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Tiny d10: Worldwide Adventure Generator

The Worldwide Adventure Generator is a collection of procedures, rules, and tables
designed to quickly create exciting overland adventures on the fly. When combined
with Fantasy Core, and using the 6-Mile Hex Atlas of Earth, the Worldwide Adventure
Generator converts Tiny d10 into a “perpetual adventure device” and makes The
World playable out of the box.

Itis compatible with any hex size, system, or genre and for use with any game needing

dynamic weather, interesting features, deadly dangers, terrific treasures, and morel!

A Note About Setting

The adventures across this atlas are based on real world geography and the beasts
and peoples who populate it, abstracted only slightly and informed largely by turn of
the 20th century perceptions of these regions. This approach spares game masters
much of the worldbuilding effort required of novel fantasy settings, allowing them
to instead fill in the blanks with their imaginations, good literature (see Appendix
VII) and whatever approximate knowledge of geography they already possess.

Travel Baseline

Each hex is six (6) miles north to south and seven (7) miles east to west; there are
approximately 31 square miles in each hex. For reference, this is roughly the size of
Fort Pierce, Florida, USA.

Crossing one (1) hex on foot takes approximately 2 hours at a steady pace (i.e. 3
mph on normal terrain).

Exploring within a hex costs time in one (1), two (2), and four (4) hour blocks,
depending on what the party does.

The party may travel up to four hexes per day under normal conditions; however,
they may move at a faster pace, or up to six hexes per day, with certain penalties

applied:

e Double-time — the party doubles their speed and halves their travel time
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
monster encounter is increased by one step. Double-time is not possible
over difficult terrain (dense jungle, swamps, mountains, etc.).

¢ Forced march — moving more than four hexes per day is considered a
forced march, and the party suffers a fatigue penalty (-1 Reflex) upon
entering the fifth hex and another upon entering the sixth hex (-1 Power)
until rested.

Appendix VIII: Inspirational Reading

The Worldwide Adventure Generator takes place on our earth and beneath only the
thinnest veneer of a genre of your choosing. Its beating heart is the Victorian spirit
of Haggard and Verne, its vital essence the turn of the century world of Burroughs
and Doyle—that is to say, a world in which much remains to be explored and that is
animated by the spirit of adventure. To take the fullest advantage of the generator,
therefore, it is essential that you are familiar with this place of the not too distant

past. Below is a small collection of the foundational works of this text.

These works relay life—half-recounted and half-imagined—on nearly every
continent on Earth during the late 1800s and early 1900s.

Tarzan of the Apes and the Tarzan series by Edgar Rice Burroughs (1912-1966)
King Solomon’s Mines by H. Rider Haggard (1885)

Through the Dark Continent by Henry M. Stanley (1878)

The Lost Stradivarius by J. Meade Falkner (1895)

The House on the Borderland by William Hope Hodgson (1908)

The Adpentures of Louis de Rougemont by Louis de Rougemont (1899)
Alaska Days by Samuel Hall Young (1915)

The Narrative of Arthur Gordon Pym by Edgar Allan Poe (1838)

Roughing It by Mark T'wain (1872)

The Lost World by Arthur Conan Doyle (1912)

The Giant Raft by Jules Verne (1881)

The Face in the Abyss by Abraham Merritt (1931)

Green Mansions: A Romance of the Tropical Forest by W. H. Hudson (1904)
Across Unknown South America by Arnold Henry Savage-Landor (1913)
The E/ Borak series by Robert E. Howard (1934-1936)

Lost Horizon by James Hilton (1933)

The Man Who Would Be King by Rudyard Kipling (1888)

If you read even one of these books, your games, your character, and your life
will be the better for it. Godspeed!
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Terrain & Ecology

The following tables are used to determine weather conditions, generate geographic
features, and produce otherwise important elements of a hex that bring it to life and

set it into motion.

