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NOTES

Thanks for reading. Be sure to check the back for more RPG guides you can buy on Amazon. I’ve also got links to some of my fiction. If you’re a fan of the Guardians of the Flame series, you’re going to enjoy my Tower of Gates novels. Thanks again!

I created this book with the help of GPT-3 API, an AI language model from OpenAI that I got access to in the summer of 2020. I previously tinkered with GPT-3 in 2019. I wrote tens of thousands of unique words to train GPT-3 to output character backstories - and more.

I then used the tools I created to generate hundreds of examples. After editing them (and adding some easter eggs), I compiled them together in this collection. You can try the tools out for yourself at the LitRPG Adventures Workshop.

You might also enjoy these FREE tools:

https://mimicmaker.com

https://backstorygenerator.com

https://magicitemsmaker.com
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Items Found in a Tavern Basement

A list of 100 items players might find in the basement of a tavern.

1) Barrel of Ale

2) Anvil

3) Board with nails

4) Broken Bow

5) A wooden barrel filled to the brim with sand

6) Bottle of Wine

7) Broken Chair

8) Chain (with hook on end)

9) Chair

10) Crystal Ball

11) Crude Club

12) Crude Sword

13) Dart

14) Fire Poker

15) Flask of Oil

16) Hatchet

17) Iron Brazier

18) Iron Chain (with hook on end)

19) Iron Helmet

20) Iron Mace

21) Iron Round Shield

22) Iron Spur

23) Iron-bound Cask

24) Jar of Acid

25) Key

26) Leather Sack with 1d4 copper coins in it

27) Lumber (4-foot section)

28) Mace

29) Metal Shield (broken)

30) Large Mirror

31) Plank, six feet long

32) Pole, four feet long

33) Pole, seven feet long with hook on end

34) Pole, nine feet long with hook on end

35) Pole, ten feet long with hook on end

36) 10' Rope

37) Empty cloth sack

38) Short sword

39) A crate filled with wood chips

40) Torch

41) Two-handed sword

42) Leather cloak

43) Leather helmet

44) Leather shield

45) Metal Helmet (broken)

46) Key (glowing)

47) Ornate Shield (with family crest)

48) Ornate Spear (with family crest)

49) Two-handed Axe (with family crest)

50) Two-handed Sword (with family crest)

51) Large leather bag with a few dozen thumb-sized metal balls inside

52) Two dozen small metal balls. They appear to be sculpted from gold.

53) A large glass bottle with a glass stopper, full of liquid (Salad Dressing)

54) Wooden cask, about three feet tall, with liquid (Olive Oil)

55) A small vial, filled with liquid (Salt Water)

56) A book titled "The Principles of Magic". The front page is ripped out and the book is sealed shut with wax.

57) A small glass bottle with a glass stopper, filled with a deep red liquid (Red Wine)

58) A book titled "Ale and How it Gets That Way" by Dan "The Man" Storandt

59) An ornate wooden box containing a number of small, wooden balls. Each ball has a detailed ruby set into it. They are worth 10gp each.

60) A small glass bottle with a glass stopper, filled with a clear liquid (Water)

61) A large glass bottle with a glass stopper, filled with a dark brown liquid (Whiskey)

62) A small glass bottle with a glass stopper, filled with a clear liquid (Water)

63) A small glass bottle with a glass stopper, filled with a dark purple liquid (Wine)

64) A rolled-up parchment with some writing on it. It has been partially torn into pieces. The note says, ".... [MISSING]... the blarmey stone muh ass! [MISSING]... You owe me a few gold, you ungrateful ratswill."

65) A small glass bottle with a glass stopper, filled with a clear liquid (Water)

66) A small glass bottle with a glass stopper, filled with a deep red liquid (Blood)

67) A rolled-up parchment with some writing on it. It has been partially torn into pieces. The note says, "..... be able to do it without any problems. ...."

68) A large glass bottle with a glass stopper, filled with a clear liquid (Water)

69) A wooden broom with a few splinters here and there

70) A pair of leather shoes. The soles are worn through in several places.

71) A metal goblet. It is covered in runes.

72) A pair of leather boots. The soles are worn through in several places.

73) A small metal box with a glass lid. The lid is loose and there is a pungent odor from the box. (It is filled with tobacco...)

74) An iron pot. It is filled with white, pasty goo. (It smells like it is rotten...)

75) A wooden stool. It has one leg shorter than the other three.

76) An iron goblet. 

77) An iron pot. It is filled with white, pasty goo. (Black Pudding)

78) A wooden stool with a padded, leather cushion on top.

79) A book titled "The Mating Habits of the Common Goblins".

80) A thick, leather vest. It is covered in spikes.

81) A wooden box full of wood scraps.

82) A scroll case with a note attached to it. It reads: "You found this! You can use it!"

83) A small pile of black, stinking rags.

84) A five-pointed star made of three nails.

85) A ceramic figurine of a large black dog.

86) A small, silver statue of a cat.

87) A small, enameled box. On the lid it reads, "Do not open! To close, press the purple button on the bottom. There is no purple button.

88) A small chest on an iron chain. The chest is full of 1d20x100 copper pieces.

89) A leather pouch on a leather strap.

90) A wooden chest. The chest is full of 1d20x100 silver pieces.

91) Two leather pouches. One is labeled "Our Enemies" and the other is labeled "Our Friends". Both are empty.

92) A dragon figurine atop an iron pedestal. It appears to be made of crystal. It is worth 1 gp.

93) Three dusty bottles of ale.

94) A white, ceramic figurine of a cat. It is worth 5 gp.

95) Three dirty pillows.

96) A wooden container labeled "poison". Inside is an empty silver vial with a purple cap.

97) A book titled "Aristocratic Goblins: Who They Are, What They Do, and How to Treat Them Like the Vermin They Are".

98) A rusty, metal bucket. It is full of counterfeit gold coins that weigh almost nothing.

99) A crumpled pile of parchment. Scrawled across it is the following: "So I'll tell you this, this king of ours is not who he seems. Late one night - on a full moon - I saw him change into a wolf."

100) A satchel filled with cotton handkerchiefs.


Items Found in a Wizard’s Tower

This is a list of 100 items that might be found in a wizard’s tower.

1) A book titled "101 Annoying Spells."

2) A red candle halfway burned.

3) An intricately carved wooden box, inlaid with silver and in the shape of a coffin. It is empty.

4) An inlaid silver mirror, in the shape of a half dragon.

5) A tiny silver statuette of a winged man. It is a good-luck charm.

6) An ancient stone carving, a crude image of a dragon. It is a powerful ward against evil.

7) A jeweled goblet. It is cracked and maybe a bit wobbly.

8) A large hourglass.

9) A gem-encrusted mirror. There's a face in it, carved in ivory, but you can't make out the features.

10) An ivory box, about the size of a hand. It is locked. Inside, players will find an eyeball. It is still alive and will watch them closely.

11) A stuffed owl.

12) A large, dusty book. When opened, players will find it is blank, except for a word that looks like "Emerald" written in red ink.

13) A small box, hanging from a silver necklace. Inside, there's a pair of dice and a small, empty bottle.

14) A book detailing how to raise and care for barn owls.

15) A contract signed by the wizard, for the services of a rogue assassin, called "The Midnight Dragon."

16) A glass bottle containing the wizard's tears.

17) A large piece of parchment, with a map on it. It details the wizard's plan to capture an air elemental.

18) A small porcelain bottle, filled with 1d4+2 emeralds.

19) A small bottle of clear liquid. When you open it, you smell the unmistakable odor of vinegar.

20) A small leather bag. Inside, is a collection of eyeballs, all different sizes and colors.

21) A glass jar containing a large, long centipede. It is white and has about 100 legs.

22) A spherical glass marble. It is about the size of a human eye.

23) A vial of silvery liquid, with a feather inside.

24) A blue cloak, embroidered with silver threading.

25) A small box containing a vial of clear liquid. Inside is a worm, about 2 inches long.

26) A small vial of powdered silver.

27) A bag containing a handful of tiny dried frogs.

28) A porcelain doll, dressed in a bright red gown. It looks like it has a bright red wig on its tiny head.

29) A tiny metal box. When opened, players will find a miniature magic wand inside. It is a "magical novelty item," and has no real magical powers.

30) A large vial, filled with a clear liquid sealed with a stopper. Inside, the liquid is moving. It is a gas elemental.

31) A small wooden box, inlaid with bone and in the shape of a skull. Inside is a set of tiny bones in the shape of a humanoid hand. It has magical power, and can animate and control inanimate objects and puppets.

32) A tiny lead figurine, in the shape of a humanoid with wings. It is wearing an eye patch and holding two swords.

33) A small glass bottle, sealed with wax and in the shape of a dragon. It is filled with a clear liquid. Inside is an air elemental.

34) A small, wooden box carved in the shape of an eye. Inside, there's a large blue gem.

35) A tiny hourglass, about the size of a human thumb. It is a special kind of timepiece that can freeze time for a brief moment once every 1,000 years.

36) A small gold pin. It is shaped like a golden lock.

37) A small wooden box, inlaid with ivory and in the shape of a heart. Inside it is a tiny hand mirror. It is a "magical novelty item," and has no real magical powers other than to make the person looking into it appear more beautiful.

38) A small vial, filled with a clear liquid. It is a love potion. When it is drunk, it will make someone fall in love with the next person they see.

39) A scroll listing the wizard's "greatest hits."

40) A tiny vial of peppermint oil.

41) A small, wax-sealed box. Inside, is a candle with a silver holder. The candle is about an inch and a half tall. When lit, it will reveal secret messages and invisible ink.

42) A small vial of red powder. If sprinkled on an enemy, it will cause their hair to stand on end with fear.

43) An oil painting, depicting a giant sabre-toothed tiger battling a red dragon.

44) A small hand mirror.

45) A tiny pink statuette of a mouse. 

46) A small bag of loose, dried peas.

