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A Story WELL ToLbp

+ Their materials tucked under one hat does it mean to be the Narrator? This
arm, the Narrator arrives to find all the Wchapter covers the basics—what the Narrator
players are ready to go: character sheets does, what the Narrator needs to know, and how to
are out, they’re recounting their favorite do it. Narrators in Level Up are tasked with providing

p];z”ts lef the last session, and dice are on a whole world for the group to play in and all that
tne taole.

entails— dungeons to explore, intrigues and subter-

: fuge, monsters to slay, treasure to find—and though
The Narrator calls for caution as the

berserker’s player cheers. “This is a
group check— you need at least two of
your companions to succeed too before
the celebration starts.”

it can be difficult, there are few more rewarding
things than a solid session of tabletop roleplaying
so the burden is worth it. While there are plenty of
campaign settings and modules to make the work

of the Narrator easier, even someone making up

+ As the players depart the Narrator everything on the fly can use a little help.
collects their materials and ponders
about what to do next. First of all is
to jot down some session notes before
anything important can be forgotten...




Running the Game

The Narrator’s job in Level Up is to guide the story
and create the world for the other players to adven-
ture in. This includes all of the elements required to
create that adventure. The Narrator builds a world

and populates it with monsters, people, treasure and
traps. They create villains in their towers, allies met

on the road, angry blacksmiths and bar staff in posh
parlours. The Narrator also runs combat, acts as
rules referee, lore repository, and of course impro-
vises when the unexpected happens.

The Narrator

The Narrator’s main role is to outline the adventures

that the players will navigate. Usually this involves
coming up with a problem for them to solve or a task
to complete in order to get a predetermined reward.
An adventure can be as short as a single session of
a few hours, or it could involve many such sessions
over a span of weeks or months. A longer running
adventure such as this is called a campaign, and is
generally a big adventure made with building blocks
of smaller adventures each session (see page 23).
For example, a single adventure may involve solving
the mystery of a string of violent break-ins in a
small village. That adventure could be the start of
a campaign to take down a dangerous organized
crime network that puts an entire realm in jeopardy.
To prepare an adventure, the Narrator usually
outlines locations, monsters and enemies, treasure,
traps, and notable NPCs (non-player characters), as
well as the overall mission for the players. How the
players interact with all of these things will be unpre-
dictable, and so a Narrator’s job is to guide players
towards their end goal, adapting and changing the
environment in response to their actions.

How to Run a Game

Most of the Narrator’s adventure or campaign plan-

ning will happen away from the gaming table. So
are things handled while at the table? The Narrator
is the player whose job it is to get things going and
keep them on track, so other players will look to

them for guidance and structure.

()

=
Level Up is a Game for
the Narrator Too!

The Narrator is a player too, albeit one with many, ever-
changing roles. If any part of the Narrator role isn’t fun,
there’s no rule against changing it so it is. If a Narrator
doesn't enjoy doing voices, all NPCs can sound the same. If
maps and miniatures don’t work for the Narrator, encoun-
ters can be designed that won't rely on them. Some elements
of the Narrator role —such as tracking initiative or double
checking rules— can even be delegated entirely to players

to make things easier and more fun for the Narrator.

(=

Most rules expectations and table-specific rules

can be ironed out in session zero, but here’s some
insight into the most vital parts of a Narrator’s role.

setting Up

Setting the players up so they can decide how to

react is the fundamental part of the Narrator’s job.
Here’s an example of how to begin a gaming session.

“Okay everyone. If you remember you'd gone
down to the basement to investigate possible
escape routes for the thief, because Oswin
the innkeep said she’d heard a door slam
downstairs on the night of the theft. The stairs
down to the basement are narrow and made of
stone. Cold air along with the smell of stag-
nant water and mold greet you as you descend
in single file.

What’s your marching order please?...

Okay, Naivara and Whisper, if you’re at
the front, you’re the first to see the basement.
Water runs down the stone brick walls, they’re
about ten feet high. The water has flooded the
space up to about three or four feet. It doesn’t
seem to be going anywhere, it’s stagnant. You
hear the occasional drip echo as the water
descends, but nothing else.
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Rotting, broken furniture floats in the murk.
With your passive perception and the light from
Whisper’s torch you can see that it used to be
much finer and more ornate than any of the
furniture in the inn upstairs...

So what are you two doing? Remember
Nia and Gregor, you can’t see this yet.”

Here the Narrator has:

e reminded the players of their actions last
session.

e described the next scene in their adventure.

* used a few sensory cues in their description
to create an immersive experience.

e asked an open-ended question to give players
a chance to act or ask clarifying questions.

All in just a few sentences that take only a
couple of minutes to run through.

=
Scheduling Your Campaign

Getting player schedules to line up for regular gaming sessions
is magic far beyond anything described in the Level Up rules.
However, some best practices include:
+ Maintain the same day and times for game sessions —
when everyone knows to keep Wednesday night from
7 PM to 11 PM open, it’s easier to schedule time away

from other activities.

+ If the group is social with one another, plan an appro-
priate amount of time for people to catch up before the
session starts to better anticipate how much material ~ _

will be needed with that in mind.

+ When it becomes clear that a player will often be
late, plan in some padding time for the sessions they

aren’t punctual.

+ Keep a group discussion going with texts or chat between
sessions to keep everyone engaged, and use it to remind

the players when the game is coming up.

Dice Rolling

Every table will have slightly different rules for dice

rolling, and each player will have different expec-
tations based on their previous gaming experiences.
The Narrator can determine what everyone expects
during session zero. It’s important that everybody is
on the same page so miscommunications and tension
don’t interrupt the adventure once it begins.

Some good dice-specific questions for a Narrator
to ask at session zero are:

® Who will roll openly and who can roll in secret?

< Some tables welcome the Narrator or some-
times players rolling in secret, while others
may feel cheated.

¢ Can players roll ability checks when they see
fit, or should they wait for the Narrator to
ask for a specific check?

<¢ Some Narrators welcome players who take
the initiative, while others find it difficult
to keep track of the outcomes of rolls they
weren’t expecting.

¢ Can players roll to attack without the Narrator
calling for an initiative roll?

< Again, some Narrators would enjoy the
chaos, while others might prefer to keep
a tighter handle on combat.

e Can the Narrator ever make rolls on a
player’s behalf?

<¢ Sometimes tension and immersion for

players can be enhanced if the Narrator
rolls a check on their behalf. For example,
being uncertain whether a character has
rolled high or low on a Stealth check in a
high risk situation could make things more
exciting for some players. Other players
may not enjoy this, or feel as though their
agency has been taken away.

None of the options in the above list are right
or wrong, but they’re variations that should be
discussed for each table before the adventure
begins, and as the person taking charge the
Narrator leads these discussions.



Ability Scores

Introduction

Another of the Narrator’s key roles is to set the
Difficulty Class (DC) for ability checks, as well as
deciding which ability check should be made in a
given situation to move the adventure along.

A player’s basic ability scores (Strength, Dexterity,
Constitution, Wisdom, Intelligence, Charisma) affect
their ability to perform the many possible ability
checks a Narrator can call for. For all of the rules
around skills and ability checks, see Chapter 6:
Ability Scores, in the Adventurer’s Guide.

Example Abilicy Check

Gregor: Can I see any signs that a thief has
come through this way?

Narrator: Let’s see! Make a Survival or Inves-
tigation check for me.

Gregor: ’'m trying to rely on my experience
with hunting, but instead of using my intu-
ition I’'m focused on keeping an eye out
for clues and deducing what they could
mean. Can I make an Intelligence check
with Survival?

Narrator: That sounds reasonable —roll it!

Gregor: Can do! Got a 17.

Narrator: You notice some moss on the
wall to your left has been disturbed, as
though someone had grabbed it to keep
their balance.

E
Is Planning Even Possible

When Player Actions
Are Unpredictable?

Yes! With a good session zero the Narrator can let the
players know the rough aims and outline of the campaign or
adventure (without spoilers) so they can make appropriate
characters, and air any concerns they have about any topics
or activities that may come up in the adventure (see Safety
Tools on page 15).

In the example campaign centered around taking down an
organized crime network, without a session zero uninformed
players could well create criminal or shady characters who
would have no problem allying with and joining the network.
A lot of the Narrator’s planning around making enemies
of the network would be wasted, leaving them scrambling
to improvise new scenarios for their party of ne’er-do-well
adventurers each session.

Conversely, a campaign designed to aid and grow the
criminal network would be cut short if a largely good and
law-abiding group slaughter their criminal contacts in the
first session.

A productive session zero allows the Narrator and the
players to play along with each othet’s expectations and

make sure that everybody has fun.

In some situations, more than one check may make
sense, and ultimately it’s the Narrator’s decision
which ability check and skills are used and how
high the DC is. However the Narrator may also
give a player options of which ability check or skill
they use in a particular situation. Which ability
score can be used with each skill depends on the
circumstances and how an adventurer is trying to
achieve an objective. In this case, Gregor wanted
to use Intelligence with his Survival check because
it’s his highest ability score, and his reasoning for
it made good sense.
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+ As session zero begins the Narrator hands
out character sheets, describing the origin
system and starting with heritages, noting
which the players seem most interested in.

+ As the last member of the party arrives
20 minutes late to the game session again,
he discovers the group roleplaying in
the tavern. His bard’s usual nightly
serenading there is coming to an end—
time to roll some dice!

While describing the ettercap’s lair the
Narrator notices one of the players touch
their X-card. Instead of the planned grisly
description, the Narrator mentions a gem
on one of the monster’s victims and asks
what the party wants to do next.

eing the Narrator is a gratifying and rewarding
Bexperience, but that doesn’t make it easy. This
chapter is a trove of advice for running Level Up to
be as engaging, enjoyable, memorable, and worth-
while as possible with a focus on two aspects of
play: player archetypes and safety tools. When the
group isn’t getting along, the party is led astray, or
the campaign goes off track Narrators are encour-
aged to try to better understand the players, focusing
on what they’re enthusiastic about so the story and
gameplay better suit their passions. Cooperative
games like Level Up are just that: cooperative.
Whether gripping with mature themes or much
more light-hearted quests, safety tools are an
essential part of keeping everyone at the table
happy and coming back for more.




Player Archetypes

Everyone shows up to a game to have fun, but what
fun looks like is different for different people. When
preparing and running a game, the Narrator wants
to know what the group enjoys and how to keep
them engaged. Understanding what players like
helps everyone have fun and feel included in the

gaming group.

It’s common for players to enjoy many aspects
of the game at different times, but each individual
has specific motivations that really spark their
imagination and immerse them in the experience.
For convenience we use player archetypes to define
what aspects of the game someone is particularly
enthusiastic about: Character, Combat, Drama,
Mechanics, Rules, Socializing, Specialization,
Story, Tactics, or the World.

The player archetypes listed below are not
immutable. Many players have motivations from
more than one archetype, and their type might
change depending on their mood, what else is
happening in their lives, across different games
and campaigns, or even based on who else is at
the gaming table. Furthermore, none of these
types are inherently good or bad —they are
simply different ways of enjoying the game.

Character Enthusiast

Other Names: Actor, Roleplay Specialist
Preferred Pillars: Social

These players want to inhabit their character
and come to the table with strong ideas about their
character’s background and personality. They thrive
when given the opportunity to roleplay and portray
their character’s values, and tend to prefer social
engagements to fights. They are easily led to adven-
ture by a Narrator who incorporates PC motivations,
backstory and relationships.

A character enthusiast is most engaged when they
have the spotlight and are presented with situations
meaningful to their character, and when drawing
on their character’s place in the world. The Narrator
should provide opportunities for character devel-
opment and recruit them to create rich narrative
moments that affect the campaign world. When

they can play in character with other actors, they

thrive—don’t be afraid to sit back and let them

spend a session talking around the campfire.

Potential Difficulties: “But it’s what my

character would do!” Make sure the player’s
character gets along with the world and other
PCs; otherwise they will constantly fight against
the group and frustrate everyone. Be careful
not to let them bore the rest of the table either
by attempting to converse with everyone and
everything! An occasional conversation with a
squirrel is fun, but a whole session of talking
to animals causes more action-focused players
to switch off. Similarly, character enthusiasts
will get bored with too few opportunities to
roleplay and develop their character.

Combat Enthusiast

Other Names: Butt-Kicker, Slayer
Preferred Pillars: Combat
To this type of player, a huge amount of the fun

of the game is combat. The power fantasy of being
able to take down dangerous foes is core to their
enjoyment of the game. This may be because combat
feels the most like a board game, the player wants
some catharsis to blow off real-world stress and
frustrations, or some other reason, but whatever the
underlying cause these players perk up when the dice
hit the table and hit point totals start dropping.

A combat enthusiast is most engaged when
adventures include regular combat encounters.
Some like graphic or at least exciting descriptions
of the violence playing out in the game (which may
need to be balanced against the comfort level of
the rest of the group). This desire for combat is
typically not a big ask, but if more than one session
goes by without some sort of physical confrontation
these players may get bored and in some cases pick
fights with friendly NPCs in an attempt to liven the
game up. Another potential point of frustration for
these players is when they are prevented from partici-
pating in a combat—use paralyzing attacks, sleep
effects, and other agency denying mechanics spar-
ingly on adventurers controlled by these players.
The same goes for enemies with escape plans such as
teleportation effects or vampires that turn to mist.

11
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Potential Difficulties: In addition to the poten- A drama enthusiast is most engaged when there

tial for picking unnecessary fights, there’s also is plenty of action and when they are in encounters
a chance that these players may disengage from that invite experimentation. Put them in a tight
noncombat portions of the game. Narrators may situation of their own making or offer high risk
need to proactively point the spotlight at them and high reward scenarios and they’ll be on the
from time to time. One way to do this is to make edge of their seats. They also love being egged on by
their martial skill an important bit of knowledge NPCs or other players who encourage bold action.
or respect that opens doors for the party as a Potential Difficulties: They don’t like over-
whole. “You’re Grogthak the wyvern slayer! planning, rules arguments, or anything that
Yes, of course you and your friends can come in!” slows the pace of play, and can be disruptive

to party unity by hogging the spotlight and
Drama Enthusiast making impulsive choices that risk getting
everyone killed. Also beware the opportunity
for dramatic betrayal! When the MacGuffin is
on the table the drama enthusiast is tempted

Other Names: Instigator, Pot Stirrer
Preferred Pillars: Combat and social

Drama enthusiasts are all about making things : J
& & to attack other PCs or allies, or snatch it and

; :
happen! These players love to take crazy risks T, e i D e Botentally

and deliberately make bad choices, thriving on the e Eat e e o oot has Thy oA

chaos they sow and creating memorable campaign el :
an instigator in your group, make sure you cover

Ry Ui lioyedhe immediacyiof expectations around group behavior and player

combat and dislike having nothing to do. Trust "
versus player conflict.

these players to take decisive action (pulling levers,
attacking the guards, stealing the dragon’s gold

Mechanics Enthusiast

from under their nose!) especially when the

adventure otherwise grinds to a halt. Other Names: Min-Maxer, Power Gamer,
Theorycrafter
Preferred Pillars: Combat and exploration

These players derive a lot of enjoyment from the
mechanical side of the game and spend a lot of time
thinking about the interactions between various
character abilities. If a player excitedly talks about
their “build,” they may be a mechanics enthusiast.
Another sign of a mechanics enthusiast is a focus
on optimizing PCs solely for maximum effective-
ness at combat (typically around a singular tactic),
but exceptions exist where a player may design a
character that is as competent as possible at a wide
range of activities or a specific noncombat role
such as stealth, making money, or diplomacy.

A mechanics enthusiast is most engaged when given
opportunities for their carefully-crafted PC to shine.
Don’t neglect character advancement either, as these
players often have planned out their character several
levels in advance and will be eager to realize the
next stage of their plan. These players can become
frustrated when they feel like the work they put into
character creation was “wasted.” This can come



up in a variety of ways, but generally speaking the
player should be allowed to “do their thing” on at
least a semi-regular basis. If the PC is a stealth expert,
give them places to infiltrate. If the player has built a
wizard that focuses on area spells, it’s only sporting
to give them a tightly-packed group of enemies to
blast now and then.
Potential Difficulties: Power disparity between
PCs can be a real concern. Characters designed
for maximum mechanical effectiveness can often
overshadow ones that are not unless care is taken
by the Narrator to account for the differences.
Be especially aware of multiclass builds that
use a single primary ability score, as those can
sometimes create a “whole greater than the sum
of its parts” situation. There’s also the danger of
“when all you have is a hammer, every problem
looks like a nail” with these players, who may
try to solve in-game problems in wildly inappro-
priate or implausible ways just so they can use
their character’s cool abilities.

Rules Enthusiast

Other Names: Rules Lawyer, Sage

Preferred Pillars: Anywhere to demonstrate rules

knowledge (usually combat and exploration)

These players find satisfaction in their knowledge
or even mastery of the rules of the game—when an
odd circumstance comes up in the game and there
are rules to address it, they either know the appli-
cable game mechanics off the top of their head or
at least have an excellent idea where to look for
them. Consistency and fairness are very important
for these players, and they may object to the Narrator
providing mechanical bonuses for doing things in a
fun or entertaining way (the so-called “rule of cool”).

A rules enthusiast is most engaged when their
encyclopedic knowledge of the rules is put to work.
The Narrator should proactively ask these players
to look up and reference rules when there’s a dispute
or lack of knowledge at the table. However, they can
become frustrated if they feel like the mechanics
they have spent so much time and energy learning
don’t matter in the game.

Chapter 1: Troubleshooting

Potential Difficulties: Rules enthusiasts can
sometimes attempt to hijack the game by insisting
on slavish adherence to the rules at all times, and
in some extreme cases will even accuse Narrators
of cheating if they roll behind a screen or have
game events happen by fiat. Conflict can also
arise when the player and Narrator interpret a
given rules passage differently. These players can
sometimes exploit their rules knowledge against
the Narrator or other players in an effort to get
their way when they are unhappy with something
in the game. Establish clear boundaries with
these players up front and don’t be afraid to
revisit them as the need arises.

Social Enthusiast

Other Names: Casual Gamer, Watcher
Preferred Pillars: The pillars are the friends we make

along the way

The social enthusiast shows up to the game because
they love being involved and spending time with
friends. They might not care much for the rules,
know the details of their characters, or keep extensive
notes on the setting, but they are happy to hang out
and focus on having fun. As such they are usually
happy to fill a gap in the party roster and are great
at reminding all involved to not take the game too
seriously, helping calm disputes and raise spirits when
the dice start betraying the adventurers.

A social enthusiast is most engaged when everyone
is having fun, the stakes aren’t too high, and they
can socialize in and out of character. They’re happy
to be prompted as necessary to use spells and features
they might otherwise not recall (especially during
turn-based action), but prefer not to be in the spot-
light, and hate to be forced to be more involved
than they want to be. The Narrator should accept
that they’re often happy observing. These players
may also enjoy “fourth wall breaking” puzzles or
riddles to be solved outside of the game, where
they can feel involved without requiring in-game
knowledge or actions.

Potential Difficulties: These players can slow the
pace of play by not knowing the rules or what to
do in character. Because they’re not as engaged
in the game as they are in socializing, they can

13
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distract other players with out-of-game conver-
sation, get lost in other activities mid-session (such
as playing on their phone), or disappear from the
table at crucial moments (or miss game sessions
altogether). Don’t rely on these player’s charac-
ters to be movers and shakers in the game’s plot,
and offer in-game reasons for them to drift in
and out of scenes to avoid player absence
derailing the campaign.

Specialty Enthusiast

Other Names: Archetype Specialist, One Hatter
Preferred Pillars: Combat or social (depending on
what the player specializes in)

A specialty enthusiast has a particular type of
character that they love to play and typically try to
play in any game they participate in whether or not
it’s appropriate or makes much sense. What form
this takes varies from player to player—sometimes
it’s a specific character class, other times it’s a broader
concept such as “front-line combatant” or “healer”,
or it may even be a personality type such as “edgy
loner” or “paragon of virtue.” Depending on how
specific the player wants to be, they may need to be
told “no,” integrating their preferred character type
into a setting or party may be trivial, or something
in between. Sometimes these players also stick with
a particular concept out of comfortable familiarity
or anxiety about being able to play something else.

A specialty enthusiast is most engaged when they
get to embody the type of character they want to
embody, whatever that means for them. Giving
these players space to let them “do their thing” is
the surest way to keep them invested.

Potential Difficulties: Setting boundaries may be
necessary with these players, especially if they’re
dead set on a character that doesn’t plausibly fit
in the campaign world (such as an actual ninja
from feudal Japan), and some may need to find
a different game if they are unwilling to bend.
That said, if their preferred concept fits in the
world, there’s no good reason to insist they play
something else just for the sake of variety. But
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while insistence may be a problem, encourage-
ment is another matter —if the Narrator feels

the player has become stuck in a rut and could

benefit from trying something new, convincing

them to experience something different may be

the best way to go.

Story Enthusiast

Other Names: Storyteller
Preferred Pillars: Exploration and social

The story enthusiast is at the table for the unfolding
narrative of the fantasy world. They support the story
by bringing thematically appropriate characters and
a rich backstory tied to an overarching plot, though
they are less concerned with any one character’s
motivations and personality than with a satisfying
tale. Provide a wise mentor and enough clues of the
antagonist’s misdemeanors and they will happily
follow the call to adventure!

A story enthusiast is most engaged when partici-
pating in dramatic scenes with recurring characters
and when given opportunities to develop the story
through their actions and choices. These players
work hard to make integrated characters and feel
rewarded when their backstory is incorporated into
the campaign’s narrative. They take failures and
successes in stride as long as the narrative is inter-
esting, and will often keenly record important
events and encounters.

Potential Difficulties: If the campaign lacks
plot (consisting instead of disconnected quests
and combats) the story enthusiast will get bored.
On the other hand these players respect the rules
of the game so long as it supports the narrative,
and if the rules get in the way, telling a better
tale should win! An overzealous story enthusiast
might try to force the story based on their precon-
ceived notions, dictate other characters’ actions,
or argue against the rules because they don’t
support the expected narrative, while more
character focused story enthusiasts might also
insist on being the protagonist (trying to hog
the spotlight during play).



Tactical Enthusiast

Other Names: Mastermind, Planner, Tactician,
Thinker

Preferred Pillars: Usually combat (sometimes
exploration or social)

Tactical enthusiasts get a great deal of satisfac-
tion out of watching a plan come together. Some
don’t mind having a plan come unraveled, but few
among them would want that outcome all the time
as the thrill of outsmarting the opposition is very
satisfying indeed. Sometimes making the plan is
almost as enjoyable to these players as executing it.

A tactical enthusiast is most engaged when one of
their plans goes off without a hitch. While it may
seem strange, a lot of the time these players find a
good anticlimax extremely gratifying. They’ll often
become frustrated if nothing ever goes according
to plan or the NPC opposition seems to be able to
anticipate their every move. Constantly winning is
no good either—they can easily become bored if

they feel like the other side isn’t even trying— but
they may also enjoy puzzles, riddles, and other

cerebral challenges that have to be solved by the

player rather than with ability checks.

Potential Difficulties: These players can be
averse to risk and pessimistic, which can lead
to excessive planning at the expense of actually
doing something. If they start to bog the game
down, introduce some time limits (in or out of
game as appropriate). Also, while it is normal
and fine for characters to fail, the Narrator should
avoid rubbing the player’s nose in it when they
do, whether they are a tactician or not.

World Enthusiast

Chapter 1: Troubleshooting

Other Names: Explorer, Lore Expert, Setting Geek
Preferred Pillars: Exploration.

A world enthusiast is seeking new experiences
through exploring the game’s setting. They love
seeing new places, meeting interesting people,
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uncovering lost treasures, and learning facts
about the world. The promise of exotic locations
and different cultures is often enough to lure these
players wherever the adventure needs to go.

A world enthusiast is most engaged when
encounters call for exploration and their curiosity
is rewarded with detailed information about the
fictional world. They crave atmosphere as much as
combat and story, and love rich descriptions, proper
names, cool maps, handouts, and props. They’re
likely to be delighted by opportunities to map a
location on behalf of the party, and take notes
regarding the game world’s history.

Potential Difficulties: A world enthusiast is
likely to consume as much information about the
game world as is available. Be aware of attempts
to exploit player knowledge for advantage (partic-
ularly in the context of monster abilities). Worlds
with a lot of published material might also become
a source of disagreement when the Narrator
invents or changes details instead of sticking to
existing lore (“setting lawyering”). Their thirst
for detail can also be overwhelming for a Narrator
and boring to other players focused on other
aspects for the game, and likewise they will lose
interest in a setting which is inconsistent or
devoid of detail.

Potential Conflicts

Certain combinations of play styles have funda-
mental incompatibilities that can cause conflicts.

Drama Enthusiast and Tactical Enthusiast: A
drama enthusiast wants something to happen now
and doesn’t mind chaos and failure. A tactical
enthusiast wants the satisfying anticlimax. The
best way to resolve this conflict is to talk to the
players and let them know that they need to give
each other space to enjoy their respective styles
of play.

Rules Enthusiast and Story Enthusiast: Rules
enthusiasts put the rules first and want them
adhered to, come what may. Story enthusiasts
think the rules should take a backseat to inter-
esting in-game fiction. To resolve this, Narrators
should explain whether the game will stick
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strictly to the rules or treat them more as guide-
lines as early as possible in a given campaign so
players know what they’re getting into—then

be consistent to that baseline.

Problem Behaviors

Level Up is a shared activity, and sometimes players
(including the Narrator) behave in a way that’s
disruptive or disrespectful to other players. The
best way to avoid these behaviors is to set expec-
tations before the game begins (see Session Zero
on page 17), but if they crop up during a game it
is helpful to understand why players might be
behaving the way they are, and to have a conversa-
tion about the type of game the group all wants
to enjoy.

Forcing Control

Sometimes friendly advice on what a character can

do becomes taking over another character’s actions,
denying a player their own character’s agency. This
behavior comes about from a desire for a specific
outcome, often to avoid the unexpected (and stay
safe). A story enthusiast might force control to ensure
the story happens “the way it should”, and a tactical
enthusiast wants everyone in a combat or heist to
follow the plan.

When a player is forcing control it’s important to
set boundaries. Each player only controls their own
character’s actions. The narrator might stop play if
necessary to remind everyone of character agency, to
allow players an opportunity to do what they think
is best, whether or not that is the expected or agreed
upon action. Some players (social enthusiasts) might
be happy having another player give them advice
or being swept along by a strong narrative, but be
careful to check that the player feels they are still
in charge of their own character.

Fudgine the Numbers

When a player cheats— by lying about the results of

dice rolls, or adding extra money, items, or abilities to
their character sheet—they’re fudging the numbers.
This behavior comes about from a fear of failure or
losing the game. Character enthusiasts might do this



to protect their beloved character from death, and
mechanical enthusiasts might do it to ensure the
viability of their build.

When the Narrator suspects that a player is
cheating it rarely helps to accuse or blame the
individual. Remind everyone in the group that
without the potential for failure, there is no
challenge and little room for character develop-
ment. Encourage openly rolling dice and regularly
check character sheets. When discrepancies show
up, ask for explanations and correct mistakes.
Provide opportunities for failure to be fun—and
include exciting consequences to abate that fear.
If failure would be boring anyway, why ask for a
roll? This can also be an opportunity to expedite
the game by reducing the amount of rolls called
for, moving the story forward based on proficien-
cies the characters have chosen.

Murderhobos

A common complaint in online gaming communities
are “murderhobos”, when adventurers essentially
become extremely powerful wandering bandits who
kill everything and everyone they meet, grab any loot
left over, and then wander off in search of more
prey. This can have several root causes. One is that
if tactical enthusiasts feel like all NPCs are untrust-
worthy, they often decline to leave living enemies
behind them and strike first. Another cause may
be a lack of regard for the noncombat parts of the
game. Combat enthusiasts or drama enthusiasts
may pick fights just to liven the game up if they
feel it has gotten boring. Finally, a lack of in-game
consequences for PC actions can lead groups in
this direction.

When the Narrator realizes the characters are
becoming murderhobos, the behavior should be met
with out-of-game discussion and the group should
try to reach a consensus about the style of play that
is most appropriate for them and the campaign.

Spotlicht Hogging

Some players love to be at the center of attention.
When a player insists on making the narrative or
action all about them, all the time, they’re hogging
the spotlight. This behavior originates with a desire
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to be the protagonist of the story, or to prevent a slow
down of pace through group discussion or indecision.
Character and drama enthusiasts are especially prone
to this, the character enthusiast wanting to maximize
opportunities to roleplay their adventurer, and
the drama enthusiast jumping from scene to scene
(regardless of continuity) to give input on every-
thing discovered. Narrators should also beware the
lone wolf specialty enthusiast who wants to scout
ahead while the rest of the party waits.

When the Narrator notices one player hogging
the spotlight, don’t be afraid to cut them off (once
they’ve had some time to shine), to actively pass the
attention to another player, and use turn-based action
to ensure each player has a chance to be involved or
give Input to an encounter.

Zoning Out

At times players of any type will just stop paying
attention to the game. This behavior can have a lot
of root causes, and some may have nothing to do
with the game itself.

When the Narrator notices players losing track
of what is going on, have a talk with them (ideally
privately) and try to determine the root cause. If the
issue is out-of-game, be as supportive as possible.
If the issue is with the game itself, consider which
player archetype is most relevant to the situation
and use the advice above as a guide for what might
be more engaging to them. Do not, however, crack
down on distractions like a ruthless antiquated
schoolmaster, especially given that some people
actually pay attention better when allowed to
fidget a bit—the game is a recreational activity
and shouldn’t feel like knowledge prison.

Safety Tools

Roleplaying games provide a chance at escapism,
an outlet for creativity, and a unique opportunity
for collaboration. They are also, however, often
largely improvisational. Because of this players can
be exposed to potentially upsetting or distressing
scenarios. Safety tools give groups an easy way to cut
these scenarios short or even avoid them all together.

17




LEUCEL UP TriaLs & TREASURES

What Are Safety Tools? -

During improvisational, collaborative play, situations may
arise where one or more players and even the Narrator are
stressed, uncomfortable, or just not having fun. Safety tools
provide an easy way to check in with each other, learn where
one another’s boundaries lie, and can help navigate difficult

situations when they arise.

m

The most important part of collaborative gameplay
is communication. Disruptive players, uncooperative
characters—the first step to solving every problem
is almost always communication. When using safety
tools it is the Narrator’s responsibility to educate the
table on their importance and how to use them,
and a player’s responsibility to make themselves
heard and to utilize the implemented safety tools
properly. Without proper communication and
collaboration between players and the Narrator,
safety tools cannot effectively do what they’re
intended to do.

Consent and Boundaries

Everyone has their own personal boundaries, and
those boundaries may be different for every table
that person plays at. It’s important for the Narrator
to learn where each player’s personal boundaries
lie and to respect them. In some instances—such
as when roleplaying difficult situations—the group
may benefit from getting consent from each player
individually before moving forward with the scene.
Crossing a boundary without consent, whether
intentional or not, can have devastating effects
on the group as well as the players themselves
and should be avoided.

Discovering each player’s boundaries can be done
in multiple different ways. Some players may be
comfortable having a frank discussion, while some
may appreciate the privacy of being able to fill out a
form or survey instead (see the back of the book for
the Consent Checklist form). Even seasoned players
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) and table regulars can benefit from these methods

as having their boundaries respected can greatly
increase anyone’s enjoyment of the game.
Respecting boundaries is an important part of
group play for everyone involved. When bound-
aries aren’t respected or lines are crossed without
consent, a group can quickly fall apart. While the
reason behind a boundary might not be known, it
is always best to assume that others have a greater
understanding of their own lived experiences and
mental health—pushing someone to explain the
reasoning behind their boundaries is at best rude
and at worst can potentially retraumatize someone.
Here are some topics that Narrators should
consider when acquiring consent from players or
determining boundaries: harm to animals, harm
to children, blood/gore, body horror, insects,
religious horror, possession, romance (on an
individual basis, between PCs, between PCs and
NPCs, sexual content, explicit scenes), pregnancy,
abortion, miscarriage, sex work, child abuse and
exploitation, homophobia, transphobia, racism,
sexism, terrorism, war, xenophobia, genocide,
slavery, people trafficking, life-threatening illness,
mental illness, suicide, physical abuse, substance
abuse, psychological abuse, self-harm, starvation,
dehydration, torture, natural disasters, gaslighting,
police, government aggression, claustrophobia,
paralysis or restraints, mind control, cults.

How to Use Safety Tools

Implementing safety tools for the first time can be
stressful, and Narrators may be worried at how other
people in the group may react to them. It is important
to remember that safety tools are here to increase the
enjoyment of the game for everyone. If someone is
distressed by certain content in the game, that can
impact their fellow players; why not just avoid said
content and keep the fun going, instead?

To ensure they can be as effective as possible,
safety tools are best used in conjunction with other
safety tools. This isn’t to say that they are ineffec-
tive on their own, only that using multiple safety
tools helps ensure the group’s safety and enjoy-
ment. For example, using Lines and Veils provides
great groundwork for the game, while also using



the X-Card allows a group to catch anything that
might have fallen through the cracks during plan-
ning. It never hurts to have a backup plan, especially
when dealing with sensitive content.

The best time to implement safety tools is prior to
character creation and the start of a game. Session
zero is an invaluable safety tool which can provide the
perfect opportunity to address and begin including
other safety tools. The second best time to implement
safety tools is now—the Narrator can do it before the
next session, or even turn a mid-campaign session
into something similar to the session zero. It’s never
too early to introduce a group to safety tools, but it
can be too late when situations that might have other-
wise been prevented cause a group to break down.

Safety Tools and Online Play

While most safety tools include information on how

to use them in an in-person game, it can be difficult

to figure out how to implement them in an online
environment. To implement tools like the X-Card or
Scene Change, groups can utilize a program’s chat
features or use a form of direct messaging to activate
the X-Card or call for a scene change. Safety tools
like lines and veils can be done through messages,
private chats, or even online forms.

Types of Safety Tools

There are numerous different safety tools out there,
some of which may work in similar ways. It is up
to the Narrator to determine which safety tools
are the best fit for their table, and to implement
them properly. When the person running the game
embraces safety tools themselves it can help their
group warm up to the idea faster and make the

experience go smoother!
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Session Zero

In roleplaying games a session zero is the equivalent

of a job interview. It is one of the most useful safety
tools, as it allows players to communicate what they
expect from a campaign and what type of game they
actually want to play. Below are just a few ways that
a session zero can improve the game:

¢ Allows the Narrator to prepare a story that
aligns with player expectations.

¢ Encourages collaborative character creation
which can improve a party’s synergy in all
pillars of play.

¢ Provides a great opportunity for players to
introduce themselves, potentially for the first
time, and can help determine if players are a
good fit for the game.

A session zero can take place at any point during a
campaign, but is the most useful when done before-
hand in conjunction with character creation. It can
be used as an opportunity to address things like
boundaries, preferred play styles, campaign flavor,
and table rules. It can also be used as an opportu-
nity for making a truly cohesive adventuring party,
and for the Narrator to work the characters’ stories
into their world.

Even if the Narrator feels like some of the subjects
covered in a session zero don’t apply to their group,
discussing things can yield surprising results that
merit changes which make the game better. When
planning to utilize other safety tools, a session zero
is the perfect place to introduce them and lay the
groundwork necessary for them to be successful.

Open Door Policy

The safety tool that requires the least effort is

something called an “open door policy”. What this
means is that players are able to leave the table or
game without judgment as long as they do so in
a non-disruptive way. When using this policy, the
Narrator should almost always do so in conjunc-
tion with other safety tools as this method does
little to solve the root of the problem.
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When using an open door policy, it is best to make
sure players understand exactly what that means.
At some tables it may mean “feel free to leave,
whenever, for whatever reason without explana-
tion!”, while at others it may mean “let us know
when you feel like you need to leave the table.”

Lines and Veils

The most effective method of determining boundaries
is having lines and veils determined by each player,
prior to the start of a game or campaign. Multiple
checklists for determining lines and veils are available
online, or the Narrator may even choose to customize
a checklist for the group or the campaign.

Lines. Lines are something that is a hard
boundary for a player, and should be excluded
from the game with no questions asked.

Veils. Veils are often softer boundaries,
which are something the player may be comfort-
able dealing with in game as long as it isn’t
explicitly described. When dealing with veils,
it is usually best to take a fade-to-black or
fast-forward approach.

When determining a group’s lines and veils it’s
best to do so one-on-one to maintain each player’s
privacy, or through the use of private checklists.
While this doesn’t have to be done prior to the
start of a game, the earlier on it happens the better.
The most common way to utilize this method is by
asking players to fill out a form, marking various
elements as a “line”, a “veil”, neither, or even as
prefered content. This allows the Narrator to save
their players’ answers to reference later during a
game, or while plotting out the story in advance.

The Narrator should never argue with a player
on what they consider a hard line and what they
consider a veil. If the lines and veils a player sets
would greatly interfere with the planned game, it’s
possible that campaign (or even group) isn’t the best
fit for that player. Lines and veils aren’t set to ruin
fun or make a game boring, they are set to protect
a player, their enjoyment of the game, and their
mental health.

During the course of a game, a player’s lines and
veils may change. This is normal as someone becomes
more comfortable with a play group or their situation
changes, and means it is important for Narrators to
periodically check in with their players.

The X-(ard

Of the simpler options, the use of X-Cards is the

most popular. This involves a card with a large X
which is placed on the table in reach of all players.
If someone at the table becomes uncomfortable, all
they have to do is touch or raise the X-Card. After
someone touches or raises the card, the Narrator
and other players should immediately alter the scene
by transitioning to a new one or changing what is
happening. The player who activates the X-Card
should never be questioned on their reasoning,
and the game should continue as normal.

When introducing the X-Card it is important to
remember that the introduction can be as important
as the card itself. The Narrator should make it clear
that the goal is for everyone to play together, that
the group is more important than playing the game,
and that the X-Card is simply a tool that allows
everyone to take better care of each other.

The X-Card is not a replacement for commu-
nication, but a tool to help facilitate it. After the
X-Card has been activated, the Narrator should
always check in with the group as a whole. Is

‘The X-Card was designed by John Stavropoulos and is used everyone having fun? Is it time to take a break to

here with permission (more information can be found at process what happened?

http://tinyurl.com/x-card-rpg).
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Script Change

Another popular safety tool is the script change,
which involves the implementation of film ratings
(or another rating system) to outline the “audience”
the table is playing for, and uses tools based on
media controls to influence the game. A player who
expects an R-rated game is likely going to want
to play very different scenarios than a player who
expects a PG or PG-13 rating for their game. It is
also one of the most in-depth safety tools, and
comprises several different tools.

Ratings. To utilize this method, the Narrator
first determines what rating the game they plan
to run would have, then asks the players what
rating of game they’re wanting to play. If the
ratings don’t line up, players are asked to elabo-
rate on what boundaries they associate with the
Narrator’s rating and their own, as people can
have different ideas of what a rating like PG-13
or R implies. If the ratings fall too far apart, it
may not be the best fit to play that game together.
If they differ only slightly, the Narrator should
modify the planned game so that it can be
enjoyable for all of the players.

Squicks, Icks, and Picks. Content that players
absolutely do not want to encounter should be
recorded in the Narrator’s notes as squicks, which
are things that merely make a player uncomfort-
able, and icks, which is content that may be
triggering, traumatizing, or distressing. Content
or gameplay elements that players do want to
encounter should be recorded in the Narrator’s
notes as picks, which can help them shape the
direction of the game.

Change the Script. The core tools of the Script
Change are fast-forward, frame-by-frame, pause,
rewind, and resume, but additional tools can be
included such as highlight reel, instant replay,
and wrap meeting. To make things easier, each
player should have an indeX-Card for each tool
to be used in a similar way to the X-Card. To
call for a script change, players can simply say
“rewind”, “pause”, and so on, or they can tap
or raise the appropriate script change tool.
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When asking for a script change players can be
as descriptive (“Could we rewind that statement?
I don’t think my character would actually say
that!”) or as vague (“I'd like to fast forward this
scene.”) as they like. Like with other safety tools,
there is no expectation to explain the reasoning
behind requesting a script change. After resolving
the script change, a player can simply say
“resume” to continue the game as normal.

Rewind. A rewind can be called for to help
someone catch information they might have
missed, or to address an issue that couldn’t be
addressed during play. Rewind can also be used
to rewind entire scenes, at which point the content
that has been rewound is no longer considered
canon and the group is creating a new story.

Fast-Forward. A fast-forward can be called
for when a scene has reached a logical conclu-
sion, or a player wishes to skip difficult content.
It can be used to end a scene or encounter, or
for larger gaps when necessary and discussed
with the Narrator.

Pause. A pause can be called for when a player
needs a minute to process difficult content or an
intense scene. A pause can also be called simply
for bathroom breaks, snack breaks, or to discuss
something that might have come up during play.
When the player who called for the pause is ready
to play, they should say “resume” to let the table
know to continue.

Frame-by-Frame. Frame-by-frame can be
called for to let the Narrator and other players
know to take it slow through a scene. It could
be due to difficult content, or even just some-
thing a player is unsure about and would like to
approach cautiously. Once the player is ready for
regular play to resume, they should say “resume”
or “play” to let the table know to continue. Topics
that a player would like to handle frame-by-frame
can also be addressed at the beginning of a game
or privately with the Narrator.

Higbhlight Reel. Using the highlight reel tool
takes place at the end of a session, and is intended
to allow players to point out things they liked
about the session. Each player should get the
chance to mention something they enjoyed and
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found at briebeau.com/scriptchange).a

The Script Change Tool was designed by Beau Jagr Sheldon

and is used here with permission (more information can be

the Narrator should as well. This tool is intended
to be strictly positive and should focus only on

the good parts of the session.

Wrap Meeting. This tool provides an opportu-
nity for the group to discuss the rest of the game

that wouldn’t be
addressed during
a highlight reel,
and also takes
place at the end of
a session. This
can be used to get
clarification on
information,
address problem-
atic content, or
even address
problem table
behaviors. While
a wrap meeting
does not need to
be strictly
positive, like the

highlight reel, it should be a supportive environ-

ment where players can feel comfortable talking

about issues that may have arisen during play.
Bloopers and Outtakes. Like highlight reels

and wrap meetings, bloopers and outtakes

should be used at the end of a session. This

tool focuses on constructive criticism, and
self-improvement. Bloopers should have a
funner, “whoopsie” vibe, while outtakes are

more serious things like conflict or emotional

harm. When using this tool, the Narrator
should allow for 4 “reels” of sharing:

1. For the first round of sharing, players who
share bloopers should use “I” statements.
An example would be, “I overreacted to

this scene.”

2. When sharing in this reel, players should
continue to use “I” statements, but instead
include statements about how the bloopers
from reel 1 made them feel.

3. During this reel, players should use “I”
statements to address constructive criticism
or conflict within the game. Let players state
their thoughts and experiences, and remind
everyone to use extreme care in how they
might respond.

4. Players should continue to use “I” state-

ments, while trying to take special care
to understand each
other and owning
any hurt they may
have caused.

At any point
during the sharing
of bloopers and
outtakes, players
and the Narrator
can call for a pause.
This can be used
to take a break and
allow people to cool
off, or to address a
situation that may
have come up more
in depth.

Collective Understanding

With the variety of games available, even when only

counting tabletop roleplaying games, it is inevitable

that players from different backgrounds will have

different ideas on how to best play any game. With
this tool, the Narrator can ensure all of their players
are on the same page and hopefully avoid the clashing
of playstyles.

The point of using this tool is to create a clear
picture of the game being played, not to attempt
to find a way to combine incompatible playstyles.
Prior to the beginning of a campaign, the Narrator
and players should get together, in real time, to



ask questions and go over a checklist to define the
campaign. This can be done around the table in
person or digitally so long as everyone can discuss
and make choices together. Once together, the group
can work to determine which choices work the best
for the game, and why. If two players, or the players
and the Narrator, do not agree on the same funda-
mental things this tool will not help discover common
ground that isn’t there—what it will do, however,
is let the Narrator and players know prior to the
beginning of a game whether or not this is the right
group. For each choice, only one answer should be
chosen. There is room for negotiation of course, but
all choices should be made as a group as the results
will determine the kind of game being played.

For some choices there may only be one answer
that works for the game being discussed. In these
cases that should be made clear when discussing
that question to ensure all players are comfortable
with it. Checklists to use with this method can be
found online, or the Narrator can make their own
with options that are tailored specifically to the game.
When making a checklist, make sure to touch on
the following points;

e Is the point of playing to win?

o Are the players expected to work together?
Pursue personal goals? Work against
each other?

e Is the Narrator expected to wing it?
Be prepared for anything? Provide a
challenging game?

e Are the players’ roles to follow the story?
Make their own story?

e Is the relationship between the rules of the
game and this campaign important?
Unimportant? “What rules?”

Another way to ensure players are on the same
page with their playstyles is to include different
scenarios, and responses to those scenarios, as
choices and answers on the checklist.

Did all of the players choose the same answers
or at least agree on most of them? If so, great! If not,
the Narrator may need to find another group, or
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find another game for this group to play together.
If the Narrator finds that the tone of the game shifts
dramatically after a couple of sessions, or several
sessions down the line, consider running through
the checklist with the players again. Just like with
setting lines and veils, a player’s (or Narrator’s)

preferences and playstyle may change over time.

Something Went Wrong —Now What?

Eventually, regardless of how well safety tools have
been used, something will inevitably happen. Players
don’t always get along, characters don’t always work
together, and the Narrator doesn’t always have all
of the answers. When dealing with these situations
it is important to remember that the players are only
human (we assume).

If a difficult situation arises in a group, the Narrator
should try to remember the following advice:

® When discussing difficult topics or navigating
arguments, it’s best for all parties involved
to use “I” statements. This involves saying
things like, “I feel,” and, “I think,” rather
than “You did,” or, “You said,”. This helps
avoid placing blame and can help to keep
situations civil.

