	Fantasy Encounters


You can use the following charts for random encounters, or set encounters that require detailing by the GM and should be done ahead of time.  Basically all of the following are just ideas for creating detailed encounters or places, people and events that can impact on the PCs.  Some will directly affect them and others will simply occur around them.  I find it best to mold events to the adventure a group may be doing.
(Table and Title colours match their corresponding sections on the Realms Charts).
NB: I have not been able to create charts for everything. I have also referenced other sources where charts are missing or for alternatives.

These charts have drawn material from several systems and editions of Dungeons & Dragons, so References and specific rules are colour coded:

4th Edition D&D

3rd Edition D&D & Pathfinder (Core books refer to the 3.5 versions; incs 3rd party publishers of OGL)
2nd Edition D&D

1st Edition

Savage Worlds

Systemless  - Including Ultimate Toolbox  Ibach, Ibach & Pinto, AEG Publishing.

	D10
	Type of Encounter

	1
	Creature – Modified (Most likely wandering monsters or common fauna and often involve combat. Roll on the Creature Modifications table below to see how these creatures are different from the norm.

	2-5
	Creature (Most likely wandering monsters or common fauna and often involve combat)

	6-7
	Event (Of course this may involve creatures, but is unlikely to be a simple combat encounter or may include some strange creatures)

	8-9
	Place (Could be a location to base the next fight, an odd place or a detailed description of a mundane place)

	10
	Roll twice and combine. (For every extra ‘10’ rolled, roll one more time).


Often Event and Place encounters ‘add’ to a Creature encounter. For example they may detail an exciting place for the next creature combat.
Creature

To get the type of creatures use the 2-20 chart from the Realm the PCs are in. Otherwise select an appropriate picture, miniature, mini card or random page from a monster book.
You can roll on the following table to determine the make-up of the creature roles, but sometimes this will be obvious or determined by the creature stats available, so only use this as a guide. ‘House’ templates are detailed below.
	D100
	Creature Encounter Templates

	01-07
	Assassination Squad (House)

	08-15
	Assumed Casualties (House)

	16-24
	Battlefield Control [DMG p58]

	25-33
	Commander and Troops [DMG p58]

	34-42
	Dragon’s Den [DMG p58]

	43-51
	Double Line [DMG p58]

	52-59
	Horde (House)

	60-68
	Loner (House)

	69-76
	Mixed (House)

	77-84
	Pair (House)

	85-91
	Tough Gang (House)

	92-00
	Wolf pack [DMG p59]


New Templates

Savage Worlds & Roles
In the following tables you can use the roles given for 4E for SW with the following ideas:

Minions (Down on 1 wound) – only apply the Skill/Attribute minimum or increase

Extras – Add one extra modification.

Henchmen (Gain a Wild Die) – Add 2 extra modifications.

Wild Card (Gain a Wild Die and 2 Bennies) – Add 3 or more modifications.

NB: You don’t need to make these modifications if the original stats are already built for the role. These are used for example to make a tribe of goblins seem different.

	Role
	Modifications

	Artillery
	Shooting or Throwing  +1d
Other mods: Stealth +1d, Shooting or Throwing +1d, Marksman, Steady Hands

	Brute
	Hindrance: -1 Parry

Vigor +1d
Other mods: Strength +1d, Vigor +1 d, Brawler (& Bruiser), Brawny, Frenzy (& Improved), Hard to Kill, Nerves of Steel (& Improved), Sweep (& Improved)

	Controller
	(Most likely have to be a spell caster – if a melee controller go with Sweep & Improved)

Arcane BG

Other mods: Arcane skill +1d, New Power, Power Points

	Leader
	Spirits +1d, Battle +1 d
Other mods: Smarts +1d, Spirit +1d, Battle +1d, Command then any other Leadership Edge.

	Lurker
	Stealth +1d
Other mods: Stealth +1d, Agility +1d, Assassin, Dodge (& Improved), Extraction (& Improved), First Strike, No Mercy, Quick

	Skirmisher
	Other mods: Agility +1d, Extraction (& Improved), Fleet-Footed, Combat Reflexes, Counterattack, Martial Artist

	Soldier
	Increase Armor, Fighting +1d
Other mods: Strength +1d, Vigor +1d, Block (& Improved), Combat Reflexes, Sweep (& Improved), Trademark Weapon


Assassination Squad

The Assassination Squad is meant to highlight the best Lurker monsters that skulk in the shadows and pick off party members one at a time.  One large, tough muscle is used to absorb damage while a group of quick skirmishers move about and create distractions so that the lurking monsters can strike with maximum effectiveness and surprise.  The squad is set up to be very mobile for infiltration and surprise attacks.  These encounters should typically include lurkers such as assassins or stranglers who will be the highest level monsters in the fight.  In most cases all of the monsters should be set up in a way that they are ambushing or surprising the party at the same time, if the lurkers are caught off guard or on their own then the encounter might be over too quickly.

