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A
ppendix V

III: Inspirational R
eading 

The W
orldw

ide A
dventure G

enerator takes place on our earth and beneath only the 
thinnest veneer of a genre of your choosing. Its beating heart is the V

ictorian spirit 
of H

aggard and V
erne, its vital essence the turn of the century w

orld of Burroughs 
and D

oyle—
that is to say, a w

orld in w
hich m

uch rem
ains to be explored and that is 

anim
ated by the spirit of adventure. To take the fullest advantage of the generator, 

therefore, it is essential that you are fam
iliar w

ith this place of the not too distant 
past. Below

 is a sm
all collection of the foundational w

orks of this text. 

These 
w

orks 
relay 

life—
half-recounted 

and 
half-im

agined—
on 

nearly 
every 

continent on E
arth during the late 1800s and early 1900s. 

Tarzan of the A
pes and the Tarzan series by E

dgar Rice Burroughs (1912-1966) 

King Solomon’s M
ines by H

. Rider H
aggard (1885) 

Through the D
ark Continent by H

enry M
. Stanley (1878) 

The Lost Stradivarius by J. M
eade Falkner (1895) 

The H
ouse on the Borderland by W

illiam
 H

ope H
odgson (1908) 

The A
dventures of Louis de Rougemont by Louis de Rougem

ont (1899) 

A
laska D

ays by Sam
uel H

all Y
oung (1915) 

The N
arrative of A

rthur G
ordon Pym by E

dgar A
llan Poe (1838) 

Roughing It by M
ark Tw

ain (1872) 

The Lost W
orld by A

rthur C
onan D

oyle (1912) 

The G
iant Raft by Jules V

erne (1881) 

The Face in the A
byss by A

braham
 M

erritt (1931) 

G
reen M

ansions: A
 Romance of the Tropical Forest by W

. H
. H

udson (1904) 

A
cross U

nknown South A
merica by A

rnold H
enry Savage-Landor (1913) 

The E
l Borak series by Robert E

. H
ow

ard (1934-1936) 

Lost H
orizon by Jam

es H
ilton (1933) 

The M
an W

ho W
ould Be King by Rudyard K

ipling (1888) 

If you read even one of these books, your gam
es, your character, and your life 

w
ill be the better for it. G

odspeed! 
1 T

iny d10: W
orldw

ide A
dventure G

enerator 
The W

orldwide A
dventure G

enerator is a collection of procedures, rules, and tables 
designed to quickly create exciting overland adventures on the fly. W

hen com
bined 

w
ith Fantasy Core, and using the 6-M

ile H
ex A

tlas of E
arth, the W

orldw
ide A

dventure 
G

enerator converts Tiny d10 into a “perpetual adventure device” and m
akes T

he 
W

orld playable out of the box. 

It is com
patible w

ith any hex size, system
, or genre and for use w

ith any gam
e needing 

dynam
ic w

eather, interesting features, deadly dangers, terrific treasures, and m
ore! 

A
 N

ote A
bout Setting 

The adventures across this atlas are based on real w
orld geography and the beasts 

and peoples w
ho populate it, abstracted only slightly and inform

ed largely by turn of 
the 20th century perceptions of these regions. This approach spares gam

e m
asters 

m
uch of the w

orldbuilding effort required of novel fantasy settings, allow
ing them

 
to instead fill in the blanks w

ith their im
aginations, good literature (see A

ppendix 
V

II) and w
hatever approxim

ate know
ledge of geography they already possess. 

T
ravel B

aseline 
E

ach hex is six (6) m
iles north to south and seven (7) m

iles east to w
est; there are 

approxim
ately 31 square m

iles in each hex. For reference, this is roughly the size of 
Fort Pierce, Florida, U

SA
. 

C
rossing one (1) hex on foot takes approxim

ately 2 hours at a steady pace (i.e. 3 
m

ph on norm
al terrain). 

E
xploring w

ithin a hex costs tim
e in one (1), tw

o (2), and four (4) hour blocks, 
depending on w

hat the party does. 

T
he party m

ay travel up to four hexes per day under norm
al conditions; how

ever, 
they m

ay m
ove at a faster pace, or up to six hexes per day, w

ith certain penalties 
applied: 

• 
D

ouble-tim
e – the party doubles their speed and halves their travel tim

e 
for one hex; if used for a second consecutive hex, it induces a fatigue 
penalty (-1 Reflex) until rested; additionally, the likelihood of a random

 
m

onster encounter is increased by one step. D
ouble-tim

e is not possible 
over difficult terrain (dense jungle, sw

am
ps, m

ountains, etc.). 
• 

Forced m
arch – m

oving m
ore than four hexes per day is considered a 

forced m
arch, and the party suffers a fatigue penalty (-1 Reflex) upon 

entering the fifth hex and another upon entering the sixth hex (-1 Pow
er) 

until rested. 

https://idraluna-archives.itch.io/6-mile-hex-atlas-of-earth
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 d

is
co

ve
ry

 (T
ab

le
 F

). 
6.

 
If

 th
e 

pa
rty

 m
ak

es
 a

 d
isc

ov
er

y 
an

d 
th

e 
di

sc
ov

er
y 

is 
a 

se
ttl

em
en

t o
r 

si
te

, 
ge

ne
ra

te
 it

 u
sin

g 
Ta

bl
es

 G
–L

. 
7.

 
Tu

rn
 th

e 
fa

ct
io

n 
cl

oc
k(

s)
 a

s n
ec

es
sa

ry
. 

8.
 

E
nt

er
 th

e 
ne

xt
 h

ex
 w

he
n 

re
ad

y.
  

E
m

ba
rk

in
g 

W
he

n 
a 

pa
rty

 f
irs

t 
em

ba
rk

s 
up

on
 t

he
ir 

ad
ve

nt
ur

e 
ac

ro
ss

 T
he

 W
or

ld
, 

us
e 

th
e 

fo
llo

w
in

g 
pr

oc
ed

ur
e 

(c
om

bi
ne

d 
w

ith
 th

e 
H

ex
 A

tla
s)

 to
 d

et
er

m
in

e 
w

he
re

 th
ey

 b
eg

in
.  

1.
 R

ol
l 1

d1
0 

to
 d

et
er

m
in

e 
on

 w
hi

ch
 c

on
tin

en
t t

he
y 

be
gi

n:
 

R
ol

l 
C

on
tin

en
t 

1-
2 

Re
-r

ol
l 

3 
A

fr
ic

a 
4 

A
sia

 
5 

So
ut

h 
A

m
er

ic
a 

6 
A

us
tra

lia
 

7 
E

ur
op

e 
 

8 
N

or
th

 A
m

er
ic

a 
9 

Pa
rty

’s 
ch

oi
ce

 
10

 
G

am
e 

m
as

te
r’s

 c
ho

ic
e 

 2.
 T

he
n 

ro
ll 

1d
10

 (f
or

 e
ac

h 
co

lu
m

n)
 to

 d
et

er
m

in
e 

in
 w

hi
ch

 re
gi

on
 (m

ap
) a

nd
 h

ex
: 

R
ol

l 
R

eg
io

n 
R

ol
l 

H
ex

 
1-

7 
Ra

nd
om

 re
gi

on
 

1-
8 

Ra
nd

om
 h

ex
 

8-
9 

Ra
nd

om
 c

oa
st

al
 re

gi
on

 
9 

Ra
nd

om
 b

or
de

rla
nd

 h
ex

 
10

 
Ra

nd
om

 r
eg

io
n 

w
ith

 m
aj

or
 

ge
og

ra
ph

ic
al

 f
ea

tu
re

 (
riv

er
, 

m
ou

nt
ai

n,
 e

tc
.) 

