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More GM Resources from Roleplaying Tips
Faster Combat

End the grind. The world’s first online course for game masters teaches
you how to cut combat time in half while adding twice the story
and excitement. Let me show you step-by-step exactly how to master
GMing awesome combats.

Find out more »

“T'mt really enjoying the Faster Combat course. 1t’s really helping, because it *does* have a ground-up approach.”
- Ria Hawk

Assassin’s Amulet - Life is a Dangerous Business

How to run the best assassin encounters in your life. Plus add such depth
to your campaign players will give you a Standing Ovation. 300 pages
include maps, floorplans, props, locations, GM Advice, new NPCs and
new magic items including Legacy Items!

Check out the Table of Contents »

“If you're even considering adding assassins to your game, or want to play them as something different than just cold
killers for profit, I highly recommend the book.” - Brady Boothe

GM Mastery: NPC Essentials
The DEFINITIVE sourcebook on how to design NPCs. Winner of the Gold
ENnie, this book helps you build unforgettable characters.

Charts, tables and step-by-step instructions guide you all the way.
Rated 5/5 stars by reviewers. Buy it now »

“This product is far and away one of the best purchases I have made on RPGNOW.”
- Christopher Sargent

Campaign Organization
How to be on top of your game without breaking a sweat. Track your
entire world, your whole campaign and every adventure.

How To Be On Top Of Your Game Without Breaking A Sweat »

“T've tried other methods and software, but this software helps me run mzy games best.”
- Johnn Four
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Welcome, Game Master

Sometimes a GM needs a little inspiration. Especially for the frequent question of, “So,
what happens while we’re on the road?” This ebook will give you ideas on how to answer
that question.

Roleplaying Tips ran a prize-filled contest where readers sent in ideas for interesting
roadside encounters. Over 2000 submissions poured in. Dozens of hours later, what you
have in your hands now is the pared down, edited result.

Thanks to everyone who wrote in with ideas!
And thanks so much to the volunteers who pitched in with editing help.

There will be more contests coming up for Roleplaying Tips subscribers. If you are not a
subscriber, signup to receive GM tips and advice right now.

On with the roadside encounters ideas!
Cheers,

Johnn Four
johnn@roleplayingtips.com
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1,372 Roadside Encounter Ideas

1.

As the party passes beneath a large oak that has grown over the road, a branch
swoops down and snatches the backpack from one of your group. The tree proves
vocally petulant when you attempt retrieval, tossing the bag from one branch to
another.

A lush garden beckons with ripe vegetables.

3. A demon marches atop a sand dune only a half dozen paces from you.

10.

11.

12,

13.

14.

15.
16.

17.
18.

A King's Sheriff holds a colorful wanted poster. He carefully studies the party as they
pass by.

One of the PCs spots a key. What's it for?

. A young man and woman riding a horse bareback, ill-equipped for travel, make to

pass by you in haste. If questioned, they tell you they are lovers, fleeing a feud
between their families who live in the village ahead of you.

A smiling roadside merchant roasts rats, frogs and squirrels on sticks.

. The road goes through a canyon bog filled with toxic, flammable gas.

A lone child blocks the bridge ahead, unless each traveler can guess her riddle.

A local noble stumbles out of woods and falls flat on face with a knife in his back. His
guards round the bend and exclaim, "You, halt!"

A chatty bard walks alongside the party.
A strange smell comes from the bushes.

The side of the road is lined with mausoleums to long dead mercantile families.
Some of them appear to have been broken into and doors hang free on rusted hinges.

The PCs come across the scene of a massacre. A party of bullywugs lies slaughtered.
The party hears crying and can find a young bullywug child. "My parents, dead," she
croaks. "Killed by human soldiers. Help me get back to my tribe," she begs.

A migration of 100 turtles scurry from the beach as you approach.

A roadside shrine to a local deity is the scene of a gruesome murder. A woman's
body, dressed in blood-stained white robes, lies in the middle of road as if dragged
and dropped there. You see bloody steps heading away from the corpse towards the
woods.

A group of farmers repair a fence.

The leafy bush to the left of the path begins to glow an iridescent hue.
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19. You stumble upon a small shrine dedicated to a deity of travelers. In the middle of
the shrine you see a statuette with cupped hands, on which you can drop a coin for
good fortune.

20.Natives accuse the party of sacrilege and desecration, their ancient burial ground
disrupted.

21. A line of ducklings follow their mother across a busy road.

22, A leather cord ties a well-groomed speckled horse to a nearby tree. The horse is fitted
with an elegant but empty saddle.

23.You approach a caravan of camels. It travels in same direction and the leader invites
you to escort him as security.

24.The road passes through a ruined, burned-out town that seems abandoned.

25. A powerful storm forced you to take the only available refuge - an elderly couple's
home, whose every room held numerous open cups of pungent hybiscalyptus root
essence. The heated cups over the stove further suffused the air with it. Now, some
days down the road from them and several washings later, you can still smell the
sharp aroma upon your gear and clothes.

26.You notice three small jars sitting in the middle of the road. One is open. You also
see a bloated body lying with its back towards you. As you approach, you hear loud
buzzing from the bushes nearby.

27. A scraggly man sits at the crossroads. He offers dreams at a bargain price. To show
he is being literal, he takes out a bottle containing a purple mist swirling inside.

28. A funerary procession winds its way along the road, the clerics beseeching all they
encounter for donations to the faith.

29. A robed man bars the path and demands a toll, boasting of his great power as a
wizard.

30.The party falls in with a group traveling to a religious shrine. Eventually, the party
becomes aware these are actually members of an opposing religion who plan to
desecrate the shrine.

31. A naked minstrel asks for a lift to the nearest Inn where he left his clothes and
money to pay for your troubles.

32.The PCs travel though an area suffering from a heat wave. The mid-day sun is
exhausting and takes its toll on the characters.

33.Ariderless horse gallops past the party, its saddle marked by claws.

34.All of a sudden the weather effects end, and all that remains is a silent twilight where
the winds are dead calm.
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35. The carriage is overturned and all the passengers are dead. Or are they undead?

36.The party happens upon a simple steel ring that causes the wearer to switch to the
opposite alignment.

37. The cemetery below the road is haunted by the tortured spirits of the murdered. On
the full moon they rise up as skeletal aspirations and wraiths and terrorize travellers,
pulling them into the catacombs below.

38.A small group of kneeling, lifelike statues, frozen in fear or supplication.

39.The road leads through a tunnel. Halfway through, the party finds a major wall and
roof collapse revealing a large passage running adjacent to the road, with flickering
lights visible further in.

40.A pack of five feral puppies eats a kobold corpse in a crossroads area. They are less
than a year old and they are a terrier breed meant for hunting. The leader of the pack
is the best-fed and is not afraid to posture at the party if they get too close to the
pack's latest meal.

41. The bridge is guarded by shady-looking characters who claim to be "toll collectors."
42.The routed remnants of a military group beg the PCs for help and assistance.

43.A burly man sits next to a hay-wagon with a broken wheel. He waves in despair when
he notices you.

44.A pair of griffins driven from their mountain home by a beholder.