¢ The Narrator should dissuade players from
confronting others in front of the group, as it
puts them on the spot and can make it harder
to achieve the desired outcome. If the issue
is relatively small, the Narrator may try
approaching the other player privately to
have a discussion about what happened.
For bigger or more distressing issues, the
Narrator’s role might be to mediate group
discussions to address the problem in an
oblique manner that doesn’t alienate
anyone involved.

e Stepping back and taking a break, even during
a session, can allow everyone time to calm
down and let the group approach the problem
with new eyes.
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+ Wraithstone is governed by an assemblage
of powerful undead who call themselves
necrocrats. They collectively govern the
city, collecting immortals from the
Dreadwind Vale and teaching them
the value of their own survival.

+ The nature of Walking Forests bas long
been debated but they are considered a
natural wonder, slowly shifting around
the countryside in meandering patbs.
Both tree and treant alike are uncon-
cerned with mortal trappings, obliter-
ating small settlements overnight.

+ After exciting the group with some infor-
mation about the setting, the Narrator

turns the proverbial tables and asks the

party to take part in worldbuilding with
details about their hometowns!

he telling of epic tales at the table is a fine goal

but where does a Narrator start this process?
This chapter offers guidance on how to build a
campaign from session zero to finish. Then there’s
worldbuilding, whether that’s designing a castle for
the party’s next session or planning out an entire
planet. These pages are all about the process and
choosing the right approach for the campaign or
game session a Narrator is preparing for. Of course
few campaign settings stand entirely alone—they
exist in tandem across the planes, mirrored by
the Dreaming, and connected to so many more by
portals and pathways considered in the dimen-
sional backdrop of Level Up.



Creatine a (ampaien

A campaign is a series of game sessions linked

together over a long period of play, sometimes

lasting weeks, months, years, or even decades.

The conclusion of a campaign is a deeply satis-
fying accomplishment, creating memories that

last for years. The first step in reaching that conclu-
sion is preparation. Though it may seem like a

challenge, forethought, planning, and flexibility

will give players a satisfying campaign that will

live on long after the game has ended.

Guiding Principles

Always Put the Players First: The primary goal

should be to craft an experience that players enjoy.
Creating 10,000 years of history or organizations
with dozens of fully-fleshed out NPCs does no
good if the result doesn’t directly contribute to
the player experience. Similarly, if the players are
excited about a classic dungeon crawl campaign,
an intrigue-heavy game set in a magic academy
might not be well-received.

Narrators Don’t Write Stories: Though it may seem
counterintuitive, a Narrator’s role is as much about
storytelling as any other player’s, focusing instead on
facilitating the telling stories. Level Up asks players
to engage and make decisions that actively shape
an emergent narrative. Instead of writing a story,
a Narrator sets the stage, creates the background
cast, and defines a scenario or conflict. The players
create the main characters and then make decisions
that produce results, mediated by dice. The story is
the result of those elements coming together. Good
campaigns create room for players to make decisions
that affect outcomes. Great campaigns are the result
of co-operative storytelling, with endings that often
surprise Narrators and players alike. Don’t overplan
or decide the outcomes of encounters before they
happen. Try to avoid scripted events that players
are powerless to interfere with.

Developing a Premise

Before creating adventures or antagonists, establish
a campaign’s premise. A premise is a basic statement
that describes a campaign in broad terms. A good

premise typically includes who the player characters
are, what sorts of activities they will engage in, and
where the campaign will occur. It also provides focus
and informs nearly every aspect of the campaign,
including the game’s tone, pacing, and other details.

Importantly, establishing a good premise creates
shared expectations for the players. This helps to
make sure that players are interested in the game
and will help them to identify character concepts
that fit the game.

To formulate a campaign’s premise, ask some
questions. These questions help to clarify the game’s
vision and create a general framework from which

to build.

What Type of (ampaien?

There are many types of campaigns that encom-
pass a variety of stories, but no single campaign
can encompass them all without collapsing. The
Narrator should begin with what’s exciting to
them and what the players have expressed interest
in. Dungeon crawls or games that are filled with
thrilling combats? The court drama and shadow
plays of political intrigue or the mystery of a
vanished civilization?

Narrators that are just getting started or
without any preferences might choose to instead
work with a concept that includes a variety of
different experiences without creating too many
complications. For example, a rebellion offers a
myriad of different gaming sessions (warfare on
the field of battle or in the streets, politicking,
sabotage, subterfuge, and more).

Who Are the Adventurers?

Who are the adventurers? What is their role in the

campaign? Are they larger-than-life heroes or normal
people with mortal frailties? Are they destined to
defeat a dark god or outcast misfits brought together

by happenstance? Are they members of an organiza-

tion? How are they connected? Where are they on

the hero, anti-hero, and villain spectrum?

When asking these questions, avoid limiting
character concepts and backgrounds. Adventurers
come from all walks of life, and even an organiza-
tion like a thieves guild leaves room for nearly any
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character type. A group of magic-hunting inquisi-
tors may put insurmountable limitations on player
choice however, so keep player choice in mind.

What Activities do the Adventurers Engage in?

Are the adventurers hunting down and extermi-
nating a fell cult obsessed with summoning an elder
evil? Are they just trying to make enough money to
survive by hunting monsters? Are they pursuing a
mystery that will lead them to a magical revelation
that could transform the world?

In order to avoid narrative fatigue, make sure
that the premise is broad enough to encompass a
variety of different adventures or activities. Even
dungeon-delving adventurers might get invited to
a party.

What are the Conflicts?

Conflicts are a vital part of any compelling story.
Are the adventurers pitting themselves against
unfathomable evil or are they struggling to survive
the mundane dangers of a harsh wilderness? Are
people the real monsters, or are monsters the real
monsters? A great campaign encapsulates many
conflicts, but a few will likely overshadow the rest.

What is the Scope?

How much time will the game cover? How much
geography? How many levels will the adventurers
achieve? How many NPCs will they meet and form
relationships with? What is at stake? Will the party
be fighting to save a village or the world? Games
with high stakes might help to create focus, but such
stakes can quickly create narrative fatigue or force
the players to ignore side content or exploration.
Why would reborn heroes help a farmer discover
what’s eating his livestock when they’re in a race
against time to stop an alien horror from rising?
Many Narrators have an urge to tell sweeping
and epic tales, but often smaller and more intimate
stories with personal stakes are just as if not more
rewarding. The fate of a village on the edge of a
crumbling empire might be more compelling than
that of the empire itself because of the intimacy of
the stakes. A smaller scope is also easier to manage,
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particularly for Narrators that are just starting out.
When using high stakes do so sparingly—a group
of adventurers can only save the world so many
times before even that becomes stale.

What is the Tone?

Tone is an important characteristic in any narrative.
Is the campaign a brood narrative of personal horror
or a pulpy four-color action adventure? The tone of
a campaign might shift over play, and may vary from
session to session, but consider what each segment,
act, or plot arc should convey. As with activities,
varying the tone can help fight narrative fatigue.

Define the Premise

With this information in hand and defining the

campaign’s premise, keep the focus on the adven-
turers. Use the examples below as a guide.

e Explorers and mercenaries looting a land
devastated by a magical apocalypse.

e Members of a thieves guild struggling to
survive in the shadows and overthrow a
corrupt governor in an occupied city.

® Mythical heroes reincarnated to stop the
rebirth of an evil god.

¢ Down-on-their luck adventurers hunting
monsters on the periphery of a rapidly
industrializing kingdom.
With a premise, the Narrator can consider other
questions about the structure and the flow of the

campaign.

Plot Structure

At its core, a campaign is a collection of stories,
or adventures, that are connected together by
narrative threads.

In an episodic campaign, these threads are loose.
Each adventure is self-contained, beginning when
the players are involved and ending when they’ve
completed it and often lasting no more than a
couple sessions. The adventurers themselves may
be the only threads that connect these episodes.
This works well when the stakes are low or when
covering a large period of time.



In a serialized campaign, the plot is a single long
running story broken up over a series of chapters.
Perhaps the whole campaign is focused on the
acquisition of a powerful artifact or the defeat
of an elder evil. While there will be other stories
contained within, each plot and adventure builds
toward a singular narrative. These campaigns tend
to focus on an event with high stakes or a relatively
short period of time.

Practically speaking, most games exist near the
middle of the spectrum. There might be an overar-
ching plot that the game builds towards, but that
larger narrative is interspersed with other adven-
tures that might not be directly related to it. Many
long form television series use this structure. The
adventurers may investigate a cult, a series of
monster attacks, and a group of bandits, only to
discover that some of them are related as the
broader story transpires.

The plot structure might also shift at various points
in the game based upon the players’ actions or as
the campaign transitions from one act to the next
as events unfold or new information is acquired.

Act Structure

It’s not necessary to have every single adventure
of a campaign written, but sketching out a general
idea of how it might end is an important step. It helps
to conceptualize a campaign’s beginning, middle,
and end, or Act 1, Act 2, and Act 3.

Act 1 is an opportunity to introduce characters,
locations, factions, and plot threads. It is also an
opportunity to foreshadow future events and build
relationships or allegiances that will shape the
campaign to come.

Act 2 is often the bulk of the campaign, and much
of a game’s conflict occurs here. The adventurers’
decisions should play a central role in shaping Act
3 (the conclusion). Use this act as an opportunity
to provide choices and events that the players can
influence or decide.

Act 3 is usually the shortest segment and should
be shaped by the previous acts. While there may
be an urge to carefully plan Act 3 well in advance,
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avoid planning too much if possible. Focus on the
antagonist’s motivations or plans and the broader
events that serve as a backdrop, and allow the
players to take part in writing the conclusion
through their actions and choices in Acts 1 and 2.

Pacing

The pace of a campaign is an important factor
and is dependent on the stakes. Unless there is

a compelling reason for the adventurers to push
themselves, periods of downtime create verisimil-
itude and opportunities to highlight relationships,
communities, or other significant aspects of the
setting without taking up too much table time.

(ampaiens and Session Zero

Another important piece of preparation prior to

a campaign’s start is session zero. This invaluable
tool should include discussing the campaign and
establishing expectations. Important topics include
but are not limited to:

e The campaign’ premise, the tone, and what
players can generally expect from gameplay.

e House rules.
* A general overview of the campaign’s setting.

e Who the characters are, how powerful they
are relative to the setting, and their general
moral orientation.

¢ Expectations on intra party conflict.
e The use of safety tools (page 17).
¢ Logistical concerns.

Session zero can also provide the opportunity for
characters to create background ties and what roles
they’d like to play.

Many campaigns are undone by a lack of organi-
zation. Before the campaign begins, set up tools to
help track characters, events, and locations. When
the campaign focuses on a particular geographic
area, a map can be a valuable tool as well (espe-
cially if the party can track their travels on it).
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Example

Sarah is creating a campaign for her players.
She asks about their preferences and learns
that they want roleplay and exploration, a
fair amount of combat, and some politics.
Sarab is a new Narrator, and she doesn’t
want to overcomplicate things. She doesn’t
want to run a “save the world” plot either,
opting for something more intimate: exiles
thrust into a life of adventure in a town at
the edge of a crumbling empire.

Sarab decides to use Act 1 to establish the
setting, introduce NPCs and organizations,
and foreshadow events in Act 2. She decides
Act 1 will cover a year of game time, ending
when a civil war erupts that marks the tran-
sition into Act 2. Not wanting to inundate
the players, Sarab plans a total of 6 planned
adventures during that time, giving them the
option for periods of downtime, wilderness
exploration and ruins that she plans to seed,
and hijinks.

An episodic structure is the approach
she opts for. The primary conflict of Act 2
will revolve around a trio of factions, the
remmnant of an imperial government, the
heir to a hereditary throne, and a religious
institution. They are all searching for an
ancient repository of arcane technology, so
she sketches out adventures that highlight
each faction during Act 1. She wants to show-
case the ancient civilization that will play a
central role in Act 2 and Act 3 so she sketches
an adventure that will take the party to a
dungeon crawl in the ruins. Sarah also creates
a list of strong characters with interesting
motivations and backstories that her roleplay
hungry players can delve into, then identifies
where they can best be included in the setting
and her adventures.

She rounds out Act 1 with a prepublished
adventure that she plans to modify, hooks
for several adventure sites, and a job board
with small tasks and bounties.

Sarab knows that Act 2 will begin with
the start of a civil war that sparks a struggle

for control among the factions she’s created.
Each wants to harness the ancient power
hidden in the ruins. She develops the general
motivations of each faction, but she doesn’t
want to plan too far abead, instead waiting to
see what her players do in Act 1. She expects
the party to pick one and support it, but she
knows that players often surprise Narrators.

Act 3 is months away so she keeps the
details vague. She knows that she wants an
ancient threat to emerge— brought about
by the misuse of their artifacts— but that’s
months away and she doesn’t want to limit
herself with too much planning. Ultimately,
she knows that the secrets concealed nearby
could affect the power dynamics of the whole
region.

She creates the outline for an introductory
adventure that will introduce the players to
each other, get them to town, and provide
them with some choice as to where to go next.

To prepare for ber session zero, Sarah
creates a list of topics and develops ques-
tions to help her players create characters
that mesh well with the campaign and each
other. Using that information, she refines her
first adventure, makes some modifications,
and prepares to run her campaign!



Worldbuilding

Creating a world for a campaign might mean putting
a castle in the Crawley Hills between Northminster
and Holdenshire, including a new settlement or region
in another existing setting, or building an entire
world for the adventurers to discover and explore.
Whether the scope of the undertaking is small or
grand, clarifying the goals of worldbuilding and
the approach being taken makes the task much
more manageable.

Guiding Principle: Player Experience First

Like creating a campaign, keep the player experi-

ence at the forefront of the worldbuilding process.
This focuses development on elements that players
will interact with and enjoy rather than on tangen-
tial or superfluous details.

Approaches to Worldbuilding

Level Up presents two approaches to worldbuilding

but there’s no single right way to go about it, and
these aren’t the only methods. In practice, most
worldbuilders do a mix of two or more approaches,
depending upon their time and preferences. When
deciding upon the functionalist and simulationist
approaches, consider the workload that they both
require before making a decision.

Functionalist Approach

A functionalist approach is only concerned with
the elements necessary for the story or set of stories
that will be told inside the setting. The narrative
of a campaign identifies aspects of the world that
need definition—if it doesn’t appear ‘on stage’ or
‘on screen’, there’s no need for it to exist. History is
important only insofar as it serves setting and char-
acter motivation (whether an adventurer’s or NPC’s).
Geography and current events exist to support the
plot by creating conflict or highlighting characters.

A functionalist approach to worldbuilding is
similar to setting a stage. History, lore, culture,
and politics are backdrops. Adventure sites and
geography are stage props, and NPCs only matter
if they ever make it on stage.
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The functionalist approach works well when it is
able to draw on broader genre conventions. Many
fantasy authors take this approach because it’s flex-
ible and efficient. Do you need a mountain range
filled with ruins? Make it. Unless he’s going to play
a significant role in the campaign, who cares how
the Queen’s cousin impacts her rule? The chal-
lenge to a functionalist approach is verisimilitude,
particularly if a group of players is prone to sudden
turns. Consider adding rumors or stories that imply
events from beyond the scope of the game without
actually detailing them until it becomes important
to do so.

Simulationist Approach

The simulationist approach looks to create a vibrant
world that exists independently of a particular narra-
tive or story. Instead, worldbuilders create or adapt
cultures, civilizations, economic systems, cosmolo-
gies, and histories.

('

Collaborative Worldbuilding

Another strategy involves harnessing the creative power
of players. As players develop their characters, consider
asking them to provide details about the towns, regions,
or nations that their adventurers hail from. This can be a
great way to engage players with their characters and the
campaign setting, It also adds depth by going beyond the
Narrator’s own conceptual framework.

Another way to work collaboratively is during session zero
or at another time prior to the campaign. Create world-
building exercises or shared activities around cultures,
myths, gods, or any other aspect of the campaign setting,

Collaborative worldbuilding can also be used after a
campaign has started. If the party ventures to a new town,
ask them to name taverns or a location. If the adventurers
have already been to a place, ask them to share details. The
Narrator can encourage players to create details during the
course of their roleplay with one another or with NPCs.
Unless there is a compelling reason not to, incorporate
the events, locations, and characters into the tapestry of
the world!

29




LEUCEL UP TriaLs & TREASURES

If a functionalist approach to worldbuilding sets
a stage, a simulationist approach seeks to build the
house that a stage is trying to depict. Often, a simu-
lation approach attempts to model economics, social

systems, politics, and history as accurately as possible.

Great attention is given to details that underpin the
campaign setting, even if they don’t always have a
direct impact on characters directly.

Time and complexity are the challenges to this
method. Building a setting in this fashion often
requires research as well as creating a great deal of
material that may never be used at the table. While
certainly a more daunting and involved task, Narra-
tors that use this approach usually have an answer,
NPC, or locale prepared wherever the party’s story
might take them.

Create a Concept

A campaign setting is a foundation upon which
we tell stories. The types of stories that we want
to tell should inform the world that we create. As
with building a campaign, consider the types of
adventures that might be run within that world.
For example, a Narrator intending to run light
and whimsical games that explore the secrets of
a wondrous feywood are in for a tough time if
playing in a campaign setting in which the gods
have been devoured by elder evils that now raise
mortals like cattle. Similarly, a game of gothic
horror isn’t going to work in a setting where the
adventurers are literal demigods.

When thinking about a campaign setting
concept, consider its defining or iconic elements.
Is it a duchy holding to an uncertain peace or a
world recently ravaged by a demonic invasion? Is it
a continent that once hosted an ancient civilization
whose secrets are now being plundered? What does
the campaign setting look like at the beginning of
play—and how will it change?

Here are some example setting concepts:

e A recently discovered continent that holds
the secret to an ancient magical catastrophe.

* A post-apocalyptic wasteland ruled by
demonic overlords.
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¢ A conventional fantasy kingdom at the prec-
ipice of a civil war due to a conflict between
the church and the royal wizards academy.

e A recently annexed city in the midst of an
industrial revolution where the body of a
dead god is harvested to fuel ghastly new
technologies.

Work Backwards & Outwards

Start with the world state informed by the concept’s
premise and work backwards. While the present is
predicated upon the past, often the past is unclear
to the present. History becomes increasingly unclear
as we move backwards. Events and individuals lose
definition, are transformed into myth, or are forgotten
entirely. When worldbuilding, this historical process
provides the freedom to focus on the present and its
immediate precursors.

Similarly, start with the location of the adventurers
and work outward. Pay attention to the immediate
setting and allow details to blur as distance grows
from the campaign’s lens. There is no need to
exhaustively detail the geography of a mountain
chain on the other side of the world.

Remember Conflict

As the name implies, a campaign setting serves
to inform a campaign, and all campaigns need
conflict. How does the setting assist this? What
are the key conflicts?

Creating a New World

Regardless of which approach to worldbuilding is

taken, creating a new campaign setting is an under-
taking. These questions can help define some key
characteristics.

e Cosmogony: How was the world created?
Was it literally forged by the gods or was it
shaped by natural processes?

¢ Cosmology: What are the other planes like?
Is there an afterlife? How is it reached or
achieved? Where do the gods reside?

e Distinctive Environmental Characteristics: Is
your world an arid husk? Does it experience



extreme storms caused by magical or astro-
nomical phenomena?

e Key Powers: Who holds power? Who is
oppressed? What resources create conflict?

® Layout and Structure: Is your setting a
spherical hunk of stone orbiting a star or
does it exist entirely within the mind of a
sleeping god?

® Mythology: Are myths an explanation for
history or natural phenomena or were the
seas truly created when Jamir spilled the
blood of Kareth during the Dawnfire War?

e Nature and Role of the Gods: Do the gods
predate the setting, or are they manifesta-
tions of natural processes or metahuman
thought and emotion?

® Nature of Magic: Is magic energy left over
from the creation of the world or shaping
the dreams of the Great Sleeper? Does power
come within individuals or are they conduits?

e Prevalence of Magic: How prevalent is magic?
How common are magical practitioners?

e Technology Level: What is the highest level
of technology achieved? Do airships sail the
skies, or have ruthless dragon overlords kept
metahumanity in the dark ages?

e World’s Age: Have the gods just finished
shaping it, or does the star above gutter a
dim red as it approaches death?

Worldbuilding in Established Settings

If the idea of building an entire world seems
daunting, consider creating a smaller setting within
a pre-existing campaign setting. Even the most
well-developed campaign settings have gray spaces
that the creators have not defined. This space can
serve as a canvas for customized characters, loca-
tions, and stories. New Narrators in particular can
make good use of these gray spaces as building in an
established setting is an excellent way to manage the
scope of new material. Additionally, being able to
draw upon the cultures, history, and politics of the
current campaign setting can save a lot of time and
help keep these elements of the game feel cohesive
with the rest.

Questions

Adventurers are usually curious so considering what
they’ll be asking ahead of time is a reliable method
for figuring out what things need to be addressed in
new material when worldbuilding in an established
campaign setting.

e What heritages and cultures from the estab-
lished campaign setting are represented?

e What governmental system or economic
systems are in place?

¢ What natural resources does this region have?
e What is the relationship with neighbors?
e What are its primary conflicts?

e What makes it distinct from other locations
in the campaign setting?

e What differences need to be communicated
to the players?
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The Planes

The world is vaster than anyone could explore in a
lifetime with mysterious corners that promise wonder
and peril, yet there are other dimensions far stranger
and deadlier, called planes. Many claim to have read
the truths of those other realms in books or learned
them from religious dogma, or even boast that they’ve
visited in person. Their accounts may not be trust-
worthy, but they all tell of places that pose unique
challenges and offer rewards unlike anything one
could find at home.

A Planar Primer

Everyday people know legends about strange path-

ways in remote forests that lead into the dream-like
land of the fey. Their tales warn of bleak ruins where
one can step across the threshold to a place where all
joy, sound, and light have been leached away. In the
dark of night they gaze at the stars and share stories
of ancient heroes and gods who gave the Heavens
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their shape. In times of crisis they curse their enemies
to Hell, and pray to gods they’ve never seen.

Adventurers eventually come to understand more
about the nature of existence. Clerics and scholars
study the true names of demons and devils and the
differences between the two. Learned wizards and
theurgists research the metaphysics that provide the
arcane energies of their spells. Druids and worshipers
of nature perform incantations to ward against inter-
planar incursions. Warlocks form pacts with horrors
born of the spaces between worlds, the lower planes,
or even the fey.

Common folk are superstitious, seeing danger in
mundane shadow, but perhaps adventurers and their
ilk don’t understand the nature of reality as well as
they think—the fell entities that warlocks pledge
themselves to might even just be clever monsters from
the next county over having a good laugh. While
people aren’t entirely sure of the truth of the multi-
verse, it is undeniable that these planes exist, and that
the nature of reality elsewhere isn’t quite the same as



here. Fools who stumble upon another world unpre-
pared are unlikely to survive. Interplanar monsters
are often more powerful and magical than average
wild beasts, and the native intelligent beings have
strange ways of thinking. They are seldom swayed
by the same threats or persuasion that work on
normal humanoids.

Types of Planes

The so-called ‘real’ world where most human-
oids and nations exist is known as the Material
Plane. Closely linked worlds referred to as Mirror
Planes have the same general shape as the realms
material —the same landforms, same structures,
perhaps even the same people—but differ in char-
acter or the nature of magic.

Two other types of planes are easily codified.
Elemental Planes (sometimes called Inner Planes)
are defined by some overriding physical trait, while
Moral Planes (sometimes called Outer Planes) each
reflect a central ideology or philosophy of being.

Magic to travel between worlds makes use of the
Transitive Planes, which connect multiple planes
but have few noteworthy landmarks or residents.
Amidst these are innumerable Demiplanes that
range from lifeless pocket dimensions for bags of
holding, to drifting shards that support the vestiges
of dead worlds, to realms as large as continents
created as prisons, crucibles, or palaces. Beyond
them all exists the Far Realm, a place so alien to
the minds of mortals that few can understand it
or glimpse it without risking insanity.

The same plane may have different names in
different cultures. Explorers might erroneously
think two locations on the same plane are separate
dimensions entirely, or model them as different
nested ‘layers’ that have the same essence but take
different forms. Some planes even actively resist
efforts to map them, morphing to vex codification
and categorization.

Travel Between Planes

Monsters from other dimensions can be summoned
to the Material Plane but sometimes adventurers

must face strange outsiders in the realms where

they originated.
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Spells. A handful of metal with the appropriate
resonance and several hours of smithing with
arcane treatments can produce the rod necessary
for a plane shift spell, though discovering the
proper formula might require an adventure itself.
The esoteric astral projection spell lets people
explore in a spiritual form, protecting their bodies
at the risk of their very souls. The mighty gate
spell permits immediate and precise travel, but the
rare magic users capable of such powerful magic
are seen as threats by many extraplanar powers.

More obscure magic can also breach the veil
between worlds, often through great rituals and
terrible costs.

Transits. Planar transits take three main forms:
portals, pathways, and tides. Portals have a clear
threshold between worlds, like a carved stone
dragon maw that leads to the Prison Plane of
the Great Pyromancer. Pathways offer a gradual
transition that must be completed in full to
reach the destination plane, such as the shadow
labyrinth that leads to the demiplane of Phorros
Irrendra, last bastion of the Taranesti elves.

Tides cause a given area to shift between
worlds, taking those within with it, like the
shores along Bosum Strand where on the Night
of the Mirror Moon those who dive into the
waters holding a mirror emerge in the fey realm
known as the Dreaming. By dawn however the
magic fades, stranding any who haven’t found
their way home.

Many planar transits are ephemeral and
cannot be relied on to still be there for a return
trip. Some appear and vanish without discovery,
brought forth by little understood conjunctions
of place and planar energy—and those that
are discovered often provoke fear rather than
exploratory fervor.

The rare permanent portal is highly valued
and closely guarded. It is said the hierarchs
who built the Gates of Dawn and Dusk hoped
to unite their world with Heaven and Hell, but
angels and devils united to punish their hubris.
The hierarchs’ continent was carved out into a
prison plane known as Daemonforge where the
souls of the dead can never reach the afterlife.
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Overlays. While a planar tide carries crea-
tures in an area between worlds, sometimes the
elemental or moral energy of a plane bleeds into
the Material Plane, such as the haunted peak of
Cauldron Hill where the veil to the Bleak Gate
is thin. Overlays—also called coterminances or
manifestations— can vary greatly. One might
be temporary, linked to some celestial conver-
gence, or permanent, perhaps the result of a great
magical cataclysm, and its borders might simply
mark a return to normalcy or could serve as a
way to travel to another plane.

Mirror Planes

Like a reflection or echo of the realms material,

Mirror Planes take the familiar and imbue it with
a sense of fascination or repulsion.

The land called the Dreaming is a verdant, shifting
landscape where time and distance conspire for the
sake of dramatic events, ensuring travelers reach their
destination at the moment that will yield the greatest
conflict or catharsis. The fey population’s strange
behaviors make a whimsical sort of half-sense, even if
their goals are cruel. Promises made in the Dreaming
are dangerous to break, and accepting gifts can oblige
their recipient to the giver.

The most famous figures of the Dreaming are the
lords of the Unseen Court—served by the impla-
cable riders of the Great Hunt—who threaten war
but can be appeased with offerings of songs and
riddles. But the fey vary based on the cultures and
myths of the lands they reflect. Around temperate
farmlands pixies cavort with leaves in their hair and
hags lure children into the woods with tempting
sweets, while in vaunted cities of high art the pixies
might take the shape of figures from famous paint-
ings and hags call gullible schoolchildren down
into sewer drains.

In opposition to the vibrant life of the Dreaming
is the somber emptiness of the Bleak Gate. Here
buildings sit hollow and abandoned, and even the
brightest magic cannot illuminate much farther
than a stone’s throw. The air lies still and windless.
The only sounds are the scattered whispers and
lonely moans of the recently dead, whose souls
linger for a time before passing on to some final
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reward. Without sun or stars time here becomes
almost meaningless, unconsidered by the beings
of shadow and decay that reside within. Uneasy
spirits haunt their old houses, cursed mortals and
condemned penitents roam in caravans seeking
absolution or simply a way home, and exiled fey
of the Bleak Court trade in souls, their servants
often seen at the sites of great tragedies to enslave
the recently slain.

Other Mirror Planes are possible. Some concep-
tions of Hell depict it as the Material Plane in the
aftermath of some fiery cataclysm. Temporal magic
that flows around a crux of fate might create two
splinter realities branching from different outcomes
of a pivotal event— perhaps in that world, an
adventurer’s double longs for everything that their
counterpart has, and would kill to get it.

Transitive Planes

If you were to write down details of each plane, the
Ethereal Plane is like the page the words are written
on, and the Astral Plane is the book itself. Both
dimensions have little in the way of interesting land-
marks or natives, and even most planar travelers pay
them no mind. But certain magic relies on them.
Thought reigns in the Astral Plane— disembodied
souls navigate by will and distance means nothing,
the world fading to silvery gray in every direction.
Most of the dimension is empty, though errant ideas
can sometimes manifest crude matter. The personal
mindscapes of dreamers may form links to the Astral
Plane, and those trapped in perpetual sleep may
create permanent dream bodies that eventually
degenerate into monsters. Ur-ideas can take the form
of leviathans that swim the astral like a psychic sea,
and it is rumored an entire empire of psychic beings
has learned to control these creatures. Magic like
dream and astral projection can untether the soul
from the body, using the astral to reach other minds
and other worlds. Travelers can move to other planes
through convergences, which mortal minds often
perceive as swirling pools of color or other sensa-
tions that evoke the feeling of the destination.
The Ethereal Plane is what allows incorporeal
creatures to move through solid objects, and nearly
every plane has its own ethereal. Beings in the ethe-



real usually are invisible to those in the plane they
originated from, but can perceive a small swath of
the dimension they left. Matter and energy from
that world cannot affect them, nor even gravity, but
other ethereal beings can interact with or harm them,
and spells like wall of force extend into the Ethereal
Plane. Usually the only thing for a traveler to do in
the ethereal is to watch their plane of origination,
explore, and emerge at some other spot in that same
world, though sometimes two dimensions abut the
same Ethereal Plane, and a creature can slip between
them like poking a hole in a sheet of paper. It is
also possible for ethereal travelers to metaphysically
wander away from their origination plane—they find
themselves swept up in mists, and might become lost
forever or emerge in a random dimension.

Elemental Planes

Most magical traditions define four cardinal
elements—air, earth, fire, and water. These are
often depicted as vast wedge-like realms floating
together in a roiling Elemental Chaos.

The cores of the Elemental Planes are simple
expanses of pure elemental energy. Some regions are
almost like the Material Plane just with an exag-
gerated presence of one element— huge flocks of
birds might nest on islands that float through storms
in the Plane of Air, gems might rain as hailstones
upon endless mountain ranges of the Plane of Earth,
city-sized forges might gather ore from molten seas
on the Plane of Fire, and luminescent kelp might
support civilizations of fish folk in deep benthic
gorges on the Plane of Water.

The cardinal elements are sometimes categorized
alongside four esoteric elements— death, life, space,
and time. The Plane of Death has dark grottos,
vacuous expanses of drifting asteroids, and rivers
of negative energies that awaken undead. The Plane
of Life thrums with positive energy, nurturing light,
endless tangles of jungle, and rains that cause animals
to sprout from rich soil. The Plane of Space is known
for geometric palaces and platforms of pure force that
orbit, interlink, and fold upon themselves in mind-
bending tesseracts and optical illusions brought to
life. Sphinxes watch over the Plane of Time, a place
where mirages of the past and flickering glimpses of
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possible futures cause travelers to forget when they
are, and the only signs of civilization are enigmatic
monoliths and bones upon bones of fallen empires.

Moral Planes

The Moral Planes are the homes of gods, or at least
things that claim that title. As with the Elemental

Chaos, the great majority of these planes are hard for
mortals to conceive and exist more as ideas than as
places. Even so certain regions can be explored and
visited, and are home to creatures that are motivated
by strong ideologies or overpowering impulses.
Deities may claim domain to some regions where
they can shape the world and set the rules.

Goodness elevates the heavens and other Upper
Planes while evil seethes in Hell and similar Lower
Planes, but from those generalities each dimension’s
texture is nuanced with diverse philosophical mani-
festations of that core morality. On a single plane
that is suffused with lawful essence, one divine
domain might be a gallery garden that shifts to |
fulfill a visitor’s every hedonistic pleasure, another
a stolid yet vaunted bureaucracy working to ensure
a stable price for diamonds and pearls across the
cosmos, and a third a holy bastion under constant
siege by demons.

Mortal souls are thought by most to find their
way to Moral Planes after death where they may
be transmogrified into servants or receive rewards
for their service. Others wait in purgatory, endure
punishment for sins, or are simply absorbed into
the plane’s spiritual core where perhaps the choices
they made with their free will in life will help shift
the scales of the moral multiverse.

Otherworldly Oddities

Most dimensions are not so neatly codified as the

Elemental, Moral, Mirror, and Transitive Planes.

Planets

The Material Plane has other planets orbiting other
stars, and some are suffused with a different mix of
elemental and moral energies.

In the ZEITGEIST setting travel to most planets is
nearly impossible, but plane shift and planar transits
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allow some journeys between worlds around the
same star. Each has a supernatural influence on the
primary world, Amsywr—the planet Jiese, the Fire
of Industry has spurred technological innovation,
the influence of Mavisha, the Mysterious Deep
means divinations do not work well on islands or
at sea, and Caeloon, the Paper Wind lifts spirits in
the face of tragedy and produces magic to help
with graceful flight.

Mindscapes

Psychic magic can draw energy from the Astral
Plane to create small ephemeral dimensions where
one’s thoughts can shape subjective reality almost
like a god. Here the limits of flesh and physical laws
bend to a strong will, and weak minds can be over-
whelmed and forget that what they see isn’t real.
These planes are almost always temporary, but in
the BURNING SKIES setting a perpetual and massive
mindscape exists deep underground, guarded by
dragons. The dreamborn beings within (called trillith)
reflect various desires and fears of some great sleeping
entity called the Mother of Dreams that is trapped in
the depths of the mindscape. Within this world one
must have the right mindset to reach their destina-
tion, and those who find common purpose with a
trillith might bond with it and receive occult powers.

Pocket Dimensions

Mortal magic can attempt to emulate the divine
power necessary to create planes, but few can
create more than mere pocket dimensions a few
score feet across. Without a true divine spark, most
of these artificial planes cannot support life. Inan-
imate objects made of wood or fabric can endure
for weeks or years, but still degrade rapidly. Food is
sapped of its nourishing essence and becomes taste-
less within hours if not faster. Creatures placed
within might die within minutes. Water, even in
sealed vessels, becomes infused with energies that
makes it undrinkable.
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The Gyre and The Far Realm

In some distant reach of the multiverse floats The
Gyre, a graveyard of planes where the last vestiges
of dead worlds are drawn into a churning cloud and
ultimately obliterated. Perhaps their energies are then
used for the creation of new worlds, or maybe the
whole of the multiverse will be consumed one day,
but those pieces of worlds that survive long enough
to reach the Gyre are homes of the most dreadful
and powerful beings—often those who brought about
their own apocalypses.

How many of those worlds have been destroyed
by corruption from the Far Realm? Few even begin
to understand the alien concepts of that place, and
those with the insight can become threats them-
selves. To most the aberrations birthed by contact
with the Far Realm are terrifying, yet some come to
see that very unnaturality as something be desired
and shared with others. Adventurers should be
careful when staring into that maddening abyss —
lest they become like the monsters they fight.

The Nature of Reality

One theory sees other planes as wellsprings of
elemental essences and morality that underpin
reality. The elemental energies mingle to create the
diverse physical form of the realms material, and
the balance of moral energies ensure that free will is
innate to the mortals native to the Material Plane.
No shortage of theories disagree. Some think other
planes are simply places like any other, and that they
exert no sway on reality. Others claim the planes are
actually created by mortals and their beliefs, and
that there was no Hell before there were people to
consider the nature of evil, no Plane of Earth until
there were mortal minds to think of rocks as being
distinct from water. This may seem a distinction
without a difference, but it has ramifications for
the meaning of life and the purpose of existence.
Perhaps mortals are fairly inconsequential relative
to the vast scale of the planes, their actions drowned
out by forces far greater than them —yvyet if the
planes are shaped by belief, then a person with
the right idea can remake the multiverse.



CHAPTER 3

ENCOUNTER DESIGN

+ Looking over the hillside at the horde of Campaigns in Level Up have three basic kinds
raiders, the fighter motions for bis orc of encounters (combat, exploration, social) that

companion to pass over an enlarging are largely concerned with other sections of this

elixir. If the warlord was by berself it book, but the thinking behind how to construct
9

wouldn’t be necessary, but she knows them and their purpose in a game are detailed in

the party is about to face too many

: this chapter. Whether the party are up against
enemies for an easy battle.

monsters or an unlikely obstacle, there are more

! than two dozen encounter elements to introduce
+ The gnome’s good ear perks up as a

dripping sound softly echoes around the
room. She notices the sound is muted
and it saves the rogue’s life—she jumps
backwards as the chest, chairs, and bed challenge or to put an unlikely twist on something
before ber reveal snapping jaws! the adventurers think they know how to handle.

onto the field of battle, in a dungeon, or on the
countryside—ranging from green slime to lava and
yellow mold —to offer a greater, more exciting

+ The berald confidently jumps over the
marked floorstone and abead of their
companion’s torchlight, enveloped by the
darkness abead. A moment later they feel
a strange warmth on their feet, crying
out in pain as they realize green slime
is eating through their boots!
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big as a kingdom —but so long as there’s a

BESIgnlng En(o“nters floor beneath their feet, walls around them,

Whether the party spends the night cavorting in the and a ceiling overhead with danger lurking
tavern, forging ahead through a furious storm, or around each corner they’re exploring.

subduing a camp of bandits they are having encoun- Planar Travel. When a campaign gets the
ters. Each game session should be a mixture of three party beyond the realms material and into other
basic kinds of roleplaying that represent the pillars dimensions they’ll encounter unfamiliar flora and
of Level Up: exploration encounters, social encoun- fauna, denizens they may not even recognize as
ters, and of course combat encounters. sentient beings, and wonders they’ll never forget.

These journeys can be especially perilous and

Exploratinn En(n“nters the powerful magic usually required for them

Exploration entails traveling from one location will take adventurers far from their homes, but
to another and overcoming whatever challenges inspire tales that are retold for centuries.

the world throws at the adventurers. These are Urban. Whether wandering through a village,
primarily encapsulated by Exploration Challenges making their way across the bustling streets of a
(detailed in Chapter 5: Exploration Challenges) metropolis, or sneaking in the sewers beneath a
and includes dozens of different scenarios which city there’s plenty of exploration for adventurers

provide exciting and engaging obstacles provided to engage in wherever civilization clusters. Settle-

by nature or circumstance. ments are also the primary places where social

Dungeons. What constitutes a dungeon can encounters occur, but can offer a number of

vary widely—adventurers may be trekking challenges and obstacles that require more to be

through catacombs and crypts, navigating a done than what a bit of sly talk can accomplish.
labyrinth of subterranean tunnels, or making Wilderness. Most exploration roleplay happens
their way through the body of a creature as between other types of encounters as the party
makes their way through the world, whether by

r— air, land, or sea. The weather and other obstacles

@ d that nature puts in the way of the adventurers

depends on the regions they are journeying

Combining through, and some places can prove to be just

as lethal as any dragon or fiend.

—

Combat Encounters and

Exploration Challenges Social Encounters

The most roleplay-intensive part of campaigns occurs

When battle breaks out in the middle of an exploration D e I hitiative Cheskem e halls

challenge as long as one complicates the other, to calculate i A
& 8 P 2 A of royalty, courts of import, amid the market, and

the encounter CR add the challenge rating of each together ¥
& g g in the streets of settlements. Whenever the adven-

just lik Itipl ters. F le, if goblins attack ! . . ;
diae S laales D> G S TOTCRR IR Sl B e turers are interacting nonviolently with NPCs (or

the party while they're crossing a rope bridge the encounter b am e e e R S e

is complicated and increases the encounter CR, but if they 3 ; :
having some kind of social encounter. There are

can do the fight before dealing with the rope bridge each is T o Bl e arer Sthrmkkeiny LT her: type

treated as a separate encounter. Likewise, a party dealing it Tt e el s e e
3

with counterfeit goods that they're using as armor or weapons :
: i different purposes.

has complicated combat encounters, but not if the counter-

feit goods are jewelry or other items that have no impact

on a battle. =
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TABLE: CHALLENGE RATINGS AND EXPERIENCE POINTS

CHALLENGE RATING EXPERIENCE POINTS

(0] O or10
1/8 25
1/4 50
1/2 100

1 200

2 450

3 700

4 1,100

5 1,800

6 2,300

7 2,900

8 3,900

9 5,000
10 5,900
1 7,200
12 8,400
13 10,000
14 11,500
15 13,000
16 15,000
17 18,000
18 20,000
19 22,000
20 25,000
21 33,000
22 41,000
23 50,000
24 62,000
25 75,000
26 90,000
27 105,000
28 120,000
29 135,000
30 155,000
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Challenge Rating

The difficulty of a fight against a monster, besting an

exploration challenge, or overcoming an encounter element
(page 46) in either is measured by challenge rating, or CR.
A challenge rating helps guide the Narrator in choosing
appropriate challenges for a group of adventurers and denotes

the amount of experience points to be rewarded afterward.

("

Convince. A fundamental reason for the party
to interact socially with NPCs is because they
want something—maybe it’s help with a monster,
or some information, or permission into protected
territory, or one of a thousand other reasons. The
primary means of convincing others will be their
actual roleplaying (what the adventurers say and
do), and at the GM’s discretion the use of social |
skills like Deception, Intimidation, and Persua-
sion. This isn’t to suggest that other skills (like
Arcana, Culture, History and so on) don’t have a
role here, but unless it’s a specific situation (such
as distracting a fellow mage, an aristocrat, or an
historian) they are not the primary means of
achieving what the party is after.

Develop. One of the most rewarding things
about roleplaying is defining and learning who
the characters in the game are! Every social
encounter is an opportunity for players to make
it clear who their adventurer is, what they’re
about, and to discover how they are changed by
the world around them and the conflicts they’ve
endured. When returning from a year on the
road where they’ve slayed a dragon and saved a
kingdom, how do the adventurers view their
quaint hometown? What are the reactions of
their friends and family? These interactions are
vital in making a group feel like they have a
stake in what’s going on in the campaign, and
can provide narrative resources that might
become powerful motivators for other
important factors in the game.
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Entertain. Of course sometimes a night in the
tavern is just a night in the tavern and there’s
nothing wrong with having fun. Social encounters
don’t always have to have hidden motives or
intended goals, and giving players the opportunity
to simply exist in the campaign gives the experi-
ence a certain sense of realism. There are other
stories being woven around them, not every
conflict bears an imminent threat, and even for
adventurers there can be pleasant lulls between
lethal battles and deadly dungeon delves. This
can also be a handy thing for the Narrator to
keep in mind—when the material they’ve
prepared has run its course and there’s still an
hour of gaming left to do, a social encounter
with no aim but to entertain is a good way to
finish out a session without having to rely on
too much improvisation.

Inform. Probably the most likely reason for
social encounters is to provide information to
the players. This information could be elements
of a campaign’s story, or an investigation with
clues and leads, or surprising revelations in the
royal court, or a great many other things. The
important thing is that the social encounter
conveys the information to the party (a royal
proclamation for example) or gives them access
to it (finding a secretive note on their tavern seat
left there by an unknown person).

Occlude. Just as there are times when the
adventurers are trying to convince someone to do
something, there are occasions where adventurers
will need to act so that someone does not do
something by concealing important information
(thus removing the impetus to act). Typically
this is a matter of Deception but might also be
a Stealth check or opposed Investigation check
to hide a crucial report amongst easily disregarded
forms, using calligrapher’s supplies to forge a
document and Sleight of Hand to put it into an
official’s satchel, or making a perfect replica of a
noble’s prized statuette using mason’s tool’s and

then Persuasion to convince them it’s the original.

For some examples and suggested social encoun-
ters, refer to Table: Random Social Encounters on
page 103.
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Combat Encounters

There are two main ways to build a combat scene:
Challenge-Based Encounter. The Narrator
may set out to prepare a fun, challenging combat
encounter and chooses opponents accordingly. A
set-piece battle in an important dungeon room or
the climactic battle in a story arc are often built

to challenge the adventurers.

Story-Based Encounter. Often the story and
player actions determine the nature of a conflict.
If adventurers antagonize the city watch they
may have to fight guards, and if they anger an
archmage they may be forced to battle the arch-
mage. There’s no guarantee that a fight is
winnable: the party must deal with the
consequences of their choices.

In either case, the Narrator will want to know
whether a fight is likely to be trivial, unwinnable,
or somewhere in between. In a challenge-based
encounter, the Narrator wants to aim for a middle
ground of difficulty. In a story-based encounter,
the Narrator may want to signal to the adventurers
when they’re about to bite off more than they can
chew. It’s rarely fun when a crushing defeat or an
easy victory is a surprise to everyone (including
the Narrator).

To determine the likely challenge posed by a
battle, compare its combat encounter difficulty and
its maximum monster CR to the party’s capabilities.

Combat Encounter Difficulty

Combat encounter difficulty is evaluated by
comparing the encounter CR (the total CR of all
opponents) to the total character level. The ratio
of these two numbers determines the challenge
presented by the matchup.
Allies. If the adventurers have monster or NPC
allies, add their CR x 3 to the total character level.
Elites. When calculating the encounter CR,
double the CR of elite monsters.

