate covers aers a
drain in an alcove to the northwest.drain in an alcove to the northwest.

((TTe drain descends down to the secret alcove northe drain descends down to the secret alcove north
of area 4.)of area 4.)

@CD '63/)49 6!-1*(3@CD '63/)49 6!-1*(3
Area Aspects:Area Aspects: Walkway and lower chamber, largeWalkway and lower chamber, large
scrying pool, armored statues, scrying mirrorsscrying pool, armored statues, scrying mirrors

TTe central part of this large chamber is sunken ten feete central part of this large chamber is sunken ten feet
below the walkway around it. A large pool of liquid swirlsbelow the walkway around it. A large pool of liquid swirls
in the center of the lower chamber. Two mirrors standin the center of the lower chamber. Two mirrors stand
opposite from one another along the east and west wallsopposite from one another along the east and west walls
of the walkway. Two armored statues stand guard nextof the walkway. Two armored statues stand guard next
to the chamber’s entrance.to the chamber’s entrance.

((TTe right-hand mirror leads to the extradimensionale right-hand mirror leads to the extradimensional
treasure treasure vault of area vault of area 1111.).)

@@@D %3(-@D %3(-'&3( '&3( :-&,%:-&,%
Area Aspects:Area Aspects: ExtradiExtradimensional vault, tables of weapomensional vault, tables of weapons,ns,
ironbound glyph-marked chests, bag of gold coinsironbound glyph-marked chests, bag of gold coins

TTe walls of this chamber are made out of a strangee walls of this chamber are made out of a strange
unknown substance.unknown substance. TTree large chests stand along oneree large chests stand along one
wall. Two tables hold a number of weapons on display.wall. Two tables hold a number of weapons on display.

 A large leat A large leather sack has brher sack has broken open, spilloken open, spilling gold coiing gold coinsns
upon theupon the �  � oor.oor.

@AD '&11"4)49 6!-1*(3@AD '&11"4)49 6!-1*(3
Area Aspects:Area Aspects: Huge pentagram, large stone table withHuge pentagram, large stone table with
old book, large braziersold book, large braziers

Four large braziers surround a pentagram carved into theFour large braziers surround a pentagram carved into the
 �  � oor of this chamber. A stone table nearby holds a bookoor of this chamber. A stone table nearby holds a book
bound in humanoid skin.bound in humanoid skin.
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TTe following four pages are templates that you can usee following four pages are templates that you can use
to write down vital information as you prepare and runto write down vital information as you prepare and run
your games. You are free to copy and print extra copiesyour games. You are free to copy and print extra copies
of these pages, as you need.of these pages, as you need.

'('')"4 #"3+'!((%'('')"4 #"3+'!((%
TTis worksheet helps you walk through the eight stepsis worksheet helps you walk through the eight steps
of game preparation described inof game preparation described in Return of the LazyReturn of the Lazy
DM DM . When you’re not sure where to start to prepare for. When you’re not sure where to start to prepare for
your next game, grab a copy of this sheet and use it toyour next game, grab a copy of this sheet and use it to
guide your prep.guide your prep.

You can save copies of these sheets to see how yourYou can save copies of these sheets to see how your
adventure evolves from session to session, or just toadventure evolves from session to session, or just to
keep a historical record of your game.keep a historical record of your game.

6!-3-6%(3 %3-6+(36!-3-6%(3 %3-6+(3
TTis sheet can help you keep track of the playeris sheet can help you keep track of the player
characters in your ccharacters in your c ampaign—theampaign—the��rst and orst and offen mosten most

 vital ste vital step in game preparation. Puttp in game preparation. Putt ing the chaing the charactersracters
��rst and foremost ensures that the rest of your preprst and foremost ensures that the rest of your prep
keeps the characters in mind, akeeps the characters in mind, and puts them in thend puts them in the
spotlight they deserve.spotlight they deserve. TTe design of this sheet ise design of this sheet is
purposefully open, to let you write down the thingspurposefully open, to let you write down the things
most important to you as you track the characters inmost important to you as you track the characters in
your game.your game.