47) A strange inlaid box in the shape of a bird. When opened, a tiny mechanical bird pops out and begins to sing a song in a tiny voice.

48) A petrified feather from a phoenix. It is warm to the touch.

49) A small box, carved from black onyx. Inside is a wedding ring.

50) A small bronze key. It has teeth carved in the shape of a dragon.

51) A small golden box, inlaid with silver. Inside are two golden rings, each with the name of a deceased wizard. If both are worn at the same time, they allow the wearer to understand the languages of animals, but not to speak them.

52) A small teapot, in the shape of a dragon. The tea that comes out of it is very hot even if it's not heated.

53) A small box, full of tiny ceramic coins. They are magical coins, and will duplicate themselves every time they're spent.

54) A tiny set of clothes. They are made of fine silk.

55) A small wooden box, inlaid with ivory and in the shape of a man. Inside it is a tiny, carved wooden doll of the wizard who owns the box.

56) A small book written in Draconic. It has a painting of a dragon on the cover.

57) A velvet bag, with a drawstring. Inside, there's a pair of wooden dice. One side of each is red, the other sides are not colored. 

58) A wooden box in the shape of a dragon. Inside is a tiny chameleon, about 2 inches long.

59) A small glass bottle with a cork stopper. When opened, it contains a blue gas. It is a gas elemental.

60) A very old book. There's a page folded down on the inside of the cover. The page has a list on it, of wizards who have held the book, going back hundreds of years.

61) An ornate mirror, inlaid with silver and in the shape of a fish. When you look into it, you can see what is happening elsewhere.

62) A small vial of yellow liquid. It has no smell and no taste. When consumed, it allows the person to speak to and understand animals, but only for an hour.

63) A purple gem. Its owner never has to pay for a meal.

64) A tiny gold ring. Anyone who wears it will find a small bag of gold appear on their finger every day.

65) A small bag of leather. When opened, it contains a miniature dried fish.

66) A box containing a small red marble. 

67) A small vial of yellow liquid. It smells very bad. When consumed, the drinker will fall into a deep sleep for 10 minutes.

68) A tiny gold mirror, about an inch and a half tall.

69) A small white stone cube, about an inch and a half on a side.

70) A small clear glass bottle with a small purple gem inside. If the bottle is broken, the person breaking it will receive -1 on all rolls for 2d12 hours.

71) A white feather.

72) A small book with the title "1001 Spells" written on it in black ink.

73) A small bronze table, three feet by three feet and exactly one foot high.

74) A tin cup that acts as a potion of healing once per day when filled with dwarven rum.

75) A small red marble. When touched, it will glow and float about the room until touched again.

76) A small crystal cube, about 4 inches on a side.

77) A small bottle containing a blue liquid. When drunk, it does nothing. When thrown, the bottle will explode in a 40-ft. radius, doing 1d4 damage and making escape difficult for 1 minute in the confusion.

78) A stuffed eagle. The eyes move and appear to look around.

79) A small porcelain bowl. If a gold piece is dropped in, a deep voice will speak one sentence from the future in a language the person cannot understand.

80) A small bag of marbles. The marbles are all the same size, shape, and color.

81) A small chest of fine cedar wood. It can be opened by touching it. If opened, it will explode in a 30-ft. radius, doing 1d6 damage.

82) A small jar of yellowish powder. When sprinkled on clothing, the wearer will then always have good luck with women.

83) A gold box containing a miniature chess set.

84) A small brass bell. When rung, it will summon an elephant if within one mile of one.

85) A miniature glass bottle containing a black liquid. The label says, "Drink me". It is poisonous. 

86) A small glass jar containing a purple liquid. When opened, it explodes in a 10-ft. radius and does 2d4 damage.

87) A silver box about 2 feet long. Inside are five teaspoons of dark brown powder. It's cocoa.

88) A small pink stone cube, about 4 inches on a side.

89) A small silver box containing a small yellow crystal. It is a living creature, and it's really upset.

90) A gold ring. It grants the wearer the ability to breathe underwater for one hour per day.

91) A book titled "Past, Present, Future". It has blank pages.

92) An emerald goblet with a golden handle.  

93) A small silver table with four gold legs. It is empty. 

94) A small, empty gold chest. It  is an ancient mimic.

95) Three bottles of a clear pink liquid. The first makes the drinker invisible for one hour. The second makes the drinker become a werewolf for one hour. The third dispels the magic of the other two.

96) A tiny, red feather. If stuck in the mouth, it will act as a ring of sustenance (never hungry or thirsty).

97) A small silver goblet. It is filled with wine.

98) A small silver shield engraved with an image of a charging knight. 

99) A black velvet bag containing twenty-five 4-inch-long white tusks. 

100) A tiny brass bell. When rung, it will summon a ghost that will attack.


Random Non-Combat Forest Encounters

This is a list of 100 non-combat random encounters for players in a forest setting.

1) You notice three men traveling through the forest. One stops at the sight of a beautiful songbird. It flies up to its shoulder and sings in his ear. The others are irritated by his distraction but wait with him. After a moment, the men turn on each other, attacking each other with weapons and spells. The songbird takes wing and disappears into the forest.

2) You see the mutilated remains of a human on the forest floor. Suddenly, it pops back to life, crawls into the underbrush, and disappears.

3) The ground of the forest is covered by red-veined yellow mushrooms. A mother does her best to keep her young child away from them.

4) A man covered with blood, dressed in rags, wanders through the forest. He looks lost, but staggers toward you. The man's name is Kevin. He says he served as an officer in the city guard. He was stripped of his position and dismissed after he refused to desert his post during a siege of his city. He holds his hand to his chest holding his heart. He says that his heart aches for the cruelty he experienced. He gasps for air and seems about to collapse. Suddenly, an arrow comes out of nowhere and pierces his chest. Kevin drops dead. A thug steps out of the shadows wearing the uniform of the city guard. The thug says he has Kevin’s heart now.

5) The sound of construction fills the air. A construction crew is building large pavilions in the forest. You can’t tell if they are temporary or permanent. Nearby you see the corpse of a worker lying half buried by the newly dug foundation.

6) A woman clad in purple walks toward you through the forest. She carries a staff with a crystal orb at its head. The staff pulses with energy. She makes her way through the trees with supernatural grace, touching them lightly with her fingertips as she passes by them. She doesn't respond and walks right past you, disappearing in a puff of smoke.

7) A band of soldiers with the crest of a long extinct army are marching through the forest. One of them is carrying a flag with this crest. As you watch them, they fade into mist, chanting “duty, honor, country.”

8) The trees near you are covered in hundreds of sheets of paper. Each is covered in the same handwriting. It is a letter to a loved one. It is dated one week ago. You see no sign of the person who wrote it or anyone that it was written to.

9) You see a strange circle of stones with a strange haze rising from it.

10) You notice a house in the forest that you've never seen before. It looks abandoned and is falling into ruin.

11) A well-dressed man stands in the road. He whispers that he is lost and looking for the city. He is well-muscled, but seems to be exhausted. He offers to pay you well if you will help him find his way out of the forest. His name is Vincent. He says he is a bard. His last job was an outdoor performance. There was an accident during the performance, and he now he has no idea where he is. He seems confused and almost deranged. He is anxious and looks around nervously, but without seeing you.

12) You see an old man sitting by a fire in the woods. He offers you a drink. The old man's name is Simon. He says he is a Sage. He says his travels brought him to this point in the forest--but he has since forgotten why. He wonders if the reason he is here is to help adventurers find their way through the forest.

13) You see a group of travelers talking to each other with their hands. They are communicating in the secret language of thieves.

14) You hear the sound of gears grinding and clicking. A mechanical spider the size of a large dog is standing in the road. It whistles and moves with graceful purpose.

15) A corpse lies in the forest path. It looks like it was killed recently by a wild animal.

16) The sound of the city’s bells is drifting through the forest. A great tower can be seen in the distance.

17) A man stands on the road with a plea for help. He looks like he has been wounded by a magical attack.

18) A man and a woman bearing the family crest of a dead noble family casually walk through the forest. They look like they could be royalty. They look like they are searching for something. The woman's name is Annette and the man's name is Edward. They say they are looking for a place to go to ground.

19) The corpse of a guard of the king’s highways lays in the road. A map is pinned to the guard’s uniform with a dagger. The map is disheveled and scribbled on. It seems to be a map to a treasure.

20) A merchant and his guard are arguing about an unpaid debt. The merchant says that if the guard will not be paid, he will pay him with a new rank. The guard nods and agrees to become a “lord” of the merchant’s “house.”

21) A merchant has stopped to tend to a wagon that is stuck in the mud. A large coin is stuck in the mud as well.

22) In a clearing in the forest you see a wooden target. On it is painted the silhouette of a man.

23) A figure in black armor slowly approaches you through the trees. It vanishes in the wind.

24) A body lies in the road. It appears to have been there for months. Animals have gnawed at it, but it is still wearing its armor. It has a sword still in its hand.

25) A farmer with a draft horse is approaching you. He says his name is Balin. He says he is recovering slowly from wounds he received in battle. He hopes to find passage on a ship to foreign lands. He offers to transport your party for a price.

26) A man garbed in black stands on the road. There is a dagger lodged in his chest. His eyes are wide open and his mouth is silently screaming. He looks like he is pleading for you to help him. When you approach, he falls over, dead.

27) You see a white stag running through the forest. 

28) An elderly man is fast asleep on a stump. He snores loudly. He is well-rested and looks well-fed.

29) You see a group of people from a nearby refugee camp. They are arguing about the path they should take to reach the city.

30) A woman is standing on the road. She is dressed in a formal gown. She says her name is Helen and that she is a beggar. She is hoping to sneak into the city. She is a thief.

31) You see a man on a hilltop. He shouts at the forest as if it were a battlefield. His name is Ben and the Great War made him crazy.

32) A man with a dark plague mask on his face walks by you, saying nothing.