Encounter challenge ratings are flexible and
can allow for many different types of battles. For
instance, a CR 10 encounter could consist of one
CR 10 monster, two CR 5 monsters, one CR 5
leader with five CR 1 minions, and so on.
Here’s how adventurers stack up against monsters:
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Easy Matchup Impossible Matchup

e A battle in which the encounter CR approxi- ¢ A battle in which the encounter CR equals
mately equals 1/6th the total character level. or exceeds total character level.

e A fight which isn’t in doubt that drains little ¢ A fight which is almost certain to result in
or no resources from the party. the adventurers losing.

e An easy battle is an appropriate challenge for a ¢ A high level party of optimized adventurers
tier 1 party, which can probably handle three might be able to routinely win some battles
or four such encounters before needing a long which are rated as impossible.
rest. Higher-level parties can face many easy
Eiks i ot Low Level Adventurers and Low (R Monsters

: Tier 0 adventurers are not extremely tough yet.
Medium |V|at[|'lU|J They have very few hit points and spell slots, as

e A battle in which the encounter CR approxi- well as limited access to area attacks. A low level

mately equals 1/3rd the total character level. party can be easily swamped by large numbers of

Lo 1 low CR monsters.
e A fight which isn’t in doubt but may cost the

, When determining encounter CR for tier 0 or tier 1
adventurers a few spells or healing resources.

adventurers, treat any monster with a CR below 1 as

e Between long rests, the party can probably if its CR were one step higher. Thus a CR 0 monster
fight at most two such battles per tier (2 is effectively a CR 1/8 monster when calculating
medium fights at 1st level, 8 medium fights encounter CR, a CR 1/2 monster is effectively a CR 1
at 17th level). monster, and so on. For example, a group of three 1st

level adventurers (total character level 3) against two
Hard Ma[[hup goblins (effective CR 1/2 each, encounter CR 1) is a

: , , medium challenge.
e A battle in which the encounter CR approxi-

mately equals 1/2 the total character level.

3 g
e A fight in which the adventurers must spend A 3@%

significant resources to triumph. Losing is

y

For a short, easy-to-remember summary of these rules, judge

possible but the odds are on the party’s side. a potential encounter by asking the following questions:

-
® Between long rests, the party can probably face + Is the total Challenge Rating of all the monsters
1 such battle per tier (1 hard fight at 1st level, close to half the total character level? If so, the combat
4 hard fights at 17th level). encounter will be hard. If the total CR is lower than this,

e For a tier 1 party, a hard battle can easily the battle will be easier; as the CR gets higher, the battle

prove to be deadly. gets harder. If the total CR equals or exceeds the total

character level, the combat may be impossible to win!

Deadlu Mat[hup + Are there any monsters with a CR 50% higher than
e A battle in which the encounter CR approx- the average character level? If so, the battle may be

imately equals 2/3rd the total character level. deadlier than anticipated.

e A fight in which winning and losing are + Are the adventurers level 4 or lower? Keep battles on
both possible. The party must spend its the easier side, especially against many foes! For low-level
best resources. adventurers, a few unlucky die rolls can turn a possible

* A well-rested party of at least 5th level can battle into an impossible one.
handle 1 such battle. : :

e Tier 1 parties should rarely if ever face Q X : o

deadly battles.
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TABLE: TIER O AND TIER 1 EFFECTIVE ENCOUNTER CR sible matchup if the maximum monster CR is
higher than 1.5 x the average character level.

For example, nine Sth level adventurers (total

0 1/8 character level 45) have a total character level

/8 1/a equalling three times the challenge rating of an

adult green dragon (CR 15), suggesting a medium

1/4 1/2 matchup. However a single blast of the dragon’s

" : breath could potentially drop all 9 adventurers!

Any number of 5th level adventurers will have a

AR hard time with a monster of CR 8 or higher.
Party Optimization
The Combat Encounter Difficulty guidelines assume [Xamplg (ombat [ha"gng@s

a party with a standard amount of magical treasure,
ke W E . y e Two CR 1/2 worgs (encounter CR 2) are a
a healthy but not overwhelming interest in tactics,

I ) hard matchup for four or five 1st level adven-
and a balanced composition of classes that includes b
turers (because the tier 1 rule rounds up each
a spellcaster or two.

A X . worg to CR 1). An ogre (also encounter CR
If adventurers are more interested in story immer- i ) . .
; g 2) is an impossible matchup for this same
sion and character than in combat, or they possess ) ) ) ] )
L party, since its CR is above their maximum
fewer magic items than usual, then they may

4 3 monster CR.
prefer mostly easy matchups with a few medium

ones thrown in. Similarly, some party composi- * A demilich (CR 18) is a medium battle for
tions, like an all-rogue party, are best suited for four 14th level adventurers. This same party
easy combat challenges and difficult exploration will face deadly peril against the Skull of
and social encounters. Medon, an elite CR 18 demilich.

If a party is composed of highly experienced
players looking for a combat challenge, and they’re
playing optimized adventurers of Sth level or higher,
the players may relish frequent hard and deadly
matchups. They may even want to try their hands
at impossible matchups. Similarly, battles can be
made more difficult in a campaign rich with
magical treasure.

Maximum Monster (R

An encounter’s maximum monster CR is the

challenge rating of the single toughest opponent
in the encounter.

Adventurers are rarely able to fight a satisfying
battle against a monster with a CR that’s much
higher than a single adventurer’s level. Such a
monster has a high chance of dropping an adven-
turer from full health to 0 hit points in a single
hit, and its defenses and saving throw DCs may
make it more deadly than expected. Even if a
battle looks possible when comparing the total
character level and encounter CR, it is an impos-
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TABLE: ENCOUNTER CR FOR DIFFERENT PARTY SIZES
CHARACTERLEVEL 15T 2NP 3RD 4TH GTH @gTH ZTH gTH gTH 1Q™ 11™ 12™ 13™ 14™ 15™ 16™ 17™ 18™ 19™ 20™

LT 1 3 4 6 7 9 10 12 13 15 16 18 19 21 22 24 25 27 28 30
Monster CR

Easy battle Y% % 1 1 2 2 2 3 3 3 4 4 4 4 5 5 5 6 6 6
for 2 adventurers

Medium

battle for 2 Y 1 2 3 3 4 5 5 6 7 7 8 9 9 10 M M 12 13 13
Hard .

battle for 2 % 2 3 4 5 6 7 8 9 10 M 12 13 14 15 16 17 18 19 20
Deadly 1 3 4 5 7 8 9 M 12 13 15 16 17 18 20 21 22 24 25 26
battle for 2

Easy battle “% 1 1 2 2 3 3 4 4 5 5 6 6 7 7 8 8 9 9 10
for 3 adventurers

Medium

battle for 3 1 2 3 4 5 6 7 8 9 10 M 12 13 14 15 16 17 18 19 20
Hard 1% 3 5 6 8 9 1 12 14 15 17 18 20 21 23 24 26 27 29 30
battle for 3

Deadly

battle for 3 2 4 6 8 10 12 14 16 18 20 22 24 26 28 30 32 34 36 38 40
Easy battle 3

formadventurers |7 1 2 3 3 4 4 5 6 6 7 8 8 9 10 10 1 12 12 13
Medium 1 3 4 5 7 8 9 1 12 13 15 16 17 18 20 21 22 24 25 26
battle for 4

Hard '
battle for 4 2 4 6 8 10 12 14 16 18 20 22 24 26 28 30 32 34 36 38 40
by 3 5 8 1 13 16 18 21 24 26 29 32 34 37 40 42 45 48 50 53
battle for 4

Easy battle 1 2 2 3 4 5 6 6 7 8 9 10 10 1 12 13 14 14 15 16
for 5 adventurers

Medium .

battle for 5 1% 3 5 7 8 10 12 13 15 17 18 20 21 23 25 26 28 30 31 33
Hard 2 5 8 10 13 15 18 20 23 25 28 30 33 35 38 40 43 45 48 50
battle for 5

Deadly

battle for 5 3 7 10 13 17 20 23 26 30 33 36 40 43 46 50 53 56 59 63 66
Easy battle

forbradventurers | 1 2 3 4 5 6 7 8 9 10 1 122 12 13 14 15 16 17 18 19
Medium 2 4 6 8 10 12 14 16 18 20 22 24 26 28 30 32 34 36 38 40
battle for 6+

Hard

battle for 6+ 3 6 9 12 15 18 21 24 27 30 33 36 39 42 45 48 51 54 57 60
Deadly 4 8 12 16 20 24 28 32 36 40 44 48 51 55 59 63 67 71 75 80
battle for 6+
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Using Elite Monsters

An elite monster is a powerful opponent designed

to provide a tough challenge to a large group of
players. Often, an elite monster is a variant of
another monster: a leader, champion, or even a
named individual. For example, Belethias,
Commander of the First is an elite pit fiend.

An elite monster has approximately twice the hit
points and deals around 50% more damage than a
normal monster of its CR—and it usually becomes
more dangerous as the battle goes on.

An elite monster poses the same challenge as
two non-elite monsters of its challenge rating. For
example, the tarrasque (an elite CR 30 monster) is as
dangerous as two normal CR 30 monsters. It should
provide an epic fight for four or five well-optimized
adventurers of 20th level, or a hard fight for six or
seven 20th level adventurers.

When determining encounter CR, double the
challenge rating of an elite monster (for instance, an
encounter featuring the elite CR 30 tarrasque has an
encounter CR of 60). However, elite monsters have
attacks, defenses, and saving throw DCs that make
them suitable opponents for lower level adventurers.
When determining the maximum monster CR of
an encounter, use its actual CR (thus, the maximum
monster CR of a tarrasque encounter is 30, so it’s an
appropriate encounter for 20th level adventurers).

Using Legendary Monsters

A legendary monster is designed to be an interesting

combatant for multiple adventurers. With up to 3
legendary actions, and possibly extra bonus actions
and reactions as well, it has the extra turns it needs
to keep up with as many as three adventurers.




As with any other monster, a legendary
monster is at its best when its CR is, at most, 1.5
x the average character level. A maximally tough
legendary monster like this is a hard matchup for 3
adventurers, a medium matchup for 4 adventurers,
and will probably be easy for 5 or more adventurers.

When designing a climactic, set-piece battle against
a legendary monster, make sure to provide it some
allies or minions if it’s facing 4 or more adventurers.

The Adventuring Day

As a rule of thumb for how many battles a party can
likely handle before it needs a long rest, use a daily
budget of encounter points.

® A party at tier O (1st-2nd level) has 1
encounter point.

e A party at tier 1 (3rd—4th level) has 2
encounter points

® A party at tier 2 (5th—-10th level) has 4
encounter points.

® A party at tier 3 (11th—16th level) has 6
encounter points.

e A party at tier 4 (17th-20th level) has 8
encounter points

For each encounter point it possesses, a party
can face one medium encounter before needing a
rest. An easy battle costs half an encounter point.
A hard battle costs 2 encounter points. A deadly
battle costs 4 encounter points.

A low level party can face four easy battles or
two medium battles before needing a long rest, and
a single hard battle could drain them of resources.
A high level party could expect to win through a
deadly battle and still have resources to spare,
though a second deadly battle might put them in
a perilous situation.

This encounter budget is an estimate, and is
superseded by the Narrator’s experience with a
particular gaming group—some adventurers may
not have the resources to meet these benchmarks,
and some may blow past them. There’s no rule that
says that a party needs to fight a certain number of
encounters before bedtime, and the pacing of the
adventuring day should be based on the desires of
the players and the needs of the story.
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Combat Encounter Types

One of the ways to keep combat fresh is to vary

the types of battles that the players face. If a game
session includes multiple combats their difficulty
should be varied. A steady diet of hard encounters
can be exhausting for adventurers so a few medium
or easy battles should be included if the story allows
for it.

The composition of battles can vary too. Some
class features and attacks (like a rogue’s Sneak
Attack) are very effective against a single monster,
while others (like a wizard’s fireball) shine against
large groups. Varied encounter composition gives
everyone a turn in the spotlight and, conversely,
forces everyone to improvise when their go-to
moves aren’t optimal. Here are some typical
combat encounter compositions.

Solo Fight. Sometimes the story dictates that the
players battle a single enemy, such as a dragon. It’s
possible to make this a challenging and satisfying
battle, though the opponent is starting off at a I
disadvantage—no matter how much damage a
normal monster dishes out, it’s limited by the
number of turns it can take compared to a party
of heroes. Legendary and especially elite monsters
make the best solo opponents.

A legendary monster with a challenge rating
equal to or 50% higher than average party level
can provide a medium to hard battle against three
or four adventurers. For a larger party, an elite
monster of this challenge rating is required to
provide the same challenge.

For example, an elite great wyrm green dragon
(equivalent to two CR 22 monsters) could be a
hard fight for five 17th level adventurers.

Boss and Minions. If circumstances require a
big showdown with a single tough opponent, it
often makes a lot of sense for this tough enemy
to be accompanied by lesser monsters. An arch-
mage or a powerful demon will never let itself
be caught alone.

A tough monster with a CR equal to the average
party level can keep two or three adventurers
busy. For each additional adventurer, add
monsters with a CR of 1/3 the adventurer’s level.
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For example, a vampire (CR 10) with two
vampire spawn (CR 4 each) would be a hard
to medium fight for four or five 10th level
adventurers.

Commander and Troops. This is similar to a
boss and minions battle, but the troops (not the
commander) make up the bulk of the challenge.
The commander may provide boosts to its allies.

A monster with a CR of up to 1/2 the average
party level can match one adventurer. Each addi-
tional adventurer can handle two monsters with
a CR up to 1/4 their level each.

For example, a boggard sovereign (CR 3) and
four boggard bravos (CR 1/2 each) are a medium
encounter for three 6th level adventurers.

Team vs. Team. In this type of battle the
numbers of adventurers and monsters are roughly
equal. Depending on the desired level of difficulty,
the CR of the opposition could be between 1/3
and 1/2 average party level.

For example, a 10th level party of three to five
adventurers can handle four elementals (CR 5
each), although the fight would be dangerous
for only a trio of adventurers.

Horde. Sometimes a party finds itself wading
through an army of lowly mooks. This kind of
battle will be very easy for adventurers with
access to area attack spells like fireball. On the
other hand, it might overwhelm a party of rogues
or other adventurers that specialize in damaging
a single enemy.

Depending on its composition, a party might
be able to deal with a force up to five times
its size as long as the total CR of all enemies
isn’t higher than half the total character level
(remember that for tier 1 adventurers, frac-
tional CRs are doubled!)

For example, four Sth level adventurers are in
good stead to defeat 20 hobgoblins (CR 1/2 each).
If the party has two spellcasters, it’s likely they
wipe the floor with the hobgoblins. If the party
has only melee combatants like rogues or fighters
however, they might have a tough time or even
be overwhelmed.

Combat Encounter Complications

There are many ways to vary combat encounters

other than altering the number of combatants.
Unique details of terrain, goals, and enemy strate-
gies create story, add vividness, and unlock
tactical options.

Alternate Goals. When an encounter isn’t a
battle of attrition, the outcome is determined
more by story and circumstance than by encounter
guidelines and challenge rating. In a fight featuring
a complex trap or other goal, the party is trying
to perform some noncombat task while surviving
an enemy onslaught.

For example, half of a party might be trying
to protect the other half as they disarm a trap,
or the party might be trying to survive long
enough to convince their attackers that they
come in peace. Two sides might be racing to
reach the same objective—perhaps a magic
jewel across the room, or an NPC on the other
side of a city—while attacking and sabotaging
each other. The party might be trying to steal
something from their enemy, or guard an object
from theft: a well-executed plan might avoid
bloodshed altogether. Plenty of adventurers
might desire a dragon’s treasure but have no
stomach to fight the dragon itself!

Ranged Attackers. Ranged attackers, like
archers and spellcasters, do best when they’re
difficult to reach. Intelligent ranged attackers
will arrange to fight behind a barrier, such as a
wall or a melee bodyguard. If behind a wall or
on a high ledge, bow-armed goblins can fight
well above their weight class. The success of
ranged opponents depends on party composition.
Kobold slingers give melee fighters fits, but aren’t
much good against bow-wielding rangers and
spellcasting wizards.

Shifting Alliances. Instead of two, a battle
might be composed of three or more factions.
The two weakest sides might form a temporary
alliance in order to prevent the stronger side
from reaching victory—but betrayal is likely. For
example, the party and one of their old adver-
saries might band together to battle a demonic
invasion, finishing their vendetta afterward.



Terrain and Hazards. Every conflict is set some-
where, and a vividly described location enhances a
scene on a visceral and tactical level. A battlefield
with high ground, obstacles, and difficult terrain
allows both sides to seek advantage. Usable objects
beg adventurers to interact with them. A boiling
cauldron will inevitably be spilled, and a feasting
table will probably be climbed on or tipped over.

Choke points like doors are tactically useful —
so much so that they can come to dominate a
battle, causing gridlock. When there’s a strategi-
cally important choke point like a door, it can
be good to add an alternate route so that clever
attackers can outflank defenders. As choke points
go, bridges can be more fun than doors (creatures
can be pushed off bridges).

Hazards like steep cliffs and lava pools can be
treated like a combatant, boosting the encounter
CR of the fight. See Encounter Elements on page
46 for common combat hazards like frigid water,
lava, and yellow mold.

Waves. When reinforcements appear halfway
through a fight the overall combat is easier than
if both groups had appeared together, but harder
than two successive battles with a chance to rest in
between. This technique can be used to calibrate
the difficulty of a battle and to increase tension
as the fight goes on. A second group might notice
and respond to a conflict, or it might be sched-
uled to arrive as part of a regular patrol. Possibly
an enemy rings an alarm bell or runs to call for
reinforcements, and the second wave doesn’t
arrive if the messenger is stopped.

Failure in @ Combat Encounter

When preparing a combat encounter— especially a

challenging one—it helps to consider what failure
might look like. Not every battle is a fight to the
death with no quarter given, and while failure may
lead to consequences and further difficulties for the
adventurers, it doesn’t need to be bad news for the
players. They’re playing Level Up because they
want to overcome difficulties.

The Narrator probably has an idea of what will
occur if the adventurers are triumphant in a battle.
But if the adventurers lose, what happens next?
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® Do the adventurers escape but suffer a plot
setback? What does that look like? If the party
is pursuing an important item, it might mean
that their enemies obtain it instead. A mission
to retrieve it— perhaps a heist—could be a fun
followup adventure.

¢ Does the plot change course? Perhaps a party’s
ship is attacked by pirates. On a failure, the
adventurers might find themselves chained to
oars in the pirate galley, and the next session’s
mission is to escape and recover their equip-
ment from the captain’s cabin.

o Are the stakes heightened? A failure may
advance a villain’s plans, bringing the world
one step closer to a cataclysmic event. Perhaps
it results in danger to a valued NPC ally. A
combat failure might give the adventurers
a glimpse at what’s at risk, propelling the
campaign towards a more dramatic finale.

e Are the adventurers killed? Death does
happen. If the plot demands it, failure might '
result in death for an adventurer or even a
dreaded total party kill. However, if a battle
will be difficult and failure will result in death,
make sure the players are aware of the stakes
beforehand. Give them a choice about whether
and when to engage in the battle. Unless
everyone is on board, it’s unwise to stake
the future of a campaign on a battle that’s
unavoidable, deadly, and difficult to win.

Elite Monsters and Failure

A battle against an elite monster can be one of the

riskiest and most taxing combat challenges in Level
Up. In such a battle, consider alternatives to total
victory or crushing defeat.

If a party manages to reduce an elite monster to
half its hit points, they’ve already done very well.
They’ve dealt enough damage to defeat a normal
monster of its type. Their reward, of course, is that
the monster starts hitting twice as hard. The battle
becomes more dangerous just when the party may
have used up its best resources—which heightens
the tension, and not coincidentally, the danger of
the encounter.
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%‘ % o When adventurers are down to their last few hit
: : ~ points and spells, and an elite monster is bloodied
but not beaten, consider whether the monster really

o Challenge Ratlng Increase wants to fight to the death. An intelligent creature
The challenge rating of a combat encounter or exploration may be ready to retreat or be amenable to a truce,
challenge can be increased when an encounter element is perhaps even offering treasure if the party will leave
included so long as it poses an active threat — a cage match it alone. After all, it’s been beaten half to death itself
near a volcanic pit is more dramatic, but no more dangerous and it could probably use a rest! The adventurers
than usual. may have earned its grudging respect, and it might

O R L MEN T A A TINGS want them alive as captives or even allies. There

are many ways that a valiant but unsuccessful
ENCOUNTER ELEMENT CRINCREASE

battle against an elite monster can lead to a

Acid +2 partial victory.
Brown mold +2
o b Encounter Elements |
The world can be a dangerous place and the envi-
Darkness +1/2 . .
ronment might pose a deadly threat all by itself.
Dense smoke +1 In addition to their inherent danger, encounter
e @l + elements offer ways to enhance the perils of explora-
tion challenges or combat to make both more
Extreme heat +1 o . )
~ satisfying. A duel atop a bridge or traversing a
4 Falling +1 per 30 feet narrow crossing is all the more exciting when deadly

maximum +4, c
( ) lava runs below rather than rushing water, and a

Fire +2 hallway fight or dungeon trap with a plethora of
Frigid water +1 green slime is a different kind of challenge altogether!
Green slime +1 .
o Acid
Heavy precipitation +1/2
. . A creature that touches acid takes 5 (2d4) acid

High gravity +2 .

damage. When a creature first enters into an area of
Lava i - acid or starts its turn there, it takes 10 (4d4) ongoing
Low gravity -1 acid damage. A creature submerged in acid takes 25
Magnetized ore /2 (10d4) ongoing acid damage. This damage persists

for 3 rounds after the creature leaves the acid. A crea-

Memory crystals +1/2 . :
Lo / ture ends all ongoing damage from mundane acid

Miring Ground +3 - by using its action to wipe away the corrosive liquid.

Poisonous plants +1 X

Rushing liquid +2 < Brown Mold

Strong winds +1/2 Brown mold subsists on heat, drawing away warmth

Underwater » from the environment and creatures around it. Most
patches of brown mold have only a 10-foot radius,

Vacuum +3 3 ; 0
but the temperature in a 30-foot radius around it is

- Webs +1/2 unnaturally cold.
Yellow mold +2 = When a creature moves within 5 feet of the brown

mold for the first time on a turn or starts its turn
there, it makes a DC 12 Constitution saving throw,
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taking 22 (4d10) cold damage on a failure, or half
damage on a success.

Brown mold is not only immune to fire damage
but rapidly grows when exposed to flames. When
any source of fire—the effects of a spell like fire
bolt, a lit torch, and so on—happens within 5 feet
of a patch of brown mold, the brown mold rapidly
expands to surround it in a 10-foot radius. However,
any amount of cold damage instantly destroys a
patch of brown mold.

Crowd

Throngs of humanoids are difficult terrain, and a
creature surrounded by a crowd has disadvantage
on hearing- and sight-based checks to perceive
outside of it.

In addition, making attacks in a crowd risks
collateral damage and the wrath of the throng.
When a creature attacks from within a crowd or
attacks a target within a crowd, on a miss by 10
or more the attack hits a crowd member and the
creature makes a Deception, Intimidation, or
Persuasion check (DC 13 + 2 per previous check)
to convince the crowd not to attack it. On a failure,
the crowd transforms into a commoner mob and
attacks, fighting until the creature is reduced to 0
hit points or the commoner mob is bloodied.

Darkness

Darkness comes in two varieties: magical and
nonmagical. In nonmagical darkness, creatures with
darkvision can see out to the range specified by that
trait as if it were dim light. In magical darkness,
all vision is blocked. Creatures without darkvision
cannot see in mundane or magical darkness.

In addition, a frightened creature unable to see
because of magical darkness is rattled.

Dense Smoke

Creatures and objects in an area of dense smoke are
heavily obscured. When a creature that needs to
breathe starts its turn in an area of dense smoke, if it
is not holding its breath it makes a Constitution
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saving throw (DC 10 + 1 per round previous turn
in the dense smoke, maximum DC 20) or it begins
to suffocate (see Chapter 7: Adventuring, in the
Adventurer’s Handbook). A creature that covers its
mouth and nose with a damp cloth has advantage
on this save. Finally, smell-based checks to perceive
or track creatures that have spent more than 1 round
in an area of dense smoke have advantage until the
creature finishes a long rest or takes at least 10
minutes to clean the smoke from itself.

Extreme Cold

At the end of every hour a creature is exposed to
temperatures at or below 0° Fahrenheit (-18° Celsius),
it makes a DC 10 Constitution saving throw or
suffers a level of fatigue. Resistance to cold damage,
immunity to cold damage, or wearing cold weather
gear grants an automatic success on this save. Crea-
tures native to an extreme cold environment also
automatically succeed on their saving throw.

Saving throws made against effects or spells that
deal cold damage have disadvantage.

e \
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Extreme Heat

At the end of every hour a creature is exposed to
temperatures at or above 100° Fahrenheit (38°
Celsius), it makes a Constitution saving throw (DC 4
+ 1 per hour spent in extreme heat) or suffers a level
of fatigue. Resistance to fire damage, immunity to
fire damage, or keeping a light pack (less than half
carrying capacity) grants an automatic success on
this save, whereas a creature wearing medium armor,
heavy armor, or heavy clothing has disadvantage.
Creatures native to an extreme heat environment
also automatically succeed on their saving throw.

Saving throws made against effects or spells that
deal fire damage have disadvantage.

Falling

The quickest way to severe harm (or even death) is
from falling. Whether from a rooftop, cliff’s edge,
treetop, or flying mount, falling can deal a devas-
tating amount of damage. When a creature falls, it
takes 1d6 bludgeoning damage for every 10 feet it

falls (maximum 20d6) and lands prone.

A creature that falls into water takes half
damage, or no damage if it dives with a successful
Athletics check (DC equal to the distance it falls
divided by 35).

Fire

An area of fire sheds bright light to 10 feet beyond its
edges and dim light an additional 10 feet. A creature

that touches fire takes 7 (2d6) ongoing fire damage.
A creature may end ongoing damage from mundane
fire by spending an action to extinguish the flames.
Smoke and heat shimmer lightly obscure anything

within or on the other side of an area of fire.

Fricid Water

After being in frigid water for a number of minutes
equal to its Constitution score, a creature makes a
DC 10 Constitution saving throw at the end of each
minute or it suffers a level of fatigue. Resistance
or immunity to cold damage grants an automatic
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success on this save. Creatures native to an extreme
cold environment also automatically succeed on
their saving throw.

Green Slime

This sticky, vibrantly green, slopping slime clings
to and mercilessly eats away at flesh, plants, and
even metal.

Green slime covers a 5-foot square area or larger,
though rarely greater in size than a 20-foot radius.
Although it is alive and able to sense with blindsight
to a range of 30 feet, green slime has no Intelli-
gence or other ability scores. When green slime
senses movement underneath it, it drops towards the
ground. A creature in the green slime’s area makes
a DC 10 Dexterity saving throw, becoming slimed on
a failure.

A slimed creature takes 5 (1d10) ongoing acid
damage until the green slime is scraped off with an
action. Green slime is destroyed by sunlight, any
feature, spell, or trait that cures disease, or any
amount of cold, fire, or radiant damage. Wood
or metal exposed to green slime instead takes 11
(2d10) acid damage.

Heavy Precipitation

Heavy snowfall makes an area lightly obscured, and
Perception checks relying on sight are made with
disadvantage. Heavy rain has the same effects, also
affecting Perception checks that rely on hearing and
extinguishing any open flames.

High Gravity

The ranges of ranged weapons are halved, as are
all jump distances. When a creature makes its first
attack in a round using a weapon that does not
have the dual-wielding property, it makes a DC
12 Athletics check or subtracts 1d4 from its attack
rolls for 1 round. Falling damage is treated as twice
the distance in the area and there is no maximum
amount of damage that can be taken from a fall. For
every hour spent in the area, a creature not accli-
mated to it makes a Constitution saving throw (DC
8 + the number of hours spent in the area) or gain a
level of fatigue (maximum 4 levels of fatigue).



Lava

A creature that touches lava takes 16 (3d10) ongoing

fire damage. When a creature first enters into an
area of lava or starts its turn there, it takes 33 (6d10)
ongoing fire damage. A creature submerged in lava
takes 55 (10d10) ongoing fire damage. This damage
persists for 4 rounds after the creature leaves the
lava. A creature ends all ongoing damage from lava
by using its action to wipe away the molten rock.

Low Gravity

The ranges of ranged weapons are doubled, as are

all jump distances. Falling damage is treated as half
the distance in the area. In addition, damage from
bludgeoning weapons is reduced by half.

Maenetized Ore

Magnetized ore wreaks havoc on the use of

compasses or any natural sense of direction,
making both useless within 500 feet.

While within 50 feet of magnetized ore, a creature
wearing heavy armor made from metal or attacking
with a metal weapon has disadvantage on its attack
rolls, Strength and Dexterity checks, and saving
throws made against fatigue.

Memory Crystals

Recognizing a memory crystal for what it is

requires a DC 20 Arcana check. When a creature

with prepared spells is within 30 feet of a memory
crystal, at the start of its turn it must make a DC
15 spellcasting ability check or lose one randomly
determined prepared spell.

When destroyed (DC 17 Strength check, AC 7, 2 hit
points) a memory crystal explodes with dangerous
magic in a 10-foot radius. Each creature in the area
makes a DC 20 Charisma saving throw, taking 14
(4d6) psychic damage on a failed save, or half as
much damage on a successful one.

An area filled with memory crystals requires a
creature to succeed on a DC 8 Acrobatics check at
the end of each of its turns to avoid breaking any
of the dangerous gemstones.
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Miring Ground

Sludge, tar, or sufficiently deep and sticky mud can
provide real danger to creatures caught in them.

Miring ground is difficult terrain. In addition,
when a creature starts its turn in miring ground, it
begins to sink and makes an Athletics check (DC 12
+ 2 per round spent in the area) to continue moving.
On a failure, its Speed is reduced by 10 feet. When
this reduces a creature’s Speed to 5 feet or less it
begins sinking 1 foot deeper into the miring ground
at the end of each of its turns. A sinking creature
can be freed with an Athletics check equal to the
DC of its last failed check against the miring
ground. A sinking creature that becomes
submerged begins suffocating if it is unable to
hold its breath. Any creature trying to aid a sinking
creature must have a solid surface to stand on or a
fly speed, but can use ropes or similar means to do
so at a distance.

Poisonous Plants

Spotting the telltale signs of vegetation dangerous
to touch requires a DC 15 Nature check. Poisonous
plants can be as sparse as a few shrubs or as perva-
sive as fields of harmful groundcover.

When a creature starts its turn within the area or
enters the area for the first time on a turn, it makes
a DC 10 Constitution saving throw, taking 3 (1d6)
poison damage on a failure, or half damage on
a success.
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Rushing Liquid

Vacuum

Standing in rushing liquid halves the speed of a
creature moving against the current and doubles
the speed of creatures moving with it. At the start
of each of its turns, a creature in knee-high rushing
liquid makes an Acrobatics or Athletics check to
keep its footing. On a failure, it is knocked prone
and moves a number of feet in the direction of the
current equal to the amount it failed the check by
(rounded up to the nearest 5 feet). The check is
DC 11 if the rushing liquid is knee-high, DC 14 if
waist-high, DC 17 if chest-high, and DC 20 if the
creature’s feet cannot touch the bottom. A creature
moving with the current has disadvantage on this
check. A creature driven into a solid object by the
current (such as a rock) takes damage as if it had
fallen a number of feet equal to the distance it was
moved by the current (minimum 1dé bludgeoning,
piercing, or slashing damage). Standing up from
prone in rushing liquid requires an Acrobatics or
Athletics check with a DC equal to the DC to keep
footing. A creature that loses its footing is considered
underwater (see below) until it regains its footing.

Strone Winds

Ranged weapon attacks and Perception checks that
rely on hearing have disadvantage in high winds. In
addition, it extinguishes any open flames, disperses
fogs and smoke, and forces any flying creature to
land before the end of its turn or fall.

Underwater

A creature that cannot breathe water begins to

suffocate underwater once it cannot hold its breath.
In addition, creatures without swim speeds have
disadvantage on attacks made using any weapon
other than a dagger, dueling dagger, javelin, shorts-
word, spear, or trident. Ranged weapon attacks
automatically miss beyond their normal range
underwater, and bludgeoning and fire damage are
halved. A creature that takes damage while holding
its breath underwater must succeed on a concentra-
tion check or immediately begin suffocating as if its
breath had run out.
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An area of vacuum has no air, so creatures that
need to breathe must use another source of air or
begin to suffocate once they cannot hold their
breath. In addition, the area carries no sound, so

hearing-based checks made to perceive automati-

cally fail and spells with vocalized components
cannot be cast. A creature with its own air supply
may cast spells with vocalized components, but
still cannot hear. Vacuum is also utterly chilling,
dealing 11 (3d6) cold damage to a creature at the
start of each of its turns in the area.

Webs

Whether created by massive insects or swarms of

smaller creatures, these sticky strands ensnare and
capture creatures that fall afoul of them. An area of
webs is difficult terrain, and when a creature starts
its turn within the area or enters the area for the first
time on a turn, it makes a DC 12 Dexterity saving
throw or becomes restrained. Restrained creatures
can use an action to make a DC 12 Acrobatics or
Athletics check, escaping on a success.

A 10-foot cube of webs has AC 10, 15 hit points,
vulnerability to fire, and immunity to bludgeoning,
piercing, and psychic damage.

Yellow Mold

This sickeningly yellow mold only grows in dark

places and is extremely sensitive to movement nearby.

Yellow mold covers a 10-foot radius area. When
a creature moves within 30 feet of a patch of yellow
mold, at the start of its turn spores are released
and it makes a DC 15 Constitution saving throw.
On a failure, the creature takes 11 (2d10) ongoing
poison damage and becomes poisoned for 1 minute,
continuing to take ongoing damage until it is no
longer poisoned. At the end of each of its turns,
the poisoned creature can repeat the saving throw,
ending the effect on itself on a success.

Yellow mold is destroyed by sunlight or any
amount of fire damage.



'CHAPTER 4

EXPLORATION

+ A band of passing nobles are overwhelmed
by the bard’s roadside performance, so
thrilled with the melodies he plucks out
that they reward bhim with a tincture they
claim will protect him should his lute’s
strings fail while entertaining the dragon
said to be lurking nearby.

While the rest of the adventurers burry
across the dunes the ranger tarries bebind,
slowed by the careful sweeping of her
saber. The party learns days later that
ber caution saved them all, their pursuers
slowed by tracks lost to the sands.

The marshal makes some quick calcula-
tions and swears as she realizes there’s no
time to waste. To reach the Dread Sage’s
keep before the ritual can be completed,
they have to make the dangerous trek
directly across the Clawpeak Mountains.

ometimes hitting things takes a back seat.

S Exploration is far more than just travel or filler
between encounters, or a way for Narrator and
adventurers to use their skills and develop creative
problem solving —it is the inclusion of the world as
a character that is dynamic and influential. More
than a pretty backdrop, the environment can be a
significant element in storytelling and exploration
makes it an eminent part of the game.

Diamond fiddles with the chain decorating ber curved horns,
looking at the yawning canyon in front of the adventurers.
“Please tell me I don’t have to climb down that.”

“Not necessarily,” the gnome next to her says. “I talked
to a guy a few villages back who said there was still a
bridge. However, ub, be passed on a decade ago so I'm
not sure if it’s still around.”

She sighs, casually checking to make sure ber gear is
secure, “Nox, what bave we said about asking questions

of the dead?”
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“What?” they ask, scratching their bead. “He was very
nice. How do you think I knew to order the amber ale
rather than the mead at that inn?”

“Focus, please.” Maika cuts the two of them off with a
thump of ber staff against the ground. “So we could try
and climb down, or we could go look for a bridge that
may or may not exist anymore.”

“T vote bridge,” Diamond immediately replies. “T will fall.”

“If we spend a day looking for the bridge and can’t find
it, though,” Maika asks as she reaches into a pouch and
absentmindedly feeds the sparrow perched on her shoulder,
“can we afford to lose the time?”

The two women look at Nox, who simply shrugs their
shoulders. “I don’t do flying magic. It’s gotta be one of
the two.”

Diamond groans. “You're right, we're in a hurry — but
someone other than me is tying the knots.” Retrieving a coil
of rope from ber back, she goes in search of a tree to tie it to,
startling lizards from the spiky underbrush as she walks. A
gnarled juniper serves ber purpose just fine and she beckons

ber companions over to assist.

Familiarity

Every player can relate to the weather in their

hometown and we all feel sympathy for those who
are beset by inclement weather in places around
the world. Narrators can use relatable conditions
to enhance roleplay, making a group feel a greater
sense of realism and investment in the setting.

Foreshadowing

While surprises can be exciting, they might also

feel like punishment. Instead the Narrator should
use the environment to leave clues for adventurers,
placing obstacles and challenges in the setting as
needed for the campaign. For example, dark clouds
on the horizon might presage torrential rain, high
winds, and lightning strikes. Rapidly dropping
temperatures are a warning of coming snowfall,
frostbite, and freezing rain.
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Memorable Locations

Using unique locations to have confrontations and
explore the setting can leave an indelible mark on a
campaign—a boring conflict changes if the location
is dynamic. A bell tower, cliffside nest, cloud city,
massive foundry, frozen lake, or expanse of black
sand all make for strange locations, especially if
battle begins and the environment has significant
effects on the combat.

New Solutions

When the adventurers and enemies clash, the
environment can create a new goal, a focal point
in which damage dealing isn’t the best course
of action. Another swing of a sword or blast of
eldritch energy may not be the best choice if the
chamber is flooding, a ceiling is collapsing, or a
wall of water sweeps over the docks.

Tension

Many groups fall into the trap of ‘analysis paralysis’,
overthinking and underacting, but the dangers posed
by the environment can escalate to force adventurers
into action! For example, flooding, mudslides, snow-
storms, and hurricanes could all be mitigated if the
PCs push forward. Angry mobs, gathering patrols,
burning buildings, and collapsing structures are also
escalating dangers the party may want to escape.
Even classic dungeon traps like tilting floors, flooding
chambers, and portals disgorging hungry beasts can
build tension—if the party does not move, the
environment might move them instead.



Use and Abuse the Environment

You want to knock an opponent over, but where?
How about over a balcony, into a pool of acid, down
a muddy hill, or sliding across that frozen lake. A
character could kill a single ogre in one strike, while
an ally could be more effective by causing a landslide
that crushes a dozen ogres —and an enemy could do
the same. Both the adversaries and the adventurers
should take advantage of their surroundings.

Winning At Exploration

When the environment plays its full part as the
third entity in the triangle of conflict, winning
means more than dealing damage.

A to B. The adventurers must get across a
dangerous region. Crossing a raging river, frozen
lake, crumbling cliff, narrow rope bridge, or
getting to high ground become just as important
as dodging a foe’s blade. Fighting enemies may
be involved but the goal is to get from origin to
destination, not stay and fight.

Close the Gate. This is a catchall for sealing
an entry, be that a door, magical portal, or an
actual gate holding back a dire threat (for example
monsters, flood waters, or gallons of slime). The
solution might require brute force —moving a
boulder, slamming a door shut, or sliding a giant
stone cube —or a specific key such as reading
a ritual, grasping magic rods, or disabling
chanting cultists.

Survive. Sometimes it’s just a matter of taking
the hits. The environment can unleash brutal
onslaughts upon both body and mind, offering
no alternative but to hunker down and wait out
the storm (literally or figuratively).

Win the Race. An enemy may want to get to
a location before the adventurers and the game’s
eminent challenge becomes rapidly crossing a
region, avoiding delays, and getting to the goal
first. Examples include getting onto a rising
drawbridge, rolling beneath a lowering port-
cullis, catching a drifting boat leaving shore, the
first to snatch a magic item, finding shelter from
a storm, or reclaiming panicked mounts before
they disappear into the wilderness.
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The Journey

At the heart of exploration is the journey, or the
story that happens while the adventurers travel
from origin to destination —surviving the elements,
discovering new places, and overcoming the obsta-
cles presented by the environment. This section
provides the rules and resources for running a
journey from start to finish.

Before a journey, the party sets their travel pace,
or how fast they’d like to go. The Narrator deter-
mines the difficulty of the journey itself and the
number of encounters the adventurers have on the
journey. Some encounters might be a fight against
one or more monsters or happening across other
travelers, but they’ll also have to contend with the
world itself in exploration challenges.

Navigation

When the adventurers have a map (see Survival
Gear, Chapter 4: Equipment in the Adventurer’s
Guide) there is little chance of them getting lost.
The mystery lies in the time it takes them to reach
their destination, and the challenges that they face
along the way. Without a map, adventurers always
know which region (see below) they are in, but are
not usually aware of adjacent regions (unless one
of them takes the Scout journey activity). They
can journey from region to region, making choices
along the way —for example, the party might be
in Rolling Grasslands, and need to decide between
hiking Lofty Mountains or chancing a Feywood
as their next step before finally reaching some safe
Open Roads leading to their destination.

Travel Pace

Adventurers can travel at a normal, fast, or slow
pace, which determines the distance they cover in
a day of travel (see Table: Travel Pace). While a fast
pace might shorten the time required for a journey,
moving so quickly makes travelers less aware of
the dangers around them. Likewise, a steadier slow
pace prolongs a journey but adventurers can stay
alert, cover their tracks, and move more stealthily.
The effects from traveling faster than a slow pace
are cumulative.
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! TABLE: TRAVEL PACE

PACE MINUTE HOUR DAY EFFECT

Crawl 50 feet 1/2 mile 4 miles Advantage on Survival checks to cover tracks
Slow/Wagon 200 feet 2 miles 16 miles —

Normal 300 feet 3 miles 24 miles Unable to use Stealth

Fast/Mounted 400 feet 4 miles 32 miles —:np::il?;ttiz:ishs;\éisperception and disadvantage
Gallop 800 feet 8 miles*® Disadvantage on Survival checks to track

* A mount can only travel at gallop speed for 1 hour each day. Otherwise it travels at the fast/mounted pace.

Journey Checklist

When making a journey, follow these steps.
1. Based on the world map, the Narrator determines

which Regions exist on the route.

2.For each Region determine the travel distance, travel

pace, and resultant travel time.

a. The Narrator determines the Region’s traits
and task DC, and rolls 1d20 to determine the

prevailing weather.

b.Each adventurer selects one or more journey

activities and makes relevant checks.

c. The Narrator rolls for one or more encounters
using the appropriate tiered table for that Region.
These may be monsters, exploration challenges,

social encounters, or scenery.

d.Determine Supply usage and apply fatigue

if necessary.
3. Repeat step 2 for each Region.

4., Arrive at your destination!

The order in which journey activities are resolved and
when encounters take place is up to the Narrator, although
we suggest that you resolve journey activities, and then run

any encounters.
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Fatigue. Creatures suffering from two or
more levels of fatigue cannot travel faster than
at a normal pace. Creatures suffering from three
or more levels of fatigue cannot travel faster
than at a slow pace. Creatures suffering from
four or more levels of fatigue cannot travel faster
than a crawl.

Forced March

Adventurers on a journey can travel for up to 8
hours in a day before requiring a long rest to rein-
vigorate themselves and continue —any further
and they may exhaust themselves. For every addi-
tional hour of travel past 8 hours, an adventurer
makes a Constitution saving throw at the end of
the hour (DC 10 + the number of additional hours
of travel), suffering a level of fatigue on a failure.
The party can set the pace, increasing the DC of
the saving throw for a normal pace (+1) or fast/
mounted pace (+2).

For example, after traveling for 8 hours a party
decides to push themselves and continue the day’s
journey for 1 additional hour at a normal pace. At
the end of the hour they’ve traveled another 3 miles,
but each adventurer makes a DC 12 Constitution
saving throw (10 + 1 additional hour + 1 for normal
pace), suffering a level of fatigue on a failure.
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e At the Narrator’s discretion a beast can

Mounts and Pack Animals

Mounts such as riding horses can only travel for 55 folrage, O.I grazse be{or.f; t;kmg .a 10T1g
about an hour a day at the gallop pace listed in Test, only requiring SUpPyHTEEERCE e

Table: Travel Pace. While mounts and pack animals not plentiilienong Mo olERE

may be useful on a journey, they are also a respon- * Supply consumed while in another form (like

sibility —each mount requires its own Supply, may while under the effects of a polymorphing

have difficulty traveling in different kinds of envi- spell or a druid’s wild shape) is wasted and

ronments, and can become a liability during certain provides no nourishment when a creature

exploration challenges. For example, it may be returns to its normal form.

difficult to lead a mount through a swampy area When adventurers run out of Supply while jour-

or have it traverse a landslide. neying, they can access more in a few ways. Some
journey activities allow adventurers to forage for

more food and water. Boons and discoveries, which

Resting and Havens

While on a journey, adventurers are only able to
recover from 2 or more levels of fatigue or strife
on a long rest when they have access to a haven. A
haven is a place to get a meal and a full night’s sleep
without the reasonable risk of attack or harm from

are common rewards for exploration challenges,

may lead to more Supply. As a last resort, the party
may need to take a detour to the nearest town, find
a wandering merchant, or even abandon the journey
and head home.

the elements. For example, an inn is considered a

[

S

In some campaigns the wilderness is just the gap between

haven, but a campsite where adventurers must take
turns keeping watch through the night is not. Some

spells and class features may create havens. dungeons and plot points, and in others battling against F .

the elements and nature is a major focus. Consider the

following two alternate methods of supply tracking to

Trackine Supply

Mundane consumable items like food and water are better fit the campaign:

Slmpllﬁed lnto a Slngle ltem Called Supply‘ When an Casual SuPPlieS. These rules are best used in adventures

adventurer gains access to food and water, they can where surviving the elements is not a major theme.

add Supply to their inventory. Basic rations (dry food + A creature is assumed to eat and care for itself as

and water) usually costs 5 silver for 1 Supply, but needed and rations are not tracked.

finer foods may cost more. + Aslongas a creature has access to its gear, it’s assumed

e 1 Supply consists of enough combined food to have packed enough food and water to sustain itself
and water to sustain a Small- or Medium- during any journey.

sized creature for a day. Desperate Supplies. Adventures where wilderness survival

o Large-sized creatures require 2 Supply each is the primary theme are best served with these rules.

day. Creatures of Huge size or larger require an + All mundane consumable items must be tracked

amount of Supply determined by the Narrator. separately and must be stored in proper containers

(see Containers, Chapter 4: Equipment in the
e A creature can carry a number of Supply Adventurers Guide
equal to its Strength score in addition to the

5 g + Throughout the course of a day, Medium-sized creatures
rest of its gear. A Large-sized creature can € 2!

carry Supply equal to twice its Strength score. must consume at least 1 pound of food and 1 gallon (8

pounds) of water (or half as much if Small-sized, or twice

° i g ;
Whenever a creature takes a long rest, it must as much if Large-sized). When a creature completes a

consume Supply. If it does not, it gains a level long rest without having consumed its required food and

of fatigue. watet, it gains a level of fatigue.
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@ 5 on the map. Regions are important building blocks
' of the world, and each region has its own properties
and encounter tables. Later in this chapter are some

Weather Events

common regions for Narrators to use.
Roll 1d20 to determine the general weather in each

Combined Regions. Sometimes an area on the

region, That weather is primarily descriptive and used p map might fit the description of more than one

by the Narrator to set the scene. Occasionally, exploration region, The Narrator may choose either region,

challenges result in extreme weather events. These include combine both, or create a new region.