10
 

H
ex

 
ne

ar
 

a 
no

ta
bl

e 
fe

at
ur

e 
(c

oa
st

, m
ou

nt
ai

n,
 ri

ve
r, 

et
c.

) 
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T
im

e Pressure G
enerator 

W
hen the clock is w

orking against the party, use the follow
ing table to determ

ine 
w

hat is applying the pressure. 

R
oll 

Pressure 
1 

N
ightfall 

2 
W

eather incom
ing 

3 
Ritual nearing com

pletion 
4 

Reinforcem
ents enroute 

5 
Resource depletion 

6 
Som

eone’s condition is w
orsening 

7 
Rival party closing in 

8 
Structural collapse im

m
inent 

9 
Faction ultim

atum
 

10 
Roll again and am

plify result (regional consequence im
plied) 

 R
um

or G
enerator 

U
se the follow

ing table (created by x.com
/rpgcyrusrite) to quickly generate action-

oriented rum
ors w

ith a hint of m
ystery and prom

ise of adventure. 

R
oll 

D
escriptor 

Subject 
Situation 

Site 
T

errain 
1 

Suspicious 
G

uild 
W

orking 
Tunnel 

M
ountains 

2 
Strange 

C
reature 

H
iding 

C
rypt 

H
ills 

3 
Secretive 

G
roup 

Building 
Fortress 

Forest 
4 

M
ysterious 

C
ult 

G
athering 

C
am

p 
W

oods 
5 

Foreign 
E

xplorers 
Traveling 

C
aravan 

D
esert 

6 
C

hosen 
E

nvoy 
W

orshipping 
Tent 

Plains 
7 

Revered 
H

ealer 
Plotting 

D
w

elling 
Tundra 

8 
Rightful 

H
eir 

Banished 
C

astle 
Bluff 

9 
A

ccused 
Prisoner 

C
onfined 

H
ut 

Island 
10 

V
irtuous 

M
onster 

A
ssem

bling 
Structure 

G
lade 

 Five sequential rolls produce the follow
ing exam

ple: 

Strange | C
ult | H

iding | Fortress | M
ountains 

C
reating a rum

or that a strange cult is hiding in a fortress situated in the nearby mountains. 
C

om
bined w

ith A
ppendix I, this rum

or alone—
should the party pursue it—

could 
sustain an entire session’s w

orth of adventure and intrigue. 
  

3 T
errain &

 E
cology 

The follow
ing tables are used to determ

ine w
eather conditions, generate geographic 

features, and produce otherw
ise im

portant elem
ents of a hex that bring it to life and 

set it into m
otion.  

T
able A

: W
eather C

onditions 
R

oll 
C

ondition 
E

ffects 
1 

C
lear 

G
ood visibility 

2 
O

vercast 
Flat light m

ay reduce details at longer 
ranges 

3 
Fog or m

ist 
V

isibility reduced to as little as <
=

 ¼
 m

ile 
4 

W
indy 

M
ay affect ranged attacks or skills 

5 
Light rain/snow

 
M

ay reduce visibility to as little as <
=

 1 
m

ile 

6 
H

eavy rain/snow
 

Travel speed reduced by half; visibility 
reduced to <

=
 ¼

 m
ile 

7 
Thunderstorm

/blizzard 
Survival check required if unsheltered; 
possible environm

ental hazards; visibility 
reduced to 100 ft. 

8 
H

eatw
ave/cold snap 

Inflicts a fatigue penalty (-1 Pow
er or -1 

Reflex) 

9 
U

nnatural w
eather 

Strange clouds, ash, colored rain, w
hispers 

on the w
ind, etc. 

10 
W

eather shift 
O

ften occurs at the w
orst possible tim

e 
 W

eather Persistence 
W

eather conditions tend to last for m
ore than one day; as a result, there is a 1-in-3 

chance that a given day’s w
eather w

ill be the sam
e as the previous day; how

ever, in 
the event of severe w

eather, the chance is 1-in-5. 

A
 N

ote on C
lim

ate 
C

lim
ate varies significantly from

 one region to the next. This table represents m
ost 

com
m

on w
eather conditions, but you are encouraged to use w

eather consistent w
ith 

the clim
ate of w

hatever region your party is in. This can easily be accom
plished by 

identifying a real-w
orld location sim

ilar to your area of play and using w
hatever 

w
eather conditions are currently active in that location. 

A
dditionally, the w

eather in Table A
 m

ay not accurately reflect the likelihood of a 
given w

eather condition in all regions; for instance, the occurrence of a thunderstorm
 

in the Sahara D
esert is significantly less likely than 1-in-10. Y

ou are encouraged to 
adapt results appropriately—

in this exam
ple, a thunderstorm

 m
ight take the form

 of 
a haboob (sandstorm

). 
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 A
pp

en
di

x 
V

II
: O

pt
io

na
l T

in
y 

T
oo

ls
 

Th
is 

ap
pe

nd
ix

 p
ro

vi
de

s a
 sm

al
l s

et
 o

f o
pt

io
na

l "
tin

y 
to

ol
s"

 to
 su

pp
or

t o
n 

th
e 

fly
 p

la
y 

an
d 

sh
ou

ld
 b

e 
us

ed
 a

s n
ec

es
sa

ry
 b

y 
ga

m
e 

m
as

te
rs

. 

Q
ui

ck
 N

PC
 G

en
er

at
or

 
Ro

ll 
1d

10
 f

or
 e

ac
h 

co
lu

m
n—

or
 r

an
do

m
ly

 s
el

ec
t 

on
e 

tra
it 

fr
om

 e
ac

h 
co

lu
m

n—
to

 
qu

ic
kl

y 
ge

ne
ra

te
 a

n 
N

PC
 w

ith
 a

 ro
le

, m
ot

iv
at

io
n,

 a
nd

 c
om

pl
ic

at
io

n.
 