Table A: Weather Conditions

Roll Condition Effects
1 Clear Good visibility
5 Overcast MMW Mmmrﬁ may reduce details at longer
3 Fog or mist Visibility reduced to as little as <= 4 mile
4 Windy May affect ranged attacks or skills

5 Light rain/snow z.m% reduce visibility to as little as <=1
mile
Travel speed reduced by half; visibility

6 Heavy rain/snow .
y / reduced to <= V4 mile

Survival check required if unsheltered;
7 Thunderstorm/blizzard possible environmental hazards; visibility
reduced to 100 ft.

Inflicts a fatigue penalty (-1 Power or -1
Reflex)

Strange clouds, ash, colored rain, whispers
on the wind, etc.

8 Heatwave/cold snap

9 Unnatural weather

10 Weather shift Often occurs at the worst possible time

Weather Persistence
Weather conditions tend to last for more than one day; as a result, there is a 1-in-3
chance that a given day’s weather will be the same as the previous day; however, in

the event of severe weather, the chance is 1-in-5.

A Note on Climate

Climate varies significantly from one region to the next. This table represents most
common weather conditions, but you are encouraged to use weather consistent with
the climate of whatever region your party is in. This can easily be accomplished by
identifying a real-world location similar to your area of play and using whatever

weather conditions are currently active in that location.

Additionally, the weather in Table A may not accurately reflect the likelihood of a
given weather condition in all regions; for instance, the occurrence of a thunderstorm

in the Sahara Desert is significantly less likely than 1-in-10. You ate encouraged to

adapt results appropriately—in this example, a thunderstorm might take the form of
a haboob (sandstorm).

3

Time Pressure Generator
When the clock is working against the party, use the following table to determine
what is applying the pressure.

Roll Pressure

Nightfall

Weather incoming

Ritual nearing completion
Reinforcements enroute

Resource depletion

Someone’s condition is worsening
Rival party closing in

Structural collapse imminent

=T IS B NS, TN U SO SR

Faction ultimatum

—
(en)

Roll again and amplify result (regional consequence implied)

Rumor Generator
Use the following table (created by x.com/r

cyrusrite) to quickly generate action-

oriented rumors with a hint of mystery and promise of adventure.

Roll Descriptor Subject Situation Site Terrain
1 Suspicious Guild Working Tunnel Mountains
2 Strange Creature Hiding Crypt Hills
3 Secretive Group Building Fortress Forest
4 Mysterious Cult Gathering Camp Woods
5 Foreign Explorers Traveling Caravan Desert
6 Chosen Envoy Worshipping — Tent Plains
7 Revered Healer Plotting Dwelling ~ Tundra
8 Rightful Heir Banished Castle Bluff
9 Accused Prisoner Confined Hut Island

10 Virtuous Monster Assembling Structure  Glade

Five sequential rolls produce the following example:
Strange | Cult | Hiding | Fortress | Mountains

Creating a rumor that a strange cult is hiding in a fortress situated in the nearby mountains.
Combined with Appendix I, this rumor alone—should the party pursue it—could

sustain an entire session’s worth of adventure and intrigue.
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Table D: Encounter Check

To determine how frequently you should perform an encounter check, first choose
your campaign intensity and stick with it (at least from one region to the next,

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

Intensity Check Frequency Probability
Low (20%) Once per hex (or every four hours) 1-in-5
Standard (30%)  Once per hex (or every two hours) 1-in-3
High (50%) Twice per hex (or every one hour) 1-in-2

If an encounter occurs, roll Table E to determine the nature of the encountet.

Table E: Encounter Type
Roll Encounter Examples

1-2 Predator or territorial beast Use Fantasy Monsters, Appendix A

3 Prey animal herd or migration Use Fantasy Monsters, Appendix A
Terrain, weather, collapse, fire, thin
4 Hazard o ’ pse, fire,
ice, rip current, etc.
May want info, rumors, trade
5 Travelers ) ’ ’ ’

directions, conflict, etc.
6 Desperate folk Fleeing, hungty, injured, lost, etc.