Hig tollowing, Terrains. A region can have more than one
+ Blinding Blizzard (CR1)  + Killing Cloud (CR 18) kind of terrain and those listed are general
+ Choking Smoke (CR11)  + Primordial Tornado suggestions for the most common types to be
+ Dense Fog (CR 6) (CR12) found there. Ultimately the types of terrain in a
+ Flash Flood (CR 6) + Sandstorm (CR 7) region are at the Narrator’s discretion and the
+ Flood (CR 3) + Sunspots (CR 11) ! needs of the campaign.
+ Hail Deluge (CR 8) + Thunderstorm (CR 3) Regions and Tiers. Each region on the map
+ Hail Storm (CR 1) + Tornado (CR 10) is designated with a tier (from 0—4) which
+ Haze (CR 1/4) + Tsunami (CR 17) corresponds with the adventuring tiers of play

» Hoar Frost (CR 15) introduced in Chapter 1: Character Creation, in

the Adventurer’s Guide. Any region can be any

4~ tier, but some regions lend themselves towards
@ certain ends of the scale; for example, a tier 3
Country Shire would be highly unusual, but a
tier 2 Feywood would not.

Vehicles

The combination of region and tier allows for
Not all travel is done by foot or hoof. Vehicles are

a wide array of building blocks with which to

used by many adventurers to help travel the vast T e o1 Ferwootl minht

=0 che world, be a small forest on the edge of a village where

Land Vebicles. Wagons and carts are unable to A ol intthetbonlight;

go faster than a slow pace, but some land vehicles soihille e 4 e siteB o LD bt kol

can choose at which pace to move. Stealth cannot S ; j
and capricious fey beings, or ruled by an ancient

be used while journeying in a land vehicle, and d
green dragon.

B andhchicechce cieve i ay A region’s tier determines the difficulty of the

S astpac 0N failurcsiche challenges encountered within. Exploration and

vehicle suffers a malfunction (see Malfunctions, e 12 e el thporizediby

Chapter 4: Equipment in the Adventurer’s Guide). tier, making it easy to select tier-relevant encoun-

Water Vebicles. Water vehicles are restricted by T Bt ko e et and

the speed of the vehicle and gain no benefits from e b into thakior 1

a slow pace, but have no penalties for moving at Comnr SHo o e s R

g1 ce Depending onitheivehicleiand creyy make their lair on the outskirts, but such an

size, a ship can travel up to 24 hours a day. occurrence is not typical of that region and is

usually used as the subject of an adventure

RGgIﬂllS rather than a random encounter.

A region is an area of the world, defined geograph- It should be noted that it is possible for a

ically by its physical features. It might be a vast low-level party to wander into a region too

forest or a sandy desert; or it might be a snow-tipped dangerous for them. The Narrator should

mountain range or a stretch of underground caverns. provide clues to the danger level and —where

Regions are often —but not always —named areas appropriate —allow for some means of escape
should the adventurers find themselves in over
their heads.
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Party-Appropriate Challenges. In some
games the Narrator may prefer not to designate
regions with a default tier, and instead present
the adventurers with encounters and challenges
appropriate for their level.

Weather

Each region contains a short list of randomly gener-
ated weather options. These are generally limited
to non-extreme weather conditions, including clear,
overcast, mist, rain, and snow, and are purely descrip-
tive tools to help the Narrator set the scene —they
do not affect the adventurers. More extreme weather
events are treated as exploration challenges (see page
106) and include phenomena like blizzards, dense
fogs, hail storms, sandstorms, tornados, thunder-
storms, and more.

Roll a d20 for weather once for each region.
In the winter season, add 5 to the roll, unless the
region is in a notably warm or tropical clime.

Encounters

Each region the adventurers travel through will
include one or more encounters. The Narrator
decides how many encounters the party has.
Encounters include four categories: explo-
ration challenges, monsters, social encounters,
and scenery. It is important that the players do not
know which type of encounter they’ve stumbled
into — it should be introduced to them narratively.

That chill feeling might be mere scenery, but it
might be the sign of some kind of undead spirit,
or it might foreshadow a weather event.

Each region presents encounter tables which
include all four encounter types. The Narrator can
roll on these tables, choose an option, or introduce
something new.

Along a journey the Narrator should employ
a mix of combat encounters, social encounters,
exploration challenges, and scenery. Exploration
challenges, which are detailed later in this chapter,
have assigned tiers and challenge ratings that
correspond to adventurers’ levels. It is assumed
that high-level adventurers are able to pass tier 1
exploration challenges without much effort, but a
tier 4 exploration challenge poses a major threat.

Ultimately how many encounters adventurers have
while traveling is at the discretion of the Narrator,
but in general it’s recommended that the party has at
least one encounter (combat, exploration, or social)
in every region they journey through to make it
memorable. Some regions are going to have more
encounters than other regions —either because they
are tumultuous, the area plays an important part
in the campaign, or they are large in size —and the
types of encounters the party might have in a given
region are listed in its Exploring table. Depending
on the needs of the game and campaign setting,
the types of encounters, frequency of encounters,
and difficulty of certain journey activities might

be different.

Chapter 4: Exploration
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Journey Activities

Adventurers have the option to participate in activ-
ities while traveling in order to pick up some extra
resources, improve the conditions of their journey,
or learn more about the world around them.
Difficulty Class. The DC of a journey activity
is based on the region’s tier: tier 0 — DC 10,
tier 1 —DC 12, tier 2—DC 14, tier 3—DC 16,
tier 4—DC 18. Depending on the region, some
journey activities are made with either advan-
tage or disadvantage. For example, the Scout
journey activity in a tier 2 Blasted Badlands is
DC 14 and the check is made with advantage.
Experienced Travelers. The Busk and Rob
journey activities are most profitable for novice
adventurers, but experienced travelers can
sometimes pick out a mark carrying confiden-
tial materials instead of gold, and nobles seek
out performers of note wherever they might be.
Additionally, when an adventurer is attempting
to gather a specific component of 100 gold or
less with Gather Components, they can roll
with disadvantage, finding it on a success.
Modifying DC. The Narrator can raise the
DC on a journey activity based on extenuating
circumstances. Here are some suggestions for
modifying a journey activity’s difficulty class:

o Inclement Weather (+2) may impede an
adventurer’s ability to search for things with
the Scout activity, or lead to fewer people on
the road (making the Busk and Rob activi-
ties more difficult).

® Multitasking (+3) such as attempting a
journey activity while trying not to be

discovered, may make it harder to attempt
the check.

e Hostile Territory (+4) may make it difficult
to interact with the locals, impeding a check
made to Busk or Gossip. It may be dangerous
to stop, so taking the Pray activity or using
Scout is harder to do.

Adventurers choose how long (in days) to engage
in an activity, making a single check for that dura-
tion, and many activities grant additional rewards
based on the time spent doing them. For example,




when using the Busk activity, a PC gains gold for
each day they perform that activity. An adventurer
is free to divide their travel across a region into
different activities, performing each for a number
of days. When determining how many days the
adventurer is undertaking an activity for, count the
total number of days and roll once, even if those
days are not consecutive. When to make a check for
a journey activity is determined by what region it is
made in and otherwise at the Narrator’s discretion.
When making an ability check for a journey
activity, an adventurer may achieve a success or
a failure, or a critical success or a critical failure,
each with a different outcome.

Befriend Animal

An adventurer can make friends with a wild animal
(a beast with a challenge rating equal to or less than
1/3rd the party’s total level) by succeeding on an
Animal Handling check.
Critical Failure. The adventurer scares or
angers the animal, which attacks them.
Failure. The adventurer is unable to befriend
the animal.
Success. The adventurer befriends one animal.
The animal follows the party through the region
until it spots danger. Adventurers can assume
that when the animal runs off that something

dangerous is following them or hidden nearby.

The adventurer who befriended the creature can
then make a Perception check contested by the
hidden creature’s Stealth check in order to spot
the danger.

Critical Success. As a success, but the animal
also leads the adventurer to a Boon or Discovery.
Additionally, the adventurer gains advantage on
their Perception check to spot a hidden danger.
Only one such boon can be gained per region.

Busk

Adventurers can entertain passersby with a successful
Acrobatics, Athletics, or Performance check.

Note: To perform this journey activity, the party
must be in a populated area such as a Country Shire,
Open Roads, or an Urban Township.

Critical Failure. Passersby steal 3d4 gold
from the adventurer.
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Failure. The adventurer earns no money.

Success. The adventurer gains 1 gold per day
of travel plus 1 gold for each point they beat the
DC by.

Critical Success. The adventurer gains 2 gold
per day of travel plus 1 gold for each point they
beat the DC by, and one passerby gifts them with
a random magical item worth 50 gold or less.
Only one such gift can be earned per region.

Chronicle

An adventurer that spends their time writing
down observations of local landmarks, recording
various customs, or charting a map can make a
History check. The adventurer must spend the
entire region undertaking this activity.

Critical Failure. The adventurer slips, falls, or
otherwise bumbles during the journey, destroying
their journaling scrolls or the book they were
writing in.

Failure. The adventurer fails to record
anything of note or value.

Success. The adventurer gains an expertise
die on future History or Survival checks made
within or about the region.

Critical Success. As a success, and the
adventurer discovers a Boon or Discovery
about the region. Only one such boon can be
gained per region.

Cook

By acting as the party’s cook and quartermaster,
with a cook’s utensils or Survival check an adven-
turer can help ensure that everybody remains fed.

Critical Failure. For every two creatures
being fed, the Supply requirement to feed
them is increased by 1 Supply.

Failure. The cooking is adequate, but has no
special effects.

Success. For each day spent doing this journey
activity, the Supply requirement to feed 4 creatures
eating the meal is reduced by 1 Supply (up to a
maximum number of creatures equal to twice
the adventurer’s proficiency bonus).

Critical Success. As a success, and each
creature being fed gains one additional hit die to
spend on each day they are fed by the adventurer.
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Cover Tracks

While moving at a slow pace, an adventurer can
cover the party’s tracks with a Survival check so
that it is harder for pursuers to follow. The adven-
turer’s Survival check result is the DC for any
pursuer’s Survival check to track them.

Critical Failure. The party leaves an obvious
trail, and their pursuers gain a day’s worth of
travel covering the distance between them for
each day spent doing this journey activity.

Failure. The party leaves a trail, and their
pursuers continue to harass them.

Success. The party manages to put an extra
day between themselves and their pursuers for
each day spent doing this journey activity.

Critical Success. The party lose their pursuers.

Entertain

With a successful Performance check an adventurer
can help keep the party’s spirits high. Each party
member can only benefit from this journey activity
once per week.

Critical Failure. The adventurer’s performance
is so bad that the party gains a level of strife.

Failure. The party is not entertained.

Success. The next time the adventurer or an ally
would suffer a level of strife, they do not. When
this journey activity is performed for multiple
days, the next time the adventurer or one of their
allies makes a saving throw against strife, they
gain an expertise die for each day spent carrying
out this journey activity. When there is more than
one member of the party that can benefit from this
journey activity (like when the entire party makes
saving throws against strife at the same time), the
adventurer that performed it chooses who benefits.

Critical Success. The adventurer and any
allies each recover one level of fatigue or strife.
This benefit can only be gained by each adven-
turer once per week.
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Gather Components

Adventurers that gather supplies useful for the
material components of spellcasting can make an
Arcana or Nature check.

Critical Failure. The adventurer acciden-
tally picks components about to decay or rot,
destroying 1d4 gold worth of their own material
components before realizing it.

Failure. The adventurer finds no components.

Success. The adventurer finds 1d4 gold worth
of components per day, plus 1 gold worth of
components for each point they beat the DC by.

Critical Success. The adventurer finds 2d4
gold worth of components per day, plus 1 gold
worth of components for each point they beat
the DC by.

Gossip

Success on an Investigation or Persuasion check tells
an adventurer the local news and rumors.

Critical Failure. The party learns a false rumor.

Failure. The party gains no rumor.

Success. For each day spent doing this journey
activity, the Narrator reveals an engaging rumor
or tidbit that could lead the party on a new side-
quest or support the main plot of the campaign.

Critical Success. As a success, and local
gossip leads the party to a Boon or Discovery.

Harvest

An adventurer that succeeds on a Medicine or
Nature check finds plants to refill a healer’s satchel.

Critical Failure. The adventurer accidentally
picks plants about to decay or rot, destroying 1
use of their healer’s satchel before realizing it.

Failure. The adventurer finds no plants.

Success. The adventurer finds plants to refill 1
use of a healer’s satchel for each day spent doing
this journey activity.

Critical Success. As a success, and the adven-
turer finds plants which duplicate the effects of a
potion of healing. This benefit can only be gained
once per week.

Alternatively, an adventurer can choose to make
an herbalism kit check or poisoner’s kit check (see
Chapter 4: Equipment in the Adventurer’s Guide).
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Hunt and Gather Critical Success. As a success, and the adven-
turer gains a magic item worth 100 gold or less.

It’s often fruitful for an adventurer to track and kill y 1 i
This benefit can only be gained once per region.

game, or forage for food and water, along the road
with a Survival check.
Critical Failure. The adventurer gains toxic Scout

Supply, and the entire party suffers a level of An adventurer roams at a distance from the party,

making a Perception check seeking vantage points

fatigue.
Failure. The adventurer gains no Supply. to look ahead. This journey activity may only be
Success. The adventurer gains 1 Supply per performed once per region.

day spent doing this journey activity. Note: This journey activity may only be

Critical Success. The adventurer gains double performed once per region.
Critical Failure. The adventurer gets lost

and suffers a level of fatigue before returning
Prau to the party.
Failure. The adventurer learns nothing useful.
Success. The party automatically learns one

the Supply.

While traveling many choose to connect with deities

and spirits. An adventurer makes a Religion check.
Critical Failure. The gods are displeased.
Each party member discovers that 1 Supply

region which adjoins the current region for each
day spent doing this journey activity. Addition-

ol ally, the party gains advantage on Perception

. k checks made against any attempts to surprise or
Failure. The gods do not listen. & Y P P

: ; ambush them during the period that the adven-
Success. The adventurer receives a blessing ) 5 .
turer is scouting.
Critical Success. As a success, and the
adventurer finds a handy path. The party gains

half a day’s travel for each day spent doing this

for each day spent doing this journey activity,
gaining an expertise die on the next ability
check they make in this region.

Critical Success. The entire party gains an - i
expertise die on their next ability checks made e S YA

in this region, and the gods lead the adventurer

to a Boon or Discovery. Tra[k
A designated tracker can ensure that the party
Rob remains on the trail of their prey with a Survival

check. This check is opposed by the Survival check
of the creature being tracked if it is attempting to
hide its tracks, or the region’s journey activity DC

Adventurers can force others into handing over their
coins with a successful Intimidation check, or pick-
pocket travelers with a successful Sleight of Hand
check. To perform this journey activity, the party
must be in a populated area such as a Country Shire,
Open Roads, or Urban Township. This journey
activity usually takes a week to complete.

Critical Failure. A potential victim turns out

if it is not.
Critical Failure. The party loses their prey.
Failure. The party falls back an extra day
between themselves and their prey for each
day spent doing this journey activity.

. i N Success. The party continues to follow
to be a rival adventuring party of similar capa-

bilities and a fight ensues.

Failure. No gold is gained.

Success. The adventurer gains 1d8 gold per
week of travel. When this journey activity is done
in fewer than 7 days, the adventurer instead gains
half as much gold (minimum 1 gold).

their prey.

Critical Success. The adventurer finds an
obvious trail, and the party gains a day’s worth
of travel covering the distance between them
and their prey for each day spent doing this

journey activity.
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LEUCEL UP TriaLs & TREASURES

H TABLE: BLASTED BADLANDS
J Reglons EXPLORING TIER 1
Blasted Badlands 1-3  Bandit Captain Mnst

j f et i 4-5  Banshee Mnst
The;eldezerts arehnolt)c.)rlous for tilfl:u; many ce;lprlamllcsl Lum}sl, tfhe devas- P -
t?.t'e. andscape the 1gges't mark left upon the world by the forgotten 8-9  Black Pudding Mnst
civilizations that once flourished there. Monsters aplenty roam the wastes
; ] . 10-17  Travel Scenery pg 105
as well, so adventurers journeying through it encounter many creatures )
) ) 18-19  Cult Fanatic Mnst
and constructed terrain exploration challenges.
b ) ) 20-21 Cutthroat Mnst
Terrains. Desert, laboratory, mountains, ruins, subterranean,
22-23 Doppelganger Mnst
swamp, temple, tomb.
. ) 24-25 Ettin Mnst
Tiers. Blasted Badlands tend to be tier 2 and above. ood |
26-27 Floo Ex
Weather. 1-10 clear, 11-25 overcast. P
A ; 28-29 G | Mnst
Journey Activities. Adventurers gain advantage on checks made to argoyle ns
Scout, but disadvantage on checks made to Befriend Animal, Gossip, SRR Mnst
and Rob. It is not possible to Busk, Harvest, or Hunt and Gather. 2 EhEG Lt
35-36 Ghost Mnst
TABLE: BLASTED BADLANDS EXPLORING TIER O 37-38 Labyrinthine Ravines  Expl
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE 39-42 Ghoul Mnst

1-3  Bandit Mnst 52-54 Hyena® Mnst Goblin Boss or
4-5  Cockatrice Mnst 55-57 Jackal Mnst 43745 Goblin Warlock Mnst
6-7  Cultist Mnst 58-59 Hail Storm Expl 46-48 Grimlock Technical Mnst
8-9  Cutthroat Mnst 60-61 Kobold Mnst 49-51 Intellect Devourer Mnst
10-19  Travel Scenery pg 105 62-64 LizardG Mnst 52-54 Pests Expl
20-21 Ettercap Mnst 65-66 Ochre Jelly Mnst Kobold Broodguard
22-23 Gargoyle Mnst 67-69 Haze Expl >>7% " or Kobold Sorcerer Mnst
24-25 Gelatinous Cube Mnst 70-71  Ogrekin Mnst 57-59  Mimic Mnst
26-27 Ghoul Mnst 72-74  Poisonous Snake® Mnst 60-61 Mummy Mnst
28-29 Bridge of Stones Expl 75-77 Lost Item Expl 62-63 Ogre Mnst
30-31 Giant Centipede Mnst 78-80 Rat® Mnst 64-66 Pit Trap Expl
32-34 Giant Wolf Spider Mnst 81-83 Skeleton Mnst 67-69 Ogre Zombie Mnst
35-37 Goblin Mnst 84-86 Spider® Mnst 70-71 Shadow Mnst
38-42 Gray Ooze Mnst 87-88 Zombie Mnst 72-73  Skeletal Champion Mnst
43-45 Enchanted Windmill Expl 89-90 Sea of Sand Expl 74-75  Skeleton Horde Mnst
46-48 Grick Mnst 91-99  Social Encounter pg 103 76-77 Quicksand Expl
49-51  Grimlock Mnst 100  Labyrinthine Ravines  Expl 78-79 Specter Mnst
¢ On an odd result, use the giant version 80-81 Walking Statue Mnst

of this creature instead.

E gg E __ 82-83 Wererat Mnst
¥ a 84-85 Werewolf Mnst

86-87 Thunderst Expl
Encounter Types understorm z
M 88-89 Zombie Horde Mnst
nst
Monster encounter 90-91 Zombie Knight Mnst
Hzpl Exploration encounter 92-99  Social Encounter pg 103
pg 103, Roll again on the Social 100  Rot Grubs Expl
pg 105 Encounter or Travel Scenery _.
table, as indicated. 2
0-0: —_
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TABLE: BLASTED BADLANDS TABLE: BLASTED BADLANDS TABLE: BLASTED BADLANDS
EXPLORING TIER 2 EXPLORING TIER 3 EXPLORING TIER 4

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1-3  Acid Field Expl i
P 1-3 Adult Emerald Mnst 1-5 Corrupted Druid Expl
4-5  Cursed Temple Expl Dragon Grove
6-8  Air Elemental® Mnst 4-6  Bridge of Sorrow Expl 6-10  Adult Gold Dragon Mnst
9-10  Black Pudding Mnst 7-9  Banshee Mnst 11-16  Travel Scenery pg 105
12-17  Travel Scenery pg 105 10-12  Behir Mnst Ancient Emerald
17-21 Mnst
18-19  Cambion Mnst 13-18  Travel Scenery pg 105 Dragon
20-21 Clay Guardian Mnst 19-21 Blackguard Mnst 22-26 Divine War Expl
22-23 Dense Fog Expl 22-24 Cambion Mnst 27-31 Demilich Mnst
24-25 Enchanted Statue Expl 25-27 Choking Smoke Expl 32-36 God Corpse Expl
26-27 Cyclops Mnst 28-30 Clay Guardian Mnst 37-42 Dread Knight Mnst
28-30 Earth Elemental® Mnst 31-33  Cyclops Myrmidon Mnst 43-47 Hallowed Ground Expl
31-32  Flash Flood Expl 34-36 Cursed Waterway Expl 48-53 Empyrean Mnst
33-35 Ettin Mnst 37-39 Forgotten God Mnst 55-60 Hellscape Expl
36-38 Fire Elementalg Mnst 40-42 Iron Guardian Mnst 61-65 Lich Mnst
39-40 Flimsy Rope Bridge Expl 43-45 Endless Plummet Expl 66-71 Killing Cloud Expl
41-42  Green Lake Expl 46-48 Mummy Lord Mnst 72-76 Mummy Lord Mnst
43-44  Flesh Guardian Mnst 49-51 Night Hag Mnst 781 Malfunctioning -
— X
45-46 Guardian Naga Mnst 52-54 Lifeless Desolation Expl planar portal p
47-48 Hail Deluge Expl 55-57 Sphinx Mnst 82-87 Troll or Dread Troll Mnst
2 58-61 Spirit Naga Mnst 88-94 Vampire Mnst
49-50 Half-Red Dragon Mnst p g p
Veteran 62-64 Primordial Tornado Expl 95-100 Social Encounter pg 103
- 65-69 Stone Guardian Mnst
51-52 Half: Shadow Dragon /i
Assassin 70-73  Troll or Dread Troll Mnst
53-54  Lethal Outgassing Expl 74-76 Sphere of Annihi- Expl
lation
55-56 Rot Grubs Expl
77-79 Vampire Mnst
57-59 Mage Mnst
80-82 Werewolf Mnst
60-61 Mummy Mnst
83-85 Sunspots Expl
62-63 Sandstorm Expl
. 86-88 Wraith Lord Mnst
64-66 Night Hag Mnst
89-91 Zombie Dragon Mnst
67-69 Ogre Mage Mnst
92-99 Social Encounter pg 103
70-71  Shattered Earth Expl
100  Faulty Planar Portal Expl
72-73 Tornado Expl
74-75 Revenant Mnst
76-77  Shield Guardian Mnst
78-79 Voracious Pests Expl
80-81 Skeletal Mnst
Tyrannosaurus Rex
82-83 Stone Guardian Mnst
84-85 Wild Magic Zone Expl
86-88 Water Elemental® Mnst
89-91 Wraith Mnst

92-99 Social Encounter pg 103

100  Cursed Waterway Expl

¢ On an odd result, use the giant
version of this creature instead.



LEUCEL UP TriaLs & TREASURES

| [ﬂuntl‘u Sl'lil‘@ TABLE: COUNTRY SHIRE

EXPLORING TIER 2
Small villages and rural communities, often surrounded by a patchwork
of farms, make for a safe and cozy existence with the most threatening 1 Ankheg Mnst
events involving an angry bear harassing livestock. Adventurers jour- 2-3  Bandit Captain Mnst
neying through this region can expect little danger, and a high number 4-5  Bridge Of Stones Expl
of social encounters. 6-7 Bugbear Mnst
Terrains. Forest, grassland, hills, settlement, subterranean, 8-9  Doppelganger Mnst
swamp, temple. 10-27 Travel Scenery pg 105
Tiers. Country Shires are usually tier O or tier 1 regions. Often 28-29 Druid Mnst
used as the starting area in a campaign, it would be unusual to 30-31  Ettin Mnst
find tier 3 or 4 country shires. 39-33  Counterfeit Goods EXDI
Weather. 1-8 clear, 9-12 overcast, 13-16 rain, 17-19 mist, S TR e Mnst
20-25 snow. 36-37 Ghost Mnst
Friendly Locals. Adventurers gain an expertise die on Charisma 38-39 Enchanted Windmill  Expl
checks made against people local to the region. 40-41 Ghoul i
Haven. The whole of this area counts as a haven. Travelers can
always recover from fatigue and strife when taking a long rest, 42 I?: w:r:ziis orGob- gt

even when camping. ) ,
e 1. o , 43-44 End of Hibernation Expl
Journey Activities. Adventurers gain advantage on checks

] . 45-46 Griffon Mnst
made to Busk, Chronicle, Gossip, Harvest, and Rob.
47-48 Guard Squad Mnst
TABLE: COUNTRY SHIRE EXPLORING TIER 0 49-51  Stampede Expl
52-54 Harpy Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
55-57 Hobgoblin Captain Mnst
1 Axe Beak Mnst 51-52 Hawk Mnst
. 58-59 Flood Expl
2-3  Badger Mnst 53-54 Forested Hills Expl
. . 60-61 Jackalope Mnst
4-5  Bridge Of Stones Expl 55-56 Lizard Mnst
. 62-63 Jackalwere Mnst
6-7  Bandit Mnst 57-58 Noble Mnst
. . 64-65 Labyrinthine Ravines  Expl
8-9  Blink Dog Mnst 59-60 Hail Storm Expl
. 66-67 Knight Mnst
10-31  Travel Scenery pg 105 61-63  Poisonous Snake Mnst
Kobold Broodguard
32-33 Blood Hawk Mnst i =
W 6a—g5 River Dragon Mnst 68-69  r Kobold Sorcerer lTE
34-35 Centaur Mnst Wyrmling
70-71 Mushroom Ring Expl
36-37 Deer Mnst 66-67 Haze Expl
. . 72-73 Lamia Mnst
38-39 Enchanted Windmill Expl 68-70 Scarecrow Mnst
. 74-75 Manticore Mnst
40-41 Druid Mnst 71-72  Scout Mnst
. 76-77 Pests Expl
42 Faerie Dragon Mnst 73-74 Lost Item Expl
. . 78-79 Ogre Mnst
43-44 Giant Badger Mnst 75-76  Soldier Mnst
. . . 80-81 Phase Spider Mnst
45-46 End of Hibernation Expl 77-80 Public Ceremony Expl
. 82-83 Private Property Expl
Giant Poisonous 81-82  Warrior Mnst
47-48 Snak Mnst 84-85 Veteran Mnst
MELE 83-84 Wolf Mnst
. . 86-87 Warrior Band Mnst
49-50 Goblin Mnst 85-99 Social Encounter pg 103
. 88-89 Thunderstorm Expl
100  Mushroom Ring Expl
90-99 Social Encounter pg 103
100  Green Lake Expl
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TABLE: COUNTRY SHIRE
EXPLORING TIER 2

D100 ENCOUNTER TYPE

1-3
4-5
6-7
8-9
10-17
18-19
20-21
22-23
24-25
26-27
28-29
30-31
32-34
35-36
37-38
39-42
43-45
46-47

48-49

50-51

52-54
55-56
57-59
60-61

62-63
64-65
66-67
68-69
70-71

72-73

74-75

76-77
78-79
80-81
82-83
84-85
86-87
88-89
90-91
92-99

100

Alchemist
Dense Fog
Ankheg Queen
Bandit Captain
Travel Scenery
Berserker
Blackguard
Faerie Ring
Bugbear Chief
Bulette

Flash Flood
Champion Warrior
Cyclops

Green Lake
Doppelganger
Flying Lion
Hail Deluge
Griffon

Half-Red Dragon
Veteran

Living Land

High Priest

Hill Giant
Magical Overgrowth
Manticore
Owlbear

Rot Grubs
Pegasus
Revenant
Sinkhole
Scarecrow Harvester
Soldier Squad
Voracious Pests
Stone Giant
Strider

White Elk
Warrior Band
Werebear

Wild Magic Zone
Wyvern

Social Encounter

Fey Glade

Mnst
Expl
Mnst
Mnst
pg 105
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst

Mnst

Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
pg 103
Expl

TABLE: COUNTRY SHIRE
EXPLORING TIER 3

1-4

5-7
8-10
1-16
17-19

20-22
23-25

26-28

29-31
32-34
35-37
38-39
40-42
43-45
46-48
49-51
52-54
55-57
58-61
62-64
65-69

70-73

74-76
77-79
80-82
83-85
86-88
89-90
91-92
93-99
100

Adult Copper

Dragon AiE:
Blackguard Mnst
Cambion Mnst
Travel Scenery pg 105
Champion Warrior Mnst
Cyclops Mnst
Gorgon Mnst
Harpy Mnst
High Priest Mnst
Hill Giant Mnst
Choking Smoke Expl

Hobgoblin Warlord Mnst
Holy Knight Mnst
Knight Captain Mnst
Cursed Waterway Expl

Ogre Mage Mnst
Rakshasa Mnst
Roc Mnst
Endless Plummet Expl

Soldier Squad Mnst
Stone Giant Mnst

Stonetalker

Troll or Dread Troll Mnst

Fey Glade Expl

Vampire Mnst
Werebear Mnst
Wraith Mnst
Perilous Cliff Path Expl

Wyvern Mnst
Social Encounter pg 103

Hallowed Ground

TABLE: COUNTRY SHIRE

EXPLORING TIER 4

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE

1-5

6-10
1-16
17-21
22-26
27-31
32-36
37-42
43-47
48-53

55-60

61-65
66-71
72-76

77-81

82-87
88-94
95-100

Ancient Copper
Dragon

Hill Giant

Travel Scenery

Hill Giant Chief
Hobgoblin Warlord

Corrupted Druid
Grove

Holy Knight
Knight Captain
Forest Fire
Rakshasa

Stone Giant Stone-
talker

Hallowed Ground
Troll or Dread Troll
Vampire

Malfunctioning
Planar Portal

Wraith
Wraith Lord

Social Encounter

Chapter 4: Exploration

Mnst

Mnst
pg 105
Mnst
Mnst

Expl

Mnst
Mnst
Expl
Mnst

Mnst

Expl
Mnst
Mnst

Expl

Mnst
Mnst
pg 103




LEUCEL UP TriaLs & TREASURES

| Feuwond TABLE: FEYWOOD EXPLORING TIER 1
. g D100 ENCOUNTER TYPE
Hc?melt(? fa;:lr.le;, sprltes,bdrl}(fialds(,i nyIlnpfhs,l .sthyrs, alnd (;t.}Ier fey, the ; el T .
animals 1n'{l is oreslt are ho‘ an oz 37 oolis tra?ve ex fa to hrespecl;c 2-3 Bandit Captain Mnst
natur n ir . nturer rneying thr
atg e as. they go along t e. way. venturers journeying t oug 4-5  Bridge of Stones EXDI
regions like this contend with frequent combat encounters, social
] i 6-7  Berserker Mnst
encounters, and natural terrain and supernatural exploration challenges. :
h . 7 . f 8-9  Bugbear Chief Mnst
Terrains. Forest, grassland, hills, jungle, mountains, ruins,
10-17  Travel Scenery pg 105
settlement, subterranean, swamp, temple, tomb. 1515 Doooel "
o o . 5 - oppelganger nst
Tiers. Feywoods often range from tier 1 through tier 4. While REEEE
X z T 20-21 Druid Mnst
a tier 1 Feywood presents little danger other than from wildlife
22-23 Dryad Mnst

and the occasional faeries, a tier 4 Feywood might be a dangerous

3 3 ! : 24-25 End of Hib ti Expl
plane like the Dreaming, or the domain of an ancient green dragon. nd ot Hibernation xP

Weather. 1-15 clear, 16—-19 mist, 20-25 rain. 2= ol
Fey Promises. When an adventurer breaks a promise made in a ZE L hiliE
Feywood they suffer a level of strife. 30-3; Coblin Bossor Mnst

: , ! Goblin Warlock
Natural Camouflage. Adventurers gain an expertise die on

Stealth checks. 32-34 Stampede Expl
Journey Activities. When making a check to Harvest or to 35-36  Green Hag Mnst
Hunt and Gather, an adventurer rolls with advantage. 37-38  Hippogriff Mnst
39-41 Flood Expl

42 Hobgoblin Captain Mnst

TABLE: FEYWOOD EXPLORING TIER 0 43-45 Knight Mnst

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE Kobold Broodguard

1 Awakened Shrub Mnst 49-51 Haze Expl 46748 5 Kobold Sorcerer Mnst
2-3  Awakened Tree Mnst 52-54 Elk Mnst 49-51 Labyrinthine Ravines  Expl
4-5  Bridge of Stones Expl 55-56 Faerie Dragon Mnst 52-54 Manticore Mnst
6-7  Badger Mnst 57-59 Landslide Expl 55-56 Minstrel Mnst
8-17  Travel Scenery pg 105 60-61 Giant Boar Mnst 57-58 Ogre Mnst

18-19  Black Bear Mnst 62-63 Giant Owl Mnst 59-61 Mushroom Ring Expl
20-21 Blink Dog Mnst 64-66 Giant Weasel Mnst 62-63 Owlbear Mnst
22-23 End of Hibernation Expl 67-69 Lost Item Expl 64-66 Peryton Mnst
24-25 Boar Mnst 70-71  Gnoll Mnst 67-69 Pixie Mnst
26-27 Brown Bear Mnst 72-73  Ogrekin Mnst 70-71 Pests Expl
28-29 Falling Net Expl 74-75 Peryton Mnst 72-73  Satyr Mnst
30-31 Bugbear Mnst 76-77 Stampede Expl 74-75 Sprite Mnst
32-34 Centaur Mnst 78-79 Pixie Mnst 76-77 Pit Trap Expl
35-36 Forested Hills Expl 80-81 Pseudodragon Mnst 78-79 Veteran Mnst
37-38 Deer Mnst 82-83 Satyr Mnst 80-82 Warrior Band Mnst
39-41 Dire Wolf Mnst 84-85 Sprite Mnst 83-84 Quicksand Expl
42 Hail Storm Expl 86-87 Swarm of Ravens Mnst 85-86 Werewolf Mnst
43-45 Druid Mnst 88-99 Social Encounter pg 103 87-88 Thunderstorm Expl
46-48 Dryad Mnst 100  Quicksand Expl 89-99 Social Encounter pg 103
100  Faerie Ring Expl
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TABLE: FEYWOOD EXPLORINGTIER2  TABLE: FEYWOOD EXPLORINGTIER3  TABLE: FEYWOOD EXPLORING TIER 4

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE

1-3  Cursed Temple Expl 1-4  Adult Green Dragon ~ Mnst s AnEEm: Caam Mt
4-5  Alchemist Mnst 5-7  Archmage Mnst Dragon
6-7  Assassin Mnst 8-10 Banshee Mnst 6-10  Archmage Mnst
8-9  Berserker Mnst 11-16  Travel Scenery pg 105 11-16  Travel Scenery pg 105
10-17  Travel Scenery pg 105 17-19  Faerie Noble Mnst 17-21  Faerie Noble Mnst
18-19  Bugbear Chief Mnst 20-22 Gorgon Mnst 22-26 Hill Giant Chief Mnst
20-21 Centaur Mnst 23-25 Guardian Naga Mnst 5731 Corrupted Druid Expl
22-23 Chimera Mnst J6_pg Caughtin the Expl Grove
24-25 Dense Fog Expl Crossfire 32-36  Hobgoblin Warlord Mnst
26-27 Doppelganger Mnst 29-31 Hill Giant Chief Mnst 37-42 Master Assassin Mnst
28-29 Druid Mnst 32-34 Hobgoblin Warlord Mnst 43-47 Forest Fire Expl
30-31 Ettercap Mnst 35-37 Medusa Mnst 48-53 Rakshasa Mnst
32-33 Faerie Ring Expl 38-39 Choking Smoke Expl 55-60 Treant Mnst
34-35 Ettin Mnst 40-42 Night Hag Mnst 61-65 Killing Cloud Expl
36-37 Fey Knight Mnst 43-45 Ogre Mage Mnst 66-71 Troll or Dread Troll Mnst
38-39 Giant Ape Mnst 46-48 Rakshasa Mnst 72-76 Vampire Mnst
40-42 Living Land Expl 49-51 Cursed Waterway Expl 781 Malfunctioning Expl
43-44  Gnoll Demonfang Mnst 52-54  Soldier Squad Mnst Planar Portal
45-46 Gorgon Mnst 55-57 Treant Mnst 82-87 Wraith Mnst
47-48 Green Hag Mnst 58-61 Troll or Dread Troll Mnst 88-94 Wraith Lord Mnst
49-51 Magical Overgrowth  Expl 62-64 Endless Plummet Expl 95-100 Social Encounter pg 103
52-54 Mage Mnst 65-69 Unicorn Mnst
55-56 Night Hag Mnst 70-73  Vampire Mnst
57-58 Ogre Mage Mnst 74-76  Werebear Mnst
59-61 Rot Grubs Expl 77-79  Fey Glade Expl
62-63 Owlbear Mnst 80-82 Wereboar Mnst
64-65 Pegasus Mnst 83-85 Werewolf Mnst
66-67 Revenant Mnst 86-88 Wraith Lord Mnst
68-69 Voracious Pests Expl 89-90 Sunspots Expl
70-71  Shambling Mound Mnst 91-92  Wyvern Mnst
72-73  Strider Mnst 93-99 Social Encounter pg 103

74-75 Treant Mnst 100 f[\)/llalfunctioning Expl
76-77  White Elk Expl anar Portal

78-79 Troll Mnst

80-82 Unicorn Mnst

83-84 Warrior Band Mnst

85-86 Wild Magic Zone Expl

87-88 Wereboar Mnst

89-91 Wyvern Mnst

92-99 Social Encounter pg 103

100  Fey Glade Expl




LEUCEL UP TriaLs & TREASURES

. Figrg HQ"S[BDE TABLE: FIERY HELLSCAPE

EXPLORINGTIER 1
From active volcanoes to the hottest layers of Hell, these regions are
dominated by red-hot lava flows and flaming geysers. Adventurers 1-2  Ankheg Mnst
journeying through these regions can expect to encounter many 3-4  Banshee Mnst
natural terrain challenges and dangerous creatures. 5-6  Bearded Devil Mnst
Terrains. Desert, laboratory, mountains, ruins, subterranean, 7-8  Darkmantle Mnst
temple, tomb. 9-10  Dretch Mnst
Tiers. These regions lend themselves towards danger and are 11-12  Ghast Mnst
usually tier 3 or tier 4. A higher tier Fiery Hellscape might be found 13-21 Travel Scenery pg 105
on a plane of elemental fire or the volcanic domain of a red dragon. 22-23  Ghost Mnst
Lower tier versions of these regions are rare, but might be found 24-25  Ghoul Mnst
naturally occurring in some places. 26-27 Giant Scorpion Mnst
Weather. Uncomfortably warm. e e
Hot. Traveling at faster than a slow pace is dangerous in the
. Goblin Boss or
region’s hot temperatures, and adventurers that do so suffer a level 30-31 = Jblin Warlock Mnst
of fatigue whe.n taking a long rest (even if they havle SupPly). The T — Mnst
use of appropriate rn.ounts (su.ch as camels) and keeping a light pack 3536 Imp Mnst
(less than half carrying capacity) allow for adventurers to travel as
fast as a normal pace without suffering fatigue during a long rest. 37-38 Efigtjo?;%z‘:f:fgf Mnst

Unquenchable Thirst. Twice the usual amount of Supply is
k . 39-41 Labyrinthine Ravines  Expl
required when taking a long rest.

Journey Activities. Checks to Harvest or Hunt and Gather are 42743 Lemure Mnst
made at disadvantage. It is not possible to Busk. 44-46  Lemure Band Mnst
47-48 Malcubus Mnst
49-51 Minotaur Mnst
TABLE: FIERY HELLSCAPE EXPLORING TIER O 52-54 Nightmare Mnst
D100 ENCOUNTER TYP J1I00 ENCOUNTER TYPE 55-56 Ogre Mnst
1-3  Ankheg Spawn Mnst 54-56 Hyena® Mnst 57-58 Ogre Zombie Mnst
4-5  Axe Beak Mnst 57-59 Imp Mnst 60-61 Pests Expl
6-8 Bat® Mnst 60-62 Lost Item Expl 62-63 Phase Spider Mnst
9-10  Cockatrice Mnst 63-64 Jackal Mnst 64-66 Quasit Mnst
11-12  Cutthroat Mnst 66-67 Kobold Mnst 67-69 Shadow Mnst
13-26  Travel Scenery pg 105 68-69 Lemure Mnst 70-71  Shadow Demon Mnst
27-29 Death Dog Mnst 70-72  Lizard® Mnst 72-73  Thunderstorm Expl
30-32 Dretch Mnst 73-75 Ogrekin Mnst 74-75  Skeletal Champion Mnst
33-35 Dust Mephit Mnst 76-78 Poisonous Snake® Mnst 76-77 Skeleton Horde Mnst
36-38 Giant Fire Beetle Mnst 79-81 Sea of Sand Expl 78-79 Specter Mnst
39-40 Ghoul Mnst 82-83 Pteranodon Mnst 80-81 Wight Mnst
41-43 Haze Expl 84-85 Skeleton Mnst 82-83 Zombie Horde Mnst
44-46 Giant Wasp Mnst 86-88 Spider® Mnst 84-85 Zombie Knight Mnst
47-48 Gnoll Mnst 89-90 Zombie Mnst 86-90 Quicksand Expl
49-50 Goblin Mnst 91-99  Social Encounter pg 103 91-99  Social Encounter pg 103
51-53  Harpy Mnst 100  Labyrinthine Ravines ~ Mnst 100  Cursed Temple Expl

¢ On an odd result, use the giant version of
this creature instead.
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TABLE: FIERY HELLSCAPE TABLE: FIERY HELLSCAPE
EXPLORING TIER 2 EXPLORING TIER 3
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1-3  Ankheg Queen Mnst 1-3  Bridge of Sorrow Expl
4-5  Acid Field Expl 4-6  Barbed Devil Mnst
6-7  Cursed Temple Expl 7-10  Blackguard Mnst
8-9  Barbed Devil Mnst 11-18  Travel Scenery pg 105
10-17  Travel Scenery pg 105 19-21  Bone Devil Mnst
18-19  Bearded Devil Mnst 22-23  Cambion Mnst
20-21 Blackguard Mnst 24-26 Ezragsgsf;'icr:an the Expl
22-23 Dense Fog Expl
24-25 Enchanted Statue Expl 27-29  Chain Devil Mnst
26-27 Bone Devil Mnst 30-32  Erinyes Mnst
28-29 Cambion Mnst 33-35 Choking Smoke Expl
30-31 Flimsy Rope Bridge Expl 36-38 Glabrezu Mnst
32-34  Chain Devil Mnst 39-40 Hell Hound Mnst
35-36 Glabrezu Mnst 41-43  Cursed Waterway Expl
37-38 Green Lake Expl 44-46 Hezrou Mnst
39-42 Hail Deluge Expl 47-49 Horned Devil Mnst
43-45  Gnoll Demonfang Mnst 50-52 Endless Plummet Expl
46-48 Hell Hound Mnst 53-55  Fire Giant Mnst
49-51 Lethal Outgassing Expl 56-58 Ice Devil Mnst
52-54 Hezrou Mnst 59-61 Lifeless Desolation Expl TABLE: FIERY HELLSCAPE
55-56 Khalkos Mnst 62-64 Khalkos Mnst EXPLORING TIER 4
57-58 Marsh Gas EXPI 65-69 Malcubus Mnst D100 ENCOUNTER TYPE |
590-61 Rot Grubs Expl 70-73  Primordial Tornado Expl -5 Balor Mnst
62-63 Khalkos Spawn Mnst 74-76  Minotaur Mnst 6-10 (Cgl:;?neg g/ri]leVariant) Mnst
64-66 Malcubus Mnst 77-79  Minotaur Champion =~ Mnst
67-69 Sandstorm Expl — Sphere of Annihi- Expl 11-16  Travel Scenery pg 105
lation L ;
70-71 Minotaur Mnst 83-85 Nalfesh M 2 S ki
22-73  Nieht Ha Mnst - alreshnee nst 22-26 Horned Devil Mnst
. s 5= Wt e e 27-31 Divine War Expl
74-75 Shattered Earth Expl RoRs oS Exol
SR Exol - unspots *p 32-36 Ice Devil Mnst
P 91-92 Rakshasa Mnst 37-42  Khalkos Mnst
78-79 Nightmare Mnst
9 e i s 43-47 God Corpse Expl
80-81 Shadow Demon Mnst 95-99 Social Encounter pg 103
82-83 Voracious Pests Expl B L SR Mnst
100 Malfunctioning EXpl 55-60 Lich Mnst
84-85 Swarm of M Planar Portal
~8> Khalkos Spawn nst 61-65 Hellscape Expl
86-87 Vrock Mnst 66-71 Marilith Mnst
88-93  Wild Magic Zone Expl e helEsines s
94-99  Social Encounter pg 103 ncipilineiciond 23
100  Choking Smoke Expl G2ET Pl s
88-94 Rakshasa Mnst
Malfunctioning
95-98 Planar Portal el
99-100 Social Encounter pg 103
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Flowing River

Rivers can provide a convenient and fast way to travel. Encounters

are less frequent, and the journey is less arduous.