	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	2 brute/ soldiers of level n – 3

2 skirmishers of level n – 3

1 lurker of level n
	
	2 brute/ soldier extras
2 skirmisher extras

1 lurker extra
	

	Standard
	1 Elite brute/ soldier of level n – 2

3 skirmishers of level n – 3

2 lurkers of level n + 1
	
	1 HM  brute/ soldier
3 skirmisher extras

2 lurker extras
	

	Hard
	1 Elite brute/  soldier of level n
4 skirmishers of level n – 1

2 lurkers of level n + 3
	
	1 WC brute/ soldier
4 skirmisher extras

2 HM lurkers
	


Assumed Casualties
Assumed casualties is what these monsters go into combat with, the key controllers sit back and lay down areas of effect without care or worry for their allies well being.  Hanging out in such a group, some of the monsters have become quite tough, representing the brutes while others don’t last so long either hacked down by heroes or taken out as collateral damage from the same controllers that have led them into battle.  If you tally the xp totals for this template you will find them about one monster over what they should be, as it should be implemented in a manner that the controllers do enough damage to their own side to negate this offset.  Besides, no matter what happens those minions aren’t going to last for very long!  A perfect example for this would be the classic evil wizard and his ogre bodyguards, who cares if they live or come out of it partially roasted as long as his enemies are fried along with them.
	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	1 controller of level n - 2

5 brutes of level n – 3

4 minions of level n - 3
	
	1 controller extra
5 brute extras

4 brute or skirmisher minions
	

	Standard
	2 controllers of level n - 1

5 brutes of level n – 2

4 minions of level n – 1
	
	2 controller extras
5 brute extras

4 brute or skirmisher extras
	

	Hard
	3 controllers of level n + 1

5 brutes of level n
4 minions of level n
	
	3 controller extras
5 brute extras

4 brute or skirmisher minions
	


Horde
This is simply a large gathering of easy to kill minions. Remember to add extra minions for Paragon and Epic tiers.
	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	16-20 minions of level n – 2
	
	2d6 minions
	

	Standard
	16-20 minions of level n
	
	3d6 minions
	

	Hard
	16-20 minions of levels n + 1 or +2
	
	4d6 minions
	


Loner
This is a single creature that is NOT a solo. All single encounters are generally ‘easy’, but you could make it an elite for a bit of a challenge.
	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	1 brute /soldier /skirmisher of up to level n + 1
	
	1 random role extra
	

	Standard
	1 brute /soldier /skirmisher of up to levels n + 2, 3 or 4
	
	1 random role HM
	

	Hard
	1 brute/ soldier/ skirmisher of up to levels n + 5, 6, or 7
	
	1 random role WC
	


Mixed
Use this for creatures that have a lot of variations. For this template you take no notice of roles and simply roll a random group from the stat blocks available.
	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	1d6+2 random creatures of levels n – 1, 2 or 3
	
	1d6+1 random extras
	

	Standard
	1d6+2 random creatures of levels n or + 1
	
	1d6+2 random extras
	

	Hard
	1d6+2 random creatures of levels n + 1, 2, or 3
	
	1d6+2 random extras
1 random WC
	


Pair
This template may represent a mated pair of creatures or simply two souls that like to work together. There is many famous pair combinations in literature – perhaps this pair could be like those (and you could make them elites). Liked the ‘Mixed’ template from above, roll randomly from the types available or roll random roles for the pair.
	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	2 random roles of up to level n + 1
	
	2 random role extras
	

	Standard
	2 random roles of up to level n + 1 or 2
	
	2 random role HM
	

	Hard
	2 random roles of up to level n + 3 or 4
	
	2 random role WCs
	


Tough Gang
The Tough Gang is meant to represent a truly tough boss character, someone with such a personality that they have attracted their own mob of minions to through around or protect them but really exerts little control over their posse and has minimal leadership skills.  Essentially this splits the party sharply between focus fire and crowd control, if either one is too weak then one aspect of the encounter will be tougher for the party to handle.  For the hard encounters an artillery or controller is around to really add some real chaos to the melee.  An example of this type of group is a particularly strong and tough Bugbear who has acquired an entourage of puny goblins that he pays little mind to.  Instead of leading the group and working as a team, the Bugbear is prone to stepping on his allies or picking them up and using them as melee/close range weapons and in return the goblins try their best to flock around the Bugbear and be close to him, preventing him from ever being fully effective in close quarters combat.