33) A woman is walking through the forest with a large cage made of sticks. She looks distracted. You hear a sound from the cage. It's a large, angry bird. The bird's name is Elizabeth. She is very friendly druid, and she wants to be released.

34) Overhead you hear the sound of an eagle flying. As you look up you see an eagle flying through the forest. It is carrying a chicken in its talons.

35) You see a large tree. Hanging from its branches are dozens of bones. They are all relatively new.

36) The ground is covered in dozens of tiny silver bells.

37) A man is sitting on a stump on the side of the road. He is carrying an iron dagger. He looks suspicious.

38) A man disguised as a traveling tinker approaches you, looking to trade. When you approach, he says he is looking to sell his wares.

39) A man clad in the rags of the poor approaches you. He looks to be sick. He coughs violently. He says he used to be a master thief. Now he is out of work. He says he is looking for a place to rest. He has gold if he can just have a place to lie down.

40) An old man dressed in rags is wandering down the road. He is carrying a leather bag. He seems lost.

41) You see a human, dressed in dark colors, walking toward you. As he passes by you, you feel like you are being watched.

42) A man is standing by the road. He says he is looking for work. His name is John and he will do an honest day's work for 2 copper pieces.

43) Four half-orcs in rags approach you, begging for food. You notice that they have a young goat in tow. It's their pet and they don't want to kill it for food.

44) There is a dirt mound in the middle of the road, about 10 feet in diameter. The mound is suddenly thrown violently into the air. It reveals a den of centipedes.

45) An old man is sitting on a cart in the middle of the road. He says he is a merchant, but everything in his cart is broken.

46) You see a sign that says "Road Closed." The sign is lighted by a fire that burns below it.

47) A man in a black robe is praying at a makeshift shrine in the middle of the road. He will not interact with players.

48) A man carrying a torch is approaching you. He says he's a tour guide, and he'll lead you to the abandoned monastery for a small fee.

49) In the forest you hear a wolf howl. It is answered by another howl.

50) A man in a black robe is praying in the road. When the road curves and the man and shrine disappear from your sight, you hear a scream and a thump. If players investigate, the man will be gone.

51) A fox is running away from something. The fox stops, and looks over its shoulder.

52) A man in a black robe is walking down the road. He doesn't look very well.

53) A man approaches you in a wagon. He says he is a coach driver and he has an extra seat. He says he'll give you a ride for 5 silver pieces each person.

54) A fox is sitting on the side of the road watching you.

55) You hear a baby crying. If players investigate, they will find a halfling male and his friend trying to give away a human baby.

56) A man in a black robe is walking down the road. He looks angry.

57) A crow sitting on a tree branch watches you.

58) A group of adventurers are going to a ruin. They call themselves the "Band of the Black Feather." They are disgruntled. They say they lost a member to a group of bandits. They are going to a ruin to find a magic item that will avenge their fallen friend.

59) Two elderly men stumble out of the woods. They are wearing black robes. The men seem agitated, and start to walk around frantically. You don't hear any sounds of something chasing the men.

60) A man dressed in rags approaches you. He says he is looking for work. He's a decent worker. He'll work for a day for a silver piece.

61) A young man in a black robe is walking down the road. He is carrying a torch. He looks afraid. He will warn of goblins then hurry off.

62) You see a campfire with four men around it. One is a half-orc, two are human, and one is a dwarf. They seem to be arguing.

63) A man in a traveling wagon catches up to you. He says he is a merchant from a nearby city. He has a nice selection of goods. He has steel swords, leather armor, and rope.

64) As you approach a fork in the road, you see a man in a robe. The man is staring at the fork. He gives you advice. He tells you to "follow the mud."

65) You see a man in rags. His name is Stan. Stan says he's looking for his missing brother. Stan says his brother went into the woods and hasn't come back.

66) You see a group of three men walking down the road. They are carrying a body between them. The body is covered in a sheet. The men are silent.

67) A group of halflings are walking down the road, carrying a dead body between them. One of the halflings is holding a shovel and wearing a black robe.

68) A woman is walking down the road, carrying a bundle of sticks. Her clothing and hair are disheveled. She is crying.

69) A crossbow bolt hits a tree beside you.

70) A man in rags is walking down the road. He says he's looking for work. His name is John, and he will work for a day for a silver piece.

71) A group of adventurers are traveling with a wagon. One of them is wounded. The adventurers are silent. They look worried.

72) A man in a black robe is walking down the road. He seems to be looking for something.

73) A man in rags is walking down the road. He is carrying a bundle of sticks. He is coughing.

74) You see a witch and her familiar. The witch and her familiar are standing next to a sign that says, "Road Closed."

75) An adventurer running away from something throws a sword or torch to you as he passes. 

76) A man in a dark robe walks down the road. He is carrying a sword and is holding his hand as if it is injured.

77) A group of adventurers runs past you with dust on their feet. They shout they spotted a dragon.

78) A man is standing along the road with a large crossbow. He says he's looking for someone. He's not in the mood for small talk.

79) A man walks out of the woods and onto the road. He stops and holds up his hands. He's afraid there is something behind him.

80) A man in rags approaches you, carrying a torch. He says he's a guide. He'll lead you to a ruined temple for a small fee.

81) You see a satyr looking at you from the forest. He is moving quickly away from you. 

82) In the forest you see a woman with a large cage made of sticks.

83) A man carrying a large sack of grain walks up to you. He says he is a merchant looking for a lost shipment. He has grain if you have a place to store it. The man is a drunken thief.

84) A man in a black robe is walking down the road. He looks frustrated.

85) A man is standing beside the road. He is moving his hands over a game board set up on a tall, wooden table. He looks like he's practicing his moves.

86) A group of adventurers are standing around a horse that is lying in the road. One of them is shouting that he has a broken leg.

87) An elf is approaching you. He says many of the trees in this forest are sick. He says he can cure them, but he needs gold to do it.

88) A man in a tunic is standing in the road, looking at the clouds.

89) A man in a suit of armor is stumbling around in the woods.

90) A man in a suit of armor is standing in the middle of the road. He says he's looking for an old friend.

91) A man in a suit of armor is running past you. He says he saw a griffin in the woods.

92) An imperial soldier is standing in the road. He's concerned there are monsters in the woods.

93) A group of adventurers are standing around a woman in a cloak. They are talking about her injuries. One of them is checking her eyes.

94) A man with a letter is standing in the road, looking tired. He says he's looking for someone.

95) A farmer is standing on the side of the road. He thinks he saw a dragon flying overhead.

96) A man is standing on the side of the road. He says he's looking for someone. His name is Brightstar.

97) A man named Brightstar is standing on the side of the road. He is looking for an adventurer named Gerald.

98) Three large birds fly overhead and land in the woods.

99) An owl flies by. It is holding a dead rabbit in its claws.

100) You hear the howl of a wolf in the distance.


100 Fantasy Drinks

This is a list of 100 drinks for your fantasy tabletop campaign.

1) Yellow Rose Ale - Made with rose petals and yellow lily blooms.

2) Warbler Wine - Traditionally served in autumn, made from fermented warbler berries.

3) Draconian Ale - Brewed with extra spice. Burns on the way down, but the effects are instant and strong. You will be drunk after drinking this ale.

4) Halfling Hops - This bottled dark beer is brewed by halflings. It has a very high alcohol content and a bitter bite. A favorite among thieves and those on the wrong side of the law.

5) Brown Ale - A malty beverage with a mild and pleasant flavor. A good choice for those with a softer palate.

6) Ochre Beer - A strong tasting, dark beer that is brewed with ochre berry shoots.

7) Wild Berry Juice - Wild berries are mashed and mixed with sweetened water.

8) Sweet Drink of the Gods - This drink is simply a mixture of honey and milk.

9) Stout - Roasted barley and dark malts give this ale a dark and pungent flavor.

10) Lizard's Breath - This drink is made from distilled grapes and is very potent.

11) Spiced Ale - Produced by aging ale and then adding spices and/or fruit preserves and/or citrus peel.

12) Ragged Claw Whiskey - A whiskey made from barley, rye, and corn.

13) Deer's Delight Mead - Made from fermented flowers of the deerwood trees.

14) Old Crow's Whiskey - This brand of whiskey is known for its strength and medicinal flavor.

15) Crow's Nest Dew - Made from fermented flowers of the crow's nest tree.

16) Warg Wine - Made from fermented warbler berries.

17) Rendering Plant Mead - Made from fermented flowers of the rendering plant trees.

18) Gnome's Goblet Ale - Made from fermented warbler berries and honey.

19) Goblin Ale - Made from fermented warbler berries and blood or other parts of a goblin or kobold.

20) Moorbrin Mead - Made from fermented Moorbrin blossoms.

21) Brown Bottle Brandy - Made from apricots and flamed with brown bottles. It is very popular with fishermen.

22) Songbird Wine - This light, white wine is made from the fermented songbird berries. It is considered a delicacy to many, but can also become an obsession.

23) Nightingale Wine - This light, white wine is made from the fermented songbird berries.

24) Goldenberry Wine - Goldenberry wine is a rare and expensive wine, made with the fermented berries of the rare goldenberry bush.

25) Crow's Nest Ale - This dark, bitter ale is made from the fermented flowers of the crow's nest tree. Its flavor is pungent and bitter, but with a strong alcohol content. Its bite can burn.

26) Wedding Vow Wine - This beautiful, light, white wine is made from the fermented flowers of the wedding vow bush. It has a sweet smell and a spicy, sweet taste.

27) Grog's Morning Brew - Dark, rich in flavor, and made from strange beans, this drink is not for the weak of stomach.

28) Brown Bottle Brandy - This drink has a very strong brandy flavor.

29) The Grog - This dark, rich drink is made from beans and barley and is flavored with cinnamon and nutmeg and sometimes even the blood of a seal.

30) Gubbin Ale - Made from fermented goblins and spiked with dragon pepper says the brewing house, but it's actually made from hops.