R
ol

l 
R

ol
e 

M
ot

iv
at

io
n 

C
om

pl
ic

at
io

n 
1 

Sc
ou

t 
Sa

fe
ty

 
D

ec
ei

tfu
l 

2 
Pr

ie
st

 
W

ea
lth

 
D

oo
m

ed
 

3 
C

rim
in

al
 

Re
ve

ng
e 

W
at

ch
ed

 
4 

M
er

ch
an

t 
Tr

ut
h 

C
ur

se
d 

5 
E

xi
le

 
E

sc
ap

e 
In

de
bt

ed
 

6 
So

ld
ie

r 
Po

w
er

 
Si

ck
 

7 
Sc

ho
la

r 
Re

un
io

n 
H

un
te

d 
8 

Fa
na

tic
 

Re
de

m
pt

io
n 

A
m

bi
tio

us
 

9 
C

hi
ld

 
Su

rv
iv

al
 

Fe
ar

fu
l 

10
 

Le
ad

er
 

C
on

tr
ol

 
D

isl
oy

al
 

 Q
ui

ck
 V

ill
ai

n 
G

en
er

at
or

 
V

ill
ai

ns
 ar

e d
ist

in
ct

 fr
om

 m
on

st
er

s o
r N

PC
s i

n 
th

at
 th

ey
 h

av
e 

go
al

s, 
ta

ct
ic

s, 
an

d 
ot

he
r 

in
te

re
st

in
g 

fe
at

ur
es

. 
W

he
re

ve
r 

pl
ay

 c
al

ls 
fo

r 
a 

le
ad

er
, 

lie
ut

en
an

t, 
or

 o
th

er
w

ise
 

ch
al

le
ng

in
g 

op
po

ne
nt

, r
ol

l 1
d1

0 
fo

r e
ac

h 
co

lu
m

n 
to

 g
en

er
at

e 
a 

co
m

pe
lli

ng
 v

ill
ai

n.
 

R
ol

l 
A

rc
he

ty
pe

 
A

m
bi

tio
n 

M
et

ho
d 

Fl
aw

 
1 

Fa
lle

n 
no

bl
e 

Re
st

or
e 

lo
st

 st
at

us
 

Pr
ox

y 
ag

en
ts

 
Pr

id
e 

2 
C

ul
t l

ea
de

r 
C

on
qu

er
 a

 ri
va

l 
Ri

tu
al

 &
 se

cr
ec

y 
Fa

na
tic

ism
 

3 
Ba

nd
it 

ch
ie

f 
C

on
tr

ol
 te

rr
ito

ry
 

M
an

ip
ul

at
io

n 
Pa

ra
no

ia
 

4 
Sm

ug
gl

er
 

G
ai

n 
w

ea
lth

 
Po

lit
ic

al
 le

ve
ra

ge
 

C
ow

ar
di

ce
 

5 
E

xi
le

d 
sc

ho
la

r 
Pr

ov
e 

fo
rb

id
de

n 
tru

th
 

M
ili

ta
ry

 
di

sc
ip

lin
e 

O
bs

es
sio

n 

6 
W

ar
lo

rd
 

C
on

tr
ol

 tr
ad

e 
E

xp
er

im
en

ta
tio

n 
O

ve
rc

on
fid

en
ce

 

7 
C

or
ru

pt
 

of
fic

ia
l 

Su
m

m
on

 o
r 

aw
ak

en
 so

m
et

hi
ng

 
Br

ib
er

y 
G

re
ed

 

8 
Z

ea
lo

t 
Pu

rif
y 

th
e 

re
gi

on
 

Pu
rg

es
 

Ri
gi

di
ty

 

9 
Re

lu
ct

an
t 

he
ir 

E
sc

ap
e 

de
st

in
y 

Fo
rc

e 
&

 
in

tim
id

at
io

n 
In

de
ci

sio
n 

10
 

M
as

ke
d 

fig
ur

e 
Re

w
rit

e 
th

e 
ba

la
nc

e 
of

 p
ow

er
 

H
id

de
n 

in
flu

en
ce

 
Se

cr
et

 
de

pe
nd

en
cy

 
4 

T
ab

le
 B

: H
ex

 F
ea

tu
re

 
R

ol
l 

Fe
at

ur
e 

E
xa

m
pl

es
 

1 
W

at
er

 
Sp

rin
g,

 c
re

ek
, l

ak
el

et
, t

id
ep

oo
l, 

ce
no

te
, s

ea
so

na
l 

po
nd

 

2 
E

le
va

tio
n 

Ri
dg

e,
 e

sc
ar

pm
en

t, 
sin

kh
ol

e 
fie

ld
, m

es
a, 

te
rr

ac
ed

 
hi

lls
 

3 
V

eg
et

at
io

n 
zo

ne
 

A
nc

ie
nt

 tr
ee

, d
ea

d 
gr

ov
e,

 fl
ow

er
 p

la
in

, r
ee

d 
m

ar
sh

, 
th

or
n 

sc
ru

b 

4 
St

on
e 

fo
rm

at
io

n 
H

oo
do

os
, b

as
al

t c
ol

um
ns

, g
ra

ni
te

 to
rs

, l
im

es
to

ne
 

ka
rs

t, 
er

ra
tic

 b
ou

ld
er

s 
5 

Tr
ac

kw
ay

 
N

at
ur

al
 tr

ai
l, 

ol
d 

ro
ad

, g
am

e 
pa

th
, d

rie
d 

riv
er

be
d 

   
   

   
   

   
  

6 
N

at
ur

al
 b

ou
nd

ar
y 

Ri
ve

r d
iv

id
e,

 tr
ee

lin
e 

ed
ge

, f
lo

od
pl

ai
n 

m
ar

gi
n,

 
du

ne
 li

ne
 

7 
Re

so
ur

ce
 

O
re

 se
am

, s
al

t l
ic

k,
 re

sin
 g

ro
ve

, p
ea

t, 
cl

ay
 b

an
k 

8 
La

nd
fo

rm
 a

no
m

al
y 

Pe
rf

ec
tly

 ro
un

d 
hi

ll,
 sp

lit
 ri

dg
e,

 su
nk

en
 v

al
le

y,
 

le
an

in
g 

st
ra

ta
 

9 
A

nc
ie

nt
 im

pr
in

t 
Fo

ss
il 

be
d,

 p
et

rif
ie

d 
fo

re
st

, g
la

ci
al

 st
ria

tio
ns

, d
rie

d 
se

ab
ed

 

10
 

C
lim

at
e 

fe
at

ur
e 

W
in

d 
co

rr
id

or
, f
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st

 h
ol

lo
w

, h
ea

t s
in

k,
 fo

g 
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sin
, 

lig
ht
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ng
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ro

ne
 ri

se
 

 A
 N

ot
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 G

eo
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Fe
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ur

es
 

Si
m

ila
r t
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th
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fr

eq
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y 
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us
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er
 c

on
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, c
er
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in

 te
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e 
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e 
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y 
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er
s 

to
 h

os
t 
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in
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eo
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ap
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fe

at
ur

es
; 

fo
r 

in
st

an
ce

, 
la

ke
le

ts
 a

re
 m

or
e 

co
m

m
on

 in
 fo

re
st

s t
ha

n 
in

 d
es

er
ts

. G
am

e m
as

te
rs

 ar
e e

nc
ou

ra
ge

d 
to

 w
ei

gh
t t

hi
s t

ab
le

 
ap

pr
op

ria
te

ly
, r

em
ov

in
g 

ge
og

ra
ph

ic
 f

ea
tu

re
s 

as
 n

ec
es

sa
ry

 to
 in
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se
 th
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lik

el
ih

oo
d 

of
 o

ne
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or
e 
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m
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 to
 th

at
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ec
ifi
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te

rr
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T
ab

le
 C

: S
ig

ns
 &

 O
m

en
s 

R
ol

l 
Si

gn
 o

r O
m

en
 

1 
D

ist
an

t s
m

ok
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m
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2 