	Encounter
	4th Edition D&D
	3rd Edition D&D & Pathfinder
	Savage Worlds
	?

	Easy
	1 brute/ soldier of level n + 2

12 minions of level n – 2
	
	1 brute/ soldier HM
2d6+2 brute or skirmisher minions
	

	Standard
	2 brute/ soldiers of level n + 3

8 minions of level n
	
	1 brute/ soldier HM

 1 brute/ soldier WCs
2d6 minions
	

	Hard
	2 brute/ soldiers of level n + 4

12 minions of level n + 1

1 artillery/ controller of n + 1
	
	2 brute/ soldier WCs
2d6+2 brute/ skirmisher minions

1 artillery/ controller HM
	


Use this table make some random encounters more interesting.  If the result makes no sense, just go with the obvious choice or simply have the encounter wandering. 

	D100
	Creature Actions

	01-03
	Alternative Movement: Encounter is currently moving using method other than walking, including: running, swimming, climbing, burrowing, swinging, mounted, flying, sliding.

	04-06
	Ambush: The encounter is waiting in ambush for others.

[Drag #239 p14 “101 Orc Tricks” has many good ideas].

	07-09
	Bickering/Fighting: Group encounter is arguing or fighting amongst themselves.

	10-11
	Building/Constructing: Encounter is presently building a: home, lair, shelter, stronghold, religious site, monument, other structure eg – bridge, tower, stall.

	12-14
	Camping: Encounter has settled in for day/night.  A camp usually involves shelter and a fire.

	15-16
	Captured: Encounter is the prisoner of another encounter or caught in a trap.

	17-18
	Collecting Food/Drink: Actively fetching food/drink.  Could involve: foraging, hunting, skinning, butchering, fishing, digging, carrying.

	19-22
	Common Annoyance: Encounter is suffering from or has recently suffered from the attacks of a pest of some sort, including: fleas, mosquitoes, lameness etc.

  [Drag #259 p50 has a “Common Annoyance Table” for further ideas].

	23-24
	Conducting Business/Diplomacy: Encounters are currently involved in conversation of some importance.

	25
	Counting/Organising Wealth: Encounter is sorting through/counting wealth or equipment.

	26-28
	Crafting/Creating: Encounter involved in creating item. Examples may include: magical item, arms, armor, common equipment, alchemical or herbal concoction, clothing, large item (wagon, table etc).

	29-32
	Dead: Party stumble upon dead encounter.  Roll another encounter to seek what killed it OR roll again on this chart for an idea.

	33-35
	Devious/Stealthy: This encounter has no interest in confrontation, but it does try to relieve the group of some items, possibly even pets or mounts.

	36-37
	Eating/Cooking/Drinking: Encounter is currently enjoying a meal and/or drink.  20% of these encounters can be intoxicated by what they are eating/drinking (suffering 1d6 to atts, Ref & Will def).  

	38-39
	Escaped/Fleeing: The encounter has recently escaped and is fleeing its tormentors (who could be hot on the trail – roll another encounter ().

	40-45
	Evidence of Encounter: PCs don’t actually encounter a creature, just evidence of its presence in the area.  Example include: dung, refuse, tracks, blood, dropped item, rumours, siting, other dead encounter (prey), diggings, scratchings, abandoned lair.

	46-47
	Fighting other Encounter: Roll another encounter.  The two are fighting/opposing each other.

	48-49
	Gambling/Contest: Encounters are involved in a game of chance such as cards or dice OR a challenge of a more physical nature.  It is quite possible wagers are being made. You can use a random ability score or skill to determine ideas for challenges. (Examples include: balancing, largest vegetable contest, archery, riddle, arm wrestle, board game).

	50
	Grooming/Dressing: Creature is getting ready to go out or simply grooming/preening itself.

	51-54
	Guarding: PCs stumble upon guard/scout for larger group, or come across larger group that has guards posted.

	55
	Inconvenient: Encounter is in an inconvenient situation, including: caught in a trap, stuck somewhere, attending to bodily functions, mating, giving birth, drowning.

	56-58
	Lost: The encounter does not know where it is.

	59-60
	Members of Secret Society or Organisation: Self-explanatory.  Use a favoured society or paragon path from campaign.

	61-63
	Merry-Making: Encounter is currently involved in a party, festival or shindig.  Often involves music, dancing, singing, drinking etc.

	64-68
	On Patrol: Encounter is simply scouting out their territory.