31) Goblin Ale - This dark ale is made by the goblins of the North Lands.

32) Dragon's Breath Brandy - This drink is made from distilled grapes and is very potent.

33) Cat's Tail Whiskey - A whiskey made from barley, rye, and corn.

34) Elven Ale - A clear, pale ale made from honey and fermented warbler berries.

35) Troll's Blood Wine - This drink is a red wine made from the berries of the troll's blood plant.

36) Flaming Ale - A clear, pale ale made from honey and fermented warbler berries.

37) Mermaid Ale - Made from fermented elderberries and a splash of mermaid's blood roots.

38) Elven Wine - This light, sweet wine is made from the fermented berries of the elfglen tree.

39) Flaming Ale - This drink is made with mace, nutmeg, and cloves.

40) Goblin Dark Ale - A dark, strong ale made to taste like goblins.

41) Dragon's Breath Brandy - This drink is made from distilled grapes and is very potent.

42) Goldenberry Wine - Goldenberry wine is a rare and expensive wine, made with the fermented berries of the rare goldenberry bush.

43) Dwarven Ale - This ale is made from fermented berries.

44) Elven Ale - This light, pale ale is made from the honey of flowering plants and fermented red berries.

45) Flaming Ale - This drink is made with mace, nutmeg, and cloves. It's not for those with a weak constitution.

46) Goblin Ale - This ale is made by goblins in the northern mountains. It is fermented in barrels made from the wood of the oak trees in that region.

47) Flaming Ale - Made with mace, nutmeg, and cloves.

48) Orcish Gob Ale - A light, pale ale made from honey and fermented goblin berries.

49) Elven Ale - This light, pale ale is made from the honey of flowering plants and fermented blackberries.

50) Owlbear Berry Wine - Very strong wine made with the fermented berries of the berry plant favored by owlbears.

51) Orcish Twisted Ale - This dark ale is made with honey and fermented blackberries with a touch of nutmeg.

52) Rat's Tail Whiskey - A whiskey made from barley, rye, and corn.

53) Gnome's Goblet Ale - This drink is made from fermented blueberries and honey.

54) Blood Wine - This drink is a red wine made with the berries of the blood plant.

55) Keoghtom's Old Vintage - An ancient vintage of fine whiskey.

56) Demon's Fire Whiskey - A whiskey made from barley, rye, and corn.

57) Applejack - This drink is made from fermented apples.

58) Fish Tail Whiskey - This strong whiskey is distilled from barley, rye, and corn yet has a fishy smell.

59) Swamp Spleen - Made with peas, barley, and corn. It is extremely strong drink (almost a soup!), but very popular with traders and merchants.

60) Black Chicken Ale - This drink is made with black chicken eggs.

61) Zan's Old Vintage Ale - An ancient vintage of fine ale.

62) Thom's Fruit Juice Cocktail - Made with all kinds of fruit juices.

63) Charlig - Charlig is a liqueur with a green color and a mint taste.

64) Spice Rum - This drink is made from sugarcane and sugar cane juice.

65) Goblin Grog - A favorite drink of goblins and orcish tribes. It is made from grapes and sugar cane.

66) Goblin Wine - This drink is a red wine made from grapes and sugar cane. It is a favorite of goblins and orcish tribes.

67) Ale of the Fair Folk - Fairies make this drink from the fruit of the Goodberry Bush.

68) Fairies' Tea - Fairies make this drink from the leaves of the Fairberry Bush.

69) Fairies' Wine - Fairies make this drink from the berries of the Fairberry Bush.

70) Wine Punch Surprise - Made by gnomes in the southern lands, this drink is made from grapes. The surprise is that it's not too bad!

71) Arghun's Ale - This is a very strong ale from northern lands.

72) Red Beer - This brand of beer is brewed by orcs but loved by humans.

72) Orange Lady - This fruity mixed drink is heavy in alcohol content.

73) Cherry Brew - This sweet drink is a favorite of female dwarves.

74) Emerald - This drink is a favorite of male dwarves. It is made from honey and ales.

75) Green Goblin Ale - This drink is made from sugarcane, sugar cane juice, and grapes.

76) Dwarven Mead - A strong drink, made from honey, that is popular with dwarves.

77) Goblin Ale - Made from grapes, this drink is made by goblins.

78) Blackfort Whiskey - Whiskey made with barley, rye, and corn. It is extremely strong drink.

79) Burnwood Whiskey - Whiskey made with barley, rye, and corn. It is made in the area around the Burnwood forest.

80) Rockwall Whiskey - Whiskey made with barley, rye, and corn. It is made in the area around Rockwall Castle.

84) Tangerine Liqueur - A strong alcoholic drink made with tangerines.

85) Lemon Liqueur - A strong alcoholic drink made with lemons.

86) Lime Liqueur - A strong alcoholic drink made with limes.

87) Orange Liqueur - A strong alcoholic drink made with oranges.

88) Passion Fruit Liqueur - A strong alcoholic drink made with passion fruit.

89) Mango Liqueur - A strong alcoholic drink made with mangoes.

90) Banana Liqueur - A strong alcoholic drink made with bananas.

91) Raspberry Liqueur - A strong alcoholic drink made with raspberries.

92) Rum of the Fair Folk - This drink is made with the fruit of the Goodberry Bush.

93) Whiskey of the Fates - This heavily alcoholic drink is made with barley, rye, and corn.

94) Rachnux's Revenge - A popular drink among gnomes. It is made from fermented apples.

95) Gnome Red Juice - A popular drink among gnomes. It is made from fermented apples.

96) Rockwall Gold - This drink is made from the sun-ripened grapes found around Rockwall Castle.

97) Lemon Twist - Made with lemons and a dash of whiskey, this drink is a favorite of halflings.

98) Old Captain's Rum - This is a brand of rum from the southern lands.

99) Halfling Sour - Made from apples, this drink has a pleasant sour taste.

100) Blood Punch - Strong, red wine made with red grapes and berries from the blood plant.


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) Randall Magley

Male Human Warrior (Chaotic Good)

Randall has long, brown hair, blue eyes, and a light-brown beard that reaches his stomach. He is short and muscular, with a stern expression. Two silver rings are looped into his left ear.

Randall is a mercenary who joined the army because its leaders said they would help him find his missing father. He was injured in a recent battle. When players first meet him, he is drinking and trying to forget how he was wounded.

He can offer players a lead if given a few days to recover. Randall is friendly, but he prefers to be left alone. He enjoys playing the lute if he gets really intoxicated.

2) Margret Talltree

Female Human Ranger (Chaotic Good)

Margret has long, wavy, brown hair and brown eyes. She is tall, thin, and muscular with a long, straight nose. Three silver rings are looped into her right ear.

Margret joined the army because she wanted to make a difference in the world. After losing many of her squad members to an ambush, she decided to leave the army.

She has since devoted her life to protecting the weak and innocent. She found out her squad mates were killed by a local gang.

If players ask about her past, she avoids the subject. She prefers to be left alone to play her flute.

3) Edward Dwarton

Male Human Cleric (Lawful Good)

Edward is short and thin with pale, white skin. His hair is pitch black and his eyes are a dull red. He wears a black wool robe and a silver ring on his right index finger.

Edward was born to parents who worshipped in the Church of Beldaroon. He received formal training in the art of healing. During his life, he has spent much time studying and caring for the sick and injured. Edward is kind and helpful, but he can be prone to bouts of anger when people mock or disrespect his religion - which is quite often.

4) Aewarwynn Lightfeather

Female Wood Elf Ranger (Chaotic Neutral)

Aewarwynn has long, gray-brown hair that is arranged in two ponytails. Her eyes are green with brown spots. She has a deformed, twisted jaw. Her left ear is long and pointed like an elf's.

Aewarwynn has always rejected the elven way of life - she left her tribe to wander the world. She has since become jaded and bitter, rarely laughing or smiling. Players will discover Aewarwynn is one of the most hardened criminals in the region. She is not evil, but her life has made her into what she is today. She is always carrying her dagger and she's always ready to flee.

5) Helga

Female Human Rogue (Chaotic Neutral)

Helga is short and muscular with brown, short hair. Her complexion is swarthy and she has dark eyes. She wears a white tunic with brown pants. A golden ring is looped into her left ear.

Helga has long been involved in an underground criminal organization. She used her skills for illegal activities, but she has since reformed her ways.

She has come to the tavern to relax for a few days. She is not looking to make any new friends, but she won't turn away friendly travelers.

6) Gretchen

Female Half-Elf Ranger (Lawful Good)

Gretchen has long, brown hair with silver streaks. Her brown eyes are warm and welcoming. Her slightly plump figure is covered by her brown leather armor. A golden ring is looped into her left ear.

Gretchen is a trustworthy character who enjoys helping small villages in need. She knows all sorts of skills that will help others survive in the wilderness. She accepts the fact she will seldom get paid for her services, but she doesn't mind at all.

She is searching for someone to help her hunt down the bandits who killed her parents when she was young. She has seen many friends die in battle, so she is trying to give herself closure before she dies.

7) Restin

Male Human Ranger (Chaotic Good)

Restin has short, dark brown hair, a light-brown beard, and brown eyes. He is tall and muscular with a long nose and a golden ring looped into his left ear.

Restin has lived in the forest for most of his life. He knows all kinds of information about the area. He joined the army to fight the enemies of his wooded home, but he left when he learned how corrupt the military can be. He is always looking for a good fight.

8) Hadelia

Female Human Wizard (Lawful Good)

Hadelia has long, silver hair, bright green eyes, and fair skin. She is tall and thin with a long nose. She wears a green, long-sleeve shirt with brown pants. A golden ring is looped into her left ear.

Hadelia was raised by wealthy parents who taught her how to converse with people - which can be difficult for a wizard. She does not take things at face value, but she is very kind and honest. Hadelia is very concerned with others, so she is always looking to help them. Her parents were killed by a group of bandits - she now lives alone in the woods. She now uses her magic to protect the innocent.