45.Alongside the road, a man calling himself The Amazing Steve asks the party if they
want to see a performance of his trained pets. The slightest affirmative answer
causes Steve to give a whistle, and a huge swarm of ravenous locusts suddenly
manifests.

46.A man stumbles onto the road, clearly wounded, followed by a score of crows.

47.A wagon train stopped on the road blocks traffic as the drivers feed their animals and
fill waterskins in a stream.

48.Unusually verdant and overgrown patch of road, with bandits wrapped up in vines
begging to be let free.

49.Partial eclipse of the sun.
50.A strange sign carved on a tree near you seems fresh.

51. The tower ahead topples down on the hillside and showers the road with enormous
stones.

52. A fat friar hurries past the PCs mumbling, "It isn't fair."
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53.The road is crossed by many animal tracks, as if a herd of beasts all crossed at the
same time.

54.An evil wizard tied to a stake, body still smoking.

55. A traveling peddler sells animated toys.

56.Heard before it is seen, a crying child sits alone in the middle of the road.

57. A glowing fog engulfs the road.

58.A lone foreign knight rides by.

59.An earthquake drops the group and a large section of road into a sinkhole or chasm.
60.A strange dog or other animal follow you at a distance.

61. The road is riddled with pockets of quicksand.

62. After one of the group treads in something sticky, animals start following the
character with curious interest.

63.Two groups of pilgrims from rival faiths block the road as they engage in aggressive
debate. Each side appeals to the heroes for help.

64.A large mob fleeing from something heads towards you.
65. Three young men work on tipping over an occupied outhouse.
66. A partially collapsed bridge has just two supporting beams remaining.

67. A travelling blade-sharpener offers a special deal to the PCs to improve their magic
weapons, but later the PCs discover the magic in the blades seems to be gone.

68.A tall rock overlooks the road. As the group passes, a filthy hermit babble prophecies
and throws rotten food at them.

69.A group of angry-looking peasants are in the process of lynching someone from a
tree by the side of the road.

70.A glint of light upon the road draws your scout's attention. A small holy symbol lies
in the open, abandoned.

71. The King's men are repairing the road for the next 5 miles.

72. A massive feather spirals from the sky to land on the road as a huge shadow passes
overhead.

73. A spreading sinkhole is destroying the road, making nearby terrain precarious.

74.The road is filled with giant potholes. Sounds of scratching and scuffling come from
one of the pits.

75. A rusty suit of armor is home to something odd.
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76. A sailor traveling home with his sea-chest has a heart attack.

77. The remains of an ambush litter the road, but the wounded courier struggles to the
last to deliver his message.

78. A band of orcs runs toward the party. They look over their shoulders and try to run
through the party. Something dreadful has terrified them, something behind them,
ahead of the party.

79. Ruins of an ancient gate have fallen, blocking the road.

80.Ambush: a fire lit behind the party. Hidden threat: spearmen forcing the possibly
panicking steeds and pack animals off the road, archers in trees.

81. While on the road the PCs come across a traveling merchant going the same way.
The merchant asks if he can travel with them to at least the next village. During the
night the merchant will attempt to steal from each PC. In the morning, if no one
notices the theft, he will attempt to leave.

82.You traverse a darkened path through light woods, a glowing chariot appears above
the trees to one side.

83.The sign ahead reads "Road Work Incomplete".
84.An (innocent) escaped prisoner beseeches the party to help them hide.
85.The remains of a traveling circus.

86.A bright yellow sign with black markings seems to represent a man holding a tool of
some sort.

87.The PCs see a group of travelers surrounded and attacked by lesser monsters. Pack
animals and steeds lost, the survivors have taken refuge on a large rock.

88.A wandering troupe. They might ask to entertain the PCs for a fee, rob the PCs or
talk about a big event happening further up the road.

89.A wagon ahead has overturned. It appears to have been carrying four large metal
containers that are now scattered about. The driver lies dead, some wicked pustules
marking his exposed skin. One of the containers looks like it might be leaking some
sort of liquid.

90.An old stone cottage, overgrown with bushes and crab grass seems sturdy but
abandoned.

01. A giant stands by the roadside helping passers-by over a recent rockfall for a modest
fee.

92.The group comes to a wilderness trading post on the trail. The cantankerous old-
timer who runs it offers a bounty for scalps.
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93.An enigmatic pair of monks who refuse to acknowledge the PCs.

94.Traveling off the main road, the PCs feel like they are being followed. Who is hunting
them?

95.A wounded assassin needs a place to regain his strength before continuing on his
way.

96. A thick rope lies flat on the ground across the road.

97. Three types of meat hang on a spit over a campfire in a makeshift camp. You try to
convince yourself that it is indeed animal and not humanoid that sits above the open
flames.

98.The snowy road hides a collapsed sinkhole that will deposit the party on a slalom
slide down a mountainside, with a course threading through large pointy
outcroppings.

99.A rider stops to ask for hurried directions. The rider thanks them and races ahead.
When the PCs reach the next town, fresh Wanted posters are being nailed up with
the group's faces sketched on and accusations of heinous crimes in the last town
back. The locals all stare at the PCs.

100. A well-spoken bugbear wearing fine studded leather armour is trapped under a
fallen tree. He implores the party to come to his aid.

101. At a river with slightly submerged ford, a sign reads "Ware the Greenteeth."
102. An endless animal herd grazes in the middle of the road.

103. A weathered obelisk sits by the side of the path. Someone has recently carved a
message into it in an ancient script.

104. Sharp rocks have broken off from a cliff and tumbled onto the open road.

105. An illegal logging or mining operates nearby.

106. You spy a chicken on one side of the road, looking diffidently at the other side.
107. Aland mine lays in wait for the PCs.

108. A ranger stops by the group's camp one night and gives them advice on the trail
ahead, places to camp and a tavern where they can get good rates if they mention
his name. All his advice is good, but when they mention his name at the tavern,
they're told he died years ago on that very road.

109. Shopping list for potions lies on the ground.

110. The King has enacted a toll bridge. Several peasants were unaware, and cannot
afford the toll. They accost the PCs demanding then begging for change.
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112.
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120.

121.
122,
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124.

125.
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The road leads you to an icy arch traversing a deep chasm whose vertical faces dive
down so far below you cannot see where they converge. The slick surface and stiff
wind present a tricky challenge to your footing.

Scattered coins from a land you don't recognize shine inside the torn remains of a
pouch.

On a bridge, the PCs hear the roar of water much louder than the river they cross.
Then the river level drops. Sounds of combat upstream reach the PCs' ears. At the
battle site, mercenaries are trying to capture a water elemental. The elemental is
good-aligned and will appeal to the party for help. The mercenaries, if aided, will
not split their bounty from the wizard who hired them. The elemental, if rescued,
will reward the party with random treasures from the river bottom, but the PCs
acquire the enmity of the wizard who posted the bounty.

A wizard rushes up to the PCs, running faster than a horse. The spell runs out soon,
and he'd like company until his magic has been replenished.

A band of children, hungry and footsore, who earnestly claim to be on a crusade to
the Holy Land.

A beheaded giant's corpse lies across the road, blocking it.
A bare-knuckle fight in a dusty ring on the roadside. Crowd size?