	69-70
	Preparing for War: Sharpening weapons, checking/donning armor, erecting defences, loading/constructing siege engines, etc

	71-72
	Religious Ceremony/Rites: Encounter is conducting religious rites, including blessings, writing insignias on gear, war chant, dance, or a more formal service such as wedding, funeral or sacrifice.  All depending upon deity worshipped of course.  Select the standard deity for the creatures encounter (or roll one randomly from your pantheon).

  [Rule for evil sacrifices in Book of Vile Darkness p26].

	73
	Repairing/Cleaning Equipment or self: Self-explanatory.

	74-76
	Resting/Relaxing: Encounter is simply taking R&R time, but is not sleeping.

	77-78
	Seeking Someone/Something of Importance: This encounter could be on a quest, looking for missing person/item, or be in need of help from sought after person/thing.

	79-84
	Sleeping: Encounter is asleep.

	85-87
	Struggling Against the Elements: Encounter may be: trying to keep warm, cooling off, drying off, trudging through mud, taking shelter from the wind, etc. 

	88
	Studying/Writing: Encounter is currently writing or reading.

	89-90
	Training: Encounter is conducting or receiving training for combat, hunting, class ability, skill, feat, prestige class, secret society.  They could even be teaching a group of younger creatures, such as a lioness teaching her cubs to hunt.

	91-93
	Transporting Trade Items: Encounter is carrying items to be traded.  20% chance these are illegal goods being smuggled.

  [Drag #275 p46 has random barrel, jar, crate and wagon contents chart]

	94-96
	Travelling/Adventuring: Just like the PCs this encounter is exploring or undertaking a specific quest.  (Possibly the same one as the PCs).

	97-00
	Working the Environment: Using the local environment for resources.  Logging, quarrying, mining, foraging etc.


This table is used to show actual changes to the creature(s) encountered and often requires time to make the modifications. (Only use this chart with a roll of 1 on the initial Type of Encounter chart.
	D100
	Creature Modifications

	01-05
	Accompanied by other Creatures: Replace or add 1-3 creatures of another type. (Can roll these too, or choose creatures listed under the ‘Encounter’ section in the entries in the MM’s).  The two are allied/working together or one is helping the other.

	06-09
	Adapted Creature: All creatures shows extreme adaptation (most likely magical) to enable them to exist in extreme climes/terrains.  This encounter works best for creatures not native to the environment in which they are encountered.
  [Customising for desert Dark Sun CS p124].

	10-12
	Armored: One, some or all creature’s AC improves due to better armor (or simply wearing armor), improved natural armor, or magic armor/shield. Creatures that are well armoured, may actually have less protection.
  [See DMG p174 regarding adding equipment].

	13-16
	Classed: Add a class template to one creature in the group. This automatically makes them elite.

  [DMG p182; DMG2 p131; Forgotten Realms CG p236].

	17-18
	Cursed: One or all creatures are cursed or one is carrying a cursed item. 

  [3E BVD p28]

	19-22
	Different Alignment: All creatures have a differing outlook than is expected for their kind. Roll a random alignment for the encounter: CE, E, UN, G, LG.

	23-24
	Diseased: One, some or all creatures are suffering.

  [DMG p49; 3E sources inc: Book of Vile Darkness p29, Storm Wrack p12, African Adventures p157].
  [Afflictions (disease-like for evil creatures) Book of Exalted Deeds p34].

	25-28
	Elite: Advance one creature, add one, or replace 2 standard creatures with an elite.
  [DMG p185 with extra tweeks in DMG2 p133].

	29-33
	Alternate powers or Change Damage Type: One or all the creatures’ have alternate powers (if available) or their attacks use an energy type. Their appearance may change too. A vile crocodile may deal necrotic damage on a bite, a fire-using wolf may be made entirely of magma. Use a random damage type from: Acid, Cold, Fire, Force, Lightning, Necrotic, Poison, Psychic, Radiant, & Thunder.
  [Demons Demonomicom 30].

  [Energy types PHB p55. NB: Poison also has its own entry under Venomous].

	34-35
	Exceptional Ability Score(s): One creature has a higher ability score than others of its kind.  Add 1d10 to a random ability.  (Alternatively, for a truly exceptional individual, add 1d6 to 1d6 ability scores).

	35-38
	Feat: One creature gains the use of one feat. If it is an NPC with feats, consider changing 1-2 feats.

	39-43
	Level Decrease: One, some or all creatures are old, young, smaller or simply weaker. Decrease levels by 1-4. 
  [DMG p174].

	44-48
	Level Increase: One, some or all creatures are larger or simply stronger. Increase levels by 1-4. 
  [DMG p174].