9) Roladar

Male Half-Orc Paladin (Lawful Good)

Roladar is tall, but he stands with an awkward slouch. His shoulders are hunched and his arms are long. His skin is dark green, like an orc's. His long, black hair is pulled back into a ponytail. His black eyes are always searching.

Roladar was raised by farmers, but he was always fascinated by knights and paladins. After he left home, he found the nearest knight training academy. There, he underwent rigorous training. He was injured during an attack on his camp.

The day he was scheduled to return home, he was betrayed by his commander. The soldiers that were supposed to escort him home were ambushed by outlaws. Roladar was left for dead. Now, he travels the world, seeking justice.

10) Sofia

Female Human Rogue (Chaotic Good)

Sofia has black hair with light brown streaks. Her brown eyes are warm and inviting. Her plump figure is covered by her brown leather armor.

Sofia was raised in a farming village, but she has never been very fond of the simple life. Ever since she was a child, she has been interested in adventurers. Sofia has joined several adventuring groups, but she has never stayed with any of them for long.

She is attracted to adventurers who seek money, but she hoped to find someone who makes a difference. Sofia has left her latest adventuring group because she learned their true agenda. She is now on the run from the group, which has vowed to kill her for betraying them.

11) Delvin

Male Human Necromancer (True Neutral)

Delvin has long, gray-brown hair that is tied back in a ponytail. His eyes are milky white. His skin is pale and clammy. A golden ring is looped into his left ear.

Delvin is a necromancer who enjoys using his magic to control the dead. He views life as a sign of weakness. He is always looking to prove that he is superior to all living beings. His great-great-grandfather Derwin was an evil wizard who tried to conquer the world. Delvin is interested in following in his footsteps.

12) Dathgar Darkstone

Male Dwarf Fighter (Neutral Good)

Dathgar is short and muscular with brown, short hair. His eyes are brown. His beard is yellow and silver. He wears a brown set of armor with a yellow cloak. A silver ring is looped into his left ear.

Dathgar has always been proud of his dwarven heritage. He has fought hard to live up to his ancestors' achievements. He has recently returned to his hometown after a great adventure to help restore glory to his people. While he was away, he discovered that his father had died. He also learned that his father was a good man and that he had started a business that the town is using to grow and prosper.

13) Edith

Female Human Monk (Lawful Good)

Edith has brown hair and brown eyes. Her face is well-defined. Her mouth is usually smiling. She is dressed in white monk's robes.

Edith's parents died during an orc invasion. She was the only survivor. As a result, she has grown up as an orphan. She has grown to be a kind and caring person who enjoys helping others. She has also learned to be patient and calm. She is trying to locate her parents' grave.

14) Omar

Male Human Paladin (Neutral Good)

Omar has long, black hair and dark brown eyes. He is wearing a suit of white and gold plate armor. A scepter with a spherical top is hooked onto his belt.

Omar's father was a paladin who died fighting demons. Omar had the chance to study with his father, who taught him the secrets of the paladin's code.

Omar is dedicated to protecting the weak and making the world safe. In battle, he lives up to the ideals of his order. His little brother Oman, who is much younger than he, is his closest friend.

15) Lisa Smyth

Female Human Wizard (Chaotic Good)

Lisa has long, blonde hair that is tied back in a ponytail. Her eyes are emerald green. She is very pale. She is wearing a blue robe with the sleeves rolled up. A gold coin necklace is around her neck.

Lisa enjoys learning new spells and sharing her knowledge with others. She is a very outgoing person, but she is always careful not to use forbidden magic. She feels that she is the only person who can help stop an evil necromancer from destroying the world. When players encounter her, she will be willing to help them find the necromancer and will tell them of her suspicions and of the dangers and of the great treasure they will be able to bring back if they defeat the necromancer.

16) Benson Benson

Male Human Fighter (Lawful Good)

Benson has long brown hair and brown eyes. He has a well-defined face. He has a birthmark over his right eye. He is wearing brown leather armor.

Benson was born into a family that has always been respected and admired by the community for their hard work and kindness. Benson has always wanted to make his family proud. He has always been a diligent student and a diligent worker. He is very polite and respectful to others. He is not very good at fighting but he is very good at running away from danger.

17) Gaius

Male Human Fighter (Lawful Good)

Gaius has short, light brown hair and light brown eyes. He is wearing a suit of light blue leather armor. A large gold coin hangs from a string around his neck.

Gaius is a mercenary who is always looking for work. He has taken jobs for many different people and organizations. His experiences have taught him that there is no one who is all bad or all good, but there are some who are good more often than not.

He has a deep respect for law-abiding civil authorities who try to help the people. He is a dedicated follower of a nature goddess.

18) Gnome Killer

Male Half-Elf Fighter (Chaotic Good)

Gnome Killer is short and powerful half-elf with long, blond hair. His eyes are blue. He is wearing a suit of brown leather armor.

Gnome Killer is a crazed fighter who enjoys killing. He attacks everyone without mercy or compassion. He enjoys listening to people beg for their lives as they realize that they cannot defeat him. He has never been very fond of elves.

He is not very intelligent so he hates those who are. He is attracted to those who are kind and who give him courage and strength.

19) Rosella

Female Human Paladin (Lawful Good)

Rosella has long, red hair and green eyes. She is tall and thin. She is wearing a green leather armor.

Rosella is a heroic paladin who is immensely proud of her position and of her heritage. She has come to the tavern seeking work as an adventurer. She has been told that she does not look like an adventurer, and she has been looking for something to prove her worthiness.

20) John

Male Human Paladin (Lawful Good)

John has long, brown hair and brown eyes. His face is well-defined. He is wearing a red cloak.

John was raised by his parents in a farming village. When he was a teenager, he was offered the chance to go on a great adventure. He was excited about the chance to prove himself worthy of his friends' admiration, but his parents did not want him to go.

He left home without telling them. The adventure was terrifying and he barely survived. He learned a lot about himself and his faith. He is now a heroic paladin who is fighting for justice.

He is searching for a group of adventurers with whom he can travel. He hopes to find a group of true heroes.


Names

Male Human Names

	Fyodor Brom 
	Eldore Hortone 
	Lyril Haleth 
	Horton Farnga 
	Hendrick Henin 
	Vode Kerrich 
	Lyril Lyle 
	Kerrick Leed 
	Royce Werstern 
	Aralt Edmund 
	Neville Murlynd 
	Rex Sordo 
	Jale Elrik 
	Lidder Murk 
	Malcolm Sakry 
	Shandar Ossman 
	Marlon Petrel 
	Elrich Coughlin 
	Drevesh Corle 
	Blaise Rhoberd




Female Human Names

	Rose Merriweather 
	Jacqueline Harrowmont 
	Eva Frost 
	Martha Prairielance 
	Ida Goss 
	Lakeshore Cotter 
	Kayla Jones 
	Jenna Frostbine 
	Deaterra Moore 
	Elise Richardson 
	Olivia Thorpe 
	Echo Rose-Innes 
	Katherine Frostshard 
	Myst Valiant 
	Rebecca Stonemouth 
	Demeter Treesong 
	Mercy Allen 
	Lorinda Miller 
	Emma Vystrian 
	Pamelia Price 


Male Viking Names

	Grim Bjarnarson 
	Hal Beardpater 
	Harald Oddsson 
	Borgar Gunnarson 
	Tor Sodsson 
	Anar Arvarson 
	Olof Bjarnarson 
	Raulfsyr Laoghaire 
	Hal Olason 
	Svend Gunnarson 
	Harald the Grim 
	Einar Gautesson 
	Alfred Frostason 
	Gunnstein the Drunkard 
	There Drengisson 
	Hranvar the Lost 
	Ornulf the Lucky 
	Bjarn Vigorsson 
	Arin Hvitason 
	Thorkel Husafsson 


Female Viking Names

	Gwyna Daughter of Might 
	Kannika Sparrheim 
	Lekela Bjordisdottir 
	Inga Kormdottir 
	Hemundur Vantrist 
	Oda Sveinssona 
	Kristin Reginsdotter 
	Maya of the White Horse 
	Olof Bjordqvist 
	Gunhild Hallakristi 
	Truxa Rognvaldsdottir 
	Mia Ragnarsson 
	Aada Kormdottir 
	Inga Frostmofdottir 
	Ulof Thordardottir 
	Luciana Jarlsdottir 
	Mari Kolgeifsdottir 
	Kemble of the Mountains 
	Gunhild Einarrsdottir 
	Verla Nordamef 


Male Elf Names

	Jhal Redthorn 
	Huor Firwood 
	Jemath Minrost 
	Hamlin Thistlethorn 
	Johann Thistlethorn 
	Gibber Heartstone 
	Johngrimm Shadowbane 
	Grint Thunderstrike 
	Jek Stormvoice 
	Moldir Sunwhisper 
	Gurod Heartblade 
	Ishim Moonbow 
	Morwen Silversohn 
	Gurv Heartwood 
	Johann Heartfrost 
	Lorindor Tlade'qhay 
	Fodrin Eirsson 
	Shir'ren Stormvoice 
	Fellunn Thistlethorn 
	Hiral Ironblade 


Female Elf Names

	Iliana Anaethielas 
	Ellerirnen Moltengold 
	Lissandra Eldar 
	Lissandra Gleamfire 
	Yalith Forestgleam 
	Avalina Hawkstone 
	Ellise Faelien 
	Elen Twilightfae 
	Lorenna Dangold 
	Danessa Thor'an'tha 
	Anessa Windfeather 
	Ashyl Starlight 
	Elen Sunlight 
	Janeyen Windchaser 
	Aryelle Sunraven 
	Lorien Stormwing 
	Cordelia Quinfortha 
	Elonna Sunfrost 
	Maegan Moonstrider 
	Taya Brightwing 