Questions, demands, tolls, recruiting,

7 Faction patrol -
conscripting, etc.

8 Monster or unnatural entity Use Fantasy Monsters, Appendix A

Roll on Table F to determine

9 Discovery encounter .
discovery

E.g. desperate folk fleeing faction

10 Roll twice and combine results R L
patrol’s conscription

Note: These encounters can be replaced or supplemented by Appendix II: Terrain

Encounter Packs as necessary.

Additionally, where terrain-appropriate beasts and monsters are lacking, game
masters are encouraged to adapt them to Tiny d10 using the guidance provided in
Fantasy Monsters, Appendix B: Mastering Monsters.

w

Faction Generator

To generate a faction, roll 1d10 on each column. You may either roll once and keep

the result or roll multiple times and choose the best result.

Roll Type Goal Method Disposition
1 Merchant . Control trade Economic Lawful
league or guild pressure
Wartior clan or  Expand . .
2 warband tetritory Open violence ~ Aggressive
Noble house or ~ Secure Political .
3 . . . . Calculating
ruling family secession maneuvering
4 Cult or sect Fulfill prophecy  Ritual & secrecy Fanatical
5 Religious order Purify . Moral authority ~ Pragmatic
cotruption
Criminal Control illicit Coercion &
6 . . Ruthless
syndicate flow bribery
Discover .
7 Dxplorer hidden Expediton & o
society excavation
knowledge
8 U_.E& circleor  Protect natural .mcvza Watchful
primal order balance interference
9  Military force Maintain Patrol & Suspicious
control enforcement
10 Secret society wmowmmo for z.m P Em.ﬁ on & Secretive
looming threat ~ misdirection

Optionally, you may determine the faction’s influence by rolling 1d5:

ot e

Single hex only

Small cluster (2-3 hexes)
Regional (5-10 hexes)
Major regional power

Hidden but widespread

Additionally, it is recommended that for every faction, there is an equal and opposite
faction. Consider using the above procedure to generate an enemy faction,

introducing immediate friction into a hex or region.

It is also advisable that not only should game masters operate factions, thereby
increasing their enjoyment and ability to “play” the game, but also players! This style,
known as “faction play,” is explained in detail in Brozer: Island of War and Winter,
and should be considered by game masters and players seeking a challenge and

desiring direct (and powerful) influence over the game world itself.
18
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Tip: Tinting Terrains
When you roll a generic result, you can tint it appropriately using the following
themes, each of which touch on the peoples, monsters, structures, and features

common the terrain.

Desert
Fierce clans of warriors populate a harsh land full of deadly beasts, mirages, and sand-

swallowed ruins, while mired in water politics, tribal warfare, and ancestral feuds.

Forest or Jungle
Native tribes and apex predators stalk the lost trails, old growth, and hidden cities of
these places, where great riches and greater dangers await the bold.

Hills or Mountains
Hardy people and hardier beasts weather the rockfalls, narrow passes, and thin air of
the high altitudes that grant access to deep caves, powerful crystals, and silent

watchtowers.

Ocean or Coast
Pirates and sailors are often found here, both under sail on the open sea and haunting

the salty shores, among reefs, squalls, shipwrecks, and hungry tides.

Plains
Horse lords tend their herds under big skies, following the rains and grasses, and

contending with powerful storms, fires, and skirmishes for territory and prestige.

Swamp or Wetlands
Haunted by creatures and magics that shun the light, these fetid lands are a brutal

terrain to cross, dotted with death traps, snapping jaws, and disease-bearing insects.

Tundra

Nomads, hunters, and scattered outposts cling to survival beneath vast skies,
enduring lethal cold, whiteouts, and nights that can last for days, in which ancient
omens glitter overhead and desperate settlements guard the last warm fires.