The party starts finding neatly severed body parts discarded on the road. An ear,
then a finger, then a tongue.

It is known this road leads straight to the next village with no side paths.
Nevertheless, the road forks. A well-dressed attendant offers his counsel on which
path to take.

Outside the entrance to a silver mine, a group of protesters wave signs and shout
racial slurs about dwarves stealing human jobs. As you watch, a group of dwarves
entering the mine is set upon by some of the protestors.

A dozen arrows rain down into the road from a great distance ahead of the party.
Thousands of bats stream across the sky as the sun falls from view.
A nesting magpie swoops the party.

Alongside a busy road, an enterprising merchant has set up a small casino. Dice
and cards are available, but does the merchant have a gambling license?

A mechanized vehicle spews smoke from a large funnel and makes a hell of a
racket. It diverts its course and increases speed when its occupants notice the

party.

10
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The street is strangely deserted. Not a soul walks the pavements and litter swirls in
the breeze. An unmanned cart with squeaky wheels rolls onto the street.

A weathered old woman offers her camp to travelers, and a free meal. Looks like
your lucky day.

The party hears a long stream of invectives from further up the road. Then they
spot a head upon the road - a person still alive, buried up to his neck.

The road is littered with fallen leaves that cover a new pit trap.
A bear carcass blocks the road.

A small crude sign with Natural Hot Springs handwritten in charcoal points to the
east.

A farmer's family welcomes all travelers with free lodgings in the stables.
An undead army marches down the road.

A spring trickle of rain smiles on the farmers this day.

A dragon flies across the sky.

A sentry animal such as a bird, dog or rodent raises the alarm.

Two men exchange blows in the distance. Each accuses the other of stealing a
family heirloom.

A humanoid dead by the side of the road with a knife in its back.

A man hits a donkey with a branch and shouts, "Move, you flea bitten piece of crow
bait!"

The road is blocked by guards searching for violent criminals. Do the PCs look like
the escaped convicts?

A work gang labors to resurface the roadway under the watchful eye of the law. The
arrival of travelers gives some of the work gang members the distraction they need
to make a break for freedom.

Jumping over these puddles would be a far easier a task if the road did not run
right through a swampy bog landscape.

A row of freshly dug graves line the side of the road, exactly the same number as
the party.

Along the side of the road you come across a long row of roses...do you stop and
smell them?

11



145.

146.

147.

148.
149.
150.
151.

152.

153.
154.

155.

156.

157.

158.

159.

160.

Roleplaying Tips Presents: 1,372 Roadside Encounter Ideas

A parasitic dimensional traveler accompanies the PCs until attaching to one and
sucking his life out. Any attempt to remove the traveler will harm the character he
is attached to.

A traveling peddler offers to sell the PCs a crystal ball at a huge discount.

A bounty hunter with a prisoner would like to join the PCs until the next town. The
prisoner likes the opportunities this brings.

An arrow hits a nearby trunk, a message wrapped around the shaft.

A seemingly empty wagon hurtles down the hill towards you.

A famous bard and his boisterous entourage pass by on a two-horse carriage.
A group transports the body of important person to another place for burial.

The road stops at the jagged hole of a collapsed mine shaft. Something glints in the
shadows.

A fat drunk bard sings praises to the gods.

The long mountain road leads to a tunnel. As it progresses deeper into the rock, it
grows wider and develops a flagstone surface. At length, it emerges unexpectedly
into an underground city.

A group of much more powerful adventurers meet the party on the road, heading
back from a nearby dungeon. They brag about the monsters they slew and loot they
found there, and say there's probably a few scraps left behind that weren't worth
their time to pick up, if the group hurries.

Beneath the shade of a lone tree sits a messenger boy. He's exhausted and will tell
every passerby he is re-considering whether he's in the right line of work.

Whoo-eeeeh, what is that? A terrible stench fills the air. The PCs must roll below
their Constitution score or vomit. Dead bodies, a dead monster, whatever you wish,
lie rotting in the bushes.

A cat wanders into the party's camp. It does not meow. It will eat if offered food,
and may show appreciation with a little rub, but otherwise stays out of the way. It
will follow the party for a few miles, and if ignored, it will leave.

Just off the road ahead, bedrolls surround a bubbling cauldron over a stoked
campfire, but there's no one in sight.

Workmen replace a wooden bridge with a stone one. The detour is a day or more
out of the way. The workers have finished a narrow path of stone, and might be
convinced or bribed to allow you to balance your way across the precarious ledge.
Watch your step.

12
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A wheel breaks or comes off your wagon.

Your party hears a clatter of weapons and spirited invective before rounding a bend
to find two men dueling about the roadway.

An elderly man sits patiently beside the road with a folding chess set. He invites the
PCs to stop, rest and play chess for a while in the shade.

A unit of archers are out practicing their shots on the King's Highway. Beware stray
arrows.

Several sets of footprints are still visible from what appears to be a struggle from
the night before.

A sign that says exotic animals points to a path off the main road.

A bridge is missing. Where it used to be is now a ferry service, for a sizable fee. The
ferry looks like it might consist of bridge parts, and only takes a few travelers at a
time.

An annoying bard insists on joining the party.

A talkative, intelligent parrot tries to persuade the party to take him to a nearby
druid who can change him back into the person he was.

Crucified men line the road for the next mile. One of them is still alive.
A man swings down from a branch and proclaims to be the god of predictability.
A cloud shaped like a holy symbol scuds out of sight.

A startled and disheveled merchant approaches and warns you to be careful of the
road up ahead. He tells you a large number of locals have taken to harassing and, in
some cases, robbing all who travel the new road that bypasses their town.
Apparently, they are upset about the dwindling trade from people bypassing their
town and have decided to take matters into their own hands.

A friendly rabbit is actually a polymorphed princess from a far away land. She asks
for help.

Cloying, wet mist makes fires difficult to start, papers soggy, bows unreliable,
sword handles slippery. It also puts everyone in a sour mood.

A huge crevasse splits the road in front of you. A rider sits on a horse across the
crevasse and calls out to you in an accent: So, the marquis sent someone after all.
Throw the ransom across now or he'll never see his precious daughter again!O

A woman cries for help as she weeps over her husband's body. However, when you
approach, a band of thieves spring from their hiding place and advance towards

13
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you. It is then, to your dismay, you notice the woman and her “dead” husband have
drawn long daggers and are also advancing.

A voice from the bushes by the road shouts, "We have you surrounded, Torvik!
Your villainy ends here!" But who's Torvik?

A pay-wagon heading for a nearby army trundles past, with not quite enough
guards to challenge the party.

Someone plays pipes up ahead.

You see the remains of a trade cart. Closer inspection reveals corpses several feet
away from the road, half buried, dragged there by the raiders.

A group of robed scholars trade useful information in exchange for obscure lore.
The road reaches a river. The ferry is on the far side, but no one is around.
Strange noises come from the ground.

A large mass of snow or rocks have collapsed into the hollow through which the
road leads, impeding forward progress.

A stranded traveler standing on the side of the road is the bait in a trap.
A depressed bard bemoans life.

As the road turns through a dense part of a forest, the party stumbles across a worn
footpath carefully camouflaged with scattered underbrush and branches.