E
ch

oi
ng

 h
or

ns
 o

r c
ha

nt
in

g 
or

ig
in

at
in

g 
fr

om
 n

o 
cl

ea
r s

ou
rc

e 
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Fr
es

h 
tra

ck
s c

ro
ss

in
g 

th
e 

pa
rty

’s 
pa

th
 

4 
A

 su
dd

en
 si

le
nc

e 
5 

A
 c

or
ps

e 
(a

ni
m

al
 o

r p
er

so
n)

 w
ith

 a
 c

lu
e 

6 
A

 m
es

se
ng

er
 (w

ou
nd

ed
, t

er
rif

ie
d,

 lo
st

, e
tc
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7 

A
 d

ro
pp

ed
 it

em
 (m

ap
 p

ie
ce

, c
ha

rm
, l

et
te

r, 
to

ol
, t

ok
en

, e
tc

.) 
8 

A
 w

ar
ni

ng
 si

gn
 (r

un
es

, s
ku

lls
, f

la
g,

 ta
bo

o 
m

ar
ke

r, 
et

c.
) 

9 
A

 su
sp

ic
io

us
 g

ui
de

 m
ar

k 
(b

re
ad
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bs
 in

to
 tr

ou
bl

e)
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A
 c

le
ar

 in
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ta
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n 
to

 in
ve

st
ig

at
e 

(li
t f

ire
, f

re
sh

 c
am

p,
 o

pe
n 

do
or

, e
tc

.) 
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Faction G
enerator 

To generate a faction, roll 1d10 on each colum
n. Y

ou m
ay either roll once and keep 

the result or roll m
ultiple tim

es and choose the best result. 

R
oll 

T
ype 

G
oal 

M
ethod 

D
isposition 

1 
M

erchant 
league or guild 

C
ontrol trade 

E
conom

ic 
pressure 

Law
ful 

2 
W

arrior clan or 
w

arband 
E

xpand 
territory 

O
pen violence 

A
ggressive 

3 
N

oble house or 
ruling fam

ily 
Secure 
secession 

Political 
m

aneuvering 
C

alculating 

4 
C

ult or sect 
Fulfill prophecy 

Ritual &
 secrecy 

Fanatical 

5 
Religious order 

Purify 
corruption 

M
oral authority 

Pragm
atic 

6 
C

rim
inal 

syndicate 
C

ontrol illicit 
flow

 
C

oercion &
 

bribery 
Ruthless 

7 
E

xplorer 
society 

D
iscover 

hidden 
know

ledge 

E
xpedition &

 
excavation 

C
urious 

8 
D

ruid circle or 
prim

al order 
Protect natural 
balance 

Subtle 
interference 

W
atchful 

9 
M

ilitary force 
M

aintain 
control 

Patrol &
 

enforcem
ent 

Suspicious 

10 
Secret society 

Prepare for 
loom

ing threat 
M

anipulation &
 

m
isdirection 

Secretive 
 O

ptionally, you m
ay determ

ine the faction’s influence by rolling 1d5: 

1. 
Single hex only 

2. 
Sm

all cluster (2-3 hexes) 
3. 

Regional (5-10 hexes) 
4. 

M
ajor regional pow

er 
5. 

H
idden but w

idespread 

A
dditionally, it is recom

m
ended that for every faction, there is an equal and opposite 

faction. C
onsider using the above procedure to generate an enem

y faction, 
introducing im

m
ediate friction into a hex or region. 

It is also advisable that not only should gam
e m

asters operate factions, thereby 
increasing their enjoym

ent and ability to “play” the gam
e, but also players! This style, 

know
n as “faction play,” is explained in detail in Brozer: Island of W

ar and W
inter, 

and should be considered by gam
e m

asters and players seeking a challenge and 
desiring direct (and pow

erful) influence over the gam
e w

orld itself. 
5 T

able D
: E

ncounter C
heck 

To determ
ine how

 frequently you should perform
 an encounter check, first choose 

your cam
paign intensity and stick w

ith it (at least from
 one region to the next, 

according to the "latent dangers" present in the area). 

Intensity 
C

heck Frequency 
Probability 

Low
 (20%

) 
O

nce per hex (or every four hours) 
1-in-5 

Standard (30%
) 

O
nce per hex (or every tw

o hours) 
1-in-3 

H
igh (50%

) 
Tw

ice per hex (or every one hour) 
1-in-2 

 If an encounter occurs, roll Table E
 to determ

ine the nature of the encounter. 

T
able E

: E
ncounter T

ype 
R

oll 
E

ncounter 
E

xam
ples 

1-2 
Predator or territorial beast 

U
se Fantasy M

onsters, A
ppendix A

 
3 

Prey anim
al herd or m

igration 
U

se Fantasy M
onsters, A

ppendix A
 

4 
H

azard 
Terrain, w

eather, collapse, fire, thin 
ice, rip current, etc. 

5 
Travelers 

M
ay w

ant info, rum
ors, trade, 

directions, conflict, etc. 
6 

D
esperate folk 

Fleeing, hungry, injured, lost, etc. 

7 
Faction patrol 

Q
uestions, dem

ands, tolls, recruiting, 
conscripting, etc. 

8 
M

onster or unnatural entity 
U

se Fantasy M
onsters, A

ppendix A
 

9 
D

iscovery encounter 
Roll on Table F to determ

ine 
discovery 

10 
Roll tw

ice and com
bine results 

E
.g. desperate folk fleeing faction 

patrol’s conscription 
 N

ote: These encounters can be replaced or supplem
ented by A

ppendix II: T
errain 

E
ncounter Packs as necessary. 

A
dditionally, w

here terrain-appropriate beasts and m
onsters are lacking, gam

e 
m

asters are encouraged to adapt them
 to Tiny d10 using the guidance provided in 

Fantasy M
onsters, A

ppendix B: M
astering M

onsters. 
        

https://www.drivethrurpg.com/en/product/497682/brozer-island-of-war-and-winter
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 b
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r c
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, c
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 p
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 p
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, c
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 c
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 c
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 c
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 l
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pp
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lo
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, c
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 c
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 f
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, c
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: r
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St
ag
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ra
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, b
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 m
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 C
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 p
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 m
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e.
 