426 %3426 %3-6+-6+(3(3
When you’re running a game, things are happeningWhen you’re running a game, things are happening
fast and furiously. It’s easy to completely improvise anfast and furiously. It’s easy to completely improvise an
NPC, then forget about that character seconds later.NPC, then forget about that character seconds later.
TTis NPC tracker is intended to help you quickly writeis NPC tracker is intended to help you quickly write
down NPCs as you create them in your game. Like thedown NPCs as you create them in your game. Like the
character tracker, the design of this sheet has been lecharacter tracker, the design of this sheet has been leff
open so you can add whatever information youopen so you can add whatever information you ��ndnd

 valuable in your ga valuable in your game.me.

6-12-)94 2,-44(36-12-)94 2,-44(3
TTe campaign planner sheet follows the campaigne campaign planner sheet follows the campaign
building approabuilding approach discussed ch discussed inin Return of the Lazy DM Return of the Lazy DM ..

Start with the primary campaign hook.Start with the primary campaign hook. TTis isis is
the one-line description that describes what yourthe one-line description that describes what your
campaign is about.campaign is about.

TTen move on to the six truths of your world–the sixen move on to the six truths of your world–the six
things that set your campaign apart from althings that set your campaign apart from al l the otherl the other
worlds and campaigns out there.worlds and campaigns out there. TTese truths can helpese truths can help
your players design their characters, and will help youyour players design their characters, and will help you
focus on what makes your campaign unique.focus on what makes your campaign unique.

TTen go on to your campaign fronts—a concepten go on to your campaign fronts—a concept
borrowed from the excellent story-focused RPGsborrowed from the excellent story-focused RPGs
Apocalypse WorldApocalypse World and Dungeon World. Each of theseand Dungeon World. Each of these
fronts represents a primary mover in the campaign’sfronts represents a primary mover in the campaign’s
world.world.TTis might be three major villains, or it mightis might be three major villains, or it might
be a mixture of villains, upcoming events, or majorbe a mixture of villains, upcoming events, or major
factions in the world.factions in the world.

TTese fronts represent the major motivators in theese fronts represent the major motivators in the
campaign that the characters wilcampaign that the characters wil l interact with. Eachl interact with. Each
front has a primary goal afront has a primary goal and three grim portents.nd three grim portents.TTee
goal is the point toward which the front moves.goal is the point toward which the front moves. TTee
grim portents are the three noticeable events that cangrim portents are the three noticeable events that can
take place and reveal to the characters that the front istake place and reveal to the characters that the front is
moving forward. All these concepts are discussed inmoving forward. All these concepts are discussed in
Return of the Lazy DM Return of the Lazy DM ..

With these sheets in hand, you can With these sheets in hand, you can easily keep trackeasily keep track
of your campaigns, adventures, characters, and NPCs,of your campaigns, adventures, characters, and NPCs,
both during preparation and as you play.both during preparation and as you play.
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Who are the characters?Who are the characters?

What is the strong start?What is the strong start?

What scenes might occur?What scenes might occur?

What secrets and clues might they uncover?What secrets and clues might they uncover?

What fantastic locations might they discover?What fantastic locations might they discover?

What NPCs might they meet?What NPCs might they meet?

What monsters might they face?What monsters might they face?

What magic items might they acquire?What magic items might they acquire?



6!-3-6%(3 %36!-3-6%(3 %3-6+(3-6+(3

Character NameCharacter Name

Player NamePlayer Name

Race/ClassRace/Class

BackgroundBackground

Ideals, Traits, Flaws, BondsIdeals, Traits, Flaws, Bonds

NotesNotes

AAddvveennttuurriinng g GGrroouup p NNootteess



426 %3-6+(3426 %3-6+(3

NPC NameNPC Name

Character ArchetypeCharacter Archetype

Notable StatisticsNotable Statistics

Notes and InteractionsNotes and Interactions

NPC NameNPC Name

Character ArchetypeCharacter Archetype

Notable StatisticsNotable Statistics

Notes and InteractionsNotes and Interactions
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6-12-)94 !""+L6-12-)94 !""+L What is this campaign about? What is the goal?What is this campaign about? What is the goal?

')> %3&%!' "< /"&3 #"3,0L')> %3&%!' "< /"&3 #"3,0L What makes this campaign unique?What makes this campaign unique?

6-12-)94 <3"4%'L6-12-)94 <3"4%'L What are the major moving forces in this campaign?What are the major moving forces in this campaign?