A large wyvern suns itself in the middle of the road. It looks asleep.

A laden cart proceeds down the road opposite the party, bobbing as though ox
drawn, but with no apparent means of propulsion.

A funeral procession winds its way along, complete with mourners, priests and
servants who carry an ornate coffin.

As bandits attack, the PCs realize a friend of theirs is among the robbers.

A travelling merchant wants to buy a particular item from one of the PCs and
refuses to take no for an answer.

A traveler flees towards you, utter terror etched over his face. As he runs past you
he screams a warning to flee the giant green monster that is around the next bend
in the road. After watching his fleeing form disappear down the road, by chance
you happen to glance something odd lying off the road behind some bushes. Closer
investigation reveals some timber off-cuts, some discarded papier-maché and a
half empty tin of green paint.

An unusually thin and dirty snow bear stands on its hind legs and roars. It looks
hungry.

14
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A beautiful magical thing - such as a dryad or unicorn - flees from a mage. It's
afraid and seeks help from the PCs.

A cattle stampede surges toward the PCs.

With a rumble, a rockfall hurtles tons of tumbling stone towards those on the
roadway.

A group of masons push carts of materials towards a town.

A dirt path leads to a mound of stones pierced by a rusting longsword close by.
Supplicants wait in line for their turn to pull the sword out.

A roc has roosted nearby. PCs witness it taking cattle.
Along column of mercenary light cavalry canters down the road.

You find a large leather bag of gold coins on the side of the road. At the same time,
three members of the guard ride up to you.

The PCs spot a person in the distance who disappears.

There is a mysterious flicker ahead, and one member of your party suddenly stops,
paralyzed.

A cart piled high with corpses sits in the middle of the road with not a living soul in
sight.

The road crosses a deep ravine via a bridge made of slightly-melted ice.

A stray dog runs down the road with a boot in its mouth. A moment later, a PC
realizes a broken bit of bloody shin-bone sticks out of the top of the boot.

A patrol of bullying foot soldiers demand road tolls.

The ground grows hot and foul steam rises from new-formed cracks in the
roadway.

A group of nomadic vagabonds approach in brightly painted wagons. A cousin of
one of the PCs travels with the nomads. The cousin wants to see the world, but the
PC knows her family would want her back.

A band of kobold hunters hides and watches the road for human prey.
A scruffy, twitching man digs a hole in the middle of the road.
Several girls wash in a nearby river. A stern matron gives the PCs the evil eye.

Who eats like this? A small pile of cow, horse or sheep remains lies decomposing
next to the road. The remains are mostly legs and heads bitten off by something
with HUGE teeth.
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A single warrior stands armed with shield, sword and spear unmoving in the
middle of the road.

A leathery-faced farmer asks for help. He runs a successful bee farm and produces
the best honey in the land...or he did. Yesterday he purchased a new queen bee, but
after gorging herself on the farmer's existing honey overnight, the queen has grown
into a giant bee and gathered the farmers' bees into an aggressive swarm that
attacks anyone in the vicinity.

A group of farmers, bringing goods to town for trade, are willing to barter or
exchange gossip.

As the road rounds into a hollow, your party happens upon a bandits' ambush, but
the bandits are waiting for traffic coming from the other direction.

Psst, do you want to buy a crystal ball that really works? It's cheap! says a shady
character while sneaking up on the PCs. (The price is cheap, and you might even
lead the PCs to believe the ball works when they try to use it for petty things, but it
is unreliable, maybe even cursed. And the big problem is that one or more groups
of NPCs badly want this crystal ball.)

The dark forest the road travels through is home to giant spiders that drop onto the
party.

An enormous rock blocks your path.

A band of rowdy centaurs camp beside the road, scaring away the peasants who
work the nearby fields.

Army ants cover the road for the next 40 feet.

A crazy man points at a PC's equipment and lists its magical properties - and he's
right!

The PCs encounter a cattle stampede. The stampede is nearby but no threat. What
caused the stampede?

A reanimated corpse sits in the road, but does not interact with the party in any
way.

Murdered travelers litter the road - they begin to animate.

A traveling mage performs tricks and sleight of hand before a large crowd just
outside town. While the mage has every eye captivated, his compatriot moves
through the crowd, pilfering items.

A small enclave of garish artists approach on a horse drawn cart. One member is
naked and some of the others appear to be sketching him.

A family is stranded on the side of the road.
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It appears travellers here have two choices. The high road (plagued by giants) or
the low road (plagued by lizard men).

The leading PC is attacked by a mammoth shark-like creature as it erupts from
beneath the surface of the road.

A young couple feverishly digs alongside the road, bickering all the while. It seems
they're after something valuable buried by the road.

A tree not normally found in this area (think palm tree in Scotland).

A huge creature crashes through the forest to your left, breaking trees as it
approaches the road.

A little girl in a red cloak skips down the road.
A dollhouse sits abandoned on the bridge ahead.

The party catches up to a slender young woman disguised as a boy travelling along
the road.

Beggars accost the party, pleading for money.
A large pool of congealed blood lies in the centre of the road.

A gentleman offers the PCs a chance to sleep in his house for the night, but alas, he
and his family have rather Procrustean ideas about guests.

Orcs gather twigs and berries along the road with a clear, non-hostile purpose. Will
the PCs attack just because they are orcs?

A fierce yell pierces the air as the sound of thundering hooves grow closer.

Prisoner's Road parallels the river. Old prison cages, iron maidens and hanging
cages stand along the side of the road for several miles. Some are empty, while
others contain the remains of the once living.

A travelling salesman and his gaudy cart, complete with fast-talking snake-oil
offers and a dancing monkey.

A tearful family of wandering merchants block the road. Their youngest son has
run into the "haunted forest" and are too scared to rescue him.

A tree falls onto the road. Then a fireball blows up the tree. It appears the PCs are
in the middle of a skirmish between druids and fire wizards.

A lynch mob demands the party join them.

A small party of armed knights under a noble's banner approach. Their outrider
tersely demands the party yield the road.

A dancing cloud of will-o-the-wisps or fireflies leads a hypnotized traveller.
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Ambush: a huge troll demanding bridge troll. Hidden threat, the troll has
weakened the bridge.

You hear a hoarse, rasping scream from the sky, and see a hawk soar overhead
before it dives into nearby trees.

The road surface starts to buck and writhe, trying to throw the group off. Is it an
earthquake or a territorial elemental?

A spider web blocks the road.
Two dozen townsfolk chase a tarred-and-feathered merchant out of town.
Substantial drag marks on the road lead into the nearby verdant foliage.

Flowers by the roadside turn their heads to follow the party, and they're getting
larger.

A convenient ford through the wide river crossing the road is home to piranhas.

Militia stop every wagon and search the contents of every bag and wagon box. You
count 20 soldiers in all, each one armed with a pike, sword and shield. These are an
elite tactical group who appear good at completing missions.

A beehive buzzes angrily on a branch overhanging the road, and beneath it a figure
lies gasping and puffy with dozens of stings.

An overturned beer cart lies in the road. Nearby, an enormous troll snores loudly,
surrounded by empty kegs.

The locals use two or more names interchangeably for certain roads, but the maps
or directions the PCs were given just use one.