O
nc

e 
St

ag
e 

3 
is 

re
so

lv
ed

, t
he

 fa
ct

io
n 

ch
an
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in
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in
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r b
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ng
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r p
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ur
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 b
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 p
os

sib
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en
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e 
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ct
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en

ce
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T
ab

le
 F

: D
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ve

ry
 

Ro
ll 

fo
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di
sc

ov
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w

he
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ve
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e 
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pe
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tim
e 

sc
ou

tin
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 f
or

ag
in
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 m

ap
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tra
ck

in
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 e
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lo
rin
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 e

tc
. t
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de

te
rm

in
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w
ha

t t
he
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di

sc
ov

er
. C

ha
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ct
er

s 
m

ay
 d
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ic
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th
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fo
llo

w
in

g 
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te
rv

al
s o

f t
im

e 
to

 th
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di
sc

ov
er

y 
pr

oc
es
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O
ne

 h
ou

r –
 a 

qu
ic

k 
gl

an
ce
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 th

e s
ur

ro
un

di
ng

s w
hi

le
 tr

av
el

in
g;

 d
oe

s n
ot

 re
du

ce
 tr

av
el
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ee
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 T
hi

s m
et

ho
d 

pr
od

uc
es
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 1

-in
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0 
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f m

ak
in

g 
a 

di
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er
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T
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o 
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a 

m
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e 
th
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 c
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 m
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 b
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el
l a

s 
th

os
e 

fo
un

d 
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 c
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s d
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E
. O

C
C

U
PA

N
T

S 
F. LO

O
T

 
R

oll 
T

ype 
R

oll 
T

ype 
1-2 

E
m

pty 
1-3 

N
othing of use 

3-4 
V

erm
in or m

inor threat 
4-5 

Supplies 
5-6 

Patrol or guards 
6 

C
oin or trade goods 

7 
E

lite or specialist 
7 

W
eapon or arm

or 
8 

M
onster encounter 

8 
A

rtifact or relic 
9 

Rival explorers/adventurers 
9 

M
ap, key, or clue 

10 
Leader or lieutenant enem

y 
10 

D
angerous treasure 

 N
ote: Repeat this process for each area, keeping in m

ind that every die roll is only 
guidance—

change or even handpick the results as necessary to produce a fun, 
challenging, and coherent dungeon. 

E
xits 

For each room
, roll 1d10: on a roll of 2-6, the room

 contains one exit; on a roll of 7-
9, the room

 contains tw
o exits; on a roll of 10, the room

 contains three exits; and on 
a roll of 1, the room

 contains no exit. 

T
im

e in the D
ungeon 

A
fter every third area the party enters, roll 1d10. O

n a 1-3, som
ething changes 

(reinforcem
ents arrive, an area collapses, the alarm

 is raised, room
s flood, the ritual 

advances, etc.). 

Sam
ple D

ungeon U
sing T

his Process 
 R

oom
 1: Sturdy locked 

door (T8) leads to ritual 
cham

ber 

 

R
oom

 2: Standard door 
leads to guard area 

 

R
oom

 3: Sturdy locked 
door (T8) leads to 
storeroom

 

 

R
oom

 4: Locked 
door (T4) leads to living 
space 

 

R
oom

 5: Standard door 
leads to blocked room

 
(rubble) 

 

R
oom

 6: Secret doors lead 
to a hidden area 

It took just two minutes to roll up this small dungeon and will 
take only a few minutes more to populate it with traps, 

opponents, loot, and more! 
7 T

ip: T
inting T

errains 
W

hen you roll a generic result, you can tint it appropriately using the follow
ing 

them
es, each of w

hich touch on the peoples, m
onsters, structures, and features 

com
m

on the terrain. 

D
esert 

Fierce clans of w
arriors populate a harsh land full of deadly beasts, m

irages, and sand-
sw

allow
ed ruins, w

hile m
ired in w

ater politics, tribal w
arfare, and ancestral feuds. 

Forest or Jungle 
N

ative tribes and apex predators stalk the lost trails, old grow
th, and hidden cities of 

these places, w
here great riches and greater dangers aw

ait the bold. 

H
ills or M

ountains 
H

ardy people and hardier beasts w
eather the rockfalls, narrow

 passes, and thin air of 
the high altitudes that grant access to deep caves, pow

erful crystals, and silent 
w

atchtow
ers. 

O
cean or C

oast 
Pirates and sailors are often found here, both under sail on the open sea and haunting 
the salty shores, am

ong reefs, squalls, shipw
recks, and hungry tides. 

Plains 
H

orse lords tend their herds under big skies, follow
ing the rains and grasses, and 

contending w
ith pow

erful storm
s, fires, and skirm

ishes for territory and prestige. 

Sw
am

p or W
etlands 

H
aunted by creatures and m

agics that shun the light, these fetid lands are a brutal 
terrain to cross, dotted w

ith death traps, snapping jaw
s, and disease-bearing insects. 

T
undra 

N
om

ads, hunters, and scattered outposts cling to survival beneath vast skies, 
enduring lethal cold, w

hiteouts, and nights that can last for days, in w
hich ancient 

om
ens glitter overhead and desperate settlem

ents guard the last w
arm

 fires. 

U
rban 

C
row

ded cities roil w
ith com

peting factions, bustling m
arkets, and no shortage of 

intrigue; rum
ors abound here, w

here dangers lurk, desires are fulfilled, and everything 
is for sale—

for a price. 
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ny
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al
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10
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M
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ar
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La
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 p
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. D
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St
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 d
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lo

ck
ed

 d
oo
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St
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ig

ht
 p
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sa

ge
 (l

on
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de
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or
 se

cr
et

 d
oo
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N
ar

ro
w
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sa
ge

 o
r c

ra
w
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Lo
ck

ed
 d

oo
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ju

nc
tio
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ne
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ra
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pe
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do

or
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ro
ss
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 b
ra
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ur

vi
ng
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ng
 p
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sa

ge
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ag
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 d

oo
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al
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ha
m
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m
in

or
 ro
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10
 

St
ur

dy
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ed

 d
oo
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 e
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 c
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r t

ra
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 c
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 c
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r b

lo
ck

ed
 

7 
Pu

zz
le

 o
r m

ec
ha

ni
sm

 
8 

Sh
rin

e 
or

 sy
m

bo
l c
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 p
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 p
op

ul
at

io
ns

 th
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 re
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ra
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st
oc

k 
its

 
pl

un
de

r. 

T
ab

le
 G

: S
et

tle
m

en
t S

iz
e 

R
ol

l 
T

yp
e 

Po
pu

la
tio

n 
Si

ze
 

1 
Lo

ne
 h

om
es

te
ad

 
O

ne
 fa

m
ily

 
2 

C
am

p 
1-

3 
fa

m
ili

es
 o

r 5
-1

5 
m

an
 c

re
w

 
3 

H
am

le
t 

20
-8

0 
4 

V
ill

ag
e 

80
-3

00
 

5 
Sm

al
l t

ow
n 

30
0-

1,
00

0 
6 

To
w

n 
1,

00
0-

5,
00

0 
7 

Fo
rti

fie
d 

to
w

n 
or

 st
ro

ng
ho

ld
 

20
0-

1,
00

0 

8 
Pi

lg
rim

ag
e 

sit
e,

 m
on

as
te

ry
, o

r 
gu

ild
ho

us
e 

5-
50

 

9 
C

om
pa

ny
 to

w
n,

 m
in

e,
 p

or
t, 

or
 o

ut
po

st
 

10
0-

50
0 

10
 

H
id

de
n 

co
m

m
un

ity
 (s

ec
re

t, 
no

m
ad

ic
, 

un
de

rg
ro

un
d,

 e
tc

.) 
20

-2
00

 
 N

ot
e:

 S
et

tle
m

en
ts

 a
re

 g
en

er
al

ly
 fr

ie
nd

ly
 to

 tr
av

el
er

s, 
th

ou
gh

 n
ot

 a
lw

ay
s; 

co
nv

er
se

ly
, 

sit
es

 a
re

 g
en

er
al

ly
 h

os
til

e 
to

 tr
av

el
er

s, 
th

ou
gh

 so
m

et
im

es
 n

ot
. 