Male High Elf Names

	Se'mith Laemireth 
	Therissa Nadiah 
	Mariath Aerithin 
	Maeraen Laethalan 
	Nalice of the Starlight 
	Kaelaesha the Sly 
	Thiali Darrieu 
	Thalathana Alester 
	Loraethor Sae'lahna 
	Jaya "Rae'sreth" 
	Aerian the Wanderer 
	Sil'inor Anareth 
	Lae'mon Liethilthar 
	Leu'hli Khevek 
	Al'nease Tharhar 
	Henrith Th'oris 
	Garion Aruinon 
	Halion Oli'hli 
	N'se Nerendil 
	D'rithas the Honorable 


Female High Elf Names

	Qa'nila Kah'naa 
	Aenarealor Tha'lsir 
	Rhanna Aeraswyn 
	Marilthaine Rhiannae 
	Asheatar "Aerye" 
	Laurela the Water 
	Ae'rye the Night 
	Ah'eryn Bethanna 
	Em'inaeel Hush'kini 
	Lontara Anarie 
	Kharash'nini the Breath 
	Shae'la Gele'nara 
	Celanor Rianaen 
	Erias Shaeleq 
	Rhyhmae Hush'kini 
	Jiyanna Raenem 
	Sheamira Dilain 
	Fin'arae Searex 
	Feaeria "Nimriel" 
	Tahrofen Rhimmer 


Dungeon Names

	The Temple of the Vampire Queen 
	The Burning Castle of the Demon King Xavier 
	The Last Sanctuary of the Burning Sacred Heart of Lord Tepoztli 
	The Forsaken Lair of the Elven Lord Xavier 
	Lost Tomb of the Silver Knight 
	Vault of the Lost God 
	The Heavenly Waterfall of the Stone Gorgon 
	The Ruins of the Unholy 
	Dungeon of the Plague-Hidered Knight 
	The Crypt of The Hidden Glade 
	The Cliff of Draconic Knowledge 
	The Dungeon of the Great Pool of the Dark Elves 
	The Throne of the Open Casket 
	Citadel of the Jungle Prince S'valak 
	Bladespire Keep of The Starless Night 
	The Sanctuary of The Forgotten 
	The Narrow Pass of the Elemental Dragon 
	The Bottomless Pit of the Shadowed Sentinel 
	The Burning Castle of The Thunder Demon King 
	The Temple of the Goblin King 


City Names

	Karlong, the City of Blue 
	Eelsworth 
	Stonecropper 
	Northport 
	Deepwater 
	Longwatch 
	Virlych 
	Fiftytwo 
	Worthington 
	Northholm 
	Eriduanna, the Pale City 
	Deepwaters 
	Chalice 
	Dorn's Deep 
	Racum'ah - City of Knowledge 
	Harken 
	Baden, the pit of death 
	Greenspire 
	Sundell 
	Goldenfield 
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Items Found in a cursed temple

This is a list of 100 items players can find in a cursed temple

1) A blue urn that is full of dust. 

2) A book titled “The True Way of the Warrior” with all chapters crossed out in the Table of Contents.

3) A ceremonial silver dagger with a blood stain on the hilt. 

4) A pair of gold earrings studded with rubies. 

5) A large gold statue of a dragon. It seems warm to the touch.

6) A scroll titled “A History of the Gods of the Western World. The books cover has a painting of a man in robes, holding a scroll with a broken seal. The title of the scroll is written in a language you do not recognize, but it is definitely in an ancient script.

7) A lute. The lute has a cracked wooden body, but the strings are still intact.

8) An ornate backpack stuffed with blank parchment. 

9) A small statue of a man with its head broken off.

10) A small crown made of silver. 

11) A gold ring with a scarab beetle as a stone. 

12) A wooden stool with a large crack in the seat.

13) A small golden statue of a dog with a human head.

14) A small golden statue of a man with a sword and shield. 

15) A fist sized sphere of crystal. The crystal seems to float in the air, and it is attached to the ground by a chain.

16) A giant ball of spider webs.

17) An ornate dagger with the word “Justice” written in the language of the gods on the blade.

18) A finely engraved gold ring. The ring has the image of a woman on it with the name “Mira” on it.

19) A golden cup with the word “Best Dwarf” on it.

20) A porcelain bowl with the name “Arthur” written on the bottom.

21) A silver amulet with the mark of a phoenix on it.

22) A small vial filled with red liquid, and the name “Derek” written on the side in a strange tongue.

23) An iron helmet with a large crack in it.

24) A bronze shield with the symbol of a horse.

25) A blue cloak with the symbol of a falcon on it.

26) A black cloak with the symbol of a rooster on it.

27) An orange sash.

28) A golden shield with the crest of a sword on it.

29) A golden ring with the crest of a lion on it.

30) A golden amulet with the crest of a boar on it.

31) An ornate shield with the symbol of a bear.

32) A jeweled sword with the symbol of a snake engraved on the hilt.

33) A small statue of an angel with one wing broken off.

34) A small statue of a dragon with one wing broken off.

35) A small statue of a man with one arm broken off.

36) A small statue of a woman with one arm broken off.

37) A small statue of a halfling with one leg broken off.

38) A small statue of a horse with one leg broken off.

39) Two sacks of rice with the symbol of a fox on it.

40) A barrel full of ale with the symbol of an eagle on it.

41) A wooden, locked chest. Inside, you find a bag of 1d20 gems worth 1d10x10 gold each.

42) A painting of a rooster outside an inn. It is painted on canvas that is not framed.

43) A silver chalice. If filled with any liquid, including water, it will cure any poison in the drinker.

44) A book made of stone. It is a biography of the last king of the city.

45) A scroll that can summon a hellhound to aid you.

46) A map that shows the location of the city’s treasury.

47) A pipe made of a single piece of a dragon’s horn.

48) A small statuette of a man sitting in a chair. It is fashioned from a piece of a unicorn’s horn.

49) A wand made of a piece of a dragon’s tail. It has 3 charges. It will shoot a bolt of lightning at a target. It can also be used to create a force wall in a 30 ft. area around the user. It cannot be recharged. Each use takes 3 charges.

50) An ornate set of bracers. They increase the strength of the wearer by +2.

51) A potion that will turn the drinker into a frog for 1 hour.

52) A crystal that, when given to the city’s ruler, will ensure that the city is ruled justly.

53) A book of poetry. It records the love between two married royals of the city.

54) A necklace made of paper. It is cursed. It will cut the wearer during any physical activity.

55) A heavy, locked chest. It contains 100 gold pieces and 10 platinum coins.

56) A book with a brown, leather cover. It contains a history of the city.

57) A set of gold bracers. They boost the intelligence of the wearer by +2.

58) A small leather pouch. It contains 1d4+2 small diamonds worth 1d10x100 gold each.

59) A staff made of a piece of a dragon’s horn.

60) An ornate dagger. The handle is made of a piece of a dragon’s tail.

61) A robe made of a piece of a dragon’s wing. It grants the wearer a fly speed of 30 ft. once per day for 1d10 rounds. The wearer doesn't know how long it will last.

62) A crystal statue of a man  holding a book.  

63) An old, dusty leather pouch. It contains 3d6 small sapphires worth 1d100x100 gold each.

64) A bag made of a piece of a dragon’s skin. It contains 5 pieces of gold worth 10 gold each, and 5 platinum pieces worth 100 gold each.

65) An ornate ankh pendant. It is made of solid gold.

66) A small, wooden box. It contains an old coin worth 1 copper piece.

67) A small, wooden chest. It contains a silver piece that is cursed. Anyone picking it up will receive -1d4 to all their rolls until they get rid of the silver piece.

68) A chair made of a single piece of a dragon’s scale. It's quite beautiful but difficult to sit in.

69) A chest that is full of coins. It contains d4x1000 silver pieces.

70) A satchel made of a piece of a dragon’s skin. It contains a vial of poison.

71) A sealed chest. It contains a cursed gem. The gem is worth 1d4x10 gold pieces, but it has a curse on it. Anyone touching or holding it must make a DC10 saving throw or take 2d4 poison damage.

72) A book titled “The Legendary Treasure.” It is a fictional tale of a great treasure, its location, and how to break the curse.

73) A sack filled with ghostly screams. Anyone opening the sack will hear the screams for 1d4 rounds.

74) A small, wooden box. There is nothing inside.

75) A small, wooden chest. It contains 1d4x100 gold pieces.

76) A stone chest. It contains 4 gold pieces.

77) A stone chest. It contains 1d4x10 gold pieces.

78) A small, wooden box. It contains 10 gold pieces.

79) An ornate box. It contains 6 platinum pieces.

80) A small, wooden chest. It contains 2 platinum pieces.

81) A small, wooden chest. It contains 6 platinum pieces.

82) A small, wooden chest. It contains 10 platinum pieces.

83) A book titled “The Secret of the Temple’s Treasure.” It has several pages torn out and looks like it was hastily written. 

84) Three bags filled with beans. They smell of vomit.

85) A small, wooden chest. It contains a sword. The sword is cursed. Anyone using it must make a DC13 saving throw. If they fail their saving throw, they will be cursed to lose 1d6+1 HP every day when they wake up for 1d10+2 days.

86) A huge painting of a man with a huge beard. He is smiling. You don't recognize him.

87) A book titled “How to Break a Curse.” It is very old and written in a language you do not recognize. Anyone studying the book for 1d20+5 years minus INT modifier will learn how to cast Dispel Curse once per day.

88) A small, wooden chest. It contains 10 silver pieces.

89) A statue made of bronze. It is a statue of a man in a suit of armor. It looks very realistic.

90) A small, wooden chest. It contains a petrified skull.

91) A large, wooden chest. It is empty.

92) Fourteen mugs made of wood. They are all filled with different colored liquids.

93) A small, wooden chest. It contains a large bag of marbles.

94) A stone chest. It contains 1d4x100 gold pieces.

95) A wooden chest. It contains 1d4x100 gold pieces.