Utban
Crowded cities roil with competing factions, bustling markets, and no shortage of
intrigue; rumors abound here, where dangers lurk, desires are fulfilled, and everything

is for sale—for a price.

E. OCCUPANTS F.LOOT
Roll Type Roll Type
1-2 Empty 1-3  Nothing of use
3-4  Vermin or minor threat 4-5  Supplies
5-6  Patrol or guards 6 Coin or trade goods
7 Elite or specialist 7 Weapon or armor
8 Monster encounter 8 Artifact or relic
9 Rival explorers/adventurers 9 Map, key, or clue
10 Leader or lieutenant enemy 10 Dangerous treasure

Note: Repeat this process for each area, keeping in mind that every die roll is only
guidance—change or even handpick the results as necessary to produce a fun,
challenging, and coherent dungeon.

Exits
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 two exits; on a roll of 10, the room contains three exits; and on

a roll of 1, the room contains no exit.

Time in the Dungeon
After every third area the party enters, roll 1d10. On a 1-3, something changes
(reinforcements arrive, an area collapses, the alarm is raised, rooms flood, the ritual

advances, etc.).

Sample Dungeon Using This Process

&)

s

NN 2N

Room 1: Sturdy locked 4} R
door (T8) leads to ritual
chamber

Room 2: Standard door
leads to guard area

Room 3: Sturdy locked

door (T8) leads to A

storeroom 4

Room 4: Locked E PR B
door (T4) leads to living

space

Room 5: Standard door

leads to blocked room

/i
(rubble) .

B

Room 6: Secret doors lead 17 took just two minutes to roll up this small dungeon and will
to a hidden area take only a few minutes more to populate it with traps,
opponents, loot, and more!
16
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Table I: Site Type

Roll

A=l e e N L S

—
e}

Type

Ruin (on the surface)

Tomb, barrow, or crypt

Cave system

Temple or shrine complex

Fortress or watchtower

Mine or quarry

Laboratory, “wizard’s study,” or odd workshop
Shipwreck, or otherwise abandoned vessel
Battlefield or mass grave

“Gateway,” anomalous area, or “thin place”

Table J: Site Condition

Roll

9
10

Condition
Pristine and in-use

Maintained but tense (low resources, limited manpower, political
turmoil, etc.)

Decaying but inhabited

Ruined and picked over (collapsed, flooded, overgrown, etc.)
Recently disturbed or uncovered (fresh digging, recent tracks, etc.)
Actively contested (by two or more groups)

Trapped or warded (the signs of which are most likely obvious)
Appears to be empty

Table K: Occupants & Opposition

Roll

R e e S I \C T

—_
)

Occupant or Opposition

No occupants—ijust hazards (see Appendix IV: Catalogue of Traps)
Vermin or animal infested

Bandits or scavengers

Cult, sect, or ritualists

Soldiers, guards, or mercenaries

Locals, defending it fiercely

Monster lair

Undead or ghosts

Rival adventurers

Powerful monster presence (or a lieutenant with reinforcements)

Appendix IV: Catalogue of Traps

As Described in Fantasy Rules, all traps possess three values: toughness to detect, to

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

wherever they deviate, Toughness will be indicated in this order: detect, disarm, save.

Roll

10

Trap

Deadfall

Hidden pit

Poison dart

Snare

Collapsing floor

Gas vent

Alarm ward

Rolling boulder

Execution
mechanism

Warding sigil

Description

T3-8; A weighted log, rock slab, or timber frame
falls when triggered; inflicts 2-3 damage; target
knocked prone.

T4-6; 10-30 ft. deep; may contain spikes; inflicts 1
damage per 10 ft. (or 1d5 + 5 damage if spiked).

T5-0; triggered by tripwire or pressure plate; inflicts
1-2 damage and -1 Power for 1d5 hours unless saved
against.

T4-8; target hoisted and restrained.

T6; triggered by pressure in the middle of the trap;
appx. 10 ft. radius; inflicts 1d5 damage.