T
ab

le
 H

: C
on

fli
ct

s 
&

 H
oo

ks
 

R
ol

l 
C

on
fli

ct
 o

r H
oo

k 
1 

So
m

eo
ne

 is
 m

iss
in

g 
2 

M
on

st
er

 p
ro

bl
em

 (s
om

et
im

es
 n

ot
 a

s i
t s

ee
m

s)
 

3 
Fa

ct
io

n 
pr

es
su

re
 (c

on
sc

rip
tio

n,
 “

pr
ot

ec
tio

n”
 ra

ck
et

, t
ax

es
, e

tc
.) 

4 
Re

so
ur

ce
 c

ris
is 

(w
at

er
, f

oo
d,

 fu
el

, m
ed

ic
in

e,
 e

tc
.) 

5 
C

ur
se

, h
au

nt
in

g,
 o

r s
tra

ng
e 

dr
ea

m
s v

isi
t s

om
eo

ne
 

6 
C

rim
e 

w
ith

 c
on

se
qu

en
ce

s (
th

ef
t, 

m
ur

de
r, 

sa
bo

ta
ge

, e
tc

.) 
7 

Ba
d 

m
ap

, f
al

se
 g

ui
de

, o
r a

 li
e 

ab
ou

t t
he

 sa
fe

 ro
ut

e 
8 

N
at

ur
al

 d
isa

st
er

 (s
in

kh
ol

e,
 ro

ck
sli

de
, e

ar
th

qu
ak

e,
 e

tc
.) 

9 
A

 b
ad

 d
ea

l w
as

 m
ad

e 
(a

nd
 n

ow
 p

ay
m

en
t i

s d
ue

) 
10

 
So

m
eo

ne
 is

 a
bo

ut
 to

 d
o 

so
m

et
hi

ng
 u

nw
ise

 (a
nd

 sh
ou

ld
 b

e 
st

op
pe

d)
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A
ppendix IV

: C
atalogue of T

raps 
A

s D
escribed in Fantasy Rules, all traps possess three values: toughness to detect, to 

disarm
, and to save against. These values are often identical, but not alw

ays—
w

herever they deviate, Toughness w
ill be indicated in this order: detect, disarm

, save. 

R
oll 

T
rap 

D
escription 

1 
D

eadfall 
T3-8; A

 w
eighted log, rock slab, or tim

ber fram
e 

falls w
hen triggered; inflicts 2-3 dam

age; target 
knocked prone. 

2 
H

idden pit 
T4-6; 10-30 ft. deep; m

ay contain spikes; inflicts 1 
dam

age per 10 ft. (or 1d5 +
 5 dam

age if spiked). 

3 
Poison dart 

T5-6; triggered by tripw
ire or pressure plate; inflicts 

1-2 dam
age and -1 Pow

er for 1d5 hours unless saved 
against. 

4 
Snare 

T4-8; target hoisted and restrained. 

5 
C

ollapsing floor 
T6; triggered by pressure in the m

iddle of the trap; 
appx. 10 ft. radius; inflicts 1d5 dam

age. 

6 
G

as vent 
T7; invisible vapor fills a 15 ft. radius; inflicts 1-2 
dam

age per round for 1d3-1d5 rounds. 

7 
A

larm
 w

ard 
T6; em

its audible, m
agical, or visible signal; 

im
m

ediately triggers an E
ncounter, E

ncounter 
Tension, or advances the Faction C

lock. 

8 
Rolling boulder 

T5; triggered by pressure plate or intrusion threshold 
in passage; inflicts 1d5 dam

age; those w
ho fail save 

are pinned and take 1 dam
age per round until freed. 

9 
E

xecution 
m

echanism
 

T4-7; designed explicitly to kill (guillotine blade, 
crushing stone ceiling, im

paling spikes, sudden drop 
into deep chasm

, etc.); on failed save, the target is 
reduced to 0 H

P im
m

ediately; on a successful save, 
the target suffers 1d5 +

 5 dam
age. 

10 
W

arding sigil 

T4-8; triggered by proxim
ity, tam

pering, or entry; 
inflicts 1d5 dam

age and one of the follow
ing effects: 

 

1. 
Fear (forces a m

orale check); 
2. 

Blindless (1d5 hours); 
3. 

M
uteness (1d5 hours); 

4. 
Paralysis (1d5 hours); 

5. 
M

arked (enem
ies prioritize attacking you 

for 24 hours). 
 N

ote: D
etecting a w

arding sigil requires the D
etect 

M
agic skill.  

  

9 T
able I: Site T

ype 
R

oll 
T

ype 
1 

Ruin (on the surface) 
2 

Tom
b, barrow

, or crypt 
3 

C
ave system

 
4 

Tem
ple or shrine com

plex 
5 

Fortress or w
atchtow

er 
6 

M
ine or quarry 

7 
Laboratory, “w

izard’s study,” or odd w
orkshop 

8 
Shipw

reck, or otherw
ise abandoned vessel 

9 
Battlefield or m

ass grave 
10 

“G
atew

ay,” anom
alous area, or “thin place” 

 T
able J: Site C

ondition 
R

oll 
C

ondition 
1 

Pristine and in-use 

2 
M

aintained but tense (low
 resources, lim

ited m
anpow

er, political 
turm

oil, etc.) 
3-4 

D
ecaying but inhabited 

5-6 
Ruined and picked over (collapsed, flooded, overgrow

n, etc.) 
7 

Recently disturbed or uncovered (fresh digging, recent tracks, etc.) 
8 

A
ctively contested (by tw

o or m
ore groups) 

9 
Trapped or w

arded (the signs of w
hich are m

ost likely obvious) 
10 

A
ppears to be em

pty 
 T

able K
: O

ccupants &
 O

pposition 
R

oll 
O

ccupant or O
pposition 

1 
N

o occupants—
just hazards (see A

ppendix IV
: C

atalogue of Traps) 
2 

V
erm

in or anim
al infested 

3 
Bandits or scavengers 

4 
C

ult, sect, or ritualists 
5 

Soldiers, guards, or m
ercenaries 

6 
Locals, defending it fiercely 

7 
M

onster lair 
8 

U
ndead or ghosts 

9 
Rival adventurers 

10 
Pow

erful m
onster presence (or a lieutenant w

ith reinforcem
ents) 
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 A
pp

en
di

x 
II

I:
 T

er
ra

in
 G

en
er

at
or

 
In

 th
e 

ev
en

t t
ha

t t
he

 p
ar

ty
 g

oe
s “

of
f t

he
 m

ap
” 

of
 th

e 
kn

ow
n 

w
or

ld
, o

r i
f y

ou
 w

ish
 to

 
in

tro
du

ce
 a

dd
iti

on
al

 re
al

m
s 

or
 m

ys
te

rio
us

 la
nd

s, 
th

e 
fo

llo
w

in
g 

ta
bl

es
 c

an
 b

e 
us

ed
 to

 
ge

ne
ra

te
 te

rra
 n

ov
a 

w
ho

le
 c

lo
th

. 