A group of armored soldiers approaches you and demand food.

The rope bridge across the chasm has been chopped loose and dangles on this side.
Did someone fleeing to this side cut the bridge, or is someone trying to trap the
PCs?

High level clergy rides by in a secure carriage, escorted by four heavily armed
guards.

A dryad weeps along the roadside meadow.
A tunnel with a bricked up entrance spans the road.

The road enters impenetrable wilderness and the only means of continuing on is
via a canal.

A disturbing sighing noise comes from an old well at a side of the road.

A sudden snow storm blankets the road without warning.
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A set of shackles lies at the side of the road.

A couple has chosen a small glade along the road for their wedding. However, the
bride is weeping and the wedding party is frantically scouring the grassy area, for it
seems the ring has been lost or maybe stolen.

A boy rushes from a dilapidated, roadside tower claiming he has found the hideout
of local bandits.

A pompous noble stands in the road, flogging and shouting at his injured horse.
A village can be seen to the west. It isn't on the PCs' maps.

A scared group of travellers huddle on a small bridge. The group explains that
bandits in the woods beyond the river have stolen everything they have. As the PCs
cross the bridge, they are ambushed by bandits hiding under the narrow bridge.
The "scared" group are part of the bandit gang.

A placid lake swamps the road. Several stakes festoon the road near the lake's edge,
each topped with a fresh skull.

On the side of the road an old man and woman yell at each other about who forgot
to pack lunch.

An annual migration of flesh-eating or blood-sucking insects plagues the party's
passage through a forest.

3 pilgrims trudge along the dusty road, an old man and two young men. Simple
travellers? Or are they more than they seem?

A military force tracks a fugitive and insists on searching the PCs' retinue.

The drizzle that has spattered its misery upon the party for hours graduates into a
full-out storm, replete with lightning, crashing thunder and hailstones the size of
plover's eggs.

A fast ship in the bay is bombarding the helpless port with siege engines. It's out of
range for the locals to deal with, and possibly not alone.

A strange mist descends from nowhere, limiting your vision of the road.

As you make slow progress down a deeply snowed over road, bandits dressed in
white burst from lumpy mounds of snow to surround your party and demand your
valuables.

Two noblewoman argue about who is the most beautiful, and they want a PC's
opinion.

A haunting sight greets all passerby as skeletons swing loosely from a steel barred
fence.
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The party takes down a stag for venison, but the stag is protected. It is one of the
deer kept by a group of druids and their worshipers, who begin to hunt down the
party with plans for dealing with them.

Pillars of flame and smoke manifest on either side of the road. As the party draws
closer, they see two wizards hurling spells and epithets at one another.

Brigands use this road often. Recently the brigands attacked and looted a merchant
caravan. Guards mistake the PCs for the brigands.

A large crystal ball made of worthless glass lies half-buried in the ground. Upon
viewing, it offers a clue or hook to upcoming adventure.

You stumble upon an old scroll case wedged between a tangle of tree branches.
Inside is a village's charter of rights and freedoms.

A drunken traveler carelessly toys with a loaded weapon.

The road leads through a dense forest. The tranquility is broken by the blasting of
an orc warhorn, followed by about 50 orcs crossing the road.

A tinker's cart with pots, candles and other small items sits parked and abandoned
by the road.

A giant spider web covers the road.
Two strumpets (one half-elf and one human girl).

Sickly green foam flows down a nearby hillside and over the road, dissolving
everything organic in its path.

A boisterous wedding party dances towards the PCs.
A wounded hitchhiker comes into view.

A dead magic user clutches a scroll in his stiff hand. The scroll says something
important.

Crashing branches and undergrowth ahead stop suddenly as a young child bursts
out in front of you. He looks wildly in your direction and pleads, "Help me please
they're coming!"

A horse thief poses as a reputable merchant and strives to sell his stolen horses to
travellers before the law catches up to him.

From the bushes you hear the soft sobbing of a small child.
A man steps from the woods and introduces himself as Captain Feeny.

A paved road recently rebuilt with stone from nearby ruins. The group notices
some stones are carved with odd patterns. Put together, the patterns make up a
mural showing the location of a valuable treasure/dungeon/great monster.
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308. A huge, magical, glowing rock sits in the path. It hums louder when
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approached...like a bomb.
A cart filled with caged children rumbles down the road.

The warm rain that never seems to stop threatens the quality of goods carried by
the travelers.

A hooded farmer struggles with a broken wheel on his wagon over-full of turnips.
A dead lion lays in the road, the victim of a swarm of wasps.

The sunken road is flooded out with blood.

A single stone has been recently erected in the center of the road.

Kobolds burst out of the forest in panic in front of the party. What has them
running?

A chest lies forgotten in the middle of the road. Inside is a cursed magical artifact
or treasure best left untouched.

Three men chase an uncooperative horse.

A hooded man driving a wagon covered with a black cloth passes you with good
speed. You notice a coffin as the cloth falls off the wagon.

A knight bearing the crest of a local lord is found rusted into his armour, in an
uncomfortable position, by the side of the road.

A giant footprint lies along the path. There are no other signs of such footprints in
the area.

In a shallow ravine parallel to the road, you see a large number of broken carts,
wagon wheels and axles. The road subtly narrows at the same time.

A crook-backed man covered by a black cloak limps along with a twisted rod. He
shouts, "The end is nigh! Repent!"

A toppled wagon, covered in blood and claw marks, lies on the road.

A great stone bridge built over a chasm or river is bookended by gate houses. A box
near the closed gate bears a sign: "2gp" with an arrow pointing at a slit in the box.
Everything is silent inside the gatehouse but you see a hooded figure walking away
on the other side.

You awake to find everything you own has been removed during the night. Fearing
theft, a quick search reveals twelve sets dwarven tracks, one set of unidentified
human tracks and, lying in the middle of your campsite, a smoldering pouch of
herbs that, when you sniff them, make you feel slightly drowsy.

A mother begs travelers to find her missing son.
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An enormous dragon lands on the road in front of the group. It asks for directions
to the capital, gives them a generous tip and then flies off with a loud proclamation
of intending to raze it to the ground.

The remains of a house stand beside the road. The walls are crumbling, but the fire
place looks serviceable.

A trans-dimensional tinker.

A scarecrow in the clothing of a court jester has been erected in the middle of the
road.

A copper coin lies on the ground. What luck!

You come across a small shrine dedicated to a holy deity. A small fountain provides
you with refreshing, cool water.

An exotic, almost alien weapon or tool lies on the side of the road.

An NPC seeks the protection of the PCs. To grant it makes her enemies the PCs'
enemies, and gives them the responsibility to protect a high-profile, fragile person.

You feel as though the road's cobblestones are speaking in your mind.

Ambush: hostile forces behind a barricade. Hidden threat: a strategically placed pit
trap.

Where the road goes down and then up, marsh lands have taken the road over.
What remains is the road is soft and sticky, with disease a risk too.

Recent signs of a fierce battle mark the road and the land around, but strangely
there are no bodies, broken weapons or any other materials within sight.

There must be a hundred coins or more leaving a trail off the road.
A lute hangs from a limb.