96) A stone chest. It contains 1 platinum piece.

97) A small, wooden chest. It contains 1 platinum piece.

98) A small, wooden chest. It contains 1 platinum piece.

99) A book titled “The History of the Temple’s Treasure.” It mentions that the treasure is cursed and that it will drive those who seek it mad.

100) An old, dusty glove. It is made of wyvern leather and is cursed. Anyone wearing it must make a DC11 saving throw or take 2d4 cold damage.


Items Found near the coast

This is a list of 100 items you can find near a coast.

1) A barrel full of salted fish.

2) A crate filled with candles.

3) A clump of green seaweed.

4) A fishing net.

5) A large wooden barrel. (Empty.)

6) A pile of fishing nets.

7) Several fish traps.

8) Two canvases flapping in the wind.

9) A fishing pole.

10) A fishing spear.

11) A lobster trap.

12) A length of rope.

13) A crate of fishhooks.

14) A pile of flotsam and jetsam.

15) A pile of scrap metal.

16) A fishing net. (Full of dead fish.)

17) A large barrel filled with fresh fish.

18) A small barrel filled with salted fish.

19) A small barrel filled with kraken eggs.

20) A barrel filled with salt water.

21) A small barrel filled with fresh water.

22) A barrel filled with wine.

23) A barrel filled with rum.

24) A barrel filled with whiskey.

25) A barrel filled with ale.

26) A barrel filled with mead.

27) A barrel filled with beer.

28) A barrel filled with a home-made brew. It has the word "Dwarves Only!" etched into the wood.

29) A wooden barrel with no lid. Inside, there is an angry-looking lobster.

30) A small boat filled with water.

31) A canoe filled with a green, slimy substance.

32) A wooden boat filled with a purple, slimy substance.

33) Two barrels filled with a green, slimy substance.

34) An empty barrel.

35) Three crates filled with dried seaweed.

36) An empty crate.

37) A pile of seaweed.

38) A pile of abandoned crabs.

39) An empty bottle.

40) A bottle filled with seawater.

41) A bottle filled with ale.

42) A bottle filled with whiskey.

43) A bottle filled with wine.

44) A bottle filled with mead.

45) A bottle filled with beer.

46) A bottle filled with rum.

47) A bottle filled with water.

48) A bottle filled with poison.

49) A bottle filled with oil.

50) A bottle filled with troll urine. (Glowing.)

51) A bag full of white sand.

52) Thirteen brand new anvils.

53) A large wooden barrel in the shape of a fish.

54) A small wooden barrel full of sand.

55) A small wooden barrel full of water.

56) A small wooden barrel full of oil.

57) A small wooden barrel full of wine.

58) A small wooden barrel full of berry juice.

59) A small wooden barrel full of blood.

60) A small wooden barrel full of ink.

61) A small wooden barrel full of spider web.

62) A small wooden barrel full of poison. (It's purple.)

63) A small wooden barrel full of alcohol. (It's green.)

64) A half-dozen dusty books. Their titles are; Fish Gods, How to Fish, Fishing for Beginners, Fish Lore, The History of Fish, The History of Fishes.

65) A small writing desk that has been abandoned.

66) You find a small bag of seashells.

67) A jewelry box with a family crest. (Inside it there is a necklace worth 1d20x100 silver pieces.)

68) A canvas with the symbol of a fish on it. (Covered in blood.)

69) A fisherman's journal.

70) A torn map of the area.

71) A map detailing a treasure lost at sea.

72) A small figurine of a fish.

73) A fishing pole.

74) A set of mastercraft fishing hooks.

75) A small fishing net.

76) A small fishing trap.

77) A small fishing spear.

78) A flask of fish urine rum - ie goblin rum.

79) A fishing net with an octopus tangled in it.

80) A pair of dice. (A pair of 6 sided bone dice.)

81) A book titled The Complete Book of Fishing.

82) A dozen copper fishing hooks.

83) A sack filled with sand.

84) A sack full of fish scales.

85) A sack full of fish teeth.

86) A sack full of fish bones.

87) A sack full of fish eyes.

88) A sack filled with fish guts.

89) A wooden barrel containing 30 lbs of salt.

90) A burlap sack containing 40 lbs of smoked fish.

91) A very small gold nugget worth 30 gp.

92) A small silver nugget worth 2 gp.

93) An oddly shaped bronze bar worn down by the waves.

94) A wooden bowl with a chipped rim.

95) A leather shield.

96) A wooden bucket.

97) A wool blanket.

98) A seashell earing.

99) A large (1 foot long) bone.

100) A small (1 inch) iron key.


Random Non-Combat City Encounters

This is a list of 100 non-combat random encounters for players in a city setting.

1) A local priest of Beldaroon walks by, smiling gently at everyone he passes, completely unaware of the fact that his upper robe is on fire. The man's name is Gilbert, and he just received word that his nephew will be joining the priesthood before the year is out.

2) Two elderly women argue with a merchant over the quality of a bolt of cloth. When one of the women is insulted, her hand lashes out with a burst of flame, and she burns a hole in the cloth.

3) An old man with a tattoo on his forehead spends the day spitting into a fountain.

4) Two women argue about the price of bread as they load up their horses with as much as they can carry. The younger of the two tells the older one about how she's going to be a cleric of Jen'Ya when she gets her first tattoo.

5) A group of young children chant and dance around a statue of Beldaroon, and one of them faints and is carried away by the rest.

6) A woman with a basket of laundry sits on a bench, wailing about how her husband died in the war.

7) Two men argue about whether or not iron is worth its price.

8) An older man says he's going to make the pilgrimage to the temple of Torg'Lan. When asked why, he says that he's heard that the clerics there are the only ones who can fix his teeth.

9) A man sits on a bench, checking for lice in his beard.

10) A group of soldiers argue over which one of them will have to walk the perimeter for the night duty.

11) Two men argue over the price of apples, and when they can't come to an agreement, they draw swords and fight.

12) A man sells pottery. One of his pots is cracked.

13) A woman in black goes from shop to shop, asking people if they've seen her brother, who's only seven years old.

14) A group of men argue about whether or not the moon is made of cheese. One of them is convinced that it is.

15) Overhead, a group of ravens fight with a hawk. The hawk swoops down, grabs one of the ravens, and flies off.

16) A woman runs up to the city watch, screaming about how she's just seen a minotaur climb out of the well.

17) A man with a large fishing pole holds up the line, striking up a conversation with anyone who will listen, and asking them if they've ever heard of the fishing hole of the gods, where the trout grow to be bigger than men.

18) A man sells apples for five copper pieces each.

19) A group of men argue over whether or not the stars are holes in the sky. One of them says there's no way they could be holes in the sky, and the stars must be lanterns.

20) A man with an eyepatch and a peg leg enters a shop and asks the shopkeeper if he's got any work for a sailor.

21) A man sets up a stand and offers to sell people wool sweaters. He has only one sweater, and when people ask how much it costs, he tells them five gold pieces. Three people buy his sweater, and he apologizes and says he must've run out of them. The people are angry at him.

22) Two young men argue about whether or not they'll make it to the coast before they run out of food.

23) Two men argue over whether or not the moon is a goddess. One of the men says it is. The other man asks him why he is so sure, and the first man says that the moon is a beautiful goddess, and that's good enough for him.

24) A woman in a hat is talking about how the war with the elves is going and how she's afraid the elves will win and overrun the country.

25) A man is dancing and singing loudly. He is drunk.

26) A small boy tells the city watch that the old man who lives in his house is a witch. The city watch maintains men can't be witches. The boy is distraught.

27) A man in a cloak and a large hat robs a fruit stand. During the theft, his cloak falls off, revealing a cleric of Torg'Lan underneath.

28) A man tells the city watch that he suspects someone in his house is a thief.

29) Up ahead, the sound of a scuffle is heard. The city watch rushes to the scene and finds a group of boys throwing rocks at a cat.

30) A woman falls off her horse and the city watch goes to assist her. She is embarrassed and demands to be left alone.

31) A man is selling shirts. One of the shirts is blue, but the man says it is purple.

32) A man selling fish talks about how he's going to be a priest of Beldaroon. He smiles, showing off his teeth, which are worn down to nothing.

33) A group of children are caught throwing rocks into a pond. The city watch asks them why they are doing that, and they say they're trying to catch frogs.

34) An old man sets up a stand. He sells candles for one copper each. They're not very well made.

35) You overhear two men discussing whether or not the moon is watching.

36) An old woman wearing a brimmed hat says she's going to change her name to Magnolia.

37) A local merchant is selling a miracle potion. He is a fraud.

38) A man with a walking stick and a gnarled face walks by and looks at everyone with suspicion.

39) A man with a long scar on his face hires the city watch to watch his house. He says he's worried about burglars.

40) Up ahead, a man with a gray beard smiles and says, "Hello, beauty."

41) Overhead, a flock of pigeons flies. One of them is white.

42) A group of children play catch with rocks. They play for a while and then stop.

43) A group of men argue about whether or not it is possible to hump a table. A few of them say it is. One of the men says he's going to try it later that night when he's drunk. The others laugh at him.

44) A man is selling bread and cheese. The bread is moldy and the cheese is spoiled.

45) A man sitting on a bench invites the party to sit and share a drink with him. He has a bottle of wine and some glasses. He says it's on him. The wine is drugged.

46) A man with a cheerful face sits on a bench and talks to anyone who will listen. He says he's looking for his lost brother.

47) A man with a crutch sells wooden spoons. One of the spoons is broken.

48) A man with a wooden foot says he's going to be a paladin of Torg'Lan once he gets his second leg.

49) A man asks around for anyone who will buy a talking bird.

50) A group of young men sit around and talk about how they went hunting and got nothing. The rest of their day is spent complaining and getting drunk in a tavern.

51) A man in a cloak sets up a stand and offers to sell people magic robes. They are not magic.