T7; invisible vapor fills a 15 ft. radius; inflicts 1-2
damage per round for 1d3-1d5 rounds.

T6; emits audible, magical, or visible signal;
immediately triggers an Encounter, Encounter
Tension, or advances the Faction Clock.

T5; triggered by pressure plate or intrusion threshold
in passage; inflicts 1d5 damage; those who fail save
are pinned and take 1 damage per round until freed.

T4-7; designed explicitly to kill (guillotine blade,
crushing stone ceiling, impaling spikes, sudden drop
into deep chasm, etc.); on failed save, the target is
reduced to 0 HP immediately; on a successful save,
the target suffers 1d5 + 5 damage.

T4-8; triggered by proximity, tampering, or entry;
inflicts 1d5 damage and one of the following effects:

1. Fear (forces a morale check);

Blindless (1d5 hours);

Muteness (1d5 hours);

Paralysis (1d5 hours);

Marked (enemies prioritize attacking you
for 24 hours).

A

Note: Detecting a warding sigil requires the Defect
Magie skill.

14
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Appendix II: Terrain Encounter Packs

These optional tables can be used to replace or augment Table E with terrain-specific

encounters, as it suits the adventure.

Plains, Steppe, and Savanna

Roll
1-2
3-4

5

6
7
8
9

10

Terrain-specific Encounter

Territorial predator

Monster or other aberration

Grass fire, slow (1-6) or fast (7-10) moving
Survivor(s) with a warning

Broken wagon or supply cache

Nomad camp; evil (1-2), neutral (3-8), or good (9-10)
Migrating herd (valuable, dangerous to spook)

Riders approaching at speed (1-4) or mounted scouts watching from
afar (5-10)

Forests & Jungles

Roll
1-2
3-5

6

O oo

—
o

Terrain-specific Encounter

Predator stalking silently

Monster or other aberration

Snare line or other primitive trap (see Appendix IV)

Old game path swallowed by roots

Hunting party (1-in-5 chance they are bandits in disguise)
Sudden terrain hazard (falling tree, hidden ravine, mudslide, etc.)

Territorial spirits or beast-gods

Hills & Mountains

Roll
1-2
3-5

6

O oo

—
o

11

Terrain-specific Encounter

Predators encircling the party

Monster or other aberration

Mine entrance (1-in-3 chance of fresh prints at the entrance)
Avalanche or rockslide risk

Sudden change in the weather

Hermit, exile, or oracle (1-in-2 chance they will impart a prophecy)

Something is spotted in the distance

Deserts & Wastelands

Roll
1
2-3
4
5-6
7
8-9

10

Terrain-specific Encounter

Predator stalking from a distance

Monster or other aberration

Mirage (mountains, oasis, marching army, etc.)
Scouts testing defenses

The sands shift unnaturally

Sinkhole into a subterranean structure

The remains of a caravan, picked over (1-in-2 chance something
valuable was left behind)

Swamps & Wetlands

Roll
1-3
4-7

8
9
10

Terrain-specific Encounter

Predator lurking beneath the water or within the dense trees
Monster or other aberration

Swarm (leeches, insects, birds, etc.)

The still water stirs

Spirit lights

Encounter Tension

The following table can be used to generate tension or complications that apply

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

when a hex feels too quiet, once per day, or at any other time as desired.

Roll

A~ LN -

w

Tension or Complication

Terrain slows or complicates movement (mud, loose gravel, crumbling
rock, collapsing ground, shifting sands, etc.)

Enemy reinforcements have nearly arrived
Weather or environmental conditions worsen
A third party is observing from concealment

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

A hidden hazard activates (trap, sinkhole, rockfall, swarm, etc.)

A natural resource is nearby, but is actively being contested by two or
more groups

The party is in a territorial creature’s domain
An omen occurs (potentially forcing a morale check)

Roll twice and combine results

12
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