	49-50
	Low Ability Score(s): One or all creatures have a lower ability score than others of their kind.  Subtract 1d10 from a random ability.  (Alternatively, subtract 1d6 to 1d6 ability scores, with a minimum of 1 in any one score).

	51-52
	Magical: One creature or all creatures have magical powers or possesses magical items.  Not standard NPC or treasures.  Something unusual and unexpected, like an animal magically imbued to jump.  (Roll random spell power, prayer power, psionic (inc talents) or magic item).  Perhaps the creature has the innate power of a magic item?
  [Wild talents DSCS p81].

	53-60
	Minions: Replace 1 standard creature with (or add) 1d6 + (heroic +1; Paragon +2; Epic +3) minions.

  [See DMG2 p133 for creating minions].

	61-63
	Odd Appearance: One or all creatures are strikingly different to ‘normal’.  Maybe different build, size, colour, height or has extra features.  

	64-65
	Poisoned: One or all creatures have been poisoned (or alternatively under the influence of a drug or ravage).

  [DMG p50. 3E sources: Arms & Equipment Guide p36; Book of Vile Darkness p44; Oriental Adventures p226; Storm Wrack p13; African Adventures p107].

  [3E Rules for drugs are in Book of Vile Darkness p41 & PF Games Mastery Guide 236; ravages in Book of Exalted Deeds p35].

	66-67
	Role change/addition: Change one creature’s role or add another creature of a different role. If modifying, change at least one power to allow for this change. (Can do this by looking at other creatures of the new roll and substituting in their powers). Roles are: Brute, Controller, Lurker, Minion, Skirmisher, & Soldier. 
  [Monster roles are discussed in DMG p54].

	68-71
	Skill: One, some or all creatures have different skills than usual.  Add 1 trained skill, or change 1 trained skill to another random one.

	72-75
	Solo: Advance one creature to solo, replacing 3-5 standard monsters.
  [DMG p185 with changes in DMG2 p133].

	76-77
	Subdued: The creature is fatigued or exhausted.  This could be from a recent forced march or other condition.  Apply Struck -2, Struck -3, or Weakened condition. Alternatively the creature could be malnourished or suffering from lack of water.

  [Rules for starvation and thirst appear in the DMG p159; Dark Sun CS p199 (inc sun sickness)].

	78-81
	Template: One, some or all creatures gain random template. This makes creatures elite, so may wish to replace 2 standard creatures for every elite. 

  [DMG 173; DMG2 125; Underdark 41, 49, 127 & 128; Open Grave 216; Draconomicon 1 250; Blackdirge’s BTs PDFs]

	82-87
	Theme: Add a theme to one, some or all creatures.

  (DMG2 104; Dark Sun CC 126]

  [Demonic Demonomicon 20; Demon – Abyssal Plague threats]

	88-90
	Type change: Change all creature s’type. This merely is a cosmetic change. For eg a bear could become a giant insectiod, or an antelope a long-legged lizard. The creature has all the powers of the original, but is described differently. 
  [Ideas - DMG p175; Dark Sun CC p?].

	91-92
	Venomous: One, some or all creatures that are normally non-venomous can use a toxin. You need to decide how this poison is used: fangs, claws, spurs, spits, skin, stinger, etc.
  [See DMG p50 for sample poisons or use other venomous creature as example].

	93-96
	Weapons: One, some or all creatures use different  weapons than those listed in MM. For creatures that don’t carry items consider modifying their natural weapons. An ape may have huge claws or even bony arm ridges, a leopard may have a bony spike on tail. (Could roll another random creature and use its natural weapons as an idea).

  [See DMG p174 for adding equipment].

	97-00
	Wounded: One, some or all creatures are wounded.  Reduce HP by (d10-1) x 10%.  Also a 10% chance of having infected wounds.  (House rules cover infected wounds).


Event

Idea Charts
  Urban minor encounters (House).

  Waterborne minor encounters (House).

Roll on the following to form the basis for an Event encounter. If you do not have time to develop, use the Common Annoyance entry.
(There is a section on the Realm Template to detail example events, if you wish to prepare some of these ahead of time).

	Roll d100
	Event Idea

	01-04
	Adventure Consequences: Someone/thing from the PCs previous adventures reappears.

  [Drag #212 p24].

	05
	Artifact: PCs encounter an artifact, whether it Is in the possession of another (next creature encounter), part of a treasure horde, or an honored item of the next locale.

  [DMG 165; DMG2 p148].

	06-07
	Battle/Fight: PCs hear of or encounter a large-scale battle.  Roll random encounters to decide whom it is between.  This is usually a large battle fought within a realm – not two realms going to war.  It could be local militia vs raiders, humanoid tribes fighting each other, town people uprising against the soldiery, etc.  
  Size of battle, roll d10: 

1-6: melee 1d10 combatants each side

7-9: skirmish 1d10x10 individuals each side

10: small war 1d10x100 individuals each side.