Terrains. Any; most river regions extend from at least one
region into one or more other regions.

Tiers. It’s unusual (although not impossible) for rivers to be
above tier 2.

Weather. 1-8 clear, 9-12 overcast, 13-16 rain, 17-19 mist,
20-25 snow.

Vebhicles. Adventurers move at the speed of their water vehicles.

Journey Activities. Adventurers gain advantage on Survival
checks made to Hunt and Gather due to abundant fishing oppor-
tunities. Checks made to Hide Tracks automatically succeed, and
those made to Track automatically fail. It is not possible to Busk.

TABLE: FLOWING RIVER
TABLE: FLOWING RIVER EXPLORING TIER O EXPLORING TIER 1

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1-3  Aboleth Thrall Mnst 49-51 Pirate Mnst 1-5  Aboleth Thrall Mnst
(Bandit Variant) .
4-6  Crab® Mnst 6-10  Black Pudding Mnst
. 52-54 Poisonous Snake® Mnst
| 7-10  Crocodile Mnst 11-20  Travel Scenery pg 105
55-57 Haze Expl
11-22  Travel Scenery pg 105 21-25  Gelatinous Cube Mnst
58-61 Quipper Mnst
23-25 Flumph Mnst 26-30 Ghost Mnst
. 62-64 Sahuagin Mnst
26-28 Giant Frog Mnst 31-35 Labyrinthine Ravines  Expl
| e o 65-69 Spark Mephit Mnst
- iant Toa ns
. 70-73  Lost Item Expl ECRICIIE - oy =L
32-34 Counterfeit Goods Expl or Kobold Sorcerer
74-76 Swarm Of M
35-37 Gray Ooze Mnst - Poisonous Snakes nst 41-45 Merfolk Mnst
38-39 Kobold Mnst 77-79  Swarm Of Quippers  Mnst 46-50 Pests Expl
40-42  Merfolk Mnst 80-82 Will-O-Wisp Mnst 51-55  Merfolk Knight Mnst
43-45  Hail Storm Expl 83-85 Public Ceremony Expl 56-60 Merrow Mnst
46-48 Ochre Jelly Mnst 86-99 Social Encounter pg 103 61-65 Private Property Expl
100  Labyrinthine Ravines  Expl 66-70 Ochre Jelly Mnst
¢ On an odd result, use the giant version o, i i i
b J g f 71-75  Pirate Captain (Bandit Mnst
this creature instead. Captain Variant)
76-80 Thunderstorm Expl
81-85 Sahuagin Mnst
86-90 Will-O-Wisp Mnst
91-99  Social Encounter pg 103
100  River Rapids Expl
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TABLE: FLOWING RIVER

EXPLORING TIER 2
1-4  Bunyip Mnst
5-7  Chuul Mnst
8-17  Travel Scenery pg 105
18-20 Ghost Mnst
21-24  Giant Crocodile Mnst
25-28 Cursed Temple Expl
20-31 gli::]te\r’:/taatler Mnst
32-34 Hydra Mnst
35-37 Dense Fog Expl
38-39 Merfolk Knight Mnst
40-42 Merrow Mage Mnst
43-45 Green Lake Expl
46-48 Revenant Mnst
49-51 Sahuagin Champion Mnst
52-54 Hail Deluge Expl
55-57  Scrag (Troll Variant) Mnst
oo el
62-64 Marsh Gas Expl
os-s WTERACH
70-72 Water Elemental Mnst
73-76 River Rapids Expl
77-79  Will-O-Wisp Mnst
80-82 Young River Dragon Mnst
83-85 Voracious Pests Expl
86-99 Social Encounter pg 103
100  Sunspots Expl

TABLE: FLOWING RIVER
EXPLORING TIER 3

D100 ENCOUNTER TYPE

1-5
6-10
1-19

20-24
25-29
30-34

35-39

40-44

45-49

50-54
55-59

60-64

65-69
70-74
75-79
80-84
85-89
90-99

100

Aboleth

Adult Bronze Dragon
Travel Scenery

Adult River Dragon
Champion Warrior
Chuul

Caught in the
Crossfire

Marid

Merclops
(Cyclops Variant)

Merfolk Knight

Cursed Waterway

Pyrohydra
(Hydra Variant)

Roc

Sahuagin Champion
Sunspots

Scrag (Troll Variant)
Storm Giant

Social Encounter

Malfunctioning
Planar Portal

Mnst
Mnst
pg 105
Mnst
Mnst
Mnst

Expl
Mnst
Mnst

Mnst
Expl

Mnst

Mnst
Mnst
Expl
Mnst
Mnst
pg 103

Expl

TABLE: FLOWING RIVER

EXPLORING TIER 4

D100 ENCOUNTER TYPE

1-5
6-14
15-18

19-22

23-29

30-36

37-43

44-52
53-59
60-66
67-73
74-80
81-87

88-94

95-100

Aboleth
Travel Scenery

Adult Gold Dragon

Ancient Bronze
Dragon

Divine War

Ancient River
Dragon

Ancient Aboleth
(Aboleth Elite)

God Corpse
Dragon Turtle
Marid

Killing Cloud
Marid Noble (Elite)

Storm Giant

Malfunctioning
Planar Portal

Social Encounter

Chapter 4: Exploration

Mnst
pg 105
Mnst

Mnst
Expl

Mnst

Mnst

Expl
Mnst
Mnst

Expl
Mnst
Mnst

Expl

pg 103




LEUCEL UP TriaLs & TREASURES

. Frozen Wastes TABLE: FROZEN WASTES

EXPLORING TIER 1
Endless fields of white and imposing mountains stretching towards D100 ENCOUNTER TYPE
the sky fill this icy land, and though it is rather devoid of life it is a 1-4  Bandit Captain Mnst
place of great peril. Adventurers journeying through this region have 5-8  Berserker Mnst
to overcome many natural terrain and weather event exploration 9-12  Druid Mnst
challenges, and perhaps a few combat or social encounters. 13-20 Travel Scenery pg 105
Terrains. Arctic, hills, mountains, ruins, subterranean, temple, 21-24  Ghast Mnst
tomb, water. 25-28 Ghost Mnst
Tiers. Arctic-like tundra can range from tier 2 to tier 4 depending 29-32  Ghoul Mnst
on the severity of its climate. 33-36 Labyrinthine Ravines Expl
Weather. 1-6 clear, 7-12 overcast, 13-25 snow. .
; . ] " 37-40 Goblin Boss or M
Chilly. Without the proper gear or magic to survive the cold - Goblin Warlock nst
temperatures (see Survival Gear in Chapter 4: Equlpme.nt, in the 41-44  Harpy Mnst
Adventurer’s Guide), an adventurer suffers a level of fatigue when
i 1 Py : s I 45-48 Kobold Broodguard Mnst
taking a long rest in this environment (even if it has Supply). o albalhl Serearar
rney Activities. Adventurers gain n n Survival
Journey Activities. Adve t1.1 ers ga advg tage on Surviva e a—— Expl
checks made to find a target using tracks left in the snow. Checks :
h ] y . 53-56 Manticore Mnst
made to hide tracks have disadvantage. It is not possible to Busk. i
57-60 Ogrekin Mnst
TABLE: FROZEN WASTES EXPLORING TIER O 61-64 Scout .
D100 ENCOUNTER TYPE @100 ENCOUNTER Wl 6568 PitTrap 23]
-3 Bandit Mnst 53-55 Hail Storm Expl 69-72 (S;C:\;v:;fgw Variang  Mnst
4-6  Berserker Mnst 56-58 Ogrekin Mnst
7-9  Blood Hawk Mnst 59-61 Polar Bear Mnst 73-76  Warrior Band e
10-18 Travel Scenery pg 105 62-64 Saber-Toothed Tiger =~ Mnst 77-80  Wight .
19-21  Dire Wolf Mnst  65-67 Haze Expl 81-84 Thunderstorm Expl
22-24  Druid Mnst  68-70 Scout Mnst | 85786 WinterWolf s
25-27 Elk Mnst Snowman 87-90 Yeti Mnst
28-30 Blinding Blizzard Expl n-r3 (Scarecrow Variant) Mnst 91-99 Social Encounter pg 103
31-33  Ghoul Mnst  74-76 Warrior Mnst I00R\PensEifog 23]
34-36 Giant Elk Mnst 77-79 Landslide Expl
37-39 Goblin Mnst 80-82 Wolf Mnst
40-42 Bridge Of Stones Expl 83-85 Worg Mnst
43-45 Harpy Mnst 86-88 Lost Item Expl
46-48 Ice Mephit Mnst 89-99 Social Encounter pg 103
49-52 Kobold Mnst 100  Labyrinthine Ravines  Expl

74



TABLE: FROZEN WASTES
EXPLORING TIER 2

D100
1-3
4-5
6-7
8-15
16-17

18-19

20-21
22-23
24-25
26-27
28-29
30-31
32-34
35-36
37-38
39-42
43-45
46-48
49-51
52-54
55-56
57-59
60-61
62-63
64-66

67-69

70-71
72-73
74-75
76-77
78-79
80-81
82-83
84-85
86-87
88-89
90-91
92-99
100

ENCOUNTER
Cursed Temple
Blackguard
Champion Warrior
Travel Scenery

Frost Giant

Elktaur
(Centaur Variant)

Dense Fog

Frost Giant

Ghast

Flimsy Rope Bridge
Ghost

Ghoul

Green Lake
Mammoth
Manticore

Hail Deluge
Medusa

Ogre

Magical Overgrowth
Remorhaz Spawn
Revenant

Rot Grubs

Scout

Strider

Shattered Earth

Tundra Chimera
(Chimera Variant)

Warrior Band
Sinkhole

Werebear

Wight

Treacherous Tundra
Winter Hag
Wyvern

Voracious Pests
Yeti

Young White Dragon
White Elk

Social Encounter

Cursed Waterway

Expl

Mnst AN

Mnst \' \
pg 105

Mnst

Mnst

Expl

Mnst

Mnst

Expl

Mnst

Mnst

Expl

Mnst

TABLE: FROZEN WASTES

Mnst  EXPLORING TIER 3

Mnst 1—a Abonimable
Mnst Snowman (Yeti Elite)
Expl 5-7  Adult White Dragon
Mnst 8-13  Travel Scenery
Mnst 14-17  Blackguard

Expl 18-21 Champion Warrior
Mnst 22-25 Bridge Of Sorrow
Mnst 26-29 Frost Giant

Expl 30-33 Frost Giant Jarl
Mnst 34-37 Cursed Waterway

38-41 Harpy

Mnst 42-45 Medusa

Expl 46-49 Endless Plummet
Mnst 50-53 Medusa Queen
Mnst 54-57 Ogre Mage

Expl 58-61 Hoar Frost

Mnst 62-65 Remorhaz

Mnst 66-69 Remorhaz Spawn
Expl 70-73 Lifeless Desolation
Mnst 74-77 Werebear

Mnst 78-81 Winter Hag

Expl  83-85 Perilous Cliff Path
PE103  g6-89 Wyvern

Expl  90-92 Vet

93-99 Social Encounter
100  Hallowed Ground

Mnst

Mnst
pg 105
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
pg 103
Expl

TABLE: FROZEN WASTES
EXPLORING TIER 4

D100 ENCOUNTER TYPE

1-4

5-12

13-18
19-26
27-31
32-42
43-47
48-60
61-65
66-76

77-81

82-94
95-100

Corrupted Druid
Grove

Ancient White
Dragon

Travel Scenery
Frost Giant
Divine War

Frost Giant Jarl
God Corpse
Remorhaz
Hallowed Ground

Remorhaz Spawn

Malfunctioning
Planar Portal

Winter Hag

Social Encounter

Expl

Mnst

pg 105
Mnst
Expl
Mnst
Expl
Mnst
Expl
Mnst

Expl

Mnst
pg 103
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LEUCEL UP TriaLs & TREASURES

. Haunted Lands TABLE: HAUNTED LANDS

EXPLORING TIER 1

Settlements that have suffered a curse, or areas which are home to D100 ENCOUNTER TYPE

powerful undead beings, typically have effects that spread far from the 1-3  Animated Armor Mnst
source bringing woe to the people living nearby and attracting prowling 4-5  Bandit Captain Mnst
monsters and ominous signs. Adventurers journeying through regions 6-7  Banshee Mnst
like this have plenty of combat encounters, some social encounters, 8-9  Basilisk Mnst
and many circumstance or supernatural exploration challenges. 10-11  Black Pudding Mnst
Terrains. Any. 12-19  Travel Scenery pg 105
Tiers. Haunted lands are often higher tier areas. The corrupted 18-19  Cult Fanatic Mnst
realm surrounding a dread knight’s castle or a county ruled over 20-21 Cutthroat Mnst
by a sinister vampire would likely be tier 3 or higher. 2223 Doppelganger Mnst
Weather. 1-5 clear, 6-10 overcast, 11-15 foggy, 16-25 rain. 24-25  Ettercap Mnst
Bleak Light. All light sources illuminate only half the area they . Mnst
would normally cover. 28-29 Mushroom Ring Expl
Night Terrors. It is difficult to get a restful night’s sleep in this 30-31 Gargoyle -
area. Adventurers make a Wisdom saving throw against the regioTl’s . Mnst
journey activity DC when taking a long rest or suffer a level of strife. B ———— Mnst
Suspicious Minds. The people who inhabit this area are wary
and suspicious of strangers. Adventurers have disadvantage on 36737 Ghost Mnst
38-39 Ghoul Mnst

Charisma checks made against people local to the region.
Journey Activities. The Entertain activity is made with disad- Apes)  SCLEEEEr Mnst
Goblin Warlock

vantage. The Pray activity is made with disadvantage if your deity

has the Good alignment. 42743 Green Hag Minst
44-46 Pests Expl
TABLE: HAUNTED LANDS EXPLORING TIER O 47-48 Grick Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE 49-50 Grimlock Mnst
1-3  Bandit Mnst 54-56 Lizard® Mnst 51-52 Intellect Devourer Mnst
4-5  Cockatrice Mnst 57-59 Haze Expl
6-7  Cultist Mnst 60-61 Mimic Mnit >34 Efigtjolﬁ;%z?’g::‘f Mnst
8-9  Cutthroat Mnst 62-63 Ochre Jelly Mnst 55-56 Mimic Mnst
10-19  Travel Scenery pg 105 64-65 Ogrekin Mnst 57-58 Mummy Mnst
20-21 Ettercap Mnst 66-68 Poisonous Snake® Mnst 59-61 Pit Trap Expl
22-23 Gelatinous Cube Mnst 67-69 Lost Item Expl 62-63 Ochre Jelly Mnst
24-25 Ghoul Mnst 70-72 Ratg Mnst 64-66 Ogre Mnst
26-27 Giant Centipede Mnst 73-74 Shadow Mnst 67-68 Ogre Zombie Mnst
28-29 Counterfeit Goods Expl 75-77 Skeleton Mnst 69-70 Phase Spider Mnst
30-31 Giant Wolf Spider Mnst 78-80 Spider® Mnst 71-72  Shadow Mnst
32-33 Goblin Mnst 79-81 Public Ceremony Expl 73-74  Skeletal Champion Mnst
34-35 Gray Ooze Mnst Swarm of 75-76  Private Property Expl
36-37 Grick Mnst 82784 poisonous Snakes Mnst 77-78  Skeleton Horde Mnst
38-42 Grimlock Mnst 85-86 Swarm of Rats Mnst 79-80 Specter Mnst
43-45 Enchanted Windmill Expl 87-89 Wererat Mnst 81-82 Walking Statue Mnst
46-48 Hyena® Mnst 90-92 Zombie Mnst 83-84 Wererat Mnst
49-50 Jackal Mnst 92-99 Social encounter pg 103 85-86 Thunderstorm Expl
51-53  Kobold Mnst 100  Thunderstorm Expl 87-88 Zombie Horde Mnst
¢ On an odd result, use the giant version of 89-91 Zombie Knight Mnst
this i 92-99 Social Encounter pg 103
100  Cursed Temple Expl
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TABLE: HAUNTED LANDS TABLE: HAUNTED LANDS TABLE: HAUNTED LANDS
EXPLORING TIER 2 EXPLORING TIER 3 EXPLORING TIER 4

1-4  Air Elemental® Mnst 1-3  Bridge of Sorrow Expl 1-4  Adult Gold Dragon Mnst
5-7  Bandit Captain Mnst 4-6  Banshee Mnst 5-10  Travel Scenery pg 105
8-13  Travel Scenery pg 105 5-7  Blackguard Mnst =14 g:;:;r:]t Emerald Mnst
14-15  Blackguard Mnst 8-10  Cambion Mnst
16-17  Black Pudding Mnst 11-16  Travel Scenery pg 105 15718 Clay Guardian . Minst
Corrupted Druid
18-19  Cambion Mnst 17-19  Clay Guardian Mnst 19-21 < e Expl
20-21 Cursed Temple Expl 20-22 Cyclops Myrmidon Mnst 22-25 Demilich Mnst
22-23 Clay Guardian Mnst 23-25 Drider Mnst 26-29 Dread Knight Mnst
24-25 Cyclops Mnst 26-28 Choking Smoke Expl 30-33 Divine War Expl
26-27 Drider Mnst 29-31 Forgotten God Mnst Elder Vampire
28-29 Enchanted Statue Expl 32-34 Guardian Naga Mnst 34731 (Vampire Elite) Mnst
30-32 Earth Elemental® Mnst 35-37 Iron Guardian Mnst 38-41 Empyrean Mnst
33-35 Ettin Mnst 38-39 Cursed Waterway Expl 42-45 God Corpse Expl
36-38 Fire Elemental® Mnst 40-42 Mummy Lord Mnst 46-49 Lich Mnst
39-40 Faerie Ring Expl 43-45 Night Hag Mnst 50-53 Mummy Lord Mnst
41-42  Flesh Guardian Mnst 46-48 Ogre Mage Mnst 54-57 Hallowed Ground Expl
43-44 Ghast Mnst 49-51 Endless Plummet Expl 58-61 Stone Guardian Mnst
45-46 Ghost Mnst 52-54  Sphinx Mnst 62-65 Troll or Dread Troll Mnst .
47-48 Living Land Expl 55-57 Spirit Naga Mnst 66-69 Hellscape Expl
49-51 Ghoul Mnst 58-61 Stone Guardian Mnst 70-73 Vampire Mnst
52-54  Grick® Mnst 62-64 Fey Glade Expl 76-79 Vampire Spawn Mnst
55-56 Grimlock Mnst 65-68 Troll or Dread Troll Mnst 80-83 Killing Cloud Expl
57-59 Magical Overgrowth Expl _ 84-87 Wraith Mnst
60-61 lntjlect Devogurer Mnit 6971 gt)c'i‘tgﬁ%griant) Mnst 88-91 Wraith Lord Mnst
62-63 Mage Mnst 72-73 Vampire Mnst Malfunctioning
64-65 Mummy Mnst 74-76  Lifeless Desolation Expl 92795 planar Portal Expl
66-67 Rot Grubs Expl 77-79  Vampire Spawn Mnst 96-100 Social Encounter pg 103
68-69 Night Hag Mnst  80-82 Werewolf Mnst .
70-71 Ogre Mage Mnst 83-85 Wraith Mnst
72-73 Revenant Mnst
74-75 Voracious Pests Expl 86-88 Zﬂ?ﬁ;ﬁaﬁo" Expl
76-77 Shield Guardian Mnst 89-90 Wraith Lord Mnst
78-79  Skeletal Warhorse Mnst 91-92 Zombie Dragon Mnst
80-81 Spirit Naga Mnst 93-95 Sunspots Expl
82-83 White Elk Expl 93-99 Social Encounter pg 103
84-85 Stone Guardian Mnst 100 Malfunctioning Expl
86-88 Water Elemental® Mnst Planar Portal
89-90 Werewolf Mnst
91-92  Wild Magic Zone Expl
93-99 Social Encounter pg 103
00 A haton =

¢ On an odd result, use the giant version of
this creature instead.




LEUCEL UP TriaLs & TREASURES

. loftu Mﬂuntaiﬂs TABLE: LOFTY MOUNTAINS

EXPLORING TIER 1
Legends from all over the realm speak of remote passes, cataclysmic
conflicts and relics of fell power within the ancient ruins of temples 1-2  Allosaurus Mnst
to defeated evils, the graves of terrible warlords, and sites of unspeak- 3-4  Azer Mnst
able rituals. Adventurers journeying through this region have few 5-6  Bandit Captain Mnst
social encounters, a moderate amount of combat encounters, and 7-8  Basilisk Mnst
many constructed terrain, natural terrain, and supernatural explo- 9-10  Bugbear Mnst
ration challenges. 11-17  Travel Scenery pg 105
Terrains. Arctic, hills, jungle, mountains, ruins, settlement, 18-19  Ettin Mnst
subterranean, temple, tomb. 20-21 Flying Lion Mnst
Tiers. 1dyllic mountain ranges might be tier 1, while cliffs and 2223 Gargoyle Mnst
crags ruled over by an ancient dragon would be tier 4. o E e Mnst
Weather. 1-8 clear, 9-12 overcast, 13—-16 mist, 17-18 rain, B — e
19-25 snow. )
Climbable. The terrain offers numerous footholds and pitted 28-29 Esg;IgI-Repalred Expl
surfaces. Adventurers gain an expertise die on checks made to climb. B —— Mnst
High Altitude. Breathing air gets harder at altitudes of 10,000
; 32-33  Gnoll Mnst
feet or higher above sea level, and adventurers not used to the
reduced oxygen tire easily. Every hour spent traveling at high 34-35 ggg::: S\lersl(;)crk Mnst
altitude counts as 2 hours of travel for the purposes of travel )
pace. For example, after 4 hours of travel a creature makes 36737 Grick Minst
forced march checks every half hour.
After spending 30 days or longer at high altitude an adventurer
becomes acclimated to it and can travel normally. Altitudes above
20,000 feet can only be acclimated to by creatures native to the
environment.
Mountsbane. Travel time is doubled for mounts and pack animals.
TABLE: LOFTY MOUNTAINS EXPLORING TIER O
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1-3  Blinding Blizzard Expl 38-42 Goblin Mnst 75-76 Pseudodragon Mnst
4-5  Bandit Mnst 43-45 Gray Ooze Mnst 77-78  Pteranodon Mnst
6-7  Berserker Mnst 46-48 Grick Mnst 79-80 Swarm Of Bats Mnst
8-9  Black Bear Mnst 49-51 Hail Storm Expl 81-82 Lost Item Expl
10-19  Travel Scener 105 52-54 Har Mnst
20-21 Blood Hawk ' P!\inst 55-57 Ha\:lzl Mnst 83784 ?)\‘/’viasgnr:"o”z Snakes Mnst
22-23 Brown Bear Mnst 58-60 Kobold Mnst 84-86 Wolf® Mnst
24-26 Eagle Mnst 61-63 Haze Expl . i
27-28 Brigdgi of Stones Expl 64-66 Pegasus MnF;t §7-88 -FFS'::‘IZI repared Expl
29-31 Gnoll Mnst 67-69 Peryton Mnst 89-90 Worg Mnst
32-34 Goat® Mnst 70-72  Poisonous Snake® Mnst 91-99  Social Encounter pg 103
35-37 End of Hibernation Expl 73-74  Landslide Expl 100  Thunderstorm Expl

¢ On an odd result, use the giant version of
this creature instead.
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TABLE: LOFTY MOUNTAINS '

TABLE: LOFTY MOUNTAINS EXPLORING TIER 1 (CONTINUED) EXPLORING TIER 3
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
38-39 Griffon Mnst 64-65 Pit Trap Expl 1-4  Bridge of Sorrow Expl
40-41 Labyrinthine Ravines  Expl 66-67 Ogrekin Mnst Adult Copper
42-43  Guard Mnst 68-69 Owlbear Mnst > Dragon Mnst
Half-Red 70-71 Peryton Mnst 8-10  Adult Earth Dragon Mnst
a4 Dragon Veteran Mnst 72-73  Phase Spider Mnst 11-16  Travel Scenery pg 105
46-47 Harpy Mnst 74-75 Pugilist Mnst 17-19  Adult Silver Dragon Mnst
48-49 Hell Hound Mnst 76-79 Thunderstorm Expl 20-22 Ascetic Grandmaster ~ Mnst
50-51 Hippogriff Mnst 80-81 Scout Mnst i
52-53 Pel:fs : Expl 82-83 Soldier Mnst 23725 E?gsg:;?rlen ! Expl
54-55 Hobgoblin Mnst 84-85 Veteran Mnst 26-28 Cloud Giant Noble Mnst
56-57 Knight Mnst 86-87 Warrior Mnst 29-31 Cyclops Myrmidon Mnst
Kobold Broodguard 88-89 Warrior Band Mnst 32-34 Choking Smoke Expl
>89 or Kobold Sorcerer Mnst 90-91 Werewolf Mnst Dread Troll
35-37 . Mnst
60-61 Magmin Mnst 92-99 Social Encounter pg 103 (Troll Variant)
62-63 Manticore Mnst 100  Rockfall Expl 38-40 Efreeti Mnst
41-43  Cursed Waterway Expl
44-46 Fire Giant Mnst
TABLE: LOFTY MOUNTAINS EXPLORING TIER 2 47-49  Frost Giant Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE 50-52 Endless Plummet Expl |
1-2  Air Elemental® Mnst 52-53  Rockfall Expl 53-55 Hill Giant Chief Mnst
3-4  Allosaurus Mnst 54-55 Hobgoblin Captain Mnst 56-58 Hobgoblin Warlord Mnst
5-6  Cursed Temple Expl 56-57 Manticore Mnst 59-61 Lifeless Desolation Expl
7-8  Azer Forgemaster Mnst 58-59 Rot Grubs Expl 62-64 Medusa Queen Mnst
9-10  Bandit Captain Mnst 60-61 Medusa Mnst 65-69 Ogre Mage Mnst
11-17  Travel Scenery pg 105 62-63 Ogre Mnst 70-73  Perilous Cliff Path Expl
18-19  Blackguard Mnst 64-65 Shattered Earth Expl 74-76  Purple Worm Mnst
20-21 Bugbear Chief Mnst 6667 Q\,\',”Dear Recluse i 77-79 Remorhaz Mnst
22-23 Dense Fog Expl (Elite) so_gy Sphereof Exol
24-25 Bulette Mnst 68-69 Remorhaz Spawn Mnst Annihilation g
26-27 Chimera Mnst 70-71 Treacherous Tundra Expl 83-85 Roc Mnst
28-29 Flimsy Rope Bridge Expl 72-73  Roc Juvenile Mnst Stone Giant
30-31 Cloud Giant Mnst 74-75 Soldier Squad Mnst 86788 Stonetalker Minst
32-33  Cyclops Mnst 76-79 Voracious Pests Expl 89-90 Sunspots Expl
34-35 Green Lake Expl 80-81 Stone Giant Mnst 91-92 Wraith Mnst
36-37 Fire Elemental® Mnst 82-83 Troll Mnst 93-99 Social Encounter pg 103
38-39 Frost Giant Mnst 84-85 White Elk Expl 100 Malfunctioning Expl
40-41 Hail Deluge Expl 86-87 Warrior Band Mnst Planar Portal
42-43  Gnoll Demonfang Mnst 88-89 Wyvern Mnst
44-45  Grick® Mnst 90-91 Wild Magic Zone Expl
46-47 Lethal Outgassing Expl 92-99 Social Encounter pg 103
48-49 Guard Squad Mnst 100  Choking Smoke Expl
50-51 Hill Giant Mnst ¢ On an odd result, use the giant version of

this creature instead.
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TABLE: LOFTY MOUNTAINS

EXPLORING TIER 4

D100 ENCOUNTER TYPE

1-4

1-16
17-19
20-22
23-25
26-28
29-31
32-34
35-37
38-40
41-43
44-46
47-49
50-52
53-55
56-58
59-61
62-64

65-69

70-73
74-76
77-79
80-82
83-85
86-88

89-91

92-94
95-100

Adult Red Dragon

Ancient Copper
Dragon

Ancient Earth
Dragon

Travel Scenery

Arcane Blademaster

Ascetic Grandmaster

Cloud Giant
Divine War
Cloud Giant Noble
Dread Knight
Efreeti

God Corpse
Efreeti Noble
Fire Giant

Frost Giant
Hallowed Ground
Frost Giant Jarl
Hill Giant Chief
Remorhaz
Hellscape

Stone Giant
Stonetalker

Storm Giant

Troll or Dread Troll
Killing Cloud
Vampire

Vampire Spawn
Wraith

Malfunctioning
Planar Portal

Wraith Lord

Social Encounter

Mnst

Mnst

Mnst

pg 105
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Expl

Mnst

Mnst
Mnst
Expl

Mnst
Mnst
Mnst

Expl

Mnst
pg 103
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Open Roads

Well-traveled roads with wide tracks, and plentiful inns, villages, and

other stopping points along the way make some journeys less arduous
than others. Adventurers journeying along country roads have many
social encounters, combat encounters with NPCs or the occasional wild
beast, and circumstance and constructed terrain exploration challenges.
Terrains. Any; most road regions extend from at least one region
into one or more other regions.
Tiers. It’s unusual (although not impossible) for open roads to be
above tier 2.
Weather. 1-8 clear, 9-12 overcast, 13-16 rain, 17-19 mist,
20-25 snow.
Fast Travel. Adventurers move one mile per hour faster when
traveling along open roads.

TABLE: OPEN ROADS EXPLORING TIER O

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1 Awakened Shrub Mnst 43-45 Lizard Mnst
2-3  Bandit Mnst 46-48 Hail Storm Expl
4-5  Counterfeit Goods Expl 49-51 Ogre Zombie Mnst
6-7  Cockatrice Mnst 52-54  Poisonous Snake Mnst
8-9  Cult Fanatic Mnst 55-57 Haze Expl
10-19  Travel Scenery pg 105 58-60 Rat Mnst
20-21 Cultist Mnst 61-63 Skeleton Mnst
22-23 Ettercap Mnst 64-66 Landslide Expl
24-25 Enchanted Windmill Expl 67-69 Specter Mnst
26-27 Ghoul Mnst 70-71  Swarm Of Rats Mnst
28-29 Giant Spider Mnst 72-73  Lost Item Expl
30-31 End of Hibernation Expl 74-75 Wererat Mnst
32-34 Giant Wolf Spider Mnst 76-77 Zombie Mnst
35-37 Goblin Mnst 78-79  Public Ceremony Expl
38-41 Falling Net Expl 80-99 Social Encounter pg 103
42 Kobold Mnst 100  Pests Expl
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TABLE: OPEN ROADS TABLE: OPEN ROADS TABLE: OPEN ROADS |
EXPLORING TIER 1 EXPLORING TIER 2 EXPLORING TIER 3
1 Awakened Tree Mnst 1-3  Cursed Temple Expl 1-5  Archpriest Mnst
2-3  Bandit Captain Mnst 4-5  Bandit Captain Mnst 6-10  Blackguard Mnst
4-5  Counterfeit Goods Expl 6-7  Blackguard Mnst 11-15  Travel Scenery pg 105
6-7  Banshee Mnst 8-9  Bulette Mnst 16-20 Champion Warrior Mnst
8-9  Basilisk Mnst 10-17  Travel Scenery pg 105 21-25 Cyclops Mnst
10-19  Travel Scenery pg 105 18-19 Cambion Mnst 26-30 Forgotten God Mnst
20-21 Cult Fanatic Mnst 20-21 Cyclops Mnst Caught in the
22-23  Cutthroat Mnst 22-23 Doppelganger Mnst 1735 Crossfire Expl
24-25 Enchanted Windmill Expl 24-25 Dense Fog Expl 36-40 High Priest Mnst
26-27 Doppelganger Mnst 26-27 Ettercap Mnst 41-45 Hill Giant Mnst
28-29 Ettercap Mnst 28-29 Ettin Mnst 46-50 Knight Captain Mnst
30-31 End of Hibernation Expl 30-31 Ghast Mnst 51-55 Choking Smoke Expl
32-34 Ettin Mnst 32-34 Flash Flood Expl 56-60 Malcubus Mnst
35-37 Ghast Mnst 35-36 Ghost Mnst 61-65 Soldier Squad Mnst
38-41 Stampede Expl 37-38 Ghoul Mnst 66-70 Vampire Mnst
42 Ghost Mnst Goblin Boss or 71-75  Endless Plummet Expl
43-45  Ghoul Mnst 33741 Goblin Warlock Mrst 76-80  Wereboar Mnst
46-48 Flood Expl 42-45 Flimsy Rope Bridge Expl 81-85 Werewolf Mnst
495 Goblin Boss or Mnst 46-4g Half-Red Dragon Mnst 86-90 Wraith Lord Mnst
Goblin Warlock Veteran 91-99  Social Encounter pg 103
52-54 Green Ha Mnst 1 100  Divine War Expl
55-57 Mushroori Ring Expl 49731 E:SIZSSS?T?dOW e Mnst :
55-56 Hail Deluge Expl
on Kobold Sorcerer 57-58 | obold Sorferer Mnst 1-5  Arcane Blademaster ~ Mnst
64-66 Pests Expl 59-61 Mage — 6-10  Archpriest Mnst
67-68 Ogrekin Mnst 62-63 Ogre Mage i 11-16  Travel Scenery pg 105
69-70 Ogre Mnst 64-66 Lethal Outgassing Expl 17-21  Ascetic Grandmaster ~ Mnst
71-72  PitTrap Expl 67-68 Ogre Zombie - 22-26 Dread Knight Mnst
73-74  Phase Spider Mnst P i 27-31 Divine War Expl
7776 Shzfdow Mnst 71-72  Skeletal Warhorse Mnst 32-36  Empyrean Mnst
77-78  Quicksand . Expl S Expl 37-42  Hill Giant Mnst
79-80 Skeletal Champion Mnst = i 43-47 God Corpse Expl
81-82  Specter Mnst 77278 Troll — 48-53  Holy Knight Mnst
83-84 Thunderstorm Expl = 9280 Werewolf Mnst 55-60 Knight Captain Mnst
85-86 Werewolf Mnst e STl Expl 61-65 Hallowed Ground Expl
87-88 Zombie Knight Mnst i TRl - 66-71 Master Assassin Mnst
89-99 Social Encounter pg103 P — 72-76  Troll or Dread Troll Mnst
100 Sinkhole Expl 87-88 Voracious Pests Expl izl ip=iClong bl
89-90 Zombie Knight Mnst 52787 Vampire Mnst
91-99  Social Encounter pg103 | I Mnst
95-100 Social Encounter pg 103

Caught in the

1V Crossfire

Expl
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, Parched Sands TABLE: PARCHED SANDS

EXPLORINGTIER 1
Endless dunes and the baking sun make these deserts difficult and
dangerous places in which to survive. Adventurers journeying 1-2  Sea of Sand Expl
through this region have very few social encounters. 3-4  Acolyte Mnst
Terrains. Desert, grassland, hills, mountains, ruins, settlement, 5-6  Ankheg Mnst
subterranean, temple, tomb. 7-8  Bandit Captain Mnst
Tiers. A desert region with numerous oases might be tier 1, 9-10 Basilisk Mnst
but most are tier 2 or higher. 1-12  Bugbear Mnst
Weather. 1-25 clear. 13-19  Travel Scenery pg 105
Hot. Traveling at faster than a slow pace is dangerous in the 20-21  Couatl Mnst
region’s hot temperatures, and adventurers that do so suffer a level 29-23  Cult Fanatic Mnst
of fatigue when taking a long rest (even if they have Supply). The 24-25 Doppelganger Mnst
use of appropriate mounts (such as camels) and keeping a light pack B ——— —
(less than half carrying capacity) allow for adventurers to travel as 28-29  Flying Lion Mnst

fast as a normal pace without suffering fatigue during a long rest. 30-31  Labyrinthine Ravines  Expl

Unquenchable Thirst. Twice the usual amount of Supply is

] . 32-33 Ghast Mnst
required when‘ték‘mg a ?ong rest. . B p————— Mnst
Journey Activities. It is not poss'lble to Busk. Checks to Harvest B — Minst
or Hunt and Gather are made at disadvantage. . .

38-39 Giant Scorpion Mnst

TABLE: PARCHED SANDS EXPLORING TIER O AL PR Expl
D100 ENCOUNTER TYPE D100 ENCOUNTER Ll 243 Cnl liEs
1-3  Acolyte Mnst 54-56 Jackal Mnst 44-45  Goblin Boss e
4-6  Ankheg Spawn Mnst 57-59 Kobold Mnst 46-47  Griffon .
7-9  Bandit Mnst  60-62 Lizard® Mnst  L28549° GuardiSquad i
10-12  Berserker Mnst  63-65 Mimic Mnst 50-51 U:ii}iid Dragon Mnst

13-21  Travel Scenery pg 105 66-67 Lost Item Expl

22-24 Blood Hawk Mnst 68-70 Poisonous Snake® Mnst S PHEEy Expl
25-27 Camel Mnst 71-73  Pseudodragon Mnst S Y .
28-30 Cockatrice Mnst 74-76 Scorpion Mnst 56-57  Hell Hound e
31-33  Cultist Mnst  77-79 Scout Mnst (28559 Jackalwere U2
34-36 Counterfeit Goods Expl 80-84 Sea of Sand Expl 60-61 Knight e
39-41 Death Dog Mnst gs_gy Swarmof Minst S2mts La.mia U2
42-44  Flying Snake Mnst Poisonous Snakes 64-65 Private Property Expl
45-47  Gnoll Mnst  88-90 Vulture Mnst 66767 Magmin 2
48-50 Hyena® Mnst 91-92  Warrior Mnst BRI e
51-53 Landslide Expl 93-99 Social Encounter pg 103 (o=l bl .
100  Labyrinthine ravines  Expl faE ey e

© On an odd result, use the giant version of 74-75  Ogrekin Mnst

this creature instead. 76-77 Quicksand Expl

78-79 Priest Mnst

80-82 Scorpionfolk Mnst

83-85 Soldier Mnst

86-89 Warrior Band Mnst

90-92 Veteran Mnst
93-99 Social Encounter pg 103

100  Lethal Outgassing Expl
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TABLE: PARCHED SANDS
EXPLORING TIER 2

D100 ENCOUNTER TYPE

1-3
4-5
6-7
8-9
10-17
18-19
20-21
22-23
24-25
26-27
28-29
30-31
32-34
35-36
37-38
39-41
42-44
45-47
48-50
51-53
54-56
57-58
59-61

62-63

64-65

66-68
69-70
71-72
73-74
75-76
77-78
79-80
81-82
83-84
85-86
87-88
89-92
93-99
100

Alchemist

Acid Field
Ankheg Queen
Assassin

Travel Scenery
Blackguard
Bugbear Chief
Cursed Temple
Bulette

Cambion

Flash Flood
Chimera

Cyclops

Flimsy Rope Bridge
Doppelganger
Gnoll Demonfang
Lethal Outgassing
Gorgon

Guardian Naga
Rot Grubs

High Priest
Hobgoblin Captain

Sandstorm

Jackalwere
Pack Leader

Kobold Broodguard
or Kobold Sorcerer

Shattered Earth
Medusa

Ogre

Tornado
Revenant
Scorpionfolk
Voracious Pests
Soldier Squad
Strider

Wild Magic Zone
Warrior Band
Wyvern

Social Encounter

Sunspots

Mnst
Expl
Mnst
Mnst
pg 105
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl

Mnst

Mnst

Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
pg 103
Expl

TABLE: PARCHED SANDS
EXPLORING TIER 3

D100 ENCOUNTER TYPE

1-3

4-6

7-9
10-16
17-19
20-22
23-25

26-28

29-31
32-34
35-37
38-39
40-42
43-45
46-48
49-51
52-54
55-57
58-61
62-64
65-69
70-73

74-76

77-79

80-82

83-85

86-88
89-90

91-92

93-99

100

Adult Blue Dragon
Adult Brass Dragon
Ascetic Grandmaster
Travel Scenery
Assassin

Champion Warrior
Djinni

Caught in the
Crossfire

Efreeti

Fire Giant
Forgotten God
Choking Smoke
Gorgon

Guardian Naga
Harpy

Endless Plummet
Hobgoblin Warlord
Medusa Queen
Mummy Lord
Lifeless Desolation
Ogre Mage
Rakshasa

Sand Ray
(Cloaker Variant)

Primordial Tornado

Sand Worm (Purple
Worm Variant)

Scorpionfolk
Imperator

Sphinx
Sunspots

Stone Colossus (Stone
Guardian Variant)

Social Encounter

Malfunctioning
Planar Portal

Mnst
Mnst
Mnst
pg 105
Mnst
Mnst
Mnst

Expl

Mnst
Mnst
Mnst
Expl

Mnst
Mnst
Mnst
Expl

Mnst
Mnst
Mnst
Expl

Mnst
Mnst

Mnst
Expl

Mnst

Mnst

Mnst
Expl

Mnst
pg 103
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TABLE: PARCHED SANDS

EXPLORING TIER 4

D100 ENCOUNTER TYPE

1-5
6-10
1-12
13-16
17-21
22-26
27-31
32-36
37-42
43-47
48-53
54-60
61-65
66-71
72-76

77-81

82-87
88-94
95-100

Divine War

Ancient Brass Dragon
Ascetic Grandmaster
Travel Scenery
Djinni

Djinni Noble

God Corpse

Efreeti

Efreeti Noble
Hellscape

Fire Giant

Hobgoblin Warlord
Killing Cloud

Master Assassin

Mummy Lord

Malfunctioning
Planar Portal

Rakshasa
Sphinx (Greater)

Social Encounter

Chapter 4: Exploration

Expl
Mnst
Mnst

pg 105
Mnst
Mnst

Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst

Expl

Mnst
Mnst
pg 103
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| RQS['ESS Sea TABLE: RESTLESS SEA

EXPLORING TIER 1
Rapid currents and quick trade routes make these waters popular with D100 ENCOUNTER TYPE
merchants, but only the bravest and most skilled sailors are willing to 1-4  Aboleth Thrall Mnst
chance the frequent, dangerous, and unpredictable waves. Adventurers 5-8  Black Pudding Mnst
journeying through this region or along its coast have to overcome an 9-12  Gelatinous Cube Mnst
unusually high number of weather event exploration challenges, as 13-18  Travel Scenery pg 105
well as some combat encounters and social encounters. 19-22  Ghost Mnst
Te:’rmms. Qoast, Water. . . 13y Giant Lanternfish -
Tiers. Regions with calm waters might be tier 1, but most (Lamia Variant) n
adventurous seas are tier 2 or tier 3. 27-30  Killer Whale Mnst
Weather. 1-7 clear, 8—11 overcast, 12-16 rain, 17-25 mist.
: ; ¥ . . 31-34 Kobold Broodguard M
Rolling Mists. Adventurers gain an expertise die on Stealth = or Kobold Sorcerer nst
checks if the weather is not clear.
! ] i : 35-38 Lacedon Ghast Mnst
Thick Fog. Without the sight of natural landmarks to guide them, (Ghast Variant)
adventurers have disadvantage on checks made to navigate the area
iR Jay 1 39-42 Lacedon Ghoul Mnst
if the weather is not clear. (o) V)
Journey Activities. Adventurers have disadvantage on checks
M ) . 43-46 Pests Expl
made to Scout. Busking is possible on coastlines, but not the open i
3 . 47-50 Merfolk Knight Mnst
sea. Checks made to Hide Tracks on the open sea automatically
] d 51-54 Merrow Mnst
succeed, and those made to Track automatically fail. Checks to
. 55-58 Merrow Mage Mnst
Hunt and Gather are made with advantage.
59-62 Ochre Jelly Mnst
TABLE: RESTLESS SEA EXPLORING TIER O c3.gg Pirate Captain (Bandit
- N ns
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE Captain Variant)
1 Aboleth Thrall Mnst Pirate 67-70 Private Property Expl
52-54 . . Mnst .
2-3  Crocodile Mnst (Bandit Variant) 71-74  Sahuagin Mnst
4-5  Flumph Mnst 55-57 Plesiosaurus Mnst 75-78 Sea Hag Mnst
6-7  Gelatinous Cube Mnst 58-60 Poisonous Snake Mnst 79-82 Siren (Harpy Variant) ~ Mnst
8-9  Giant Crab Mnst 61-63 Quipper Mnst 83-86 Will-O-Wisp Mnst
10-19  Travel Scenery pg 105 64-66 Reef Shark Mnst 87-90 Thunderstorm Expl
20-21 Giant Octopus Mnst 67-69 Lost Item 91-99  Social Encounter pg 103
; ; 70-71 Sahuagin Mnst 100  River Rapids Expl
22-23 Giant Poisonous Mnst g
Snake 72-73 Sea Hag Mnst
24-25 Giant Seahorse Mnst 74-75 Seahorse Mnst
26-27 Gray Ooze Mnst 76-77 Siren (Harpy Variant) ~ Mnst
28-29 Hunter Shark Mnst 78-79 Spark Mephit Mnst
30-31 Hail Storm Expl 80-81 Stampede Expl
32-34 Kobold Mnst
g2-g3 Swarm Of Mnst
35-37 Merfolk Mnst Poisonous Snakes
38-42 Merrow Mnst 84-85 Swarm Of Quippers Mnst
43-45 Ochre Jelly Mnst 86-87 Will-O-Wisp Mnst
46-48 Octopus Mnst 88-99 Social Encounter pg 103
49-51 Haze Expl 100  Thunderstorm Expl
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TABLE: RESTLESS SEA TABLE: RESTLESS SEA TABLE: RESTLESS SEA
EXPLORING TIER 2 EXPLORING TIER 3 EXPLORING TIER 4
1-4  Aboleth Thrall Mnst s Caugh'F in the Expl 1-8  Divine War Expl
5-8  Black Pudding Mnst Crossfire 9-16  Aboleth Mnst
9-13  Travel Scenery pg 105 6-10  Aboleth Mnst 17-21  Travel Scenery pg 105
14-17  Bunyip Mnst 11-12  Adult Bronze Dragon  Mnst 22-30 Adult Gold Dragon Mnst
18-21  Chuul Mnst 13-16  Travel Scenery pg 105 Ancient Bronze
31-38 Mnst
22-25 Cursed Temple Expl 17-22  Chuul Mnst Dragon
26-29 Ghost Mnst 23-28 Marid Mnst 39-46 Hallowed Waters (as Expl
30-33 Giant Crocodile Mnst 29-34 Choking Smoke Expl Hallowed Ground)
o G w5 ooy M msa RSN s
4y_q5 Giant Water Mnst 40-45 Pyrohydra . Mnst 55-63 Dragon Turtle Mnst
Elemental (Hydra Variant) 64-72  Hellscape Expl
46-49 Hail Deluge Expl 46-51 Cursed Waterway Expl 73-80 Marid Noble Mnst
50-53 Hydra Mnst 52-57 Roc Mnst 81-88 Killing Cloud Expl
54-57 Merfolk Knight Mnst 58-63 Sahuagin Champion Mnst 89-91 Storm Giant Mnst
58-61 River Rapids Expl 64-69 Lifeless Desolation Expl 92-94 Tsunami Expl
6_gs Pirate Captain (Bandit Mist 70-75 Scrag (Troll Variant) ~ Mnst 95-100 Social Encounter pg 103
Captain Variant) 76-81 Sea Serpent Mnst
66-69 Sahuagin Champion Mnst 82-87 Sunspots Expl
70-73 Tornado Expl 88-92 Storm Giant Mnst
74-77 Sea Hag Mnst 93-99 Social Encounter pg 103
78-80 Sea Serpent Mnst 100 Hallowed Waters (as Expl
81-84 Voracious Pests Expl Hallowed Ground)
85-88 Water Elemental Mnst
89-92 Wild Magic Zone Expl ‘ )
93-99 Social Encounter pg 103

