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theserandomly generated dungeons, ensuring that the
players get incentives to continue investigating.

PREMADE ROOMS

Gamemasters looking for other ideas can roll on the
following table. This roll can either be used to supple-
ment or replace one of the earlier rolls, as desired. To
use this table, roll two dice: a regular die and a Wild Die.
(The Wild Die is not interpreted as a Critical Success or
Critical Failure, but is instead just used to differentiate
between the two dice.) The Wild Die is read as the first
die and the regular is the second. Thus, rolling a 3 on
the Wild Die and a 2 on the regular die would mean
looking up the “Regular Die = 2” paragraph under the
“Wild Die = 3” section.

Each selection providesabroad outlineforan encoun-
ter or challenge. The specifics (such as difficulty, an
explanation for the area’s existence, or limits on use)
are left up to the gamemaster.

WILD DIE = 1

Regular Die = 1: The players’ characters get some
kind of tangible insight to a future encounter within
the construct, such as a scroll or riddle.

Regular Die = 2: Movement is restricted in some
way. Perhaps there is molasses or oil on the floor, or
maybe a spell forces the players’ characters to move
more sluggishly.

Regular Die = 3: There is a secret door in this room,
which requires a search roll to find.

Regular Die =4: Theway the players’ characters came
from is suddenly blocked off (although the way forward
is still open); this requires them to force that way open
again or find another exit out of the construct.

Regular Die = 5: A fountain, pool of water, or other
source of liquid enhances the skill of the first player’s
character todrinkfromit. Figure out which skillby using
the “Skill Resolution” system herein. This bestows a
+1D bonus for the 1D hours or the duration of the time

within the construct, whichever
comes first.

Regular Die = 6: A fountain,
pool of water, or other source of
liquid decreases the skill of the first
player’s character to drink from it.
Figure out which skill by using the
“Skill Resolution” system herein.
This bestows a -1D penalty for the
1Dhoursorthedurationof thetime
within the construct, whichever
comes first.

WILD DIE=2

Regular Die = 1: This room or
section of the construct contains
a personal tie for one the players’
characters. For example, maybe a
Patron or Contact is tied up in a
celland mustbe escorted to safety,
or maybe the a player’s priest
character finds a scroll contain-
ing information of value to his
religious order.

Regular Die = 2: Circum-
stances within this room force
theplayers’ charactersto establish
camp for the night. Maybe theyare
overcome by a spell that induces
sleep, or maybe the dungeon they
are exploring is so big that they
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need to rest. Regardless, anyone who travels without
food or other essential supplies might find themselves
unhappy.

Regular Die = 3: This room contains an exit to
another construct (suchasaportal toamaze, astairway
down toanother dungeonlevel, and so on). Whether or
not to follow it will be up to the players’ characters.

Regular Die = 4: Circumstances affect the players’
characters weapons, such as a room with a ceiling
too low to use normal hand-to-hand weapons, or a
room with explosive kegs where missed shots with an
arrow could prove disastrous. This forces the players’
characters to be inventive, find alternate weapons, or
do without weaponry.

Regular Die = 5: Circumstances affect the players’
characters armor, such as aroom with a deep pool that
would make it dangerous to wear heavy armor, or a
hallway that’s too narrow to use a normal shield. This
encourages the players’ characters think creatively, find
alternate armor, or do without protection.

Regular Die = 6: Circumstances affect the players’
character other gear, such as needing to walk through
a waterfall to progress onward (which could affect
water-permeable spellbooks or scrolls). This forces the
players’ characters to find a means of protecting their
gear or do without those items.

WILD DIE = 3

Regular Die = 1: A treasure of indeterminate value
that’s much too big to be easily carried is located here
(such as a giant golden statue). This could test the
players’ characters ingenuity and determination. The
item might be as valuable as it appears or it might be
worthless.

Regular Die = 2: A section of wall with valuable
information is here, such as hieroglyphics or magical
lore. It may not be immediately useful to the players’
characters, but it should be of interest to someone.
Figuring out how to acquire and transport this infor-
mation is up to the players’ characters.

Regular Die = 3: One of the characters’ Disadvan-
tages is triggered by this room, such as any Allergies,
Environmental Incompatibilities, or Quirks.

Regular Die = 4: One of the characters’ unusual
Special Abilities proves useful here, such as Elasticity,
Glider Wings, or Omnivorous.

Regular Die =5 A creature or object that is obvi-
ously too big for the construct is within this area (such
as a huge Dragon within a large room where the exits
are a meter wide).