The ferry boat on the far side of the river appears untended. On this side, the rope
that guides the ferry is attached to a massive pulley, ready to ratchet back across
the river.

Up ahead you see a young boy holding a sign and jumping up and down. As you get
closer you see the sign reads "Prof. Hardwick's Hall of Wonders." The boy excitedly
exclaims this new attraction has just opened and today only admission is a mere 5
coins.

A large pool of water blocks the road, the surface ripples even though there is no
wind.

Buzzards circle a broken down wagon with dead livestock lying all around.

The PCs chance on a farmhouse on fire.
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Debris spotted at a distance turns out to be a modest collection of helmets,
weapons and ammunition abandoned upon the road.

A field of kites litter the sky, their strings streaming down into a valley hamlet
below.

A flood washes out a riverbank, exposing a rotting coffin.

A belligerent drunk wanders into the group's path demanding alcohol, money and
to marry their horse.

A wandering soothsayer demands a contest of will before revealing a prophecy.

A pile of discarded clothing and equipment on the verge, and laughter coming from
the trees nearby.

The party interrupts a burial at a crossroads.

A bounty hunter rides past, leading a badly-beaten captive on a chain who
struggles to keep pace.

A travelling magician is hitching for a ride.
A circuit preacher makes the PCs his special project.

In the distance you can hear the music and dancing of the local brothel. Home to
the most beautiful ogres and bearded dwarf women in the land. Take your pick.

A knife without sheath lies glittering in the stream below.

A life-size chess set straddles the road. As the PCs approach, one of the pieces
moves towards them.

Mighty bolts of lightning begin striking the ground around the road.

A lone commissar stands among the bodies of several deserters he has just
executed.

PCs discover a fresh grave marked with a helmet resting upon a sword thrust into
the earth.

You meet a caravan of camels going in the opposite direction.

The PCs mysteriously repeat a piece of road they already passed, though the route
has been dead straight to this point. The road even includes their footprints.

A panicked and exhausted traveler staggers up to you and begs for protection. He
tells you that, for no apparent reason, a group of thugs set upon him and tried to
kill him about a mile down the road. He managed to slip into the tress that border
the road, but he is afraid that the thugs will find him again soon.
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The wilderness is controlled by a dragon. It has a nest not far from the road. The
PCs are approached by the dragon because it needs their help.

A dozen townsfolk are running after a fleeing woman and attempting to stone her
to death for being a prostitute.

Two other adventuring groups argue in the middle of the road.

A white stone road cuts neatly through a festering swamp. The stones are carved
with protective sigils and regular dire warnings not to leave the path. Then in the
middle of the swamp the road ends, the stones shattered and blackened.

A devastating tornado sweeps toward the road, tearing up trees and flinging
boulders.

A wizard argues with his broom.
A man or creature falls from the sky.

A towering slot canyon seems to be the only path forward - the perfect place for an
ambush.

A sign reads "Danjer ahed!"

On the side of the road sits a farmer. In his hands is a shredded blue dress, the size
of a child and he clutches it to his chest, sobbing. Behind him is the smoldering
ruins of a farmhouse.

A band of young halflings stroll by happily, playing musical instruments. They
salute the PCs as they pass and try to pickpocket them.

PCs encounter the camp of a woman, her hen-pecked husband and their children.

A old board game lies in the middle of the road (it does nothing, but watch the PCs
squirm).

You hear the rumbling, and feel the road thrumming beneath your feet. To one
side, the view is obscured with dust rising up from the ground. Shapes rushing
towards you resolve into cattle - hundreds of them, all running for their lives.

The party crosses paths with the adventure's villain en-route to do another evil
deed.

A gypsy has set up a tent along the busy roadside, asking for a coin to tell your
fortune. (The fortune could be nothing, or foreshadowing.)

A bandit steps out of the woods before you and demands passage (1 gold piece per
traveler). If challenged, he claims his men are hidden in the woods ready to shoot
at his command. He takes a step backwards and a crossbow bolt embeds itself in
the ground before him.
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. Amember of a despised race struggle to carry a load of mundane goods.

. A passing mail-courier's horse gets spooked and throws courier. The courier dies in
the fall, and the mail bag has the seal of the King's Head of Intelligence.

A rainbow rises from the road just up ahead.

All along the route, the tops of the trees have been drawn and tied together over the
road.

Minor royalty rides by in secure carriage, escorted by four heavily armed guards.

A coven of witches march along the hill's top path as the sun drops below the
horizon.

A large, disgruntled mob of people blocks the entire road and refuse to let anyone
past. Strangely, every member of the mob is wearing a red arm band.

While travelling on this road, none of your compasses work.

After camping for the night on the roadside, the party wakes to find a field of
sweet-smelling flowers has grown up around them.

Alone hooded figure dressed in a long, dirty, red robe approaches slowly tolling a
bell.

A brand-new shoe lies on the trail.

A gypsy caravan passes. They might have interesting items for sale or trade, but
they have touchy tempers and strange customs. They might even want to capture a
PC or pet to sell in the next town.

A thief tries to infiltrate the party to steal from them.

A fallen tree blocks the road ahead. You notice a path going around it but cannot
see the other side.

An nearby tree is infested with animated objects that attack travelers that disturb
their swarm.

A press gang accosts travelers just down the road.
A mounted patrol of soldiers ask travellers what they have seen, then pass on the
King's warning to be law-abiding.

An otherwise empty stretch of highway, with two rival taverns facing each other
across the road. The publicans try to outdo each other loudly on the discounts and
benefits of their respective establishments to the party. Both seem desperate for
customers.
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A massive statue stands by the roadside, so worn by weather as to be nearly
featureless. Taken as a patron saint of travelers, offerings lay scattered around the
statue's base.

Fog reduces visibility on the road, making progress riskier.
A restaurant owner offers fresh tea and a cup of rice to local beggars.
Arrows whiz out from both sides of the trail. It's an ambush!

The party finds a number of bodies, hastily buried by the side of the road and
uncovered by recent storms. How do they give these people peace? Or should they:
perhaps these are the bandits killed by earlier adventurers, or the adventurers
killed by bandits.

At dusk or dawn, you see a man-sized shadow from the left side of the road waving
its arms at you. "Over here, quickly, I've caught one!"

Workers block the road demanding an increase in wages.
A giant sinkhole opens up right in front of you.

Two precocious children offer to buff shields or dust boots for money. They follow
PCs at a distance calling them names if rebuffed.

A stone guard tower has toppled over, blocking your way.

It started as a milk run, but the young noble you are charged with escorting has
developed a bladder infection, and now the need for rest stops has become
ridiculously frequent.

A sudden rain of fish, frogs, worms or other creature.
The PCs see an illusion of a ten mile deep chasm stretching to the horizon.

In a passage tightly walled with tall cliff faces, some of the cobblestones are
blackened. Contact with these stones leaves scorches and burns on any exposed
limbs. They seem to be increasing in number as the road progresses.

A long line of refugees trudges along the road.

A troll is doing a poor job hiding behind the shade of an old oak tree. What is it up
to?

A prey animal runs past. Is it chased by a predator?

The remains of caravan hide a traumatized child whose family was captured by
humanoid monsters.