	08-10
	Blunder/Mishap: PC accidentally offends someone (spills something on them, dirties their clothes or house, offends them, etc) OR suffers a minor accident (twist ankle, fall, hit branch, something in eye etc).

	11-13
	Book-inspired Encounter: Use a picture or article of choice from a random page of a random dnd book to detail a set encounter.

	14-15
	Caravan: PCs encounter large group of travelers.  This could include merchants, distant traders, gypsies, buccaneers, pilgrims, nomads, cattle drivers etc.

	16
	Close Encounter/Omen: Something weird or rare happens to PC(s); good or bad.  Lightning may strike nearby, a bridge could collapse, someone mistakes them for someone else, etc.
  [See Drag #240 p82 or #281 p36 for ideas].  

	16-19
	Common Annoyance: Something hinders the PC’s in a minor way.  This could be insects preventing them from sleeping, a mount goes lame, food is spoiled or a small animal such as a snake gets into sleeping gear.

  [Drag #259 p50 has a table of Common Annoyances].

	20-23
	Dragon Magazine-inspired Encounter: Use random article from a random Dragon Magazine to generate an encounter idea.

	24-25
	Dream/Vision: Random PC or NPC remembers a very vivid dream or has vision when not asleep.

  Roll d10:

1-5: no relevance

6-7: relevant to current quest

8-9: message from divine power

10: wraith/shadow/dream spirit attacks mind.

  [Drag #324 p44 has ideas on dream adventures and creatures]

	26-29
	Dungeon Magazine-inspired Encounter: Take an encounter from a random Dungeon Mag adventure and adapt to setting/group.

	30-32
	Establishment Event: Something occurs at the next establishment the PCs stay in.  Egs: tavern brawl, burglary, fire, job offer, etc  

  Roll d10:

1-3: before/as they arrive

4-7: whilst there

8-10: once they leave.

  [Drag #145 p18 has a list of Stronghold Events & #284 p97].

  [DMG2 p186 has Business-related Events].

  [Drag #284 p97 also has a list of possible activities individuals are doing in a tavern].

	33
	Famous NPC: PCs get to see/meet a famous person.  What are they famous for?

  Roll d10:

1-2: royalty/rulers

3-5: their class and abilities

6-8: a skill/profession (eg painter)

9-10: V.I.P of organisation (including religious) and possibly a paragon path or epic destiny.

	34-35
	Followers/Henchmen: PCs encounter potential cohort or followers. 

  For current status roll d10:

1-4: working for local hero/villain

5-7: on their way to join hero/villain

8-9: wish to join the PCs or one of them

10: local hero actually want PCs as followers/cohorts.
  [Companions DMG2 p26]

	36-38
	Hazard: PCs come across a situational (such as an environmental) hazard in their travels or during their next creature encounter.

  [DMG p87; Dark Sun CS p138].

  [DMG p87, p90, p91; Forest Fire, avalanche, sandstorms].

	39-40
	Illness: PC is exposed to ailment, such as a common cold or something similar that attacks vs Fort at +1-10.  Failure results in a -1 penalty to all attacks and skill checks. Treat as disease. Endurance Improve DC 20, maintain DC 15, worsen DC 14 or lower. Worsen effect checks become -2.

  There is a 10% this is a disease.

  [DMG p49].

	41-42
	Imagination or Creepy Occurrence: PC sees or hears something that is not there.  Possibly roll again for what is imagined.

  [Creepy effects are in Heroes of Horror p8].

	43
	Large Numbers: Encounter of greater than usual numbers.  Use the largest numbers encountered listed for a given creature or times numbers by 100-1000.

	44-46
	Loss OR Find: Roll 1d10: 1-9 Minor loss/find; 10 major loss/find. 

  Minor: PC finds or loses an item of low value.  [See Useless Miscellaneous Paraphernalia DM Tool].  Otherwise just choose minor item from PHB or any other book with equipment.

 Major: PC finds or loses an item of high value.  They may discover unlooted body, lone mount, abandoned hut, hidden stash etc.  Losses could include weapon, mount, wealth, gems, jewelry, magic item, useful gear.

	47-48
	NPC Party: PCs run into another adventuring group.  Could become rivals, friends, enemies, associates. Use a picture for the easiest and fastest way to determine.

	49-50
	Odd Find: PCs come across a strange or peculiar encounter.  Egs: noose with occupant, talking animal, etc.