100  Sunspots Expl
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i TABLE: ROLLING GRASSLANDS
' Rolling Grasslands A RO lC
There is great prosperity among the people that call these fields D100 ENCOUNTER TYPE
and rolling hills home. Adventurers journeying through this region 1 Ankheg Queen Mnst
have frequent social encounters, few combat encounters, and several 2-3  Bandit Captain Mnst
circumstance exploration challenges. 4-5  Bridge Of Stones Expl
Terrains. Grassland, hills, ruins, settlement, subterranean, 6-7  Basilisk Mnst
temple, tomb. 8-21 Travel Scenery pg 105
Tiers. These plains and hills tend to be tier 1 and 2 regions, 22-23  Bugbear Chief Mnst
with threats from bandits, goblin tribes, or wild animals. 24-25 Doppelganger Mnst
Weather. 1-8 clear, 9-12 overcast, 13-16 rain, 17-19 mist, 26-27 End OF Hibernation Expl
20-25 snow. 28-29 Druid Mnst
Journey Activities. Adventurers gain advantage on checks 30-31 Ettercap Mnst
made to Chronicle, Gossip, Harvest, and Rob. ENEy— e
35-36 Stampede Expl
TABLE: ROLLING GRASSLANDS EXPLORING TIER O
37-38 Flying Lion Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
39-41 Ghast Mnst
1 Ankheg Mnst 49-51 Hippogriff Mnst
. Goblin Boss or
2 Ankheg Spawn Mnst 52-54 Hobgoblin Mnst 42 Goblin Warlock Mnst
3-4  Bridge Of Stones Expl 55-57 Forested Hills Expl
43-44  Flood Expl
5 Bandit Mnst 58-60 Kobold Mnst
45-46  Griffon Mnst
6-7  Bloodhawk Mnst 61-63 Ogrekin Mnst
47-48 Guard Squad Mnst
8-22  Travel Scenery pg 105 64-66 Hail Storm Expl
49-51 Labyrinthine Ravines  Expl
23 Bugbear Mnst 67-69 Pegasus Mnst
24 Druid Mnst 70-71  Peryton Mnst  52-54 \H/a'f'Red Dragon Mnst
eteran
25 Counterfeit Goods Expl 72-73 Haze Expl
55-56 Hobgoblin Captain Mnst
26-27 Eagle Mnst 74-75 Poisonous Snake Mnst
57-58 Jackalwere Mnst
28-29 Ettercap Mnst 76-77 Satyr Mnst
59-61 Mushroom Ring Expl
30-31 Enchanted Windmill Expl 78-79 Landslide Expl
62-63 Knight Mnst
32-34 Gnoll Mnst 80 Scarecrow Mnst
35-37 Goat Mnst 81  Stirge TN - o [CullEemgel
or Sorcerer
38-41 End Of Hibernation Expl 82 Lost Item Expl
67-68 Lamia Mnst
42 Goblin Mnst 83-84 Wolf Mnst
69-70 Pests Expl
43-45 Harpy Mnst 85 Stampede Mnst
71-72  Manticore Mnst
46-48 Falling Net Expl 86-99 Social Encounter pg 103
73-74 Ogre Mnst
100  Thunderstorm Expl
75-76 Private Property Expl
77-78 Owlbear Mnst
79-80 Priest Mnst
81-82 Thunderstorm Expl
83-84 Scout Mnst
85-86 Veteran Mnst
87-88 Warrior Band Mnst
89-99 Social Encounter pg 103
100  Rot Grubs Expl
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TABLE: ROLLING GRASSLANDS TABLE: ROLLING GRASSLANDS TABLE: ROLLING GRASSLANDS |
EXPLORING TIER 2 EXPLORING TIER 3 EXPLORING TIER 4
1 Ankheg Queen Mnst 1-3  Bridge Of Sorrow Expl 1-12  Adult Gold Dragon Mnst
2-3  Cursed Temple Expl 4-6  Adult River Dragon Mnst 13-16  Travel Scenery pg 105
4-5  Allosaurus Mnst 7-9  Ankylosaurus Mnst 17-26  Ancient River Dragon ~ Mnst
6-7  Ankylosaurus Mnst 10-12  Blackguard Mnst 27-31 Divine War Expl
8-17  Travel Scenery pg 105 13-16  Travel Scenery pg 105 32-42 Hobgoblin Warlord Mnst
18-19  Blackguard Mnst 17-19  Champion Warrior Mnst 43-47 God Corpse Expl
20-21 Bugbear Chief Mnst 20-22 Cyclops Mnst 48-60 Holy Knight Mnst
22-23 Dense Fog Expl 23-25 Diplodocus Mnst 61-65 Hallowed Ground Expl
24-25 Chimera Mnst i 66-76 Rakshasa Mnst
26-27  Cyclops Mnst 20728 g;:ssggicrg " o Malfunctioning
28-29 Flash Flood Expl 29-31 Gorgon Mnst 7781 planar Portal Expl
30-31 Ettin Mnst 32-34 Harpy Mnst 82-94 Troll or Dread Troll Mnst
32-34 Flying Lion Mnst 35-37 Hobgoblin Warlord Mnst 95-100 Social Encounter pg 103
35-36 Flimsy Rope Bridge Expl 38-39 Choking Smoke Expl
37-38 Gnoll Demonfang Mnst 40-45 Holy Knight Mnst
39-41 Gorgon Mnst 46-48 Invisible Stalker Mnst
42 Green Lake Expl 49-51 Knight Captain Mnst
43-45  Griffon Mnst 52-54 Cursed Waterway Expl
46-48 Guard Squad Mnst 55-57 Ogre Mage Mnst |
49-51 Hail Deluge Expl 58-61 Rakshasa Mnst
52-54 Jackalwere Mnst 62-64 Roc Mnst
55-56 Lamia Mnst 65-69 Endless Plummet Expl

57-59 Magical Overgrowth Expl 70-73  Soldier Squad Mnst
60-61 Manticore Mnst 74-76 Triceratops Mnst
62-63 Ogre Mage Mnst 77-79  Troll or Dread Troll Mnst
64-65 Rot Grubs Expl 80-82 Fey Glade Expl

66-67 Roc Juvenile Mnst 83-85 Tyrannosaurus Rex Mnst
68-69 Scarecrow Harvester ~ Mnst 86-88 Weretiger Mnst
70-71 Shattered Earth Expl 89-90 Wyvern Mnst
72-73  Soldier Squad Mnst 91-92  Sunspots Expl

74-75  Strider Mnst 93-99 Social Encounter pg 103

78-79 Triceratops Mnst
80-81 Troll Mnst
82-83 \Voracious Pests Expl

84-85 Warrior Band Mnst
86-87 Wyvern Mnst
88-89 Wild Magic Zone Expl

90-99 Social Encounter pg 103

100  Fey Glade Expl




LEUCEL UP TriaLs & TREASURES

. Taneled Forest TABLE: TANGLED FOREST

EXPLORINGTIER 1
From temperate forests and woodlands which harbor bandit encamp-
ments to lush tropical jungles home to giant apes and mighty dino- 1-3  Allosaurus Mnst
saurs, these regions are covered with trees and undergrowth. Adven- 4-6  Ankylosaurus Mnst
turers journeying through regions like this contend with frequent 7-9  Bandit Captain Mnst
monster encounters and natural terrain and supernatural explora- 10-13  Basilisk Mnst
tion challenges. 14-21  Travel Scenery pg 105
Terrains. Forest, jungle, mountains, ruins, settlement, subterra- 22-24 Boggard Mnst
nean, swamp, temple, tomb. 25-28 Bugbear Chief Mnst
Tiers. Tangled forests often range from tier 1 through tier 4. 29-31  Couatl Mnst
At tier 1, a Tangled Forest might be the forest home of a band of 39-34  Flood Expl

outlaws or bandits, while higher tiers might feature dinosaurs,
A i ) 35-37 Green Dragon M
dragons, giant insects, and ancient traps. =37 Wyrmling Mnst nst

Weather. 1-6 clear, 7-14 mist, 15-20 rain, 21-25 snow.

4 ’ q s q . d 38-41 Elephant Mnst
'I_ile‘;l-}y SJn ergrowth. Ranged attacks beyond 15 feet are made e (s Expl
1 1 n 5
b pachaTIage ] . . 47-49 Green Hag Mnst
Natural Camouflage. Adventurers gain an expertise die on )
50-54 Pit Trap Expl
Stealth checks. ;
e ) 55-58 Lizardfolk Mnst
Journey Activities. Adventurers gain advantage on checks made
59-62 Lizardfolk Druid Mnst
to Harvest or to Hunt and Gather.
63-66 Manticore Mnst
67-70 Ogre Mnst
TABLE: TANGLED FOREST EXPLORING TIER O 71-74  Owlbear Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE 75-77 Scout Mnst
1 Ape Mnst 52-53 Giant Spider Mnst 78-80 Quicksand Expl
2-3  Awakened Tree Mnst 54-55 Giant Toad Mnst 81-83  Warrior Band Mnst
4-5  Awakened Shrub Mnst 56-57 Falling Net Expl 84-86 Weretiger Mnst
6-7  Baboon Mnst 58-59 Harpy Mnst 87-92 Thunderstorm Expl
8-15  Travel Scenery pg 105 60-61 Lizard Mnst 93-99 Social Encounter pg 103
16-17  Blood Hawk Mnst 62-63 Lizardfolk Mnst 100  Cursed Temple Expl
18-19 Bugbear Mnst 64-65 Lizardfolk Druid Mnst
20-21 Cockatrice Mnst 66-70 Forested Hills Expl
22-23 Constrictor Snake Mnst 71-72  Ogrekin Mnst
24-25 Cult Fanatic Mnst 73-74  Panther Mnst
26-27 Cultist 75-76  Poisonous Snake Mnst
28-29 Dropbear Mnst 77-78 Haze Expl
30-31 Druid Mnst 79-80 Pteranodon Mnst
32-33 Bridge Of Stones Expl 81-82 Swarm of Insects Mnst
34-35 Dryad
Y g3-g4 Swarmof " Mnst
36-37 Flying Snake Mnst Poisonous Snakes
38-40 Frog 85-86 Tiger Mnst
41-43  Giant Frog Mnst 87-88 Stampede Expl
44-48 Giant Lizard Mnst 89-91 Warrior Mnst
i i 92-99 Social Encounter 103
49-51 Glarlx(t Poisonous Mnst Pg
Snake 100  Quicksand Expl
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TABLE: TANGLED FOREST

EXPLORING TIER 2
1-3  Acid Field Expl
4-6  Alchemist Mnst

7-9  Boggard Sovereign Mnst

10-13  Travel Scenery pg 105
14-15  Champion Mnst
16-17  Diplodocus Mnst
18-22 Cursed Temple Expl
23-25 Giant Ape Mnst
26-28 Guardian Naga Mnst
29-33 Dense Fog Expl
34-35 Mage Mnst
36-37 Medusa Mnst
38-40 Enchanted Statue Expl  TABLE: TANGLED FOREST TABLE: TANGLED FOREST
EXPLORING TIER 3 EXPLORING TIER 4
"2 (\rago varian | 0100 _ENCOUNTER ____ TvpE [l D100 ENCOUNTER TP |
41-42 (Mage Variant) Mnst D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1-5  Cursed Waterway Expl g Ancient Green M
= nst
43-45 (OE‘;‘i’LZfar Recluse Mnst  6-10 Travel Scenery pg 105 Dragon
11-16  Ankylosaurus Mnst 9-15  Travel Scenery pg 105
46-48 Flash Flood Expl -
17-22  Adult Green Dragon Mnst
49-52 Shambling Mound Mnst & 16-23 PR Trqll Mnst
23-28 Endless Plummet Expl (Troll Variant)
53-56 Treant Mnst i
29-35 Boggard Sovereign Mnst i
57-60 Flimsy Rope Bridge Expl = . 24-31 g?;\r/ipted bR Expl
61-63 Triceratops Mnst 36-42 Con"upted u!"c°"‘ Mnst '
(Unicorn Variant) 32-39 Faerie Noble Mnst
64-66 Troll Mnst
. 43-48 Poison Needle Expl 40-47 God Corpse Expl
67-68 Lethal Outgassing Expl -
i 48-55 Rakshasa Mnst
69-71 Tyrannosaurus Rex Mnst 49-54 Bl Ty'rannosaurus Mnst
X Rex (Elite) 56-63 Forest Fire Expl
79-74 Lizardfolk Mnst
Chosen One ns 55-59 Dread Troll Mnst 64-71 Treant Mnst
576 Wood EIf Sharpshoot- " 60-64 Primordial Tornado Expl 72-79 Hallowed Ground Expl
- . . nst
er (Strider Variant) 65-70 Guardian Naga Mnst 80-87 Troll Mnst
77-79  Marsh Gas Expl 71-76  Medusa Queen Mnst 88-95 Killing Cloud Expl
80-82 Poison Darts Expl Sphere of 96-100 Social Encounter pg 103
77-81 o Expl
83-85 Wyvern Mnst Annihilation
86-88 Young Green Dragon  Mnst 82-87 Rakshasa Mnst
89-91 Rot Grubs Expl 88-94 Ogre Mage Mnst
92-94 Voracious Pests Expl 95-99 Social Encounter pg 103
95-99 Social Encounter pg 103 100 Corrupted Druid Expl
100  Cursed Waterway Expl Grove
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LEUCEL UP TriaLs & TREASURES

| Undl!l‘lalld Realm TABLE: UNDERLAND REALM

EXPLORING TIER 1

There is no map—even among the subterranean cultures that dwell D100 ENCOUNTER TYPE

within—that accurately depicts all of these enormous tunnels, which

Poorly-Repaired

; o 5 1 Expl
range from natural caverns and dwarven mines to shadow elf cities. Tunnel i
Adventurers journeying through this region have combat encounters, 2-3  Aboleth Thrall Mnst
some social encounters, and many constructed terrain, natural terrain, 4-5  Ankheg Mnst
and supernatural exploration challenges. 6-7  Agzer Mnst
Terrains. Forest, jungle, laboratory, ruins, settlement, subterra- 8-9  Basilisk Mnst
nean, swamp, temple, tomb, water. 1017 Travel Scenery pg 105
Tiers. It’s unusual for these regions to be less than tier 2. 18-19  Black Pudding Mnst
Weather. 1-16 clear, 17-25 mist. 20-21 Darkmantle Mnst
Resor.tcmt. Adventurers gain an expertise die on sound-based 2223 Doppelganger Mnst
Perception checks. : 24-25 Ettercap .
Unstable. When an adventurer creates a force that would disturb
e losi {ard J e b 26-27 Flood Expl
a non-stoneworked area (an exp o§1on, oud sound, or shaping the . .
structure of the cave through magic), roll 1d20. On a result of 20 :
i : . ] 30-31 Gelatinous Cube Mnst
the activity causes a cave-in. One passageway in the cave is filled L
] . 32-34 Gibbering Mouther Mnst
with fallen rocks 20 feet wide. .
35-36 Goblin Mnst
37-38 Labyrinthine Ravines  Expl
TABLE: UNDERLAND REALM EXPLORING TIER O 39-41 Green Hag Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE 42 Grick Mnst
1 Bridge of Stones Expl 52-54  Grimlock Mnst 43-45 Grimlock Mnst
2-3  Aboleth Thrall Mnst 55-57 Magmin Mnst 46-48 Intellect Devourer Mnst
4-5  Ankheg Spawn Mnst 58-60 Mimic Mnst 49-51  Mushroom Ring Expl
6-7  Azer Mnst 61-63  Ochre Jelly Mnst 52-54 Kobold Mnst
8-9  Darkmantle Mnst 64-66 Lost Item Expl 55-56 Magmin Mnst
10-11  Ettercap Mnst 67-68 Piercer Mnst 57-58 Mimic Mnst
12-19  Travel Scenery pg 105 69-70 Rust Mnst Mnst 60-61 Minotaur Mnst
20-21 Flumph Mnst 71-72  Shadow Mnst 62-63 Pests Expl
22-23 Gelatinous Cube Mnst 73-74  Shrieker Mnst 64-66 Ochre Jelly Mnst
24-25 Giant Bat Mnst 75-76  Stirge Mnst 67-69 Ogrekin Mnst
26-27 Giant Centipede Mnst Poorly-Repaired 70-72 Phase Spider Mnst
77-78 | Expl
28-29 Giant Fire Beetle Mnst Tunne 73-75 Piercer Mnst
30-31 Falling Net Expl 79-80 Swarm of Bats Mnst 76-78 Pit Trap Expl
; i 79-81 Shadow Mnst
32-34 Glarlx(t Poisonous Mnst 81-82 Sw.arm of Mnst
Snake Poisonous Snakes 82-84 Troglodyte Mnst
35-37 Giant Rat Mnst 83-84 Swarm Oof Rats Mnst 85-86 Warrior Band Mnst
38-41 Giant Spider Mnst 85-86 Troglodyte Mnst 87-88 Wererat Mnst
42-43 Gibbering Mouther Mnst 87-88 Violet Fungus Mnst 89-90 Quicksand Expl
44-45 Gray Ooze Mnst 89-90 Stampede Expl 91-92 Wight Mnst
46-48 Haze Expl 91-99  Social Encounter pg 103 93-99 Social Encounter pg 103
49-51 Grick Mnst 100  Pit Trap Expl 100  Lethal Outgassing Expl
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TABLE: UNDERLAND REALM EXPLORING TIER 2

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1-2  Ankheg Queen Mnst 33-34 Enchanted Statue Expl 69-70 Rockfall Expl
3-4  Azer Forgemaster Mnst 35-36 Giant Grick Mnst 71-72  Piercer Mnst
5-6  Acid Field Expl 37-38 Green Hag Mnst 73-74 Revenant Mnst
7-8  Black Pudding Mnst 39-41 Flash Flood Expl 75-76 Rolling Sphere Expl
9-10  Cloaker Mnst 42 Guardian Naga Mnst 77-78 Roper Mnst

11-16  Travel Scenery pg 105 43-45 Hydra Mnst 79-80 Salamander Mnst

17-18  Dead Man’s Fingers Mnst 46-48 Lethal Outgassing Expl 81-82 Rot Grubs Expl

19-20 Doppelganger Mnst 49-51 Intellect Devourer Mnst 83-84 Salamander Nymph Mnst

21-22  Cursed Temple Expl 52-54 Medusa Mnst 85-86 Spirit Naga Mnst

23-24 Drider Mnst 55-57 Magical Overgrowth Expl 87-88 Sinkhole Expl

25-26 Earth Elemental Mnst 58-59 Night Hag Mnst 89-90 Warrior Band Mnst

27-28 Dense Fog Expl 60-61 Ogre Mnst 91-92 Xorn Mnst

29-30 Fomorian Mnst 62-63 Marsh Gas Expl 93-94 Thundering Expl

313, Giant Earth Mist 64-66 Ogre Mage Mnst Stampede

Elemental 67-68 Otyugh Mnst 95-99 Social Encounter pg 103
100  Spinning Walls Expl

TABLE: UNDERLAND REALM |

TABLE: UNDERLAND REALM EXPLORING TIER 3 EXPLORING TIER 4
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
1 Bridge of Sorrow Expl 49-51  Medusa Queen Mnst Sphere of o]
g X
2-4  Aboleth Mnst 52-54 Minotaur Champion ~ Mnst Annihilation P
Adult Amethyst 55-57  Murmuring Worm Mnst 2-8  Aboleth Mnst
5-7 Mnst
Dragon 58-61 Endless Plummet Expl 915 Ancient "
- nst
8-10 Adult Emerald M 62-64 Night Hag Mnst Amethyst Dragon
= nst
Dragon 65-69 Ogre Mage Mnst 17-21  Travel Scenery pg 105
1-16  Travel Scenery pg 105 70-73 Otyugh Mnst Ancient Emerald
776 Perilous CliffPath  Expl - . Dragon Mnst
i - erilous Cliff Pat X
17-19 Adult Sapphire Mnst p
Dragon 77-79  Purple Worm Mnst 31-38 Adult Black Mnst
20-22 Adult Shadow Dragon ~ Mnst 80-82 Salamander Mnst Dragon Lich
23-25 Behir Mnst 83-84 Spirit Naga Mnst 39-47 God Corpse Expl
48-55 Divi Mnst
ry IR ITIE Expl Goegp DInEERET Expl
Crossfire Annihilation 56-63 Empyrean Mnst
29-31 Cloaker Mnst 87-88 Troll or Dread Troll Mnst 64-71 Killing Cloud Expl
32-34 Divi Mnst . 72-79 Hobgoblin Warlord Mnst
. go-g0 Ur Oty;l‘%h . Mnst E
35-37 Drider Mnst (Otyugh Variant) 80-88 Salamander Noble Mnst
38-39 Choking Smoke Expl 91-92 Xorn Mnst Malfunctioning
89-95 Expl
40-41 Fomorian Mnst 93-94 Spinning Walls Expl Planar Portal
42 Forgotten God Mnst 95-99  Social Encounter pg 103 96-100 Social Encounter pg 103
43-45 Guardian Naga Mnst -
g 100 Nllalfunctlon;ng Bl
46-48 Cursed Waterway Expl Planar Porta
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LEUCEL UP TriaLs & TREASURES

. Unrg]gn[ing Marsh TABLE: UNRELENTING MARSH

EXPLORING TIER 1
So named because time seems to slow to a crawl while traversing its
swamps, this area is rife with dangerous predators, lethal fauna, and 1-4  Allosaurus Mnst
ground best left untrusted. Adventurers journeying through this region 5-8  Ankylosaurus Mnst
have frequent combat encounters, a few social encounters, and many 9-12  Bandit Captain Mnst
natural terrain exploration challenges. 13-16  Banshee Mnst
Terrains. Forest, grassland, hills, jungle, ruins, settlement, 17-21  Travel Scenery pg 105
swamp, temple, tomb, water. 22-25 Boggard Mnst
Tiers. Swamp regions with friendly inhabitants might be tier 1, 26-29  Bugbear Chief Mnst
but more hostile places (oft ruled over by ancient dragons or worse) 30-33 Ettercap Mnst
can easily be tier 4. 34-37 Bridge Of Stones Expl
Weather. 1-5 clear, 6—8 overcast, 9-15 rain, 16—-25 mist. i B Mnst
Hard to Hoof. Mounts and pack animals are unable to travel at 42-45  Fey Knight e
a fast pace or gallop pace. Additionally, wheeled vehicles cannot s e .
travel faster than a crawl. 51254 Flood Expl
Journey Activities. Plants harvested during a journey activity are
3 A . . Goblin Boss or
typically very rare. Adventurers gain an expertise die on checks made 55-58 - blin Warlock Mnst
to Harvest, but on a critical failure the plants are carnivorous, and
. 59-62 Green Hag Mnst
the adventurer suffers one level of fatigue.
TABLE: UNRELENTING MARSH EXPLORING TIER O
D100 ENCOUNTER TYPE D100 ENCOUNTER TveE @ 25!
1 Awakened Shrub Mnst 52-54 End of Hibernation Expl 71-74  Lizardfolk e
2-3  Bandit Mnst  55-57 Giant Lizard poie L B8 AT liEs
4-5  Berserker Mnst 58-60 Giant Rat Mnst 79-82 Ogre bl
6-7  Blood Hawk Mnst 61-63  Giant Spider Mnst 83-85 Quicksand Expl
8-17  Travel Scenery pgl05  64-65 Lizardfolk Mnst ~ 86-88 Warrior Band Mnst
18-19  Boggard Mnst  66-68 Falling Net Expl 89-01 Weretiger .
20-21 Bugbear Mnst  69-70 Merrow Mnst 92794 Thunderstorm Expl
22-23 Cockatrice Mnst 71-72  Poisonous Snake Mnst 95-99  Social Encounter pg103
24-25 Constrictor Snake Mnst 73-74  Pteranodon Mnst 1007 Dense Fop Expl
26-27 Bridge of Stones Expl 75-76  Shrieker Mnst
28-29 Crocodile Mnst 77-78 Haze Expl
30-31 Druid Mnst 79-80 Stirge Mnst
32-34 Dryad Mnst 81-82 Swarm of Insects Mnst
35-37 Ettercap Mnst 83-84 Sw.arm of i
38-41 Counterfeit Goods Expl Poisonous Snakes
42 Flying Snake Mnst 85-86 Swarm Of Rats Mnst
43-45 Ghoul Mnst 87-88 Lost Item Expl
46_4g Giant Constrictor Mnst 89-91 Violet Fungus Mnst
Snake 92-93  Will-O-Wisp Mnst
49-51 Giant Frog Mnst 94-99 Social Encounter pg 103
100  Pests Expl
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TABLE: UNRELENTING MARSH

EXPLORING TIER 2
D100 ENCOUNTER TYPE
1-3  Acid Field Expl
4-6  Alchemist Mnst
7-9  Blackguard Mnst
10-12  Boggard Sovereign Mnst
13-15  Travel Scenery pg 105
16-18  Champion Warrior Mnst _omm
_ e\ \l & =
19-21  Cyclops Mnst ] Wl ’ e N
22-24 Dead Man’s Fingers Mnst '
25-27 Dense Fog Expl
28-30 Diplodocus Mnst
31-33  Giant Crocodile Mnst
34-36 Half—Shadow Dragon Mnst
Assassin
37-39 Lethal Outgassing Expl
40-42  Hydra MNSt TABLE: UNRELENTING MARSH TABLE: UNRELENTING MARSH
43-45 gﬁaerdfolk Chosen Mnst  EXPLORING TIER 3 EXPLORING TIER 4
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE
46-48 Mage Mnst
1-4  Tornado Expl 1-10  Ancient Black Dragon ~ Mnst
49-51 Marsh Gas Expl PR, M
5-9 ult Black Dragon nst
52-54  Night Hag Mnst & i AUl Mnst
10-13  Banshee Mnst Dragon Lich
55-57 Ogre Mage Mnst
14-18  Travel Scenery pg 105 21-25 Travel Scenery pg 105
58-60 Otyugh Mnst
19-21 Boggard Sovereign Mnst 26-36 Faerie Noble Mnst
61-63 Rot Grubs Expl -~ "
22-26 clops nst i
64-66 Revenant Mnst yelop vy SRR DITE Expl
27-31  Choking Smoke Expl Grove
67-69 Scarecrow Harvester ~ Mnst
32-36 Diplodocus Mnst 48-58 Rakshasa Mnst
70-72  Shambling Mound Mnst
37-41 Forgotten God Mnst 59-69 God Corpse Expl
73-75 Sinkhole Expl
42 Cursed Waterway Expl 70-80 Treant Mnst
76-78  Strider Mnst
43-47 Night Hag Mnst 81-90 Troll or Dread Troll Mnst
79-81 Treant Mnst
48-53 Ogre Mage Mnst 91-94 Killing Cloud Expl
82-84 Triceratops Mnst
55-60 Fey Glade Expl 95-100 Social Encounter pg 103
85-87 Tornado Expl
61-65 Rakshasa Mnst
88-90 Troll Mnst
66-71 Treant Mnst
91-92  Tyrannosaurus Rex Mnst
72-76  Primordial Tornado Expl
93-94 Voracious Pests Expl
77-81 Troll or Dread Troll Mnst
95-99 Social Encounter pg 103
82-87 Tyrannosaurus Rex Mnst
100  Sunspots Expl
88-92 Sunspots Expl
93-99 Social Encounter pg 103

Corrupted Druid

1V Grove

Expl
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LEUCEL UP TriaLs & TREASURES

" Urban ]'ownship TABLE: URBAN TOWNSHIP

EXPLORING TIER 1
From mighty sprawling cities to smaller bustling towns, these areas are
full of people—and more people means more accidents, more conflict, 1 Aboleth Thrall Mnst
and more action. Adventurers journeying through urban areas have 2-3  Bandit Captain Mnst
many social encounters, combat encounters against NPCs, and both 4-5  Commoner Mob Mnst
circumstance and constructed terrain exploration challenges. 6-7 Counterfeit Goods Expl
Terrains. Settlement, sewer, temple. 8-9  Cutthroat Mnst
Tiers. Metropolises can be as high as tier 4 and small towns as 10-11  Doppelganger Mnst
low as tier 1. 12-19  Travel Scenery pg 105
Weather. 1-8 clear, 9-12 overcast, 13-16 rain, 17-19 mist, 20-21 Gargoyle Mnst
20-25 snow. 22-23 Ghost Mnst
Breakable Surroundings. A critical failure on a Strength or )
: f . . Goblin Boss or
Dexterity check results in destruction of property, angering the 24-25  ~ blin Warlock Mnst
owner of said property. 26-27 Collapsing Roof Expl
Journey Activities. Adventurers gain an expertise die on 28-20  Guard Squad .
checks made to Busk or Rob. Half-Red Dragon
30-31 Veteran Mnst
TABLE: URBAN TOWNSHIP EXPLORING TIER O 32-34  Knight Mnst
D100 ENCOUNTER TYPE D100 ENCOUNTER WGl 35-36  Dark Alleys Expl
1 Aboleth Thrall Mnst 43-44  Imp Mnst
2 Acolyte Mnst 45-46 Mastiff Mnst SIEES E:Eglljo?;%z‘:f::;f Mnst
3-4  Apprentice Mage Mnst 47-48 Minstrel Mnst 39-41 Malcubus Mnst
5-6  Counterfeit Goods Expl 49-50 Haze Expl 42 Flood Expl
7-8  Bandit Mnst 51-52  Noble Mnst 43-45 Minstrel Mnst
9-10 Cat Mnst 53-54 Soldier Mnst 46-48 Noble Mnst
11-12  Commoner Mnst _ Spy 49-51 Pests Expl
13-25  Travel Scenery pgios 00 (CutthroatVariany) Mt b [ .
26 Cult Fanatic Mnst 57-58 Lost Item Expl 55-56  Pugilist Mnst
27-28 Cultist Mnst 59-60 Steam Mephit Mnst 57-59  Private Property Expl
29-30 Cutthroat Mnst 61-62 Swarm of Rats Mnst 60-61 Soldier Mnst
31-32  Falling Net Expl 63-64 Thug Mnst 62-63 Thug Mnst
33-34 Gargoyle Mnst 65-66 Public Ceremony Expl 64-66 Rooftop Run Expl
35-36 Giant Rat Mnst 67-68 Wererat Mnst 67-69 Veteran Mnst
37-40 Guard Mnst 69-99 Social Encounter pg 103 70-71 Wereboar Mnst
41-42  Hail Storm Expl 100  Dark Alleys Expl 79-73  Urban Blaze Expl
74-75 Wererat Mnst
76-77 Werewolf Mnst
78-79 Urban Quake Expl
80-99 Social Encounter pg 103
100 Forge, Foundry, Expl

and Factory
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TABLE: URBAN TOWNSHIP
EXPLORING TIER 2

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

10-17
18-19
20-21
22-23
24-25
26-27
28-29
30-31
32-34
35-36
37-38

39-41

42-43

44-45

46-48
49-51
52-54
55-56
57-58
59-61
62-63
64-66
67-69
70-71
72-73
74-75
76-77
78-79
80-81
82-99
100

Alchemist Mnst
Collapsing Roof Expl

Assassin Mnst
Bandit Captain Mnst
Bulette Mnst
Travel Scenery pg 105
Cambion Mnst
Champion Warrior Mnst
Crime Boss Mnst
Cursed Temple Expl

Doppelganger Mnst
Gargoyle Mnst
Ghost Mnst
Dense Fog Expl

Gladiator Mnst
Guard Squad Mnst
o oy

::SIZ-SSS?:dow Dragon /o
High Priest Mnst
Holy Knight Mnst
Rot Grubs Expl

Khalkos Spawn Mnst
Malcubus Mnst
Pugilist Mnst
Sinkhole Expl

Revenant Mnst
Soldier Squad Mnst
Veteran Mnst
Tornado Expl

Werebear Mnst
Wereboar Mnst
Wraith Mnst

Voracious Pests Expl

Social Encounter pg 103

Choking Smoke

TABLE: URBAN TOWNSHIP
REALM EXPLORING TIER 3

D100 ENCOUNTER TYPE

Archmage

1
2-4
5-7

8-10
1-16
17-19
20-22
23-25
26-28

29-31

32-34
35-37
38-39
40-43
43-45
46-48
49-51

52-54
55-57
58-61

62-64
65-69
70-73
74-76

77-79

80-81
82-99

100

Archpriest
Ascetic Grandmaster
Assassin

Travel Scenery

Cambion
Champion Warrior
Crime Boss

High Priest

Caught In The
Crossfire

Holy Knight
Khalkos

Knight Captain
Malcubus
Choking Smoke
Ogre Mage
Rakshasa
Soldier Squad

Vampire

Primordial Tornado

Veteran
Werebear
Wereboar

Werewolf

Sunspots

Wraith

Social Encounter
Killing Cloud

Mnst
Mnst
Mnst
Mnst
pg 105
Mnst
Mnst
Mnst
Mnst

Expl

Mnst
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Mnst
Expl
Mnst
pg 103
Expl

TABLE: URBAN TOWNSHIP

EXPLORING TIER 4

D100 ENCOUNTER TYPE

1-6
6-12
13-19
20-24
25-31
32-38
39-45
46-51
52-57
58-63
64-69
70-75
76-81
82-85
86-100

Travel scenery

Arcane blademaster

Archmage
Archpriest

Ascetic grandmaster

Holy knight
Khalkos

Killing cloud
Knight captain
Master assassin
Rakshasa
Vampire
Wraith

Wraith lord

Social encounter

Chapter 4: Exploration

pg 105
Mnst
Mnst
Mnst
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Mnst
Mnst
Mnst
pg 103




LEUCEL UP TriaLs & TREASURES

| Warturn I(ingdum Z)A(IB)tE WARTORN KINGDOM
ORING TIER 1
An occupied nation, or one amidst a civil war, is a dubious place
populated with aggressive soldiers, desperate commoners, and merciless 1 Counterfeit Goods Expl
opportunists. Adventurers journeying through this region have many 2-3  Aboleth Thrall Mnst
social encounters, combat encounters against NPCs, and both circum- 4-5  Acolyte Mnst
stance and natural terrain exploration challenges as they navigate the 6-7  Ankheg Mnst
country in conflict. 8-17  Travel Scenery pg 105
Terrains. Any. 18-19  Bandit Captain Mnst
Tiers. Nascent counties skirmishing against one another might 20-21 Commoner Mob Mnst
merit tier 1, but when larger nations take umbrage against one 22-23  Cult Fanatic Mnst

another they usually merit being tier 2 or even tier 3.
Weather. 1-8 clear, 9-12 overcast, 13-16 rain, 17-19 mist,

24-25 End of Hibernation Expl

26-27 Doppelganger Mnst
20-25 snow. The Narrator may substitute a weather roll based = Mnst
on the terrain (like rolling a Lofty Mountains weather roll in a )
Wartorn Kingdom in a mountain range). 30-31 ggg::: msrsloocrk Mnst
Journey Activities. The Busk journey activity is made with disad- 32-34 Stampede Expl
vantage due to the wary and suspicious nature of other travelers. 35-36 Green Hag Mnst
37-38 Guard Squad Mnst
TABLE: WARTORN KINGDOM EXPLORING TIER O so4; Malf-Red Dragon -
D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE Veteran
1 Apprentice Mage Mnst 52-54 Noble Mnst 42 Flood Expl
2-3  Blinding Blizzard Expl 55-57 Ogrekin Mnst 43-45 Knight Mnst
4-5  Bandit Mnst 58-60 Forested Hills Expl
6-7  Commoner Mnst 61-63 Pony Mnit 46-48 53&2?0?522’?’5:3‘: Mnst
8-9  Cultist Mnst 64-66 Priest Mnst 49-51 Malcubus Mnst
10-19  Travel Scenery pg 105 67-68 Rat Mnst 52-54 Labyrinthine Ravines  Expl
20-21 Cutthroat Mnst 69-70 Hail Storm Expl 55-56 Ogrekin Mnst
22-23 Draft Horse Mnst 71-72  Riding Horse Mnst 57-58 Peryton Mnst
24-25 Giant Rat Mnst 73-74  Scarecrow Mnst 59-61 Priest Mnst
26-27 Bridge of Stones Expl 75-76  Soldier Mnst 62-63 Mushroom Ring Expl
28-29 Gnoll Mnst 77-78 Haze Expl 64-66 Pugilist Mnst
30-31 Goat Mnst Spy 67-68 Scarecrow Mnst
32-34 Goblin Mnst 79780 (Cutthroat Variant) Mnst 69-70 Soldier Mnst
35-37 Counterfeit Goods Expl 81-82 Swarm of Rats Mnst 71-72  Pests Expl
38-41 Guard Mnst 83-84 Lost Item Expl ~ Spy
42 Kobold Mnst 85-86 Thug Mnst 73774 (Cutthroat Variant) Mnst
43-45 Mastiff Mnst 87-88 Warhorse Mnst 75-76 Thug Mnst
46-48 End Of Hibernation Expl 89-99 Social Encounter pg 103 77-78 Veteran Mnst
49-51 Minstrel Mnst 100  Pests Expl 79-80 Private Property Expl
81-82 Wereboar Mnst
83-84 Wererat Mnst
85-86 Werewolf Mnst
87-88 Thunderstorm Expl
89-99 Social Encounter pg 103
100  Dense Fog Expl
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TABLE: WARTORN KINGDOM
EXPLORING TIER 2

D100 ENCOUNTER TYPE

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

10-15
16-17
18-19
20-21
22-23
24-25
26-27
28-29
30-31
32-34
35-36
37-38
39-41

42

43-45
46-48
49-51

52-54
55-56
57-58
59-61

62-63
64-66
67-68
69-70
71-72

73-74

75-76
77-78

79-80
81-82

83-84

85-86
87-88
89-99

100

Aboleth Thrall
Alchemist

Cursed Temple
Ankheg Queen
Assassin

Travel Scenery
Bandit Captain
Cambion

Dense Fog
Champion Warrior
Crime Boss

Flimsy Rope Bridge
Doppelganger
Ghost

Hail Deluge
Gladiator

Guard Squad
Lethal Outgassing

Half-Shadow Dragon
Assassin

High Priest

Rot Grubs

Holy Knight
Shattered Earth
Invisible Stalker
Khalkos Spawn
Mage
Thundering Stampede
Malcubus
Medusa
Tornado

Night Hag

Ogre Mage
Voracious Pests
Revanant
Soldier Squad
White Elk

Spymaster
(Assassin Variant)

Wraith
Wild Magic Zone

Social Encounter

Caught in the
Crossfire

Mnst
Mnst
Expl
Mnst
Mnst
pg 105
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl
Mnst
Mnst
Expl

Mnst

Mnst
Mnst
Mnst
Expl

Mnst
Mnst
Mnst
Expl

Mnst
Mnst
Expl

Mnst
Mnst
Expl

Mnst
Mnst
Expl

Mnst

Mnst
Expl
pg 103

Expl

TABLE: WARTORN KINGDOM

EXPLORING TIER 3

1
2-4
5-7

8-10
1-13
16-19
20-25
26-28
29-31
32-34

35-37

38-39
40-41
42
43-45
46-48
49-51
52-54
55-57
58-61
62-64
65-69
70-73
74-76
77-79
80-82
83-85
86-87
88-89
90-91
92-99

100

Archmage
Archpriest

Ascetic Grandmaster
Bridge of Sorrow
Assassin

Champion Warrior
Crime Boss

Travel Scenery

Fire Giant

High Priest

Caught in the
Crossfire

Holy Knight
Invisible Stalker
Khalkos

Choking Smoke
Knight Captain
Night Hag
Malcubus

Cursed Waterway
Ogre Mage
Soldier Squad
Rakshasa

Perilous Cliff Path
Soldier Squad
Vampire
Werebear
Primordial Tornado
Wereboar
Werewolf

Wraith

Social Encounter

Divine War

Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
pg 105
Mnst
Mnst

Expl

Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
Expl
Mnst
Mnst
Mnst
pg 103

Expl

TABLE: WARTORN KINGDOM

EXPLORING TIER 4

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE

1-5
6-10
1-16
17-22
23-28
29-34
35-39
40-45
46-51
52-57
58-63
64-69
70-75
76-81
82-87
88-92
93-100

Perilous Cliff Path
Arcane Blademaster
Travel Scenery
Archmage

Divine War
Archpriest

Forest Fire

Ascetic Grandmaster
God Corpse

Khalkos

Hallowed Ground
Master Assassin
Hellscape

Vampire

Killing Cloud

Wraith Lord

Social Encounter

Chapter 4: Exploration

Expl
Mnst
pg 105
Mnst
Expl
Mnst
Expl
Mnst
Expl
Mnst
Expl
Mnst
Expl
Mnst
Expl
Mnst
pg 103
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[ ] A n e TABLE: DUNGEON EXPLORING TIER O
reating A Region

While this book provides a selection of regions to be used in any

1-2 Aboleth Thrall Mnst
world, Narrators may sometimes need to create new regions of their )
3-4  Animated Armor Mnst
own making. When creating a region, consider the following things. 5.6  Apprentice Mage Minst
Terrains. Determine the types of terrains most common in the .
region. For example, the crypts of a few dead nobles might be -8 Bandit Mnst
; - : 9-10  Bolt-Thrower Mnst
appropriate for tombs terrain in a hamlet urban region, but for a .
major metropolitan urban region to have tombs among its terrains 1112 Cultist Minst
it would need a proper necropolis. 13714 Cutthroat Mnst
Tiers. What tiers does this region type typically accommodate? 15716 Ettercap Mnst
Remember, that a region can be used with any tier of play, but some 17-18  Flumph Mnst
regions will tend towards higher or lower tiers. Y P e Mnst
Weather. On a 1-25 scale (representing a d20 roll, with an addi- Zl2e [l Rl
tional +5 during the winter season), note what the weather might be 27-28  Gargoyle e
like on a given day. Remember that the weather entry only includes 29-30  Gear Spider ol
milder descriptive weather (clear, overcast, rain, mist, snow) which 31-32  Gelatinous Cube Mnst
do not affect the adventurers. More extreme weather events are 33-34  Gibbering Mouther  Mnst
exploration challenges and should be included in the region’s 35-36  Ghoul Mnst
Exploring table. 37-38 Goblin Mnst
Traits. The region should have one or more environmental traits. 39-40 Gray Ooze Mnst
You can borrow traits from other regions, or create new traits. 41-42  Homunculus Mnst
Encounters. You will need to devise encounter tables for all five 43-44  Kobold Mnst
tiers of play. These should include a mix of monsters, exploration 45-46 Mimic Mnst
challenges, social encounters, and travel scenery. 46-47 Ochre Jelly Mnst
48-49 Ogrekin Mnst
n“ngeons 50-52 Poisonous Snake® Mnst
Desolate crypts, ancient temples, horrifying tombs, and cursed pyramids el LikEe Expl
are often filled with traps and monsters. Unlike the natural caverns of 60-62 Ratg Mnst
most of the underland realm, a dungeon is usually constructed and can 63-64 Rug of Smothering Mnst
be above or below ground. Although dungeons aren’t regions (so there 65-66 Shadow Mnst
is no weather or travel scenery, and adventurers don’t undertake journey 67-68 Shrieker Mnst
activities in a dungeon) they are filled with random encounters against 69-70 Skeleton Mnst
both traps and monsters, and these areas are ripe with opportunities 71-72  Specter Mnst
for exploration! 73-79 Lost Item Expl
Terrains. Dungeons can be found everywhere, and depending 80-82 Spiderg Mnst
on their size and location they may have a wide variety of terrains g3_gq Swarmof .
within (though laboratory, ruins, sewer, temple, and tomb are the EfSEIEIN RS
most common). 85-86 Swarm Of Rats Mnst
Tier. Dungeons range from tier O crypts in small villages all the 87-88  Violet Fungus Mnst
way up to the deadliest tier 4 labyrinths of terror constructed by B VTR liEs
91-92 Zombie Mnst

ancient evils.