Not long after leaving a village suffering from drought, the party happens upon a
blazing forest fire.
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A person fleeing arranged marriage seeks refuge with the PCs.

Hairs rise on the back of a character's neck. It feels as if someone is watching them.
Then they hear a whispered message. (For reference, the PC is on the receiving end
of a Scry and Message cast through a Scry.)

A woman scolds her husband loudly as two tearful children look on.
A small man cuts grass with a sword.

The road through the forest is closed because the King is hunting and does not
want the deer disturbed.

You approach a washed out bridge on a dry river bed.
The road is closed for construction.
A farmer with a slow oxen team blocks the path ahead.

A mob of mutated animals stumble onto the road and advance towards you. You
can't help but wonder what caused these animals to undergo such an unholy
transformation.

A man with many masks walks towards the party. He has a strange gait, like he's
bouncing instead of walking. He says, "Excuse me, I have been traveling very far
and am looking for a sparring partner, could you help me? If you win, I'll grant you
one wish, if you lose, no harm done and I'll be on my way." This man is a mimic,
and all abilities will be copied by him. The way to "win" is to stand there for a few
turns doing nothing.

A tree full of wind chimes.
A ranger chases after a talking frog.

In need of food and shelter from the elements (or from enemies), the characters
come to a ruined tower full of revelling adventurers. But the Rules of the House say
no one may enter until they have entertained the rabble with a rousing tale.

Mmmm, the sweet smell of tarts and pies fill the air. Right in front of you are the
cooling pies and sweet treats nicely placed on a raised stone table. No gnomes,
halflings or fairies about. Perhaps they would not miss a tart or two.

The PCs happen upon a shimmering pool. A knowledgeable PC might know the
legend that says the pool is said to show an individual exactly where he or she shall
be in two years time.

A toll-booth with guard and an official Inspector who wants to confiscate
something strange or valuable.

Travelling freak show, filled with freaks, secrets, dangers and opportunities.
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Picked mushrooms lay on stump to dry.

At the end of a long day's ride, the party looks forward to the comforts and
familiarity of the Embridge Inn. But as they round the bend, they see the courtyard
gate ajar and even more ominously, Kendrick the duty footman nowhere in sight.

A fortune teller's tent stands at a crossroads.
A rainbow bridge leads to some weird magical dimension.
A large barrel lies on the side of the road, guarded by a young boy and his slingshot.

Human footprints head off in one direction, blood with drag marks go in another
direction.

In an arid tundra plain, a wooden sign juts out of the ground alongside a faint path.
A crust of ice and snow hides the sign's markings.

A book filled with illustrations of a wealthy family lays by the road side.
A bugbear and his bride ride by in a royal carriage.
A roadblock and checkpoint have been set up by local church militants.

When at the bottom of a steep sloping road, there is a rumble and a large boulder
comes rushing toward the PCs. When the rock finally stops, the group spots old
bloodstains and a kill-score carved into the side.

A deranged, barefoot man on the verge of starvation and wearing rags sits by the
side of the road. He rocks back and forth muttering, "The hills have eyes...the hills
have eyes...the eyes of the hills are alive inside." He ignores the PCs, but if anyone
touch him, he screams out "Archan-galak!" in terror, collapses and dies.

An elf hunter proposes a contest of skill. "100gp to the first to bag three of the birds
attracted to this pond."

A band of lepers or plague-carriers on their way to a nearby spring with supposed
healing properties.

A man dressed in strange garb waits at a crossroads, looking confused.

A strange storm rolls in fast, and lightning bolts drop every minute within 50 feet
of the party. There is no obvious cover on or near the path.

An abandoned and haunted farm provides a promise of shelter.

A great number of frogs appear from the heavens and crash down among the party
members. If examined closely, the party finds a gold piece in the belly of each frog.

Druids are dismantling the road.
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The wilderness is controlled by a dragon. It has a nest not far from the road. The
PCs are threatened by the dragon for a toll for using the dragon's road.

A strange old man offers the PCs a book in a language they cannot read.

In error, a company of knights on a quest hunts down the PCs for a terrible crime.
When the knights realize their mistake, they insist the PCs join their noble quest to
capture the evil criminals.

A woman on the road is actually a shape-changed harpy.

A shrine to a god of travel stands by the roadside. The shrine looks ancient but has
been recently cleaned by someone.

Gnomes hold a yard sale.

A man in shabby clothes and bearing a pole with an unusual flaming taper affixed
to its top passes you on the cobble walkway, lighting the street lamps for the
evening.

Small wain, with a farmer and a donkey with dislocated knee.
A crippled goblin asks for help after being trampled in a hit-and-run.

Beside the road lie the remains of an old rotten catapult. Strangely, it seems as if
someone is attempting to repair it, though whoever it is doesn't appear to be about
at the moment.

The road quickly becomes narrow and overgrown with thorny plants that are
poisonous.

Brigands ambush the party. After the fight, a search of the bodies uncovers a
treasure map.

The den of goblinoids is shunned by most travelers, but a truce surrounds it as
humans can't destroy it, nor can the goblins destroy the human settlement. Trading
and socializing are possible, though dangerous. The PCs stumble into one of these
negotiations as it turns hostile. If the PCs throw in with the humans, the goblins
will run away. Then the human settlement blames the PCs for bringing the might of
the goblins down on the area.

A young woman in simple clothes cries beside the road. She will explain she is a
deer magically transformed into a girl by a cruel wizard who caught her stealing
from his garden.

A deserted city made completely of glass appears out of nowhere in the middle of a
fog.

An odorous mess of rotting fish litters the path.
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A large and colourful wagon is stopped by the roadside. A travelling troupe of
actors practices their next show.

A furniture maker has a problem with low overhanging branches that interfere with
the taller parts of his merchandise on his wagon.

Up ahead you see a landslide has blocked the road. The large stones and rubble the
landslide brought down have made the road impassable, but it has also unearthed
something strange.

You find a small, moss-covered stone with strange weathered patterns in a pouch.
It is in the middle of the road and you don't see or hear anyone else around.

The day has been calm. Suddenly a strong gust of wind assails your party, holding
steady for a long beat, followed by more calm.

You come across a patch of freshly scorched earth and blackened bushes on one
side of the road.

Ambush: a mixed force of orcs and thieves. Hidden threat: infiltrator and sabotage
in the PCs' traveling group.

A carriage is pulled over and the driver is looking for help - his passenger is giving
birth.

In dense wilderness where only the road is passable, the group finds the trail
covered in increasingly thick slime. The PCs eventually find themselves stuck
behind an enormous and slow-moving snail.

A dog or other animal tries to make you follow it.

It is dark and a commoner stands next to a wagon with a torch, yelling a woman's
name and begging her to come back. After a fight over something stupid, like when
to camp for the night, she stomped off into the dark woods. The twist: his wife is a
visibly obvious monster (like a giantess or centaur).

A carriage is stuck high up in a tree.

You're halfway across an icy bridge when motion below catches your eye. Through
the nearly transparent arch, you spy an orca chasing a seal in the frigid water
below.

A military force has taken control of a section of the road for reasons of national
security. They refuse to let the PCs pass.