  [Drag #259 p50 has two d100 tables of such odd finds].

	51-53
	Organisation: Roll 1d10: 1-5 Enemy society, 6-10 Helpful society.

Enemy: The PCs inadvertently get mixed up with a known organisation or one ruled by a powerful, intelligent monster such as a dragon/lich/mind flayer.  The society should be an enemy of the PCs. This may occur when the PCs bump off some minor minions belonging to the group or foil its plans.

  Helpful: A group comes forward to reward the PCs for their efforts.  Maybe the PCs rescued one of its members, eliminated one of its enemies etc.  PCs may be asked to join.
  [DMG2 p161].

	54
	Paper Document: The PCs come into the possession of a map, book, letter or other written document.

  [Ideas are in Drag #207 p25 & #209 p49].

	55-58
	Patrol/Soldiers: PCs come across a patrol that belongs to the realm through which they are traveling.  10% patrol is from neighbouring lands scouting new lands.

	59-64
	PCs Background: This can be related to character contacts, family, enemies, rivals, guilds/organisations they have contact with, friends, lovers, religions, or instructors.  Something from a PCs background impacts upon the current adventure OR something simply happens to change his background.  Examples include births, deaths, appearance of someone, inheritances etc.

  [Drag #228 p43].

	65-70
	Picture: Use a picture from a random book or source to generate the encounter. Alternatively use a picture set aside for this campaign or one from a book representing the type of campaign being run.

	71-73
	Realm Event: Use the Realm’s Random Event chart and apply it to: 1-8 local area, 9-10 kingdom/region.

	74-75
	Realm Action: PC’s witness a ruler taking action. Roll on Realm Action chart and apply it to: 1-8 local area, 9-10 kingdom/region.

	76-81
	Rumour: PCs hear a local rumour through gossip, poster, crier, or even get a summons by local lord/ruler. A good time to use the Hooks from published adventures (even if you aren’t running that adventure).
  [DMG2 p88 has 50 rumours and hooks or p99 for 100 NPC Agendas].

  [3E Adventure ideas in: Storm Wrack 32; Races of Stone p191; Races of the Wild p191].

	82
	Shapechanged/Controlled: One creature is not what it appears to be.  This could take the form of a shapechanged individual (such as a druid), a magically controlled creature under the influence of spell or possession/channelling or the companion of another (such as a familiar or animal companion).

  [Possession is detailed in Demonomicon p11; Possession & Channeling Book of Vile Darkness p23].

	83-85
	Skill Challenge: Set up a random sample skill challenge.

  [DMG p76; DMG2 p89; Dark Sun CS p204].

  [Convincing demon to help Demonomicon p19, stopping a binding ritual p34; Exposure & navigating Abyss p46].

	86-87
	Spell Effect: Encounter has recently suffered or is still under the effects of a recent (random) spell.

	88-90
	Spirit Encounter: The spirits decide to impact upon the PCs and their doings.  This may simply be incorporeal undead, but is more likely nature or ancestral spirits.  (Depends upon how spirits are used in the CS).  Equal chance of this encounter being for good or ill.

	91-92
	Theft: PC(s) are the target of a local thief.  Usually a petty thief (lvl 1-4) but may be (10%) large group, high level individual or plot enacted by an organised group.

	93-94
	Traveler/Foreigner: The next NPC, creature or group met are from one of the neighbouring kingdoms.  Or DM can detail such a group now.

	95-98
	Treasure Parcel: PCs come across this on its own (such as unguarded horde, lost item, ancient find, dead owner) or as part of their next creature encounter.
  [DMG p126].
  [Includes Boons & Grand Master Training DMG2 p139].

 [Eg parcels Forgotten Realms CG p44; Alternate rewards Dark Sun CS p209].

	99-00
	Trick/Riddle/Puzzle: The characters are presented with a tricky situation or a riddle.  Write in a scenario where solving this is pivotal or leads to some award.

  [DMG p81; Drag #282 p34; DMG p216, PF Games Mastery Guide p248].


Place

(There is a section on the Realm Template to detail ‘Places of Note’, if you wish to prepare some of these ahead of time).

	Roll d100
	Place Ideas

	01-05
	Archetypal Location: PCs come across, or next battle occurs in a fantastic location.

  Battle in the sky, burning building, evil crypt, flooding dungeon, ice bridge, lava, restrictive tunnels, treetop village [DMG2 p47].

  Ship’s deck [Storm Wrack p19].

  Graveyard, catacomb [Heroes of Horror p 72].

  Torture room [Book of Vile Darkness p37].

  Battlefield [Heroes of Battle p28].

  Desert dungeons & ruins [Sand Storm p31].
  Magic forges, rune circles [Races of Stone p166].