Poorly-Repaired

B o

Expl

¢ On an odd result, use the giant version of
this creature instead.
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TABLE: DUNGEON EXPLORING TIER 1 TABLE: DUNGEON EXPLORINGTIER2  TABLE: DUNGEON EXPLORING TIER 3

D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE D100 ENCOUNTER TYPE

1-6  Collapsing roof Expl 1-5  Cursed Temple Expl 1-7  Choking Smoke Expl
7-8  Aboleth Thrall Mnst 6—8  Air Elemental® Mnst 8-10  Aboleth Mnst
9-10  Animated Armor Mnst 9-10  Alchemist Mnst 11-13  Archmage Mnst
11-12  Bandit Captain Mnst 11-12  Blackguard Mnst 14-16  Assassin Mnst
13-14  Banshee Mnst 13-16  Dense Fog Expl 17-19  Behir Mnst
15-16  Black Pudding Mnst 17-18  Black Pudding Mnst 20-22 Clay Guardian Mnst
17-18  Bolt-Thrower Mnst 19-20 Bolt-Thrower Mnst 23-28 Endless Plummet Expl
19-20 Clockwork Sentinel Mnst 21-22 Bulette Mnst 29-31 Cloaker Mnst
21-22  Cult Fanatic Mnst 23-26 Enchanted Statue Expl 32-34 Cyclops Mnst
23-24 Doppelganger Mnst 27-28 Cambion Mnst 35-37 Drider Mnst
25-30 Labyrinthine Ravines  Expl 29-30 Clay Guardian Mnst 38-39 Forgotten God Mnst
31-32  Ettercap Mnst 31-32  Cloaker Mnst 40-42 Guardian Naga Mnst
33-34 Ettin Mnst 33-36 Flimsy Rope Bridge Expl 43-48 Poison Needle Expl
35-36 Flying Sword Mnst 37-38 Crusher Mnst 49-51 Iron Guardian Mnst
37-38 Gargoyle Mnst 39-40 Dead Man’s Fingers Mnst 52-54 Mummy Lord Mnst
39-40 Ghast Mnst 41-42  Drider Mnst 55-57 Night Hag Mnst
41-42  Ghost Mnst 43-45 Lethal Outgassing Expl 58-61 Ogre Mage Mnst
43-44  Ghoul Mnst 46-48 Earth Elemental® Mnst 62-64 Otyugh Mnst
45-46 Gibbering Mouther Mnst 49-51 Elder Black Pudding ~ Mnst 65-73 Sphgrg Of Expl
47-ag Goblin Boss or Mnst 52-54  Fire Elemental® Mnst Annihilation
Goblin Warlock 51-52  Flesh Guardian Mnst 74-76  Sphinx Mnst
49-55 Pests Expl 53-56 Poison Darts Expl 77-79  Spirit Naga Mnst
56-57 Intellect Devourer Mnst 57-58 Hell Hound Mnst 80-82 Stone Guardian Mnst
58-89 Kobold Broodguard Mnst 59-60 Intellect Devourer Mnst 83-85 Troll Or Dread Troll Mnst
or Kobold Sorcerer 61-66 Invisible Stalker Mnst 86-88 Vampire Mnst
60-61 Mimic Mnst 63-65 Rolling Sphere Expl 89-93 Spinning Walls Expl
62-63 Ochre Jelly Mnst 66-67 Mage Mnst 94-96 Wraith Lord Mnst
64-65 Ogre Mnst 68-69 Ogre Mage Mnst 97-99 Zombie Dragon Mnst
66-67 Ogre Zombie Mnst 70-71 Otyugh Mnst 100 Malfunctioning Expl
68-69 Phase Spider Mnst 72-75 Rot Grubs Expl Planar Portal
70-71 Quasit Mnst 76-79 Revenant Mnst
72-73  Rugof Smothering Mnst 80-81 Shield Guardian Mnst
74-79 Pit Trap Expl 82-83 Stone Guardian Mnst
80-81 Shadow Mnst 84-87 Swinging Blades Expl
82-83 Skeletal Champion Mnst 88-90 Water Elemental® Mnst
84-85 Skeletal Horde Mnst 91-92 Wererat Mnst
86-87 Specter Mnst 93-94 Werewolf Mnst
88-89 Walking Statue Mnst 95-97 Voracious Pests Expl
90-91 Werewolf Mnst 98-99 Wraith Mnst
92-93 Zombie Horde Mnst 100  Spinning Walls Expl
94-95 Zombie Knight Mnst ¢ On an odd result, use the giant version of
96-99 Quicksand Expl this creature instead.
100  Rot Grubs Expl
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TABLE: DUNGEON EXPLORING TIER 4 H Id h'
oidenshire

Below is an example setting containing several

1-7  God Corpse Expl ) Hengisth . 1 vill lati
regions. Hengistbury is a small village (population
8-12  Aboleth Mnst & , & ik & ('p p ]
approximately 150) on the banks of a winding river
13-16  Arcane Blademaster =~ Mnst ] ) ;
located in the rustic and rural county of Holdenshire.
17-22  Archmage Mnst ]
As one moves east, the regions become more and
23-28 Hallowed Ground Expl s I
more dangerous, culminating in a blasted land
29-32 Clay Guardian Mnst ! .
seared by a mighty red dragon named Cirothe. To
33-37 Demilich Mnst 4 ;
the northwest lie the larger towns of Northminster
38-41 Dread Knight Mnst ; d
g and Wintercliff, on the coast of the Northern Ocean.
42-48 Hell Expl b )
eliscape *P Each named area on the map is a different
49-52 Empyrean Mnst region, as described in the table below. Using just
cEacllich Mnst this information, the Narrator has enough material
S WS AEEERS s for the adventurers to roam the setting. The region
62-68 Killing Cloud Expl types contain descriptions and environmental effects,
69-72  Mummy Lord s and provide all forms of encounters. All the Narrator
73-77  Sphinx (Greater) Mnst needs to do is add a plot!
78-81 Stone Guardian Mnst

Malfunctioning
82-88  planar Portal 23

89-92 Troll Or Dread Troll Mnst Example 0f Plau

93-97 Vampire Mnst It’s just about 35 miles to get from Ringwood

98-100 Wraith Lord Mnst to the Northern Ocean, so it’ll take about two
days on foot at a normal pace.

NORTHERRN,
OCEAN

| :iopmmsi\zwm;*'

SOUTHMORLAN, }

(100"



Varskyle asks if the group has enough
Supply for two days of travel. Krarg claims he
can carry for more than just himself, but that
the group should stock up before journeying
out so each adventurer buys rations and filled
waterskins (together each is worth 1 Supply).
After their previous journey (a much longer
ordeal) the adventurers are a little short on
coin as well as food, but do their best resup-
plying. When they head out every member of
the party has 3 Supply, except for Krarg who
carries 6 Supply.

The Narrator determines that the journey
between the Northern Ocean and Ringwood
crosses through two different regions, each
of which will include an encounter—some
tier 1 Open Roads, and the coast of a tier 2
Restless Sea.

The first encounter is an exploration
challenge as the party travels along familiar
Open Roads leading north from Ringwood:
although it’s a clear day, it is interrupted by
a powerful thunderstorm. The wind begins
to pick up several hours after the adven-
turers begin their journey. As the gusts grow
stronger and stronger, the party realizes they
are in danger!

T’lingbet suggests the group attempt to
tough it out; he doesn’t want to miss the
beach festival! The group attempts a group
DC 13 Survival check, but only half of the
PCs succeed so their group check fails.

“We need to find shelter,” says Nox,
worried they’re going to have their Supply
ruined in the strong winds and rain, not
to mention the chance of lightning strikes.
The party works together to quickly create
shelter from the thunderstorm, making a
group DC 13 Engineering check. Before they
attempt this, Orla gives several of the adven-
turers Bardic Inspiration. With a little help
from their bard more than half of the party
succeeds so they pass the group check and
are able to hastily construct a lean-to against
some boulders along the road. Just as they do
a bolt of electricity slams into a tree nearby,

Chapter 4: Exploration

TABLE: EXAMPLE REGIONS

REGION REGION TYPE

Blackford Tier 1 Urban Township

Crawley Hills Tier 1 Rolling Grasslands
Deepcrest Chasm Tier 2 Blasted Wastes
Deephall Point Tier 2 Underland Realm
Dellgate Pass Tier 2 Lofty Mountains
Fogmoor Tier 1 Unrelenting Marsh
Greendell Forest Tier 3 Feywood

Greyfell Forest Tier 2 Feywood

Halfpoint Tier 1 Urban Township
Hengistbury Tier 0 Urban Township
Holdenshire Tier O Country Shire
Lintown Tier 2 Urban Township
Lanickshire Tier 1 Country Shire

Last Chance Tier 2 Country Shire

Northbeach Woods Tier 2 Feywood
Northern Ocean Tier 2 Restless Sea

Northminster Tier 2 Urban Township

North Riding Tier 1 Rolling Grasslands
Oldshade Woods Tier 3 Feywood
Queenswood Tier 1 Feywood

Redcliff Tier 2 Urban Township
Ringwood Tier 1 Urban Township
Roads Tier O Open Roads

Skull Mountain Tier 3 Lofty Mountains

Southmoreland Tier 2 Rolling Grasslands

The Desolation Tier 3 Blasted Wastes

Thornbury Tier 0 Urban Township
Weirwood Tier 1 Feywood
Whitehollow Tier 2 Country Shire
Wintercliff Tier 2 Urban Township
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but no Supply is lost in the raucous weather
as the party waits out the storm. This takes
5 hours, to T’lingbet’s dismay. They camp
there, each consuming 1 Supply.

The next morning Nox attempts to find
some spellcasting materials using Gather
Components on the tier 1 Open Roads.
They make an Arcana check and get a 17.
The Narrator rolls 1d4 and adds 5 (because
Nox handily beat the region’s journey
activity DC of 12), determining that Nox
was able to find 8 gold worth of compo-
nents. Krarg makes a Survival check to Hunt
and Gather but he fails, Varskyle jots down
information about the area and succeeds on
her History check to Chronicle (choosing to
gain an expertise die on future Survival
checks made within or about the region),
and T’lingbet is unsuccessful on an Animal

Handling check to Befriend Animal. Mean-
while, Orla rolls a natural 20 on her
Performance check and critically succeeds to
Busk for passersby! The journey activity DC
is 12 and her result is a 26, so she gets 16
gold—and a passerby gifts her a random
magical item worth 50 gold or less. Not bad
for a few sonnets.

Soon after the adventurers set out for the
day, which is cool and misty, and reach the
Northern Ocean where they encounter a duo
of bandits! The party stands their ground,
defending themselves until the brigands
make a run for it. The adventurers camp a
second night (reducing each PC to 1 Supply,
except Krarg who is down to 4 Supply) but
they can smell the salty air throughout the
evening—they’ll make it to the ocean by
midday tomorrow.
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Sﬂ[ial E“[ﬂ“nters TABLE: RANDOM NPC NAMES .

Social encounters can be randomly rolled along with monster encounters

and exploration challenges. Individual names and heritages for people ; 2:::;
met on the road can be chosen or rolled randomly. The Narrator should . S
embellish the encounters as needed, and should feel free to reject any 4 E—
which are not suitable for the current environment. 5 Daro
6 Dunk
TABLE: RANDOM NPC HERITAGE TABLE: UNUSUAL NPC HERITAGE 7 Erendel
D12 HERITAGE 8 Galan
1-2 Dragonborn 1 Bugbear 9 Hodar
3-5 Dwarf 2 Centaur 10 Huebald
6-8 EIf 3 Faerie 1 Jasmine
9 Gnome 4 Gnoll 12 Jissard
10-T1 Halfling 5 Goblin 13 Kito
12-14 Human 6 Hobgoblin 14 Larion
15-16 Orc 7 Kobold 15 Mara
17 Planetouched 8 Lizardfolk 16 Naphak
18-19  Mixed heritage (roll twice, 9 Lycanthrope 17 Otto
ignoring this result) 10 Minotaur 18 Perra
20 Roll on the Unusual NPC n Ogre 19 Thorne |
Heritage table 12 Satyr 20 Theodor

TABLE: RANDOM SOCIAL ENCOUNTERS

D100 SOCIALENCOUNTER D100 SOCIAL ENCOUNTER

1 An escaped convict looking for refuge. 16 Aranger who demands to know the party’s identities.

2 A knight looking for her lost love. 17 Aroyal messenger with an urgent missive.

3 Asquad of guards who think that the adventurers are 18 Achild who has run away from home.
evil or neer-do-wells. 19  Abounty hunter tracking elusive prey.

4 Anoble retinue which demands the party stand aside. 20 A cheerful bard who won't be quiet.

5 A stranded merchant with a badly damaged wagon 1 A noble who takes easy offense and settles things
they need help repairing. with duels.

6  Adying warrior with a dire warning. ,;  Acleric who tries to convert the adventurers to

7 A group of children curious about the way the i 7 o
adventurers look. 23 Atoll station which charges 1gold per traveler.

8  Ashepherd whose flock is blocking the way. 24 A pair of halflings on their own epic quest.

9 An apprentice wizard seeking willing participants for 25 An elderly wizard traveling to a fair where they can
testing spells. display their fireworks.

10 Adoomsayer preaching an impending apocalypse. 6  Anelderly villager who has lost something valuable

11 Aboastful young squire keen to join the party. and is desperately searching for it.

L, Anangry farmer who claims the adventurers are 27 A marching army column on its way to or from a battle.
trespassing. )8 A down-on-their-luck adventurer who tries to sell the

13 Acircus wagon headed to the nearest town. party some of their gear.

14 Awineseller drunk on his own wares. 59  Anadventurer with a cursed item which can only be

15 Aprocession bearing the corpse of a famous knight home. passed on willingly.
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TABLE: RANDOM SOCIAL ENCOUNTERS (CONTINUED)

D100 SOCIALENCOUNTER D100 SOCIALENCOUNTER

30

31
32
33
34

35
36
37
38
39
40
41
42

43

44

45
46

47

48
49
50
51
52

53
54
55
56
57

58

104

An old acquaintance of one of the adventurers. Are
they enemy or ally?

A lone traveler who has lost their memory.
An archeologist digging for lost treasure.
A friendly group who offer to share a campsite.

A group of monks on a pilgrimage to a holy shrine.

An adventurer full of arrows, badly wounded by a
bandit raid.

A mercenary company looking for work.

A hungry beggar offering information in exchange for
food.

A party of refugees from a war or battle.

A saddled horse with a few crossbow bolts stuck in its
hide and harness, its rider nowhere to be seen.

A chain gang overseen by a stern guard.

A young, fresh-faced adventurer determined to return
a hero on their first journey.

A merchant selling dubious potions.

A drunken man on the road mistakes one of the adven-
turers for a long-lost son or daughter.

A bandit whose gang has been killed—they have es-
caped with their lives and some small treasures.

An alchemist searching for a rare component.

An animal-trainer leading a huge beast.

A group of low-level bandits who know better than to
mess with the party.

A band of dwarven workers singing a jaunty song.

A farmer seeking his strayed livestock.

A group of adventurers on a different quest.

An adventurer solemnly burying a fallen companion.

A doomed plague victim with only hours to live.

A truly heroic and noble knight that ardently follows
the ideals of chivalry.

A foppish and condescending noble who looks down
his nose at adventurers.

A docile, intelligent Monster or giant sitting by the
side of the road.

A frantic fortune-teller approaches to say they saw the
adventurers in their dreams.

A cryptic merchant peddling bizarre wares in exchange
for secrets.

A guide warning of danger ahead that might be easily
avoided—for a fee.

59

60

61

62

63

64

65

66

67

68

69

70

71

72

73

74

75

76

77

78

79

A gnome putting their finishing touches on some con-
struction of esoteric and frightening design.

A rainstorm blows in, but a circle of dry calm surrounds a
hooded traveler as they pass.

A robed man waves at the party from a tower in the
distance, a structure that does not appear on any maps
or recollections of recent travel nearby.

A knight jousting at a windmill who is convinced the
structure is a mimic in disguise.

A confused and bloody man staggers towards the party
from a scuffed arcane circle marked out for a recently
completed ritual.

A starving family begs the party for money or food.

A lone knight keen to test their mettle seeks directions
to the nearest monster of ill repute.

A small woodland creature wearing a tiny golden crown
stares at the party imploringly from the oddly lush flora
that surrounds it.

A noble’s richly appointed carriage imperiously passes
by.

An upset merchant insists that one of the adventurers
has stolen from them.

A child with an injured animal in their arms frantically
looking for help.

A con artist presents a lucrative investment
opportunity.

A funeral procession moves solemnly down the road.

A novelist traveling in hopes of finding the
perfect inspiration

A friendly dragon who just awoke from a lengthy
slumber and is curious about current events.

A group of adventurers looking for the cure to a
plague ravaging another part of the world.

A group of bounty hunters looking for a target and
convinced the party must know something.

A forester argues animatedly with a druid.

Settlers on their way to or just starting out on a new
claim ask for directions, help, or information about the
local culture.

A friendly, eager, old peddler with a colorful and over-
full cart of bizarre goods for sale.

A group of knights and priests on the hunt for some
supernatural evil ask passersby for information.



TABLE: RANDOM SOCIAL ENCOUNTERS (CONTINUED)

D100 SOCIALENCOUNTER D100 SOCIAL ENCOUNTER

80

82

83

84

85

86

87

88

89

90

92

93

94

95

96

97

98

A local vintner giving away samples of their latest (me-
diocre) wine in an attempt to drum up business.

A very conscientious troll working to do maintenance
on his bridge.

A group of faeries that invite the adventurers to come
dance with them.

A disguised young nobleman, slumming it with some
local toughs, looks to fit in with the lower classes and
may try to intimidate or schmooze the party.

A child is crying by the side of the road because their
kitty Muffles is stuck in the wall of their house.

An extremely cheerful old lady enthusiastically greets
the adventurers and tries to sell them her apples.

A cart has gone into a pothole and seems to be firmly
stuck. The carter and their spouse are having a raging
argument as to whose fault it was.

A pair of boots can be seen sticking out from under a
hedgerow just off the road, and the sounds of snoring
nearby are very, very loud.

At a crossroads a disheveled youth paces back and
forth, clutching a fiddle and muttering to themself.

A dog races up to the adventurers and barks furiously,
then runs off before coming back and barking some
more. This pattern repeats several times.

From a ditch at the side of the road the party hears a
groan. Looking more closely they can spot a bloodied
and battered figure lying in the bottom of the ditch.

A couple of artists debating over how to approach a
new project and roping in passersby to weigh in.

A pair of hopelessly lost planar travelers looking for
directions. They don’t speak Common.

Food vendor aggressively hawking something unusual
and delicious.

Parents frantically searching for a lost child.

Work crew holding together something that broke
unexpectedly and in desperate need of some extra
pairs of hands.

A festival that’s in full swing—tipsy locals may try
to rope the party into celebratory events, push local
cuisine on them, or prank them.

People search the site of a recent battle for survivors
and possibly loot.

A crier loudly proclaims an unpopular new decree to
much grumbling and heckling.
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A group of traveling minstrels offer to share their
campsite and entertain the adventurers while passing
on news and rumors.

Ariver can only be crossed by way of the ferryman
who asks each traveler for a single silver coin.

Travel Scenery

The world is a fascinating place and across their

journeys the adventurers are bound to see some

things that are interesting or extraordinary yet

pose no threat or danger. Narrators can use travel

scenery to heighten the sense of adventure and

mystery, introduce new quests, or tweak them to

help guide a wayward party back to an important
task they’ve left unfinished.

TABLE: TRAVEL SCENERY

D100 TRAVEL SCENERY

[e))

~

©

12

A flock of birds wheels and dives in the air, staying
within sight for most of the day.

The ground shakes as some kind of burrowing creature
passes beneath.

An old battlefield littered with skeletons and rusty
weapons.

A giant tree, towering above those around it, stands
lifeless and dead, charred and burned.

A great flying creature such as a dragon or wyvern
passes overhead.

Strange voices are heard overnight while at camp,
but no sign of anyone is discovered.

An eclipse takes pace, plunging the adventurers into
darkness for several minutes.

A stone circle, some remnant of an ancient religion.

A ruined keep covered in ivy stands at the side of
the road.

A corpse hangs from a tree, clearly having been
hanged for some reason.

A beautiful waterfall cascades in a picturesque scene.

Barrow mounds where ancient warriors were laid to
rest spread sense of unease.

A large fallen tree blocks passage across the road.
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TABLE: TRAVEL SCENERY (CONTINUED)

D100 TRAVEL SCENERY D100 TRAVEL SCENERY

An ancient paved road from a civilization long before 40  An obelisk or stone pillar etched with eldritch runes.

14 any in recorded history.
A rare plant is found, though any herbal concoctions
The inert bodies of a family that have been killed and 41 it might be used in are the purvey of only expert
15 gnawed upon. alchemists.
16 A deserted farm whose owners clearly left in a hurry — 9 The sounds of battle can be heard, but nothing can be
there is still livestock there. seen and there are no recent signs of conflict.
17 A friendly stray dog accompanies the adventurers for 3 An unusual quiet falls—all is still, the animals remain
a while. silent, and no wind disturbs the air.
18  Astrange waterfall which flows upwards. 44  Theadventurers discover the corpse of a powerful
19 Unusual tracks indicate the passage of some rare e Gl (e e il
AUl e 45 The air becomes suddenly chill, even in the height
2 A bridge crosses a chasm with a sign that reads, “Be- o SIS
ware of the troll” There is no troll. .
46 A giant eagle swoops dowr'1 on some.small woodland
21 An overturned wagon contains spoiled provisions and St el GRS i i 10 e el Eres,
there are no owners in sight. 47  The blackened and burned remnants of a roadside inn.
2 An area of trees and bushes clearly ravaged by some 48 A massive fallen tree riddled with fungal growths of
kind of disease. unusual size.
23 A ranger stands in a clearing, clearly having been 49 A moldering shipwreck paradoxically hangs in the
turned to stone. treetops far from any body of water.
24 Atree decorated with humanoid skulls. 5o Several low hills that look suspiciously like giant tortoises
25 A majestic white falcon leads the PCs through a SR T 0 ST E IS
ST Ee] (1230 VR 2 51 A thunderstorm in the distance that seems strangely
% The corpse of a well-equipped adventurer still in their I £ PSS Do e el
ey i STl in hEm:k 52 A boulder-sized obsidian sphere floats a few yards
. L above low and scattered ruins.
y7  Agreat skull of some kind of massive giant, covered
with moss and home to small critters. . . .
53 A massive, 100 foot tall iron colossus lies almost
78 A shallow grave with notice atop it which reads, “This pepes iy sl e melmET.

is the fate of thieves and liars.” . ) o
A hilltop graveyard covered in colorful flowering vines.

29  Wolves howl in the distance all throughout the night. 54  Cheerful ravens squawk from atop the ancient head-

30  Theremains of a campsite that was clearly recently used. SIS I 00 WS Sl

31 Anoversized rusted greatsword embedded in a stone. 55 The current of a turbulent river creates numerous tiny
Ornate spires made of magically-hardened ice rise ElTESS M G ey

32
eI A8 e 56 A half-finished cathedral to a forgotten god sits covered
33  Agreat face carved into the side of a cliff. in moss.
34  Awooden stick clearly marks the site of a buried object. 5 An angelic being appears, loudly blesses a holy site,
35 A large statue of a well-known god or hero overlooks el CIEE TR,
the route. 58  Ghostly spirits go about ancient daily routines in silence.
36 Ahot spring provides an opportunity for a bath. 5o  Wateris paradoxically drawn up from a lake into a
37  Ariderless horse, still saddled, walks down the road. cloud overhead.
38 A swarm of insects, dense enough to be almost 60 An ancient roadside inn that is immaculately maintained
opaque, hovers for no apparent reason. yet oddly empty.
39  Distant and strange lights flash and move in the sky. )  Two castles on adjacent hilltops stand watch over a

river running between them.
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D100 TRAVEL SCENERY D100 TRAVEL SCENERY

62

63

64

65

66
67

68

69

70

71

72

73

74

75

76

77

78

79

80

Vividly-colored fish swim in a nearby body of water.

A child’s joyous laughter echoes from the bottom of
a well.

A herd of massive herbivores slowly ambles across an
open field, grazing as they go.

An old windmill sits atop a hill outside a town, its
blades slowly turning even when there is no breeze.

The outline of a door carved into a rock face.
A stone altar standing alone on a small hill.

An area of devastation caused by two huge monsters
fighting. There is blood aplenty but no bodies.

A smooth circular crater—the obvious result of a
magical explosion—with a broken staff at its center.

An empty wooden chest clearly pulled from the hole
in the ground next to it.

A collection of 17 trees that are perfectly identical in
size and shape all the way down to their leaves.

A 100 foot long perfectly straight groove in the
ground, a few inches wide and several feet deep. It
starts and ends abruptly.

A monument to an ancient battle honoring the dead.
The monument is clean though the battleground is
long overgrown.

A set of wards constructed at a crossroads purporting
to keep fiends away.

A carved statue of such exquisite quality that it looks
as though it was a living person turned to wood. If re-
moved it becomes brittle and quickly loses its details.

A stand of trees burning endlessly without being
consumed.

A deep well which appears to be bottomless.

A pool of water which seems to be impossibly clean
and clear.

Disused ancient roads lie partially overgrown.

A strange grove where all sound seems to be muted
and a sense of peace pervades.

A tall, narrow stone tower, 100 feet high, seemingly
empty and standing alone on the landscape.

82
83

84

85

86

87
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95
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99
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A 30 foot wide eldritch rune burned into the ground.
A herd of pegasi flies overhead.

Ambulatory plant creatures slowly trudge along a
well-worn route, following the change of seasons.

Clouds that bear an uncanny resemblance to monsters
float overhead.

Ancient monument commemorating an armistice that
combines the aesthetics of two different peoples.

An abandoned carriage gutted of everything that
might have value.

A luxurious inn purporting pleasurable company, though
no other customers seem to have been enticed inside.

A talking and interactive figment that flamboyantly
points the way to a magical shop.

A shrubbery.

A fortified bridge that spans a chasm over a river of lava.

An empty cart firmly stuck in a pothole. Removing the
cart breaks its axle.

The ground nearby is littered with scores of small
holes the size of a person’s fist.

A perfectly square stone as big as a cauldron.

The shredded remains of a snare that a creature has
recently escaped from.

An ancient signpost by the road naming a couple
towns and their distances.

Further down the road the air seems to waver as if
from heat despite lacking the warmth necessary for
such an effect.

A child’s top spins on a boulder, sometimes dancing
to here or there across the rocky surface—but if left
alone it never stops.

An almost absurdly long line of ferrets darts across
the party’s path and quickly scampers out of sight.

The skies high overhead rumble as if the gods were
in violent conflict, but the clouds do not rain or strike
with lightning.
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CHAPTERS5

ExrPLORATION CHALLENGES

+ The rogue cowers in the corner as crea-
tures scuttle above his bead. “It’s over,
man,” he whispers, his eyes wide, “it’s
over.” The fighter grabs his shoulder and
shakes bhim. “Get it together! The only
way we survive is if we all stay alert!”

+ A crack echoes across the ravine as the
bridge’s ropes snap but the berserker’s
lightning reflexes are quick enough to
catch each end. She yells for ber compan-
ions to reach the other side—they’ll figure
out how to get her to safety after that.

+ “Look,” the fighter says, “it’s not that
hard? They leap forward, spinning
through the air and bounding off of the
stone floor just as a sickle slides out of
the wall bebind them. With a half dozen
more blades and graceful jumps they
are on the passage’s other side.
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n Level Up the journey can be as important as
Ithe destination. The intrigues of royal courts
and dragon slaying are all well and good, but what
happens in between is just as exciting. This chapter
includes exploration challenges for every region,
location, and situation the adventurers might find
themselves in, ranging from traps to weather anom-
alies to the conflicts of the heavens and all they
might leave upon the realms material. When none
of these are a good fit for the campaign, Narrators
are encouraged to make up their own exploration
challenges using the guidelines at the end of
the chapter.



Exploration Challenges

Some exploration challenges are straightforward
sequences like crossing a rickety bridge, escaping a
patch of quicksand, or bypassing a dangerous trap.
Others involve prevailing against massive snow-
storms, negotiating supernatural phenomena, or

traversing seas of sandy dunes.

Tiers

An adventuring party should be expected to
trivially overcome exploration challenges from a
lower tier of play. While the exploration challenge
might be narrated in order to give more flavor to
the journey, there is no need to individually run
lower-tier exploration challenges.

Challenge

Exploration challenges have challenge ratings,
much like monsters do, which helps the Narrator to
determine appropriate encounters for the party and
how much experience is rewarded for an explora-
tion challenge successfully overcome.

Each exploration challenge also includes two
Difficulty Classes. The first is used when individual
ability checks or saving throws are being made,
and the second is used for group checks.

Area

An entire region is sometimes an exploration
challenge — arctic expanses, demanding deserts,

TABLE: EXPLORATION CHALLENGE SIZES

or turbulent seas—and others might relate to the
immediate vicinity. Each exploration challenge
includes a suggested size and the typical time to
traverse it at a normal pace. The Narrator should
use a map of the world the game is set in to
determine the appropriate area for any explora-
tion challenge.

Immediate. This exploration challenge affects
the immediate area around the party; it’s likely
about 100 feet or so across, but is almost certainly
under 1 mile. It takes less than 1 hour to traverse
at normal pace.

Local. This exploration challenge is up to
3 miles (1 league) across, and takes 1 hour to
traverse at normal pace.

Intermediate. This exploration challenge is up
to 10 miles across and takes 3 hours to traverse
at normal pace.

Greater. This is the distance a party can usually
walk in a day at normal pace, and is up to 30
miles across.

Region. This exploration challenge covers the
entire region the party is currently traveling in.
Its exact size depends on the size of the region.

Running Exploration Challenges

Exploration challenges are designed to be free-form,
allowing the Narrator a great deal of latitude when

adjudicating them. The exploration challenges in

this book contain guidelines to assist the Narrator
in this task, but they are not meant to be binding or
constraining.

SLOW/WAGON NORMAL FAST/MOUNTED GALLOP

(2MPH) (3 MPH) (4 MPH) (8 MPH)

Immediate Up to 1 mile Less than Less than1hour  Less than Less than1hour  Less than
1 hour 1 hour 1 hour

Local Up to 3 miles 6 hours 11/2 hours 1 hour 1 hour Less than
1 hour
Intermediate  Up to 10 miles 2 days 5 hours 3 hours 2 hours 1 hour
Greater Up to 30 miles 1 week 2 days 1day 6 hours 4 hours
Region Varies Varies Varies Varies Varies Varies
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E E ; E _ Each entry details the various traits of the explo-

ration challenge, what its effects are, and what the

outcome of certain ability checks or actions might be.

2 Explorati(;n Challenges:

Success and Failure

The outcomes of exploration challenges range from the
very worst results to the very best.

Critical Failure. A disastrous decision or action, a
group check in which everybody fails, or a single check
which results in a Critical Failure. This often results
in penalties such as fatigue or strife, time, or loss of
Supply. No experience is gained.

Failure. A bad decision or action, a group check in
which half or less of the party succeed, or a single check
which results in a failure. This often results in penalties
such as loss of Supply or time. No experience is gained.

Success. An appropriate solution, a group check in
which more than half the party succeed, or a single check
which results in a success. The party gains experience
equal to half the exploration challenge’s CR.

Critical Success. An optimal solution, a group check
in which the whole party succeeds, or a single check
which results in a critical success. party gains expe-
rience equal to the exploration challenge’s CR, and

often a boon or discovery.

Group Checks

Group checks take place when the entire party is engaged
in a single task. In a group check, every player makes an
ability check. If more than half of the group succeeds in
their check, the group as a whole succeeds. If half or less of
the group succeed, the group as a whole fails.

When an exploration challenge mentions a group check,
the Narrator should allow adventurers to use different skills
or abilities where appropriate. Not all adventurers have
to make the same check, as long as each is contributing in
some way.

Group Criticals. A critical success is achieved when

all members of the party succeed in their checks, while a

critical failure takes place if all members of the party fail.
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Suggested Solutions. Each exploration chal-
lenge contains one or more example ways to
resolve it. Players are encouraged to come up
with inventive solutions, and a clever idea or an
appropriate expenditure of a spell or resource
can be rewarded with success, or with advan-
tage on one or more checks made.

Travel Time. Many exploration challenges
include effects which are dependent on the
amount of time spent overcoming them, such
as the periodic eruptions in an acid field or the
deadly damage of intense cold. The party’s travel
pace (see page 53; normal travel pace is 3 miles
per hour, slow is 2 miles per hour, and fast is 4
miles per hour) and the exploration challenge’s
size should be established as normal in order to
determine how long the adventurers remain in
the area. Some exploration challenges affect the
party’s travel pace, or are affected by the pace at
which the party moves.

Outcomes. Each exploration challenge also
lists some possible outcomes. These outcomes
are graded into four categories, from critical
failures up to critical successes (see the Explo-
ration Challenges: Success and Failure sidebar).
It is entirely up to the Narrator which outcome
the adventurers qualify for, depending on the
actions they take. An inventive solution might
immediately qualify them for a critical success,
as might a group check in which everybody
succeeds, and a critical failure might be trig-
gered by a disastrous decision, but the Narrator
ultimately decides what the outcome of an
exploration challenge is and what rewards are
granted or penalties accrued.

Some results —especially when a group check
has been made — may affect the entire party,
while others may affect only a single adventurer.
The Narrator should determine who is affected
based on the actions being taken.

Failing an exploration challenge does not halt
the journey, but it does usually mean that the
adventurers suffer some kind of penalty. Typical
penalties include the loss of time or Supply, or



gaining fatigue or strife, while rewards include
Boons and Discoveries, as well as experience.
Avoiding. At the Narrator’s discretion, some
exploration challenges might be avoided by
backtracking and taking a different route; if the
party chooses to do this, they will typically lose
some travel time and will not earn any experi-
ence for the exploration challenge, but they do
not have to face it. The time to avoid an explo-
ration challenge is equal to quadruple the time
it would normally take to traverse the area.
Telling a Story. Exploration challenges are
designed to be inserted seamlessly into an adven-
ture. The Narrator should never announce that an
exploration challenge is in progress, or present the
players with a list of options or potential actions.

Acid Field

2nd tier (terrain)
Challenge 8 (3,900 XP); DC 17/15
Area Local (1 hour)

Strange black spots mar the sparse ground
ahead. After a few moments of observation, it’s
clear why — acidic fluid erupts from fissures in
the ground!

Acidic Spray. Every half hour spent traveling
in this area a corrosive geyser explodes near the
party sending acid in a 60-foot radius. Each crea-
ture in the area makes a Dexterity saving throw,
taking 7 (2d6) acid damage on a failure.

Nature. A Nature check reveals to the party
that their Supply is vulnerable to the corrosive
atmosphere.

Protecting Provisions. An Engineering check
(or a check made with tools the Narrator deems
appropriate) allows each adventurer to adequately
protect any Supply they are carrying. This check
must be made before the Supply is destroyed.

Possible Solutions
A group Survival check is made to adequately
protect the adventurers and safely traverse the area.
Critical Failure. The party loses 6 (2d4+1)
Supply to the corrosive atmosphere, and each
adventurer suffers a level of fatigue from
acid burns.

Failure. The party loses 2 Supply to the
corrosive atmosphere and any adventurer that
failed their check suffers a level of fatigue from
acid burns.

Success. The adventurers make it through
the area successfully.

Critical Success. The adventurers make it
through the area successfully and they notice
something important. Roll on the Boons and
Discoveries table.

Blinding Blizzard

Chapter 5: Exploration Challenges

Oth tier (weather)
Challenge 1 (200 XP); DC 13/13
Area Intermediate (3 hours)

Heavy snowfall blasts the countryside reducing
visibility to just a few feet. Travel through the area
is even harder than usual as slips, trips, and falls
are difficult to see.
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High Winds. Ranged attacks are made with Suppressing Aura. All magic within the

disadvantage, unattended and poorly secured shadow of the clouds is suppressed (as if in an
objects fly off in the wind, and flying is nearly antimagic field). In addition, each of the adven-
turers sees visions of their worst fears reflected

in the bridge.

impossible (requiring an Acrobatics check each

minute to avoid plummeting to the ground).
Intense Cold. At the end of every hour spent

traveling through this area, a creature makes

Possible Solutions

B e i e thimow (DC 5 +2 per The bridge is physically safe to cross, as long as the

e i thkes 3.(1d6) cold damage. adventurers can resist the urges tugging at their

B Th i imumirange of minds. A group check focused on bolstering the

any sight-based senses is 10 feet. In addition, e el e I aEelat, o Bonple, ATy

Perception checks are made with disadvantage, mance check to lift the party’s spirits, a Religion

PEERIREE 5 (ihtlnding passivePercep? check to recall and recite an inspiring prayer, or a

R etticed by.s! Wisdom check to keep the oppressive magic at bay

Alternatively a boat or raft and a group Survival
Possible Solutions check (rolled with advantage for any characters
A group Survival check allows the party to find or with proficiency with both Survival and water vehi-
construct shelter and outlast the storm. Alterna- cles) can be made to cross the river without setting
tively an Athletics check (or Animal Handling if foot on the bridge.

mounted) can be used to outrun the storm. Critical Failure. The adventurers are

Critical Failure. The party loses 5 (2d4)
hours of travel time facing the storm head on. In
addition, each adventurer loses 4 (1d4+2) Supply
that’s dropped or ripped away by the wind then
quickly covered in sweeping layers of snow.

Failure. The adventurers lose a day of travel as
they get lost due to covered landmarks, disori-
entation from the storm, and the need to move
more slowly at times to avoid danger.

Success. The adventurers either find a small
alcove and can wait out the storm in relative
comfort, losing 5 (2d4) hours, or successfully
outrun it losing no time.

Critical Success. The winds shift and the
worst of the storm passes the adventurers by.

compelled to plunge into the river 60 feet below,

each making an Athletics check to dive, taking

21 (6d6) bludgeoning damage from impacting

the water, or half damage on a success. In addi-
tion, they each suffer two levels of strife.

Failure. They make it across, but their very
souls are dampened. Each adventurer suffers a
level of strife.

Success. The adventurers cross the perilous
bridge without incident.

Critical Success. The adventurers cross the
perilous bridge without incident, stronger for
having been tested. For the next 11 (2d6+4) days
they have advantage on saving throws made
against mental stress effects. Roll twice on the

Boons and Discoveries table.

Bridee of Sorrow

Bridee of Stones

3rd tier (supernatural)
Challenge 13 (10,000 XP); DC 19/16
Area Immediate (less than 1 hour)
A narrow bridge made of polished black marble

Oth tier (terrain)

Challenge 2 (450 XP); DC 14/13
Area Immediate (less than 1 hour)
crosses a deep and fast-flowing river ahead. Ominous A fast-flowing 150-foot wide river is crossable
clouds cover the sky in a 2-mile radius, casting the  only by a series of slick, unstable stepping stones.
area into shadow. Each adventurer feels an urge to The river isn’t especially deep, but the current is
plunge into the water, and the entire area dampens strong. Any adventurer or mount that falls in is
their very spirits. carried 30 feet downstream at the end of each of

their turns.
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Boulders. An Athletics check can be made
to lift and brace one of the boulders, granting
advantage to checks made to cross the river (or,
if a rope is already tied, to gain an expertise die).

Nature. A Nature check reveals that the
waters will be lower tomorrow and crossing will
be less hazardous. Crossing at that time triggers
an automatic success.

Ropes. Checks to cross the bridge are made
with advantage if a rope is tied across the river.

Possible Solutions

Make a group Acrobatics check to cross the bridge.

Critical Failure. The adventurers fall into
the water, losing a day’s worth of travel and 4
(1d4+2) Supply.

Failure. Each adventurer that fails the check
falls into the water and loses 1 Supply.

Success. The adventurers cross safely.

Critical Success. The adventurers leave the
bridge safer for those who come after, and they
discover a gift or clue leading to something
important left for them whenever they return.
Roll on the Boons and Discoveries table.

Choking Smoke

3rd tier (weather)
Challenge 11 (7,200 XP); DC 18/15
Area Intermediate (3 hours)

A massive forest fire, volcanic ash, hellish fuma-
roles, or a burning city have covered the landscape
in a thick suffocating cloud.

Choking Smog. At the end of every hour in
this area, creatures make a DC 17 Constitution
saving throw or take 14 (4d6) poison damage.
A creature that is immune to poison damage or
does not need to breathe automatically succeeds
on this save. Any creature that takes a 40 or more
poison damage from the smog becomes poisoned,
and a poisoned creature that fails its saving throw
suffers one level of fatigue. A poisoned creature
that critically fails its saving throw falls uncon-
scious for 60 (1d12 x 10) minutes.

Chapter 5: Exploration Challenges

Face Coverings. The use of 1 Supply worth of
water adequately wets a cloth or face-covering
for 2 (1d4) hours, granting a creature wearing
it advantage on Constitution saving throws
against the smog’s effects.

Hazy Vision. The maximum range of any
sight-based senses is 30 feet. In addition, Percep-
tion checks are made with disadvantage, and all
passive scores (including passive Perception) are
reduced by 5.

Keep Low. An adventurer can make an
Investigation check to find areas free of smog to
get re-oriented and help navigate the area. On
a success, the party gains an expertise die on
ability checks made against this challenge.

Spell Solve. The smoke can be temporarily
blown away by the casting of a gust of wind
spell, giving the adventurers advantage on
checks and saving throws made against it.

Possible Solutions
Make a group Survival check to safely traverse.

Critical Failure. The winds shift and the smog
seems to follow the adventurers like a hungry
predator. Navigating away from it takes 5 (2d4)
hours of travel time.

Failure. The adventurers lose 2 (1d4) hours of
travel time navigating through the smog.

Success. The adventurers make it through a
thin bank of the smog and are only exposed to
it for 1 hour.

Critical Success. A confluence of timing and
luck sees the weather take a turn for the better
and the adventurers are not slowed at all by the
smog. Roll on the Boons and Discoveries table.

Leave It Be

Bypassing the choking smoke is possible but diffi-
cult as the air currents and raging fires can spread if
unmonitored and controlled. Safely traveling around
it costs an extra 3 (1d4+1) days of travel time.

113




LEUCEL UP TriaLs & TREASURES

Caucht in the Crossfire

3rd tier (circumstance)
Challenge 11 (7,200 XP); DC 18/15
Area Intermediate (3 hours)
Two warring factions or armies have made

the adventurers’ travel route their battleground,

fighting with weapons and spells both near and at
range. The conflict may or may not concern the

party, but their first priority is continuing on their
journey —and cutting directly through is a poten-
tially lethal endeavor.

Possible Solutions

Make a group Acrobatics check to deftly maneuver
through the battlefield. Alternatively, one Persua-
sion check can negotiate a momentary ceasefire to
pass through safely.

Critical Failure. The party is caught in the
crossfire and each adventurer suffers two levels of
fatigue — they are unable to pass and must take a
different route, losing 6 (1d4+2) hours of travel.

Failure. The party is caught in the crossfire and
each adventurer suffers a level of fatigue — it takes
them a full 3 (1d6) hours of travel to traverse the
battlefield.

Success. The adventurers find a safe way
through the battlefield, losing 1 hour of travel.

Critical Success. The adventurers find a safe
way through the conflict and they find treasures
on the dead soldiers that line the battlefield.
Roll twice on the Boons and Discoveries table.

Collapsing Roof

Ist tier (constructed)
Challenge 5 (1,800 XP); DC 15/14
Area Immediate (less than 1 hour)
A thin wire sits 3 feet off the ground, connected to

a structure that holds up a weak portion of a ceiling.
When something trips the wire, that structure falls
and the ceiling on top of it collapses.

Trap. This trap can be detected by a passive
Perception of 14 or with a Perception check to
notice the construction. If the trap is not detected,
it automatically triggers a Critical Failure.
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Possible Solutions

Only one check is needed to circumvent this chal-
lenge. Rolling or sliding an object heavy enough (30
pounds or more) to trip the wire will cause the roof
to collapse safely. Alternatively, an Engineering check
can be made to prop up the ceiling or a thieves’ tools
check to disarm the trap.

Critical Failure. The adventurers trigger the
trap, causing the ceiling to collapse. Each creature
in the area makes a Dexterity saving throw, taking
22 (4d10) bludgeoning damage on a failure, or
half damage on a success. Failure on the saving
throw also causes a level of fatigue.

Failure. The adventurers trigger the trap,
causing the ceiling to collapse. Each creature in
the area makes a Dexterity saving throw, taking
22 (4d10) bludgeoning damage on a failure, or
half damage on a success.

Success. The trap is avoided or disarmed.

Critical Success. The adventurers avoid or
disarm the trap but have the option to leave the
trap active for someone else to deal with.