Front 1:Front 1:

Goal:Goal:

TTree Grim Portents:ree Grim Portents:

Front 2:Front 2:

Goal:Goal:

TTree Grim Portents:ree Grim Portents:

Front 3:Front 3:

Goal:Goal:

TTree Grim Portents:ree Grim Portents:
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TTe following text is the e following text is the property of Wizards of the Coast,property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, IncInc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”(“Wizards”). All ). All Rights Reserved.Rights Reserved.

1. De1. De��nitions: (a)nitions: (a)”Contributor”Contributors” means s” means the copyrigthe copyright and/ht and/
or trademark owners who have contributed Open Gameor trademark owners who have contributed Open Game
Content; (b)”DeContent; (b)”Derivative Material” rivative Material” means copyrighted materialmeans copyrighted material
including derivative works and tincluding derivative works and t ranslations (including intoranslations (including into
other computer languages), potation, modiother computer languages), potation, modi��cation, correction,cation, correction,
addition, extension, addition, extension, upgrade, improvement, compilation,upgrade, improvement, compilation,
abridgment or other form in which an abridgment or other form in which an existing work mayexisting work may
be recast, tbe recast, t ransformed or adapted; (c) “Disransformed or adapted; (c) “Distribute” means totribute” means to
reproduce, license, rent, lease, reproduce, license, rent, lease, sell, broadcast, publicly display,sell, broadcast, publicly display,
transmit or otherwtransmit or otherwise distribute; (d)”ise distribute; (d)”Open Game Content”Open Game Content”
means the game mechanic and imeans the game mechanic and includes the methods,ncludes the methods,
procedures, processes and routines to the procedures, processes and routines to the extent such contentextent such content
does not embody the Product Identity and is an enhancementdoes not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identiover the prior art and any additional content clearly identi��eded
as Open Game as Open Game Content by the ContributorContent by the Contributor, and mean, and means anys any
work covered by this License, including trawork covered by this License, including translations andnslations and
derivative works under copyright derivative works under copyright law, but specilaw, but speci��cally excludescally excludes
Product Identity. (eProduct Identity. (e) “Product Identity” ) “Product Identity” means product ameans product andnd
product line names, logos and identifying maproduct line names, logos and identifying ma rks includingrks including
trade dress; artifacts; creatures characters; stories, storylines,trade dress; artifacts; creatures characters; stories, storylines,
plots, thematic elements, dialogue, incidents, language,plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats,artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and poses, concepts, themes and graphic, photographic and othergraphic, photographic and other
 visual or audio rep visual or audio representations; names and resentations; names and descriptionsdescriptions
of characters, spells, enchantments, personalities, teams,of characters, spells, enchantments, personalities, teams,
personas, likenesses and special abilities; places, locatpersonas, likenesses and special abilities; places, locat ions,ions,
environments, creatures, equipment, magical or supernaturalenvironments, creatures, equipment, magical or supernatural
abilities or eabilities or eff ff ects, logos, symbols, or graphic designs; and anyects, logos, symbols, or graphic designs; and any
other trademark or registered trademark other trademark or registered trademark clearly identiclearly identi��eded
as Product identity by the as Product identity by the owner of the Product Identity,owner of the Product Identity,
and which speciand which speci��cally excludes the Open Gacally excludes the Open Game Content; (f)me Content; (f)
“Trademark” means the logos, names, mark, sign, motto,“Trademark” means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or itsdesigns that are used by a Contributor to identify itself or its
products or the associated products contributed to the products or the associated products contributed to the OpenOpen
Game License by Game License by the Contributor (g) the Contributor (g) “Use”“Use”, “Used” or , “Used” or “Using”“Using”
means to use, means to use, Distribute, copy, edit, format, modify, translateDistribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Gaand otherwise create Derivative Material of Open Gameme
Content. (h) “You” or “Your” means the licensee in terms ofContent. (h) “You” or “Your” means the licensee in terms of
this agreement.this agreement.

2.2. TTe License:e License: TTis License applies to any Open Gameis License applies to any Open Game
Content that contains a notice indicating that tContent that contains a notice indicating that t he Openhe Open
Game Content may only be Used under and in terms ofGame Content may only be Used under and in terms of
this License. You must athis License. You must affiffix such a notice to any Openx such a notice to any Open
Game Content that you Use. No terms may be added toGame Content that you Use. No terms may be added to
or subtracted from this License except as described by theor subtracted from this License except as described by the
License itself. No other terms or conditions may be applied toLicense itself. No other terms or conditions may be applied to
any Open Game Content distributed using this License.any Open Game Content distributed using this License.