While resting at a small pond off the road, a flock of white geese land in the water.
Soon afterward a lone goose lands nearby. This goose is a golden brown color and
its feathers appear to shine in the sunlight.
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A portal opens and demons spring out. The leader says, "This isn't the slave city, is
it?" Then they try to grab the PCs as a substitute.

Loud tribal shouts can be heard from about a mile ahead. Must be another local
custom you need to adapt to before you make first contact.

You come to a stretch in an iced-over road where cracks form a latticed network
across the surface.

A ship lies by the side of the road, but there's no water nearby.

A warm and hay-filled barn by the roadside is a far nicer place to stay the night
than the open road. However, another group of travelers already rests there and
are unwilling to share.

A large snake bathes its massive body along the width of the road.

Three dead cats, hanging by their tails from the branches of a nearby tree.

Eyes appear in the forest canopy above.

A traveling circus looks for a missing creature.

A toll booth requires all magic items be surrendered before entering the country.

A dangerous magical monster flees its former keeper. And now it's hungry. Do the
PCs look like a threat or easy food?

A traveling paladin swears undying love to one of the PCs.

An executioner and victim walk towards the block. Guards and clergy watch with
grim faces.

The group comes across a three-way traffic jam at a fork in the road, and three
arguing wagon masters refusing to give way.

A leprechaun blocks the road.
In the morning while breaking camp, the PCs spot a bush that wasn't there before.

A beautiful woman, adorned in the robes of an enchantress, emerges from hiding
near the road and implores you to lend her aid.

A rude toll collector (legitimate) demands payment for the King's Road.

A fearsome troll hangs suspended from a hunter's snare, the rope is slowly
unravelling.

An odd-looking elderly man appears just out of bow range. He puts his hands on
his hips and shouts, "Are you adventurers? If you are, have I got a deal for you!"

A character gets dragged 5 feet off the road by a mysterious force.

A blood covered map case lies beside the road.
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Two people argue over the possession of a goat.
A giant's thunderous and rumbling snores end abruptly.
You realize the road appears to have a face, and it is giving you an odd look.

You see children playing on the road. When approached, they look startled and run
off into the woods.

Elemental storms churn ceaselessly around the battle-scared ruin of an ancient
shrine.

None may pass. A knight bearing a foreign banner stands before the bridge. He
makes it clear you will not cross unchallenged.

Old ring sticks out of the dirt.

Wow, what did that? An enormous pile of steaming fresh feces lies right in the
middle of the road. It's a really big pile.

Now you see what has the vultures circling: a large animal carcass ripped to shreds
and strewn about the road.

A burned cart rests in the center of the road. The attacker is still at the scene,
devouring or looting the corpse of the driver.

A group of pilgrims travel to a holy site.
A festival or pilgrimage in a field beside the road celebrates the holiday of a saint.

A multitude of shields, each bearing the heraldry of a different knight, hang from a
nearby tree.

The sunlight at dusk or dawn is delicious and warm, though experienced warriors
know it also reduces visibility towards the sun to nil.

The staff of the tavern where the PCs plan to spend the night have been replaced by
bandits who now rob and murder unaware travelers.

An empty camp lies ahead. The fire's embers are still warm, but the ground is
strewn with clothing, weapons and tent poles.

In an overgrown clearing on the road's edge the party can see the ruins of an
abandoned guard tower.

Three animated broadswords weave back and forth in the middle of a steep-sided
pass.

A pack horse slows and strains against a wagon. A company member asks
volunteers to help pull the vehicle.

A full featured magical show plays in the town square.
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A large antlered deer jumps to the road, looks defiantly at the travellers and
disappears into the bushes.

A large rock cube, covered with strange markings, stands by the side of the road.

A broken holy symbol inhabits one of the deep, encrusted, muddy boot prints on
the side of the road.

The party finds a sack lying in the road with no one else around.

A necromancer uses his talents to animate animal and human corpses and forces
them to perform in a roadside circus. The creepy part is townsfolk from a nearby
village seem to enjoy the show a bit too much.

You round a bend in the road to see a carriage being held up by a group of bandits.

A merchant follows the party and insists he was going the same direction. He tries
to sell his wares to the party.

The road crosses a region of arid desert. Yet, on the hazy sandblasted horizon you
see a solitary green tree. You rub your eyes for fear of mirage, but mirage or not,
you still see the tree as green as ever.

The PCs wake up to find their campsite has been ransacked. None of their normal
gear is missing but their items are strewn everywhere (perhaps an important quest
item is missing). A search reveals tiny fey footprints all over the campsite, and fairy
laughter is heard nearby. This side quest would involve no combat, but would be
rife with traps and dangerous illusions that would cover deadly traps.

A chain gang digs ditches beside the road.
A feral cat trails the party.
The Mother Superior from a roadside nunnery looks missing novitiates.

A single hooded rider goes by on a horse. A letter flies out of his bag full of
envelopes.

A raucous band of riders challenge the party to a race.
A hanging is about to occur. A crowd gathers.

A man dressed like royalty has amnesia.

A silver spoon lies crushed into a wagon rut.

You come to a massive gorge spanned by an intricately woven rope bridge with
wooden plank flooring. When you are halfway across, the rope at both ends of the
bridge bursts into flame.

Guards approach and ask what business you have at the bridge they guard.
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A bend on the coastal road made smooth and slippery by the sea water splashing
and spraying over it, brings risk of falling into the sea.

A spooked horse guards a corpse.

A tree of local renown, the Old King, stands atop a nearby knoll. The ancient tree is
withered and gnarled, but legend says the boon of the gods is granted to any who
offer it a blood sacrifice.

A wealthy but naive young woman tries to train her tethered falcon in a nearby
field. It is not going well.

The PCs find a dead body on the side of the road. Trapped inside the corpse is a
demon looking for a new host. And the PCs are looking pretty good....

A tree burns brightly. Curiously, the fire is not spreading and the tree is not being
consumed.

For as far as you can see, the road has been pounded into a nearly impassable,
mucky mess. You may navigate it at much reduced speed, or risk an adjacent murk
of a wood for a chance at quicker passage.

You become aware a bandit demanding a toll is actually alone and has set up a
crossbow to fire when he triggers a badly hidden tripwire. He flees with your
money, triggering another crossbow trap behind him.

The PCs have many nights to endure as they travel on the road. The dark dreams of
a single character are the first sign the PCs are under an indirect attack.

A nervous horse is tied to a branch alongside the road.

A copper piece from an ancient empire lies glittering in the dirt.

PCs find a mysterious book on the side of the road.

Guys, I nearly stepped on this miniscule caravan that looks just like ours....

A wedding just wraps up outside the church as the PCs pass. A toddler dressed all
in white with a basket of flowers starts walking ahead of the PCs spreading flower
petals. She will wander ahead of them as far as they let her, and may insist that a
woman holds hands with a man.

A hole in the ground with strange tracks leading away.

A murder of crows rises from the surrounding trees. You also hear shrubs shuffling
from another direction .

A band of travelling minstrels challenge the wisest looking member of the party to
a storytelling contest.

The party encounters a cute baby creature, with an angry mom not far behind.
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What was once the barracks of guardsmen overlooking the bridge is now in
shambles. It looks like the destruction is recent as smoke rises from the ruins. You