Corrupted Druid Grove

4th tier (supernatural)
Challenge 17 (18,000 XP); DC 21/17
Area Immediate (less than 1 hour)
A clearing of fetid, rotting plant life festers

after the archdruid in charge of maintaining it
was murdered in cold blood. Corrupted by this
violent act of betrayal, the grove itself lashes out
at living travelers who dare pass through.
History. An adventurer can make a History
check to recall the story of the archdruid’s murder.
Stubborn Nature. Magic that influences plants
and animals, such as the spell entangle, has a
50% chance of not functioning in this grove.
Vulnerable to Magical Fire. When an adven-
turer casts a spell or uses another magical effect
that deals fire damage against the grove they
gain an expertise die on their next ability check
against it.
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Possible Solutions Possible Solutions

There are several ways to deal with this challenge. This challenge requires that the party and the vendor
The party can make a group Stealth check to traverse are still in the same region. A group Survival check
the grove without being discovered. Alternatively, can be made to follow the trail of the merchant who
an adventurer can make a DC 20 Arcana check to gave the adventurers the goods in the first place.
discover a way to spend an hour calming the grove Alternatively, an adventurer may make a Deception
which allows the whole group to traverse it safely. check to sell the counterfeit goods to someone
Finally, a Nature check can discover a way to purify else, then use that money to replace them with
the grove permanently; this process takes a full day genuine items.
but grants double the experience award. Critical Failure. The party loses a day
Critical Failure. The grove lashes out at the searching for the person that cheated them.
party, sending 4 (1d4+2) treants to kill them. Each adventurer loses 4 (1d4+2) Supply.
Each adventurer loses 8 (2d6+1) Supply while Failure. The party loses half a day searching
escaping, or 4 (1d4+2) Supply in the fight against and each adventurer loses 1 Supply.
the towering plants. Success. The adventurers catch up with the
Failure. The party loses 8 (2d6+1) Supply trying dishonest vendor after 1d6 hours and with an
to escape or sneak around the treants and each Intimidation check may replace the counterfeit
adventurer suffers one level of fatigue. goods.
Success. The adventurers exit the grove Critical Success. The adventurers not only
unscathed. catch up with the vendor after 1d4 hours and
Critical Success. The adventurers travel replace their goods, it turns out that the replace-
through the grove unhindered and for the next ments are of a higher quality level than they’ve
10 (2d6+3) days a friendly shambling mound paid for (standard items become fine, and fine

follows them in hopes that it can exact revenge items become masterwork).

on the archdruid’s murderer. Roll on the Boons
and Discoveries table.

Counterfeit Goods

Oth tier (circumstance)
Challenge 2 (450 XP); DC 14/13
Area Region (special)

While resting at a haven or at some point along
the journey, the adventurers discover they have
acquired counterfeit goods! Though the items
initially appear to be fully functional, they are
either very poorly crafted and made from inade-
quate materials prone to break, or simply appear
to be the items in question but are no better than
stage props. These could have been purchased or
received as a quest reward. The party has a few
options: find the person who slighted them or
ignore it and move on.

Bad Goods. The items are damaged and
become broken after the first time they are used
(see Maintenance, Chapter 4: Equipment, in the
Adventurer’s Guide).
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. Cursed Temple

2nd tier (supernatural)
Challenge 6 (2,300 XP); DC 16/14
Area Immediate (less than 1 hour)

A circle of standing stones was constructed eons
ago to worship a dark god and its evil still perme-
ates the surrounding lands. At night bats can be
heard — but never seen — flapping overhead. A
nagging dread pervades the area, and those with
access to divine magic receive a premonition that
great evil will spread if this curse is not lifted.

Bones. A Medicine or Survival check finds the
bones of several small animals scattered around
the stones. Removing or burying these bones
grants advantage on further checks against this
exploration challenge.

Dreaded Curse. Attack rolls and saving
throws made within a 600-foot radius of the
standing stones have disadvantage. Anyone
under the effects of protection from evil and
good is immune to the Dreaded Curse.

Possible Solutions

A Religion check and a ritual performed for a
good-aligned god permanently breaks the curse,
as does a casting of the hallow spell. Alternatively,
an Athletics check can topple the standing stones,
breaking the circle and ending the curse —though
not without a greater cost than some physical effort
and sweat. Each adventurer within 100 feet of the
stones makes a Constitution saving throw, taking
21 (6d6) force damage and suffering one level of
fatigue on a failure.

Critical Failure. The cursed area expands and
becomes more aggressive, dragging down the
very limbs of travelers. While within 3 miles of
the standings stones, every mile traveled requires
4 miles worth of travel time. The party discovers
that 7 (2d4+2) Supply from each adventurer has
spoiled, and everyone suffers one level of strife.

Failure. When they leave the area, the party
discovers that 6 (2d4+1) Supply from each
adventurer has spoiled.

Success. The curse is lifted, rendering the
circle of standing stones creepy but harmless.
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Critical Success. The adventurers receive
a divine blessing, granting them an item or
discovery relevant to their quest. Roll on the
Boons and Discoveries table.

Cursed Waterway

3rd tier (supernatural)
Challenge 11 (7,200 XP); DC 18/15
Area Immediate (less than 1 hour)

The lake, river, or other waterway ahead of
the party bubbles with obviously sinister energy.
Malevolent magic has plagued this place for far too
long, cursing the water — those who touch it are
made to carry the fell magic so great care must be
taken when traversing it. The nature of the curse
is determined by the Narrator and functions as a
bestow curse spell cast at 6th-level (see Chapter 10:
Spellcasting, in the Adventurer’s Guide).

Magical Effect. The cursed waterway is a
magical effect created through necromancy
magic. Using dispel magic on the waterway to
suppress its enchantment for 1 hour requires a
DC 22 spellcasting ability check.

Lore. An Arcana or Nature check can identify
the origin and effects of the curse.

Research. Make an Arcana or Nature check to
find a means of permanently dispelling the curse
by undertaking research that requires 7 (1d6+4)
days. The waterway’s curse can be dispelled
with considerable time and effort. This usually
involves fighting a powerful creature involved
with the original cursing (such as a hag or even
lich), or by gathering a large group of clerics or
druids to purify the area through the use of the
hallow spell or similar magic.

Possible Solutions

A group Acrobatics check allows the party to
successfully avoid the bubbling water while
traversing the waterway.

Critical Failure. The adventurers fall into the
waterway and are cursed until the curses are
removed. In addition, each adventurer loses 8
(2d6+1) Supply.

Failure. An adventurer touches the water in
some way becomes cursed for 7 (2d4+2) days,
and each adventurer loses 4 (1d4+2) Supply.



Success. The adventurers lose 2 hours of
travel time traversing the cursed waterway.

Critical Success. The cursed waterway
doesn’t delay the adventurers at all, and they
discover a clue for removing the curse (if they
did not learn that already). Roll on the Boons
and Discoveries table.

Dark Alleys

Ist tier (urban)
Challenge 3 (700 XP); DC 14/13
Area Local (1 hour)

Shadows seem to cling to every corner, eyes
stare from behind hidden barriers, innocents scurry
away from the light— petty crime is the method of
survival here, and anyone unable to adapt or blend
in will suffer for it. The party needs to traverse this
area of the city in order to reach their destination
but it seems that no matter where they turn that eyes
are watching them from the shadows, equal parts

inquisitive and fearful.

Possible Solutions
A group check is needed to make it through this
district. The adventurers may each use any reasonable
ability check. Examples include Deception to use
simple disguises and body language to pass as tough
locals, Intimidation to give off a demeanor threat-
ening enough to get others to mind their own busi-
ness, or Stealth to move from shadow to shadow.

Critical Failure. The adventurers are hassled
by a guard squad, a gang of 6 criminals (bandits
or thugs depending on the locale) confront the
party, or their identities and location are leaked
to their enemies.

Failure. Between youthful pickpockets,
brazen brutes, and charming passersby each of
the adventurers has their coin purses lightened,
losing half of their gold (maximum 100 gold).

Success. The adventurers pass themselves off
as if they belong and travel through unhindered.

Critical Success. Roll on the Boons and
Discoveries table. Alternatively, the adventurers
acquire a reliable connection to a local NPC.

Chapter 5: Exploration Challenges
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. Dense Fog Divine War

2nd tier (weather) 4th tier (supernatural)
Challenge 6 (2,300 XP); DC 16/14 Challenge 20 (25,000 XP); DC 23/18
Area Intermediate (3 hours) Area Region (time varies)

Thick fog blankets the area. It’s possible the fog The skies rain blood and bolts of necrotic lightning
originates from smoke, descended clouds, volcanic strike the earth as celestials and fiends clash overhead
ash, or other natural events. in a battle of truly epic proportions, filling the sky

Causes. If the fog is not natural, an Investi- with divine violence. Swarms of angels trace blinding
gation check finds the origin of the haze (be it a radiance as demons and devils spout hellish flames in
rift in an enormous slab of stone, a smoldering pursuit, and for every lance of pure light cast down
fire, or open pit) though it still needs to be onto the conflict from the clouds above there is a
plugged, put out, or otherwise stopped. swarm of darkness that rises up to consume it.

Fogged Vision. The maximum range of any
sight-based senses is 5 feet. In addition, Percep-
tion checks are made with disadvantage, and all
passive scores (including passive Perception) are

reduced by 5.

Spell Solve. The fog can be temporarily
blown away by the casting of a gust of wind
spell, giving the adventurers advantage on
checks made against it.

Possible Solutions

A group Survival check helps the party navigate
through the fog. Alternatively, individual adven-
turers may choose to use Perception and scent,
sound, or tremors to navigate.

Critical Failure. The party gets terribly lost,
losing 8 (2d4+3) hours of travel time, and one
adventurer suffers a level of fatigue when they
take a hurtful fall in the fog.

Failure. The adventurers lose 4 (2d4 — 1)
hours in the fog.

Success. The adventurers find pockets of clear

sight within the haze and lose no travel time.

Critical Success. The adventurers travel
unhindered through the area of haze and
manage to find a faster route that lets them
cover the area in just 1 hour.

Leave It Be
The haze may lift after 2d12 hours. The choice to

wait or venture forth into the obscured area is in
the hands of the adventurers. If they wait, they lose

that amount of time and gain no experience.

118

Divine Interventions. Every hour the effect
of so many extraplanar beings unleashing their
power in such close proximity has an unintended
impact that falls upon the party. Each adven-
turer rolls 1d20, and whoever has the lowest roll
becomes the target of this effect. When there is a
tie, the point in space between the two is targeted
instead. Roll 1d8 and refer to the Divine Inter-
ventions table.

Creatures with the Good alignment trait have
advantage on saving throws against celestial
Divine Interventions, and creatures with the Evil
alignment trait have advantage on saving throws
against fiendish Divine Interventions.

Magical Effects. Divine interventions are
magical effects. Using dispel magic on the effects
of a Divine Intervention requires a spellcasting
ability check. On a failed check, the spellcaster
becomes a target of another Divine Intervention
the next round.

Realize Danger. Any adventurer that makes
an Arcana or Religion check realizes the less
obvious dangers of being so close to this conflict
and how the clash of divine forces manifests
strange effects on the environment nearby.

Possible Solutions

There is no easy way to get through this challenge.
The PCs must simply push through and suffer the

effects of the Divine Interventions; there is no way
to end the war. They might choose to join the fray
(on either side) and powerful magic such as wish
can delay the battle long enough for them to leave

the region. With a Persuasion check to convince a
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TABLE: DIVINE INTERVENTIONS
D8 EFFECTTYPE EFFECT

Blood Rain. Crimson rain laced with negative energy falls in a 60-foot radius around
the target. Each creature in the area makes a Constitution saving throw, taking 28 (8d6)

1 Fiendish necrotic damage on a failure, or half damage on a success. In addition, a creature that
fails its saving throw loses 4 (1d4+2) Supply as provisions melt into into moldy slop and
water turns into sewage.

The Fallen. The blazing corpse of a slain celestial plummets to the ground landing in
a square adjacent to the target. Each creature in a 40-foot radius makes a Dexterity
2 Fiendish saving throw, taking 35 (10d6) fire damage and 35 (10d6) radiant damage on a failure, or
half damage on a success. The target has disadvantage on this saving throw. The explo-
sive inferno damages objects in the area and ignites unattended flammable objects.

Harmful Blast. A virulent disease is released on the target and they make a Constitution
saving throw, taking 49 (14d6) necrotic damage on a failure, or half damage on a success.

3 Fiendish In addition, a target that fails the saving throw reduces its hit point maximum by an
amount equal to the necrotic damage taken. This damage can’t reduce the target’s hit
points below 1. The reduction lasts until the target finishes a long rest.

Restorative Ray. A surge of positive energy washes through the target and they regain
4 Celestial 70 hit points. In addition, the ray cures a target of the blinded and deafened conditions
as well as any disease affecting it.

Stunning Utterance. The target clearly hears the unfiltered song of a celestial’s rage,
leaving it dumbfounded. If the target has 150 hit points or fewer, it is stunned until the

5 Celestial end of its next turn and rattled for the following hour. If the target has more than 150 hit
points, it is instead rattled for the next hour instead. At the end of every minute, a rattled
target makes a Constitution saving throw, ending the effect on itself on a success.

Sunburst. Brilliant sunlight flashes down from the heavens in a 60-foot radius around

the target. Each creature in the area makes a Constitution saving throw. On a failure

. Celestial a creature takes 42 (12d6) radiant damage and is blinded for 1 hour, or on a success it
takes half as much damage and isn’t blinded. Undead and oozes have disadvantage on
this saving throw. A blinded creature repeats the saving throw at the end of every 10

minutes, ending the effect on itself on a success.

Lethal Utterance. The target clearly hears either a fiend utter a prayer or a celestial
7 Either scream a curse. If the target has 100 hit points or fewer it dies, or if it has more than
100 hit points it takes 50 hit points of damage.

Exsanguinated Horror. Two of the divine combatants from above swoop down amidst a
furious duel, soaring past the target. Creatures able to see witness the unfiltered purity
and depravity of celestials and fiends sliced open in a gruesome display. Each creature

8 Either in a 30-foot radius (including the target) makes a Wisdom saving throw, becoming
frightened for 1 minute on a failure. At the end of every round a frightened creature
repeats the saving throw, taking 22 (4d10) psychic damage on a failure or ending the
effect on itself on a success.
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squad of celestials or fiends that the party is neutral
to the conflict, the adventurers receive either an
angelic blessing or hellish enchantment, gaining an
expertise die on saving throws against the explora-
tion challenge’s Divine Interventions.

Enchanted Statue

2nd tier (constructed)
Challenge 7 (2,900 XP); DC 16/14
Area Immediate (less than 1 hour)

When a pressure plate concealed on the ground
registers 20 or more pounds of weight, a nearby
statue expels fire from an orifice (such as a mouth
or nostrils) or a spellcasting focus (such as a wand
or staff).

Magical Effect. The statue has a magical
effect created through evocation magic, though
its aura requires a passive Perception of 14 to

be seen while under the effects of detect magic.

Using dispel magic on the statue to suppress its
enchantment for 24 hours requires a spellcasting
ability check.

Trap. This trap can be detected by a passive
Perception of 17 or with a Perception check. If
the trap is not detected, it automatically triggers
a Critical Failure.

Variant. Elemental Statues. Not all statues
need to breathe fire! Because this trap is magical,
it can deal most types of magical damage instead
of fire. Use the Elemental Statues table for alter-
nate damage types and the extra effects of an
elemental statue.

Possible Solutions

An adventurer can make a Dexterity check to
wedge a dagger beneath the pressure plate or a
thieves’ tools check to disarm the pressure plate
before triggering it.

Critical Failure. The adventurers trigger the
trap and a 45-foot cone of flame washes over
them. Creatures in the area make a Dexterity
saving throw, taking 26 (4d12) fire damage on
a failure, or half damage on a success. All flam-
mable objects that are unattended are lit on fire.
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TABLE: ELEMENTAL STATUES

DAMAGE SAVING

TYPE THROW EXTRA EFFECT

. . Unattended objects are
Acid Dexterity :
damaged by acid.

The frigid ice explodes
on impact with a surface,
dealing an extra 5 (2d4
Cold Dexterity . ],g X ey
piercing damage to any
creatures in the cone’s
area.

Stunned for 1 round on

Lightning Dexterity

failed saving throw.

Poisoned for 1 hour on a

Poison Constitution

failed saving throw.

On a failed saving

throw, a creature has
Psychic Intelligence  disadvantage on attack
rolls and saving throws

for 10 minutes.

Thunder  Constitution ~ Knocked prone on a

failed saving throw.

Failure. The adventurers trigger the trap and
a 30-foot cone of flame washes over them. Crea-
tures in the area make a Dexterity saving throw,
taking 13 (2d12) fire damage on a failure, or half
damage on a success. All flammable objects that
are unattended are lit on fire.

Success. The adventurers avoid or disarm the
trap, or activate it from a safe distance.

Critical Success. The adventurers avoid or
disarm the trap but have the option to leave
the trap active for someone else to deal with.

Enchanted Windmill

Oth tier (constructed)
Challenge 2 (450 XP); DC 14/13
Area Immediate (less than 1 hour)
A mechanically-minded wizard built a windmill

to power her experiments — she has long since
moved on, but the illusion disguising the windmill



as a massive giant swinging a club remains atop a
high hill with a commanding view of the area for
miles around.

Attack! Ranged attacks against the giant have
no effect as they appear to bounce harmlessly
off the swinging club. A melee weapon attack
allows an adventurer to see through the illusion,
but they damage their weapon (see Maintenance,
Chapter 4: Equipment, in the Adventurer’s Guide)
and suffer a level of fatigue from swinging directly
into a stone wall.

Magical Effect. The figment of a giant is a
magical effect created through illusion magic.
Using dispel magic on the figment requires a
spellcasting ability check. Successfully dispelling
this challenge earns double experience.

Mindless Figment. Intimidation and Perfor-
mance checks to draw the giant’s attention
have no effect.

Possible Solutions

As this is only an illusion, the adventurers can walk
safely past, but this is only realized after a successful
Perception check, which reveals that the sounds of the
giant’s swings don’t perfectly align with its move-
ments. If at any point they figure out that this is
a windmill and make it inside, roll twice on the
Boons and Discoveries table.

Endless Plummet

3rd tier (supernatural)
Challenge 12 (8,400 XP); DC 19/16
Area Immediate (less than 1 hour)

An enormous and seemingly infinitely deep pit
sits in the center of the ground. Any who fall into
it plummet forever thanks to the transmutation
magic that keeps it working, and those who peer
too closely find the strange enchantment also
perilously hampers balance.

Dangerous Darkness. The darkness of the pit’s
illusion makes it impossible for creatures further
than 10 feet from its edge to see anything inside
of it, though sounds from within the pit can easily
be heard from further away. Any Investigation
or Perception checks made against the pit require
being within 10 feet of the edge.

Chapter 5: Exploration Challenges

Sneaky Compulsion. A creature that looks
into the pit from within 10 feet of the edge
makes an Intelligence saving throw or it loses
its balance, suddenly stumbling forward and
falling inside!

Spell Solve. Using dispel magic on the pit to
suppress its enchantment for 1 hour requires a
spellcasting ability check. An adventurer that falls
into the real pit travels 100 feet to its true bottom
where there is a 10% chance they find an entrance
to Underland. Successfully dispelling this explo-
ration challenge triggers a critical success.

Possible Solutions

The pit is a magical effect created through illusion
and transmutation magic, but it requires sight. A
clever party can cover or shut their eyes, making a
group Intelligence check to keep their bearing and
walk near the pit’s edge without being compelled
by it.

Once an adventurer has fallen inside the pit, they
can make an Arcana check to identify a weak point |
in the illusion that helps them escape, or an Athletics
check to grab onto something real and climb out of
the pit.

Critical Failure. The adventurers fall until the
magic is dispelled or someone passing by helps
them get out after 2 (1d4) days. Each adventurer
loses 8 (2d6+1) Supply, and suffers a level of
fatigue and strife for every day spent falling.

Failure. The adventurer falls, losing 4 (1d4+2)
Supply and suffering one level of strife before
either the magic is dispelled or someone helps
them get out.

Success. The adventurers lose negligible time
navigating the pit.

Critical Success. The adventurers lose negli-
gible time navigating the pit. Roll on the Boons
and Discoveries table.

End of Hibernation

Oth tier (creatures)
Challenge 2 (450 XP); DC 14/13
Area Region (time varies)
A season is coming to an end and hibernating

animals are starting to wake up in their caves or
crawl up from their holes. This area is typically
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safe to travel, but the hibernating animals are a
mixed bag of restless, groggy, and hungry. Bears
in particular are lethal yet still dazed from their
winter naps, so it should be possible to get past
without disturbing them — get on their nerves too
much and it could be fatal.

Food Bribery. The party can give away a
number of Supply equal to the number of
adventurers to befriend, distract, and sate the
hunger of the waking creatures long enough
to make their way past, gaining advantage on
checks made to influence the beasts.

Possible Solutions

Either a group Animal Handling check to demon-
strate peaceful intent to the animals or a group
Stealth check to sneak past the animals.

Critical Failure. The adventurers disturb the
hibernating animals and are pursued by 3 (1d4+1)
black bears (or other beasts of CR 1/2 or lower).

Failure. The adventurers disturb the hiber-
nating animals and are pursued by a black bear
(or other beast of CR 1/2 or lower).

TABLE: FAERIE RING RIDDLES
D10 RIDDLE

1 | am a stone that flies through the air but has never been thrown, what am I?

2 What begins in T, ends in T, and has T in it?

3 What can you hold in your right hand but never in your left?”

Success. The adventurers successfully pass
through the animals’ territory without incident.

Critical Success. The adventurers pass through
the animals’ territory without incident. Roll on
the Boons and Discoveries table.

Faerie Ring

2nd tier (supernatural)
Challenge 6 (2,300 XP); DC 16/14
Area Immediate (less than 1 hour)

While traveling down a track crowded on either
side by near-impenetrable woodlands, the party
comes across a clearing with a mushroom ring of
tall and brightly red-capped fungi that blocks their
way. Being in sight of the mushroom ring causes
strange hallucinations of gnomes peeking around
trees, which end when an adventurer steps into the
mushroom ring. In addition to ending the hallucina-
tion, the adventurer feels extreme peace—and the
urge to recite a riddle they have never heard before,
which if answered correctly causes a powerful
enchantment to spread through the area.

ANSWER
Aroc.
A teapot.

Your left hand.

4 What bites deeper than a wolf, yet has no teeth? Blades.
5 What can you catch, but not throw? Diseases.
6 I named myself, I'm well armored, and squid men love to eat me, what am I? A brain.
. What always murmurs but never talks, always runs but never walks, and has a bed Ari
river.
but never sleeps?
Green dragons
8 Why wouldn't acid burn me if a green dragon used its breath on me? g
breathe poison.
9 What comes and goes and always says ‘yes’? The seashore.

A stupid adventurer is condemned to die. They must choose between three doors.
10 One is full of soldiers with swords, the second one leads into a pit of fire in Hell, and
the third is full of owlbears that haven’t eaten in three years. Which one is safest?

Room 3 — the owl-
bears haven't eaten
in three years, they're
dead.

=2(122



Investigation. An Investigation check reveals
that the hallucinations are harmless.

Lore. An Arcana check determines that this is
the work of mischievous fey.

Magical Aura. Observing the mushroom ring
while under the effects of detect magic reveals
an aura of divination magic.

Possible Solutions

The adventurers have three attempts to answer the
riddle posed by the faerie ring. Answering correctly
on the first try is a critical success, and on the second
or third try a success; otherwise a failure is triggered.
Alternatively, a group Acrobatics check allows the
party to carefully step over all of the many fungi
making up the mushroom ring, risking a critical
failure, but they gain no experience from the
exploration challenge.

Critical Failure. When the mushroom ring is
damaged each of the adventurers immediately
suffer one level of strife as a sense of dread spreads
from it. As they continue on, the hallucinations
become just tangible enough to mercilessly tickle
them and each adventurer suffers a level of fatigue.

Failure. Going far enough from the ring for
the hallucinated gnomes not to follow requires
half a day of travel time.

Success. The area around the mushroom ring
is turned into a haven for the next 24 hours.

Critical Success. As a success, and when the
party awakens they find a delicious breakfast
waiting for them.

Falling Net

Oth tier (constructed)
Challenge 1 (200 XP); DC 13/13
Area Immediate (less than 1 hour)
A hunter has set up and left a net trap to catch

some massive creature in this prime hunting spot.
The height and dimensions of the net are at the
Narrator’s discretion, but should be big enough to
capture at least a Large creature. Several thin wires
sit 3 feet off the ground, each connected to a struc-
ture that holds up the net. When something trips
the wire, the net drops down around it.

Chapter 5: Exploration Challenges

Item. The net is made of a tough material
(AC 16, 20 hit points) and needs to be cut in at
least four places no less than 1 foot apart for a
trapped creature to free itself.

Escape. If the adventurers are caught in the
trap, an Athletics check allows them to free them-
selves, and an Acrobatics or Sleight of Hand check
enables them to wiggle a blade free.

Trap. This trap can be detected by a passive
Perception of 14 or with a Perception check to
notice ropes overhead. If the trap is not detected,
it automatically triggers a Critical Failure.

Possible Solutions

Once the adventurers notice the trap, an Investi-
gation check disables it. They might instead make
Acrobatics checks to carefully move around the
wires, or Athletics checks to climb on any objects
or structures nearby (if there are any) to avoid
touching the ground entirely.

Critical Failure. The entire party is caught by
the net and suspended 20 feet in the air. Each
of the adventurers is grappled and restrained. If
they are unable to escape, a hunter comes by in
two days and frees them.

Failure. The adventurer that failed the check
is caught by the net and suspended 20 feet in the
air, grappled and restrained by it. Safely freeing
them takes 2 hours (though they can be freed
more quickly if the net is dropped 20 feet to the
ground first).

Success. The party spots and avoids the trap.

Critical Success. The party disassembles the
trap and gains a tough net as well as 250 feet of
hemp rope.

Fey Glade

3rd tier (supernatural)
Challenge 11 (7,200 XP); DC 18/15
Area Special

The glade seems to go on forever and
ever — because it does! A prankster fey has
enchanted this place to make it seem as if it can
never be left.
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Lore. An Arcana check allows an adventurer
to recognize the fey influence.

Magical Effect. The fey glade is a magical effect
created through illusion magic. Using dispel magic
on the glade to suppress its enchantment for 8
hours requires a spellcasting ability check.

Possible Solutions
The party can make a group Survival check to
navigate the glade despite the illusion magic.

Critical Failure. The adventurers lose 3
(1d4+1) days of travel. Each wakes up the
next morning with their most brightly-colored
non-iron object missing.

Failure. The adventurers lose a full day of
travel time. Each wakes up the next morning
with their most brightly-colored non-iron
object missing

Success. The adventurers successfully navigate
the glade.

Critical Success. The adventurers keep fond
memories of traveling through the glade. Roll
on the Boons and Discoveries table.
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Flash Flood

2nd tier (terrain)
Challenge 6 (2,300 XP); DC 16/14
Area Local (1 hour)
While journeying through a valley or canyon

that appears to have recently burned, a rumbling
comes from up ahead and soon after the spray of
water — a flash flood!

Don’t Run! Nature or Survival checks reveal
that outrunning a flash flood is impossible and
that the best solution is to climb to safety. Those
who try to run automatically fail the group check.

Up and Away. The use of fly, levitate, rope
trick, or similar magic triggers an automatic
success for that adventurer.

Possible Solutions

A group Athletics check allows the party to climb
to safety. An adventurer with a climb speed auto-
matically succeeds in this check.

Critical Failure. Adventurers, mounts, and
vehicles in the area when it floods are carried
260 (2d12 x 20) feet away. Each adventurer
suffers a level of fatigue and the party loses 7
(2d4+2) Supply.



Failure. Adventurers, mounts, and vehicles in
the area when it floods are carried 260 (2d12 x
20) feet away. Any adventurer that is carried away
suffers a level of fatigue and loses 3 (1d4) Supply.

Success. The adventurer reaches safety.

Critical Success. The party reaches safety. Roll
on the Boons and Discoveries table.

Flimsy Rope Bridge

2nd tier (constructed)
Challenge 9 (5,000 XP); DC 17/15
Area Immediate (less than 1 hour)

A ravine ahead can only be traversed via a
narrow bridge made from knotted ropes. It sways
in the wind and looks unstable. When the adven-
turers are halfway across the bridge, the ropes snap
if a Medium or larger creature steps on them.

Fly Away. The use of fly or similar magic
(except levitate) triggers a critical success for
that adventurer.

Realize Danger. Any adventurer that makes
an Engineering or Investigation check identifies
some places that the bridge could be strength-
ened, including the weak point in the middle.

Possible Solutions
Making it across the bridge requires a group
Acrobatics check.

Critical Failure. The bridge suddenly breaks
and the party has to scramble or be dropped
into the ravine! Each adventurer makes a
Dexterity saving throw to grab and hold onto
the rope as they swing down into the sides of
the ravine, taking 9 (2d8) bludgeoning damage
from the impact. Any adventurers ahead of the
break fall towards the far end of the bridge, and
those behind the break fall back towards the
bridge’s start.

On a failed save, an adventurer falls 100 feet
down into the ravine, taking 35 (10d6) blud-
geoning damage when they land. Climbing back
out requires a successful Athletics check, with
advantage if a rope is thrown down.

Failure. The bridge breaks as above, but the
adventurers have 1 round to react after the process
starts and advantage on their Dexterity saving
throw to grip the rope. Grabbing both sides and

Chapter 5: Exploration Challenges

holding the bridge together requires a Strength
check at the end of each round.

Success. The adventurers safely make it across
the rope bridge.

Critical Success. The adventurers safely make
it across the rope bridge and notice something
important while doing so. Roll on the Boons and
Discoveries table.

Flood

Ist tier (weather)
Challenge 3 (700 XP); DC 14/13
Area Local (1 hour)
Heavy rains, a dam breakage, or a spiteful spell-

caster have caused a sizable flood. While there isn’t
significant risk of building damage in rural or fron-
tier areas, the flood is difficult to travel through
especially for travelers with mounts or vehicles.
Deep Water. The adventurers can only travel
at a crawl pace unless they have swim speeds.

Possible Solutions
A group Athletics check is needed to wade through
the water. Alternatively, an Engineering check (or a
check made with tools the Narrator deems appro-
priate) can build a raft or other floating device at
the cost of 1 hour and 1d4 gold worth of materials.
Critical Failure. The adventurers are unable
to continue and must remain where they are
until the flood passes in 2 (1d4) hours.
Failure. The adventurers lose 6 (2d4+1) Supply.
Success. The adventurers are able to journey
through the flood at a slow pace.
Critical Success. The adventurers faultlessly
navigate the flood unhindered. Roll on the Boons
and Discoveries table.

Forested Hills

Oth tier (terrain)
Challenge 1(200 XP); DC 13/13
Area Intermediate (3 hours)
Lush woodland foliage covers leagues of stoney

hills and valleys. The tree canopy splays rays of
sun. Careful steps are needed to scramble around
loose moss-covered stones and exposed roots.
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TABLE. FOREST FIRE HAZARDS

1D6 HAZARD EFFECT

Creatures make a Constitution saving throw or take 7 (2d6) poison damage. A creature

that is immune to poison damage or does not need to breathe automatically succeeds on

1-2 Choking Smoke this save. Any creature that takes a 40 or more poison damage from the smoke becomes

poisoned, and a poisoned creature that fails its saving throw suffers one level of fatigue.

On a critical failure, a poisoned creature falls unconscious for 60 (1d12 x 10) minutes.

o Inescapable Creatures make a Constitution saving throw or take 7 (2d6) fire damage and suffer a
Heat level of fatigue. Immunity to fire damage grants an automatic success on this save.
Panicked Fleeing beasts won't engage in combat but that doesn’t mean they aren't still dangerous.
anicke
5-6 Animal Adventurers make a Dexterity saving throw. On a failure, they take 9 (2d8) bludgeoning
nimals

damage, lose 4 (1d4+2) Supply, and suffer a level of fatigue.

Ascending. The steep hills are treated as
difficult terrain when moving up them.

Animal Tracks. A successful Perception or
Survival check spots animal paths through the
hills that make them easier to traverse, enabling
the party to move at normal pace.

Opportunistic Shoves. An attacker can
choose to make attack rolls with disadvantage
to include a shove basic maneuver. A target
that fails its saving throw falls 100 feet down
into the hillsides, taking 7 (2d6) bludgeoning
damage when they come to a stop.

The High Ground. Ranged attacks made
against targets downhill from an attacker
have advantage.

Possible Solutions
Traveling through the steep hills requires a group
Athletics check.

Critical Failure. The series of hills are decep-
tively dangerous. The adventurers each lose 4
(1d4+2) Supply and suffer a level of fatigue.

Failure. The adventurer loses 4 (1d4+2)
Supply as they scramble amongst the hills.

Success. The adventurers navigate a safe and
speedy path over the hills and vales.

Critical Success. The adventurers spot some-
thing of import tucked in a tree trunk or small
dale amongst the hilly woods. Roll on the Boons
and Discoveries table.
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Forest Fire

4th tier (circumstance)
Challenge 19 (22,000 XP); DC 22/17
Area Intermediate (3 hours)
An errant spark or bit of fire quickly grows and

before the party realizes it they are surrounded

on all sides by a conflagration! Hungry flames

wreathe through the treetops as winds fuel the
rapidly increasing inferno, singeing everything with
scorching heat. Wild animals run for cover in a

panic, blinded by choking smoke.

Clear Spots. An Investigation check can find
an area free of fire and smoke to get re-oriented
and gain an expertise die on ability checks made
against this exploration challenge.

Face Coverings. The use of 1 Supply worth of
water adequately wets a cloth or face-covering
for 1 hour, granting a creature wearing it advan-
tage on Constitution saving throws against the
Choking Smoke and Inescapable Heat hazards.

Fogged Vision. The maximum range of any
sight-based senses is 30 feet. In addition, Percep-
tion checks are made with disadvantage, and all
passive scores (including passive Perception) are
reduced by 5.

Hazards. At the end of every hour in the area,
roll 1d6 on the Forest Fire Hazards table.

Spell Solve. A casting of control weather abates
the effects of the flames, and the adventurers gain
an expertise die on saving throws made against
Choking Smoke and Inescapable Heat.



Possible Solutions
A group Survival check is needed to navigate
through the smoke.

Critical Failure. The adventurers take twice
as long to traverse the area, and each suffers a
level of fatigue.

Failure. The adventurers make it through the
forest fire in twice the normal time.

Success. The adventurers make it through the
forest at normal speed.

Critical Success. The adventurers make it
through the forest and they spot something
important. Roll on the Boons and Discov-
eries table.

Forge, Foundry, and Factory

2nd tier (constructed)
Challenge 6 (2,300 XP); DC 16/14
Area Immediate (less than 1 hour)
While moving through the town, the road ends at
a massive foundry the size of a city block. Massive
piles of unprocessed ore fill nearly every corner of
this foundry and it is in full working order — molten
buckets of alloys move overhead, conveyor belts carry
stone and metals throughout, and ovens hot as the
sun belch fire and blistering waves of heat.
Unbearable Heat. Adventurers and mounts
wearing medium or heavy armor make a
Constitution saving throw or suffer a level of
fatigue. Immunity to fire damage grants an
automatic success on this save.

Possible Solutions

A group check is needed to traverse the factory.
Adventurers can choose from Acrobatics to weave
around the factory floor, Engineering to deduce

the factory’s layout and the most efficient routes
to take, and Intimidation or Persuasion to hastily
convince workers to make way.

Critical Failure. It takes the party 4 (1d4+2)
minutes to make it through the factory. Each
adventurer suffers a level of fatigue from a
workplace mishap and loses 4 (1d4+2) Supply.

Failure. It takes the party 2 (1d4) minutes
to make it through the factory, they lose 4
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(1d4+2) Supply, and any adventurer that failed
their check suffers a level of fatigue.

Success. It takes the adventurers 1 minute to
make it through the factory.

Critical Success. It takes the party 1 minute
to make it through the factory, and they either
overhear about something or spot something of
import. Roll on the Boons and Discoveries table.

Leave |t Be

The adventurers can backtrack and find another
route, which takes them an hour and earns no
experience.
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. God Corpse

4th tier (supernatural)
Challenge 17 (18,000 XP); DC 21/17
Area Immediate (less than 1 hour)
The skyline is broken by the massive, jagged

silhouette of an impossibly enormous humanoid’s

ribcage. A shattered skull and massive femurs are

embedded into the ground around it. Those with

access to divine magic sense that some kind of

action is needed.
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Aligned Casting. When a spellcaster with the
same alignment trait as the dead god casts a spell,
roll 1d4. On a 1 the spell functions as intended,
although with some harmless or unusual cosmetic
effect. On a 2-3, the spell is absorbed into the
corpse of the god. On a 4, the spell’s mechanical
effects (hit points restored, damage dealt, or
bonuses to attacks, checks, and saving throws)
are doubled and the ground shakes with the
remembrance of divine potency.

Alignment. Roll a d6 to determine the dead
god’s alignment trait. On a 1-2 the god was
Evil, on a 3-4 the god was neither Good nor
Evil, and on a 5-6 the god was Good.

Cause of Death. An Arcana or Medicine check
reveals the means of death. Roll 1d4. 1—another
god, 2—adventurers who perished in the battle,
3 —a powerful non-god entity, 4 —something
outside mortal knowledge entirely.

Domain. Roll a d8 to determine the domain
of the god before it fell. 1 —knowledge, 2 —life,
3 —light, 4 —nature, 5 —tempest, 6 — trickery,
7 —war, 8 —roll twice (ignoring duplicates).

Locus of Power. God corpses frequently draw
out or errantly beckon certain creatures of up to
challenge rating 10. What creatures appear near
the god corpse are determined by its alignment.
evil—fiends or undead, neutral — aberrations
or fey, good — celestials or plants.

Nearby Shrine. An adventurer can make a
History check to know of a shrine to the god
within 7 (2d6) hours of travel. Making an
offering of 1,000 gold at the shrine grants all
participants in the ritual an expertise die on
checks made involving the god corpse.

Possible Solutions

A Religion check reveals that this is the corpse of
a god, as well as its domain and alignment. The
check also reveals to the adventurers that they need
to put the god to final rest. A group Religion check
can give the corpse peace by enacting appropriate
rituals lasting for a day.

Critical Failure. All adventurers suffer two
levels of strife. For the next 5 (2d4) days, each
of the adventurers subtracts a d4 whenever they
make an attack roll or saving throw.

Failure. The adventurers fail to enact the ritual,
and each suffer one level of strife.

Success. The god is put to rest. Roll on the
Boons and Discoveries table.

Critical Success. The gods are pleased. Roll on
the Boons and Discoveries table. Additionally, the
next time each is reduced to 0 hit points, they are
immediately restored to their hit point maximum.

Leave It Be

If the party abandons the god to its fate their
disregard offends its lingering essence, triggering
a Critical Failure.

Green Lake

2nd tier (terrain)
Challenge 6 (2,300 XP); DC 16/14
Area Local (1 hour)

The lake ahead is an eerie and unnatural green,
and when gazed upon in the night it glows. Algae
has turned the water this color and the fish living
within it have adapted to have no eyes.

Dangerous Algae. A Nature check identifies
the type of algae as a poisonous variety, making
the lake water dangerous to touch. Deliberately
drinking or trying to swim across the lake trig-
gers a Critical Failure.

Harvesting. A Medicine check reveals that
the algae can be dried out, at which point it is no
longer poisonous and can be used as a clotting
agent (functioning as an improvised bandage;
see Medicinals in Chapter 4: Equipment, in the
Adventurer’s Guide).



Possible Solutions

The party can make a group Athletics or water
vehicle check to cross the lake by boat or raft.
At least one adventurer must be making a water
vehicle check; otherwise all Athletics checks have
disadvantage. If they do not have a water vehicle,
one adventurer can spend 3 hours to build a raft
with an Engineering check.

Critical Failure. The boat capsizes and the
party is plunged into the green water, losing half
their Supply. They each gain a level of fatigue,
and are poisoned until they take a long rest.

Failure. The adventurers boat across, but they
encounter a mishap, losing 8 (2d6+1) Supply.

Success. The adventurers follow their route
and cross the lake unhindered.

Critical Success. The adventurers harvest useful
things from the lake, gaining one use of a healer’s
satchel and 4 (1d4+2) Supply.

Leave It Be
Bypassing the suspicious lake is possible but takes
a while —safely traveling around it costs an extra
day of travel time. No experience is awarded to
the party.

Hail Deluge

2nd tier (weather)

Challenge 8 (3,900 XP); DC 17/15

Area Local (1 hour)

Suddenly the sky rains down with chunks of ice
the size of a warrior’s fist that pummel away at
anything left out in the open.

Possible Solutions

The adventurers can make a group Constitution
check to tough out the storm or a Survival check to
find a safe place to wait out the storm (losing half a
day of travel).

Critical Failure. The party is pelted by the
hail, taking 21 (6d6) bludgeoning damage at
the end of every hour they travel. Each adven-
turer also suffers one level of fatigue and travel
time is doubled through the storm’s area.
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Failure. The adventurers are pelted by the hail,
each taking 10 (3d6) bludgeoning damage and
suffering one level of fatigue.

Success. The adventurers successfully avoid
being damaged by the storm.

Critical Success. The adventurers successfully
avoid the storm and also discover a hailstone
infused with magic (worth 42 gold). Any spell-
caster holding it can use a bonus action to draw
power from the hailstone, regaining one 1st-level
spell slot.

Hail Storm

Oth tier (weather)
Challenge 1 (200 XP); DC 13/13
Area Region (time varies)
Giant lumps of ice and other particles are falling

from the sky, making travel slower and more
dangerous. It might be better to wait this one out,
but finding shelter in this weather is also difficult.

Possible Solutions

The party can make a group Constitution check to
tough out the storm. A Survival check enables them
to find a safe place to wait out the storm, but they

lose a full day of travel.

Critical Failure. The party is pelted by the
hail, taking 5 (2d4) bludgeoning damage at the
end of every hour they travel. Each adventurer
also suffers one level of fatigue and travel time
is doubled through the storm’s area.

Failure. The adventurers are pelted by the
hail, each suffering one level of fatigue.

Success. The adventurers successfully avoid
being damaged by the storm.

Critical Success. The adventurers successfully
avoid the storm and also discover something useful
as they fight through the dangerous weather. Roll
on the Boons and Discoveries table.
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Ha||0Wl![| fll‘[llllld 5-6 a willingly accepted geas to perform some

service for the god.

4th tier (supernatural)

Challenge 16 (15,000 XP); DC 21/17 Possible Solutions
Area Intermediate (3 hours) The adventurers can make a group Survival check

The will of the gods will not be ignored, and it is to tough it out and force their way through.

divine will that travelers pass with great difficulty or Critical Failure. The party loses two days of

not at all. Perhaps someone in the party has angered a travel and each adventurer suffers two levels of

god or spirit, or a deity is conspiring with one of their strife. Acolytes and followers of the deity recog-
enemies. Travel in this place feels slow and sluggish, nize the party and are hostile to them for the

as though the land itself is rejecting trespassers. next month.

Appeasement. A Religion check reveals a way to Failure. The party loses two full days of travel

appease the god and ensure safe passage. Roll 1d6 and each adventurer suffers one level of strife.

to determine what is required. 1-2 an offering of Success. The party successfully crosses the area.
250 gold, 3—4 an offering of 10 (2d6+3) Supply, Critical Success. The party’s determination

TABLE: HELLSTRIKES

1D6 EFFECT

Scorching Blast. Jets of flame explode outward. The adventurer makes a Dexterity saving throw, taking 14
(4d6) fire damage and 14 (4d6) poison damage on a failure, or half damage on a success. Any flammable
objects being worn or carried by the adventurer catch on fire, dealing 3 (1d6) ongoing fire damage until the
flames are extinguished with a DC 15 Dexterity check.

Volcanic Ejecta. Magmatic pressure builds up until a jet of lava bursts up into the sky. The adventurer makes a
Dexterity saving throw to avoid being hit by globs of molten rock falling from above. On a failure, the adventurer

2 takes 27 (5d10) fire damage and 27 (5d10) bludgeoning damage, and they are restrained. A restrained adventurer
takes 16 (3d10) ongoing fire damage until they are freed with a Strength check. The ongoing damage also ends
if the cooling molten stone is destroyed (AC 17, 30 hit points, and immunity to fire damage).

Poison Gas. The adventurer wanders into a cloud of invisible poison gas and makes a Constitution saving
throw. On a failure, they take 22 (4d10) poison damage and are unable to speak for 1 minute. On a failure by
5 or more, the adventurer is stunned for 2 (1d4) rounds and exposed to the poison gas at the start of each of
their turns until they are at least 30 feet away from it.

Lava Pit. The stone ground beneath suddenly cracks and gives way! The adventurer makes a Dexterity saving
throw or they fall into a pit of lava and take 55 (10d10) fire damage. While in the lava pit the adventurer takes
55 (10d10) ongoing fire damage. Any creature that attempts to pull the adventurer out with a Strength check

also makes a Dexterity saving throw, taking 27 (5d10) fire damage on a failure.

Ashen Cloud. A thick cloud of ash and smoke erupts from cracks in the stone, filling a 500-foot radius around the
adventurer with smog. The maximum range of any sight-based senses is 5 feet. In addition, Perception checks are
made with disadvantage, and all passive scores (including passive Perception) are reduced by 5. The adventurer or
their companions require a Survival check to regroup, losing 2 (1d4) hours of travel time for each failed attempt.

Shifting Earth. The ground below tilts and slides. The adventurer makes a Dexterity saving throw, falling
prone on a failure. Getting up from prone and moving to a solid area requires an Acrobatics check. On a fail-
ure by 5 or more on either the saving throw or ability check, the adventurer’s hands punch thro<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>