3. O3. Off ff er and Acceptance: By Using the Open Game Contenter and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing4. Grant and Consideration: In consideration for agreeing
to use this License, the Contributors grant You a perpetual,to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, nonexclusive license with the exactworldwide, royalty-free, nonexclusive license with the exact
terms of this License to Use, the Open Game Content.terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, Youcontributing original material as Open Game Content, You
represent that Your Contributions are Your original creationrepresent that Your Contributions are Your original creation
and/or You have suand/or You have suffifficient rights to grant the rights conveyedcient rights to grant the rights conveyed
by this License.by this License.

6. Notice of License Copyright: You must update the6. Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include theCOPYRIGHT NOTICE portion of this License to include the
exact text of the COPYRIGHT NOTICE of any Open Gameexact text of the COPYRIGHT NOTICE of any Open Game
Content YContent You are copying, ou are copying, modifying or modifying or distributing, anddistributing, and
You must add the title, the copyright date, and the copyrightYou must add the title, the copyright date, and the copyright
holder’s name to the COPYRIGHT NOTICE of any originalholder’s name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility,Identity, including as an indication as to compatibility,
except as expressly licensed in another, independentexcept as expressly licensed in another, independent
Agreement with the owner of each element of that ProductAgreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademarkadaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Contentin conjunction with a work containing Open Game Content
except as expressly licensed in another, independentexcept as expressly licensed in another, independent
Agreement with the owner of such Trademark or RegisteredAgreement with the owner of such Trademark or Registered
Trademark.Trademark. TTe use of any Product Identity in Open Gamee use of any Product Identity in Open Game
Content does not constitute a challenge to the ownershipContent does not constitute a challenge to the ownership
of that Product Identity.of that Product Identity. TTe owner of any Product Identitye owner of any Product Identity
used in Open Game Content shall retain all rights, title aused in Open Game Content shall retain all rights, title a ndnd
interest in and to that Product Identity.interest in and to that Product Identity.

8. Identi8. Identi��cation: If you distribute Open Game Content Youcation: If you distribute Open Game Content You
must clearly indicate which portions of the work that you aremust clearly indicate which portions of the work that you are
distributing are Open distributing are Open Game Content.Game Content.

9. Updating the License: Wizards or its designated Agents9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may usemay publish updated versions of this License. You may use
any authorized version of this License to copy, modify andany authorized version of this License to copy, modify and
distribute any Open Game distribute any Open Game Content originally distributedContent originally distributed
under any version of this License.under any version of this License.

10. Copy of this License: You MUST include a copy of this10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content YouLicense with every copy of the Open Game Content You
Distribute.Distribute.

11. Use of Contributor Credits: You may not market or11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of anyadvertise the Open Game Content using the name of any
Contributor unless You have written permission from theContributor unless You have written permission from the
Contributor to do so.Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some orwith any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order,all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Openor governmental regulation then You may not Use any Open
Game Material so aGame Material so aff ff ected.ected.

13. Termination:13. Termination:TTis License will terminate automatically ifis License will terminate automatically if
You fail to comply with all terms herein and fail to cure suchYou fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. Allbreach within 30 days of becoming aware of the breach. All
sublicenssublicenses shall surves shall surv ive the termination of this License.ive the termination of this License.

14. Reformation: If any provision of this License is held to be14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to theunenforceable, such provision shall be reformed only to the
extent necessary to extent necessary to make it enforceable.make it enforceable.

15. COPYRIGHT NOTICE15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of tOpen Game License v 1.0a Copyright 2000, Wizards of t hehe
Coast, Inc. System Reference Document 5.0 Copyright 2016,Coast, Inc. System Reference Document 5.0 Copyright 2016,
Wizards of the Coast, Inc.; Authors Mike Mearls, JeremyWizards of the Coast, Inc.; Authors Mike Mearls, Jeremy
Crawford, Chris Perkins, RodneyCrawford, Chris Perkins, Rodney TTompson, Peter Lee,ompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, ChrisJames Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris
Sims, and Steve Townshend, based on original material by E.Sims, and Steve Townshend, based on original material by E.
Gary Gygax and Gary Gygax and Dave Arneson.Dave Arneson.