To
 g

en
er

at
e 

te
rr

ai
n,

 id
en

tif
y 

a 
he

x 
an

d 
“s

ee
d”

 it
 w

ith
 y

ou
r 

pr
ef

er
re

d 
te

rr
ai

n.
 T

he
n,

 
ro

ll 
on

 th
e 

co
rr

es
po

nd
in

g 
ta

bl
e 

to
 d

et
er

m
in

e 
th

e 
te

rr
ai

n 
ty

pe
 o

f t
he

 a
dj

ac
en

t h
ex

(e
s)

. 
D

o 
th

is 
as

 m
an

y 
tim

es
 a

s i
s n

ec
es

sa
ry

. 

PL
A

IN
S 

 
 

FO
R

E
ST

 
 

 
H

IL
LS

 
 

R
ol

l 
T

er
ra

in
 

 
R

ol
l 

T
er

ra
in

 
 

R
ol

l 
T

er
ra

in
 

1-
5 

Pl
ai

ns
 

 
1-

5 
Fo

re
st

 
 

1-
4 

H
ill

s 
6 

Fo
re

st
 

 
6-

7 
Pl

ai
ns

 
 

5-
6 

M
ou

nt
ai

ns
 

7 
H

ill
s 

 
8 

H
ill

s 
 

7 
Pl

ai
ns

 
8 

D
ry

 L
an

ds
 

 
9 

W
et

la
nd

s 
 

8 
D

ry
 L

an
ds

 

9 
W

et
la

nd
s 

 
10

 

Sa
m

e 
as

 
be

fo
re

, w
ith

 
no

ta
bl

e 
ge

og
ra

ph
y 

 
9 

Fo
re

st
 

10
 

Sa
m

e 
as

 
be

fo
re

, w
ith

 
no

ta
bl

e 
ge

og
ra

ph
y 

 
 

 
 

10
 

Sa
m

e 
as

 
be

fo
re

, w
ith

 
no

ta
bl

e 
ge

og
ra

ph
y 

 

D
R

Y
 L

A
N

D
S 

 
 

W
E

T
L

A
N

D
S 

 
 

M
O

U
N

T
A

IN
S 

 

R
ol

l 
T

er
ra

in
 

 
R

ol
l 

T
er

ra
in

 
 

R
ol

l 
T

er
ra

in
 

1-
5 

D
ry

 L
an

ds
 

 
1-

4 
W

et
la

nd
s 

 
1-

4 
M

ou
nt

ai
ns

 
6 

Pl
ai

ns
 

 
5-

6 
Pl

ai
ns

 
 

5-
6 

H
ill

s 
7-

8 
H

ill
s 

 
7-

8 
Fo

re
st

 
 

7 
Fo

re
st

 
9 

M
ou

nt
ai

ns
 

 
9 

H
ill

s 
 

8 
D

ry
 L

an
ds

 

10
 

Sa
m

e 
as

 
be

fo
re

, w
ith

 
no

ta
bl

e 
ge

og
ra

ph
y 

 
10

 

Sa
m

e 
as

 
be

fo
re

, w
ith

 
no

ta
bl

e 
ge

og
ra

ph
y 

 
9 

Pl
ai

ns
 

 
 

 
 

 
 

10
 

Sa
m

e 
as

 
be

fo
re

, w
ith

 
no

ta
bl

e 
ge

og
ra

ph
y 

 N
ot

e:
 W

hi
le

 t
he

re
 a

re
 m

an
y 

pr
oc

ed
ur

es
 f

or
 g

en
er

at
in

g 
te

rr
ai

n,
 t

he
 a

ut
ho

r 
of

 t
hi

s 
ge

ne
ra

to
r (

x.
co

m
/R

um
pD

M
) r

ec
om

m
en

ds
 th

e 
us

e 
of

 “
ad

ja
ce

nc
y,

” 
w

hi
ch

 c
on

sis
ts

 o
f 

1)
 s

el
ec

tin
g 

a 
he

x 
an

d 
ch

oo
sin

g 
its

 t
er

ra
in

, t
he

n 
2)

 s
el

ec
tin

g 
an

 a
dj

ac
en

t 
he

x 
an

d 
ro

lli
ng

 o
n 

th
e 

te
rr

ai
n 

ta
bl

e 
of

 th
e 

pr
ev

io
us

 h
ex

 to
 d

et
er

m
in

e 
th

is 
he

x’
s 

te
rr

ai
n,

 a
nd

 
fin

al
ly

 3
) s

el
ec

tin
g 

a h
ex

 ad
ja

ce
nt

 to
 th

at
 o

ne
 an

d 
pe

rf
or

m
in

g 
th

e p
ro

ce
ss

 ag
ai

n;
 re

pe
at

 
un

til
 fi

ni
sh

ed
. 

10
 

T
ab

le
 L

: R
ew

ar
ds

 &
 T

re
as

ur
es

 
R

ol
l 

R
ew

ar
d 

or
 T

re
as

ur
e 

1 
Su

pp
lie

s (
fo

od
, t

oo
ls,

 m
ed

ic
in

e,
 e

tc
.) 

2 
C

oi
n,

 g
em

s, 
or

 o
th

er
 v

al
ua

bl
es

 
3 

Tr
ad

e 
go

od
s (

fin
e 

fa
br

ic
s, 

pr
es

er
ve

d 
m

ea
ts

, s
al

t, 
sp

ic
es

, e
tc

.) 
4 

Re
lic

 (m
in

or
 m

ag
ic

al
 o

r o
th

er
w

ise
 st

ra
ng

e 
ob

je
ct

) 
5 

A
rm

or
, w

ea
po

ns
, o

r o
th

er
w

ise
 c

om
ba

t-o
rie

nt
ed

 it
em

s 
6 

M
ap

 to
 a

no
th

er
 si

te
 

7 
Fa

vo
r, 

tit
le

, s
af

eh
ou

se
, o

r p
ro

te
ct

io
n 

fr
om

 a
 lo

ca
l f

ac
tio

n 
8 

Se
cr

et
 k

no
w

le
dg

e 
(e

ne
m

y 
w

ea
kn

es
s, 

go
od

 tr
av

el
 ro

ut
e,

 ri
tu

al
, e

tc
.) 

9 
K

ey
 it

em
 (i

m
po

rta
nc

e 
sh

ou
ld

 b
e 

ap
pa

re
nt

, a
nd

 it
 m

ay
 b

e 
ne

ed
ed

 la
te

r) 
10

 
Tr

ea
su

re
 th

at
 c

au
se

s t
ro

ub
le

 (w
an

te
d,

 c
ur

se
d,

 m
ar

ke
d,

 st
ol

en
, e

tc
.) 