	06-11
	Book-inspired Encounter: Use a picture or article of choice from a random page of a random dnd book to detail a set encounter.

	12-15
	Change In Natural terrain: The area contains a patch of completely different terrain type. Eg: a sandy patch in forest, thick scrub in mountains, a bog on the beach.

  Forest, marsh, hills, mountain, desert, plains, aquatic, urban [DMG2 p87].

  Beach terrain, tidal marsh, coral reef, ice floes, open water, sargasso, kelp bed [Storm Wrack p14].

  Badlands, barren waste, evaporated sea, glass sea, petrified forest [Sand Storm p26].

  Badlands, deserts, forests, mountains, swamps [W&W]

	16-20
	Downloaded Encounter: Use encounter downloaded, such as Vicious Venues from Wizards website or a Delve.

	21-25
	Dragon Magazine-inspired Encounter: Use random article from a random Dragon Magazine to generate an encounter idea.

	26-30
	Dungeon Magazine-inspired Encounter: Take an encounter from a random Dungeon Mag adventure and adapt to setting/group.

	31-35
	Dwelling: PCs come across building or lair of some sort.  (Cave, lair, mine, fort, castle, monastery, temple, farm/estate, hamlet, inn/wayfarer’s stop, organization HQ, tower, tent, delve, shelter).

  Roll d10:

1: new or under construction

2-6: inhabited

7: abandoned

8: occupied by creature/group that doesn’t belong there

9-10: ruins.

	36-42
	Fantastic terrain: PCs come across this on its own or as part of their next creature encounter.
  [DMG p67; DMG2 p58; Forgotten Realms CG p51; Dark Sun CS p134].

  Magical locations [DMG2 p235].

  Tainted Locations, haunting presence [Heroes of Horror p68].

  Malign sites [Book of Vile Darkness p21].

  Black sand, devil dunes, fey oases, flamestorms, flaywind, furnace wind, leech salt flats, mirror sand, moondust, phantom cities & voices, plains of glass, red seas, shadowsand, shapesand, slipsand, slumber sand, softsand, wailing waste, touchstone sites [Sand Storm p20 & p54].

  [Many unique examples in W&W too].

	43-48
	Hazard: PCs come across a fixed hazard in their travels or during their next creature encounter.

  [DMG p87; DMG2 p66; Dark Sun CS p138; Demonomicon p36]. [PF Games Mastery Guide p244]
    Airy water, airless water, dead calm, maelstrom, stormfire, blackwater (spell) [Storm Wrack p13].

	49-52
	Historical/Ancient Site: PCs hear of, visit, or even stumble upon an ancient site or one of historical significance.  Historical sites include great monuments, battlefields, barrows, cemeteries where famous people are buried, libraries, places where something was first found/created.

  [See Drag #241 p21 & #327 p27 for ideas regarding ancient sites and archeological adventures].

	53-57
	Odd Find: PCs discover a peculiar place.  Egs: unmarked grave, ring of mushrooms, tree split in half, footbridge, etc.

  [Drag # 259 p50 has two d100 tables of such odd finds; PF Games Mastery Guide p224 & 225 has tables too].

	58-70
	Picture: Use a picture from a random book or source to generate the encounter. Alternatively use a picture set aside for this campaign or one from a book representing the type of campaign being run.

	71-72
	Planar Gate/Encounter: PCs hear of, or come across, a gate to another random plane.  Encounters around the portal should indicate where the portal leads.
  [Portal enc DMG2 p75, skill challenge p89; PF Games Mastery Guide p194 descriptions & destinations].

	73-77
	Plants: PCs discover/hear of/locate powerful herbs, magical plants, monstrous plants, rare plants, tainted plants, sacred plants.

	78-80
	Supernatural Location: Tainted, sacred, cursed, magical, twisted natural place, etc.
  Sample fantastic terrain [DMG p67]

	81-86
	Terrain Power: Include a terrain power in next Creature encounter.

  [DMG2 p63; Dark Sun CS p134].

	87-93
	Trap: PCs stumble into/discover someone’s trap/snare/pitfall.  It is most likely used to capture game.

[DMG p85; DMG2 p66; Demonomicon p36; 3E DMG2].

	94-00
	Water: PCs come across somewhere to fill their waterskins.  (Stream, spring, well, oasis, pond, puddle, canal, river, lake, dam, hot spring, geyser, etc).  

  Roll d10: 
1-7: unclaimed/unoccupied

8-10: claimed/occupied.

[Storm Wrack p5-11 describes current, depth etc]

[Sand Storm p 34 hot springs & geysers].