Regular Die=6 Asupernaturalmeansofhealingis
in this chamber, such as a fountain, a compassionate
druid, or the like.

WILD DIE = 4

Regular Die = 1: The characters’ sight is hampered
in some way. For example, the room might be filled
with smoke or unnatural darkness. Penalties can be
assessed for any rolls requiring vision.

Regular Die = 2: The characters’hearingishampered
in some way. For example, a continuous ringing gong
may make normal conversation impossible. Penalties
can be assessed for any rolls requiring hearing.

Regular Die = 3: The characters’ smell, taste, or
touch ishampered in some way. For example, decaying
corpses might make scents impossible to distinguish,
or an aerial poison might make touch less sensitive
(which, among other things, would make lockpicking
difficult). Penalties can be assessed for any rolls requir-
ing the sense.

Regular Die = 4: Something affects the characters’
scale, making themlarger. This can affect the characters’
ability to get through doorways, pick up objects, or get
to certain places.

Regular Die = 5: Something affects the characters’
scale, making them smaller. This can affect the charac-
ters ability to pick up items, get to certain locations,
or make themselves noticed.

Regular Die = 6: This room contains some or all of
the supplies for the construct, such as the food and
water of a dungeon’s guards. The players’ characters
could restock their own supplies or be creative and
turn this discovery to their advantage.

WILD DIE=5

Regular Die = 1: A device, person, or mental effect
espouses divinations that prove to be true (although
they may be vague).

Regular Die = 2: A device, person, or mental effect
espouses divinations that prove to be utterly false
(although they may be made true by the supersti-
tious).

Regular Die = 3: This room contains amap or depic-
tion of the construct that is entirely accurate (such as
the designer’s blueprints), although notall encounters
may be listed if they were changed after the map was
constructed.

Regular Die = 4: This room contains a map or
depiction of the construct that is somewhat accurate
but has been purposefully designed to be misleading
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and inaccurate. (“The Dragon in this chamber likes to
be poked with sticks!”)

Regular Die = 5: This room contains what seems
to be the exact same encounter as an earlier room, but
something significant has been changed about it. For
example, an earlier room might have featured combat
with a Harpy, while this room contains a Harpy that
is actually a princess cursed into the form of a Harpy.
Players’ characters who rush in may find themselves
surprised or disappointed at their haste.

Regular Die = 6: The room is covered with an illu-
sion such that the immediate situation isn’t obvious.
This could be as simple as an illusion of solid floor over
a pit trap, or as complicated as the players’ character
believing they have exited the dungeon and are return-
ing to their village, when in fact they’re entrapped by
a hallucinogenic ooze.

WILD DIE = 6

Regular Die = 1: This room contains information
that, if deciphered or figured out, will prove usefulin a
future combat encounter (suchasa creature’sweakness
or details about how many to expect). If the benefits
of this are not obviously portable (such as a potion
or weapon), then this information should count as at
least a +5 bonus to the attack or defense rolls made
against the encounter.

Regular Die = 2: This room contains information
that, if deciphered or figured out, will turn out to be
useful in a future skill resolution encounter (such as
information as to how to overcome a trap or how one

can best clear a chasm). This should count as at least a
+5 bonus to the skill resolution situation.

Regular Die = 3: This room contains information
that, if deciphered or figured out, will provide a benefit
in a future roleplaying encounter (such as information
as to what a creature wants or how a person needs to
be treated).

Regular Die = 4: Those players’ characters with
one of the Extranormal abilities may find themselves
denied access to those abilities for some reason. For
example, maybe thelaws of magicwithina dungeonare
such that failing a Magic roll will deny him access for
the remainder of the time within, or perhaps a player’s
character’s Miracles are suppressed within a temple as
long as three relics to an opposing deity are present.

Regular Die = 5: An otherwise ordinary encounter
is made much more challenging because the “normal”
rules don’tapply. For example, theroom mightbe devoid
of gravity, time might flow differently, or perhaps the
only way to harm a creature is to try to heal it.

Regular Die = 6: Somehow, one or more of the
players’ characters are given access to an Extranormal
attributes, if they don’talready have them. For example,
they might meet a deity’s Celestial who offers them
access to Miracles, or they might meet the familiar
of a deceased wizard who offers to teach Magic. This
does not actually grant the attribute, but rather gives
the option of purchasing it after character creation;
if the offer is accepted, all of that player’s character’s
forthcoming Character Points go toward paying for
that new attribute until 1D is purchased.