 C
on

cl
us

io
n 

Th
is 

co
m

pl
et

es
 t

he
 b

as
ic

 p
ro

ce
ss

 f
or

 p
op

ul
at

in
g 

a 
he

x 
in

 m
in

ut
es

. A
 f

in
ish

ed
 h

ex
 

sh
ou

ld
 lo

ok
 so

m
et

hi
ng

 li
ke

 th
is:

 

T
he

 A
ba

nd
on

ed
 R

id
ge

 R
oa

d 
Lo

ca
tio

n:
 S

ou
th

er
n 

A
pp

al
ac

hi
an

 M
ou

nt
ai

ns
, e

as
te

rn
 U

.S
. 

T
er

ra
in

: M
ou

nt
ai

ns
 (f

or
es

te
d 

hi
lls

, r
id

ge
lin

es
, c

re
ek

-c
ut

 h
ol

lo
w

s)
 

W
ea

th
er

: O
ve

rc
as

t (
fla

t l
ig

ht
, r

ed
uc

ed
 lo

ng
-r

an
ge

 v
isi

bi
lit

y)
 

Fe
at

ur
e:

 T
ra

ck
w

ay
 (o

ld
 w

ag
on

 ro
ad

 fo
llo

w
in

g 
a 

rid
ge

lin
e)

 
E

nc
ou

nt
er

: D
es

pe
ra

te
 fo

lk
 (d

isp
la

ce
d 

ho
m

es
te

ad
er

s f
le

ei
ng

 u
ph

ill
) 

D
is

co
ve

ry
: L

oc
al

 k
no

w
le

dg
e 

(w
ar

ni
ng

s a
bo

ut
 lo

ot
ed

 tr
ap

s a
nd

 fe
ar

fu
l d

og
s)

 
Si

te
: C

av
e 

sy
st

em
 (r

ec
en

tly
 d

ist
ur

be
d 

la
ir 

in
 a

 h
ol

le
r n

ea
r a

 m
ou

nt
ai

n 
cr

ee
k)

 
R

ew
ar

ds
 &

 T
re

as
ur

es
: S

up
pl

ie
s (

m
ea

t a
nd

 p
el

ts
 la

id
 u

p 
in

 a
n 

ol
d 

ca
ch

e)
 

 Th
e 

ab
ov

e 
lo

ca
tio

n 
is 

31
 s

qu
ar

e 
m

ile
s 

of
 o

pp
or

tu
ni

ty
: 

ex
pl

or
at

io
n,

 c
om

ba
t 

en
co

un
te

rs
, l

oo
t, 

hi
gh

 a
dv

en
tu

re
, a

nd
 m

or
e—

ju
st

 se
e 

th
e 

ap
pe

nd
ic

es
! 

A
pp

en
di

x 
I:

 Q
ui

ck
 A

dv
en

tu
re

 S
ub

ro
ut

in
e 

 U
sin

g 
th

e 
fo

llo
w

in
g 

m
et

ho
d,

 y
ou

 c
an

 b
ui

ld
 a

 c
om

pl
et

e 
se

ss
io

n 
in

 ju
st

 6
0 

se
co

nd
s: 

1.
 

H
oo

k 
=

 T
ab

le
 H

 
2.

 
Si

te
 =

 T
ab

le
 I 

3.
 

T
w

is
t =

 T
ab

le
 J 

(o
r T

ab
le

 E
: r

ol
l t

w
ic

e 
an

d 
co

m
bi

ne
) 

4.
 

O
pp

os
iti

on
 =

 T
ab

le
 K

 
5.

 
R

ew
ar

d 
=

 T
ab

le
 L

 
6.

 
A

dd
 a

 T
im

er
: “

If
 n

ot
 re

so
lv

ed
 b

y 
to

m
or

ro
w

/n
ig

ht
fa

ll/
3 

da
ys

 fr
om

 n
ow

…
” 
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D
eserts &

 W
astelands 

R
oll 

T
errain-specific E

ncounter 
1 

Predator stalking from
 a distance 

2-3 
M

onster or other aberration 
4 

M
irage (m

ountains, oasis, m
arching arm

y, etc.) 
5-6 

Scouts testing defenses 
7 

The sands shift unnaturally 
8-9 

Sinkhole into a subterranean structure 

10 
The rem

ains of a caravan, picked over (1-in-2 chance som
ething 

valuable w
as left behind) 

 Sw
am

ps &
 W

etlands 
R

oll 
T

errain-specific E
ncounter 

1-3 
Predator lurking beneath the w

ater or w
ithin the dense trees 

4-7 
M

onster or other aberration 
8 

Sw
arm

 (leeches, insects, birds, etc.) 
9 

The still w
ater stirs 

10 
Spirit lights 

 E
ncounter T

ension 
The follow

ing table can be used to generate tension or com
plications that apply 

pressure on any terrain: before or during an encounter to increase the challenge, 
w

hen a hex feels too quiet, once per day, or at any other tim
e as desired. 

R
oll 

T
ension or C

om
plication 

1 
Terrain slow

s or com
plicates m

ovem
ent (m

ud, loose gravel, crum
bling 

rock, collapsing ground, shifting sands, etc.) 
2 

E
nem

y reinforcem
ents have nearly arrived 

3 
W

eather or environm
ental conditions w

orsen 
4 

A
 third party is observing from

 concealm
ent 

5 
The encounter site has a strategic advantage (high ground, choke point, 
cover, etc.) 

6 
A

 hidden hazard activates (trap, sinkhole, rockfall, sw
arm

, etc.) 

7 
A

 natural resource is nearby, but is actively being contested by tw
o or 

m
ore groups 

8 
The party is in a territorial creature’s dom

ain 
9 

A
n om

en occurs (potentially forcing a m
orale check) 

10 
Roll tw

ice and com
bine results 
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A
ppendix II: T

errain E
ncounter Packs 

These optional tables can be used to replace or augm
ent Table E

 w
ith terrain-specific 

encounters, as it suits the adventure. 

Plains, Steppe, and Savanna 
R

oll 
T

errain-specific E
ncounter 

1-2 
Territorial predator 

3-4 
M

onster or other aberration 
5 

G
rass fire, slow

 (1-6) or fast (7-10) m
oving 

6 
Survivor(s) w

ith a w
arning 

7 
Broken w

agon or supply cache 
8 

N
om

ad cam
p; evil (1-2), neutral (3-8), or good (9-10) 

9 
M

igrating herd (valuable, dangerous to spook) 

10 
Riders approaching at speed (1-4) or m

ounted scouts w
atching from

 
afar (5-10) 

 Forests &
 Jungles 

R
oll 

T
errain-specific E

ncounter 
1-2 

Predator stalking silently 
3-5 

M
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udslide, etc.) 
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ine entrance (1-in-3 chance of fresh prints at the entrance) 
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part a prophecy) 
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