52) Two men argue over whether or not there is art in the world. One of them says there is. The other says there isn't. One of them says, "There is art in the world, and I don't care what you say." The other man challenges him. They fight.

53) Someone with a knife is about to rob a man selling pies. The city watch rushes to the scene.

54) Two men are selling knives. One of the men says his knives are special. They are not.

55) A man has a cart filled with rocks. He sells them to children for one copper piece each.

56) A man is selling thin tubes made of glass. He tells people to blow into them and not to drop them.

57) Three old women are singing and laughing, having a grand old time.

58) A man with a wooden leg is selling wooden legs. One of them is broken and is half-price.

59) You overhear a conversation about how someone tried to mate with a wolf.

60) A man with an eyepatch walks by. He thinks he is the king of the city.

61) A man walks by wearing a hat made of cheese. He's laughing, drunk, and carrying a bottle of wine.

62) Two women are arguing about whether or not they should leave the city. One of the women is afraid of the elves, who are marching on the city, but the other woman says there's nothing to be afraid of. The woman who is afraid of the elves says the elves are devils. The other woman yells at her for saying that.

63) Two men are arguing about whether or not they're going to die. One of them is quite angry about the fact that they are going to die. He says they don't deserve to die. The other man says they do deserve to die.

64) A man with a tattered, dirty coat is begging for money. A woman gives him some money. As soon as she does, he ditches his tattered, dirty coat and puts on a fine cloak that he had hidden underneath the tattered coat. He laughs then runs away.

65) A man with one leg says he's going to be a thief once he gets a wooden leg.

66) Three men are arguing about whether or not you can find treasure in the sky.

67) A man is trying to sell a turtle. The turtle has no shell, no legs, and one eye.

68) A woman tries to sell a basket of flowers, but everyone she approaches is offended by her. She's bothered by the fact that people are offended by her basket of flowers.

69) A man with a black eye is trying to sell knives, but no one is buying them.

70) A man walks by, notices you, glances at you, and screams in terror. He runs away.

71) A man approaches you with a basket of broken glass. He offers to sell you some glass for one copper piece. You can buy it or not buy it, but he keeps trying to sell you broken glass.

72) Overhead, a flock of ravens flies. 

73) A woman with two noses is trying to sell garlic.

74) A man with a wooden leg is trying to sell clay cups.

75) An old man with a basket of apples approaches people and offers them apples for one copper piece each. 

76) An old man with a basket of apples approaches people, but no one wants to buy any apples.

77) Two women wearing identical robes argue with each other about who should have left the house first.

78) Two men argue about the cost of horses and how it keeps going up. One man swears he's going to start riding donkeys.

79) Up ahead, a man is selling spools of colored string.

80) A blind man walks around yelling "Twigs! Twigs for sale. Twigs!"

81) Up ahead, a long line of people is waiting to buy bread.

82) A noblewoman with a basket of sand approaches you and offers to sell you sand. She is going insane.

83) Two young teens are talking outside a tavern, discussing how they can get in to get some beer.

84) Two men are counting coins.

85) Three men are arguing about how long it takes to walk to the city gates. They keep walking toward the gates, then walking back to their companions.

86) A woman covered in yellow paint walks by as if nothing is wrong.

87) Two men are arguing about who is going to do what chores.

88) Two men argue about whether or not they should tell others that a war is coming.

89) An old man with a burlap sack half full of bronze pieces approaches people and offers them a bronze piece for each piece of trash they give him. 

90) A man with a small box of hand mirrors approaches people, trying to sell them.

91) Overhead, a small hawk circles.

92) A man named Huckleberry (a ranger) approaches and asks you for directions to a nearby inn.

93) A man with a basket of fruit approaches you and offers you a bunch of bananas for a copper piece. There is a monkey clinging to his back. 

94) Two men argue about how to level a cinderblock wall.

95) A woman with a basket of cheese approaches you and offers you a cheese sandwich for a copper piece. She's a cultist.

96) A half-orc is trying to sell excess lumber. The lumber came from a recent lumber mill.

97) Passersby stop to watch a man try to hit a mule with a belt. The man is drunk and is making an ass of himself, much to the amusement of the crowd.

98) A man with a wagon full of wooden horses approaches you and asks if you want to buy a horse.

99) Passersby stop to watch a man try to break a horse. The horse won't break, and it looks like someone might get hurt by the wild creature.

100) Two men argue about the best way to make soap.  


100 Fantasy Dinners

This is a list of 100 dinners for your fantasy tabletop campaign.

1) Goblin Style Stew - This hearty meal is made from venison, rabbit meat, carrots, potatoes, and garlic. It is served with hardtack and water and seasoned with herbs and sour berries.

2) Stewed Plum - This hot and savory stew is made from ground plum, chicken, and spices. It is served with hardtack and water and spiced with pepper and salt.

3) Crab Chowder - This hot and savory soup is made from pheasant meat, potatoes, cream, and corn. It is stewed in a sauce of butter, pepper, and salt.

4) Crow Bread - This hearty and savory bread is made from ground corn, cracked wheat, and gravy. It is broken and rolled into balls and then baked and cooked in a sauce of bacon, vegetables, and pepper.

5) Honey Bread - This hot and sweet bread is made from ground corn, cracked wheat, and honey. It is broken and rolled into balls and then baked in a sauce of gravy, butter, and salt.

6) Fried Shark - This hot and savory aquatic meal is made from shark meat, salt, pepper, and sour berries. It is cooked in oil and seasoned with vegetables and thyme.

7) Pot Roast - This hearty and savory meal is made from ground acorn, potatoes, beef, and gravy. It is cooked in a sauce of salt, pepper, and spices.

8) Red Snapper - This meal is made from red snapper, garlic, onions, and spices. It is cooked in a sauce of oil, butter, and pepper.

9) Shark Stew - Made from shark, potatoes, gravy, and spice, it is stewed in a sauce of vegetables, butter, and salt.

10) Chicken Cordon Bleu - Made from chicken, bread crumbs, ham, and spices. It is cooked in a sauce of oil, butter, and salt.

11) Orc Stew - This meal is made from squirrel meat, onions, spices, and vinegar. It is stewed in a sauce of salt, pepper, garlic, and spices.

12) Liver and Onions - Made of organ meat and onions, this meal is stewed in a sauce of butter, salt, and pepper.

13) Hearty Stew - Made from ground beef and gravy, this meal is stewed in a sauce of butter, salt, and pepper.

14) Haggis - This meal is made from organ meat and spices, and it is cooked in a sauce of butter, salt, and pepper.

15) Liver and Leeks - Made from organ meat and leeks, this meal is stewed in a sauce of butter, salt, and pepper.

16) Kidney Pie - This meal is made from organ meat, gravy, and meat. It is stewed in a sauce of butter, salt, and pepper.

17) Heifer Pie - This meal is made from ground beef and gravy. It is stewed in a sauce of butter, salt, and pepper.

18) Brain Pie - Made from cow brains, this delicacy is favored by the gnomes.

19) Halfling Crescent Pie - This is a hearty meal that is made from ground lean beef, potatoes, vinegar, and spice.

20) Goat Pie - This meal is made from goat meat, potatoes, gravy, and spice. It is stewed in a sauce of butter, salt, and pepper.

21) Mushroom Pie - This savory pie is made from ground mushrooms, potatoes, gravy, and spice.

22) Hare Pie - This meal is made from ground hare meat, potatoes, gravy, and spice. It is stewed in a sauce of butter, salt, and pepper.

23) Turtle Soup - Made from turtle meat, onions, butter, and spices.

24) Sour Fruit Soup - This savory meal is made from foraged fruit, butter, and spices.

25) Oxtail Soup - This hot and savory soup is made from beef oxtails, butter, and spices.

26) Beef Brisket - This meal is made from beef brisket, mustard, and spices.

27) Elven Fingers - This sweet and hot meal is made from beef, cream, and sugar.

28) Heirloom Soup - This savory meal is made from beef, pepper, and spices.

29) Fresh Soup - This meal is made from beef, carrots, and spices.

30) Goulash - This savory meal is made from beef, carrots, and spices.

31) Pot Roast - This savory meal is made from beef, gravy, and spices.

32) Roast - This meal is made from beef, pepper, and spices.

33) Beef Stew - Made from beef, vegetables, and gravy.

34) Orcish Kebabs - This savory meal is made from beef, garlic, and spices.

35) Beef Boat - This strange dwarvish dish is made from beef, gravy, and spices. It is cooked in a golden pot.

36) Chicken Surprise - The surprise is that there's no actual chicken in this dinner. It's made from pigeon meat and spices.

37) Chicken in the Pot - This savory and hot meal is made from chicken, gravy, and spices.

38) Chicken Stew - This savory meal is made from chicken, gravy, and spices.

39) Roasted Pheasant - This savory meal is made from pheasant meat, gravy, and spices.

40) Breaded Dipper - This savory meal is made from pheasant meat, gravy, and spices.

41) Chicken and Dumplings - Made from chicken and gravy, served with hardtack and water.

42) Fried Lizard - This meal is made from lizard meat and spices and is served hot.

43) Lizard Stew - Made from lizard meat, gravy, and spices.

44) Fried Insects - This unique elvish meal is made from insects and spices.

45) Iced Gruel - This meal is made from mutton, water, and spices. It is baked in a sauce of salt, pepper, and spices.

46) Rabbit Stew - This savory meal is made from rabbit meat, gravy, and spices.

47) Grilled Insects - This meal is made from insects and spices and is served hot.

48) Roasted Squirrel - This savory meal is made from squirrel and gravy and is served hot.

49) Squirrel Stew - This savory meal is made from squirrel and gravy and is served hot.

50) Elven Chowder - This meal is made from deer meat, potatoes, and creamed corn. It is served hot and spiced with pepper and salt.

51) Chilled Pasta - This meal is made from a mixture of cracked wheat and gravy. It is served in a sauce of butter, salt, and pepper.

52) Gnomish Meatloaf - This savory meal is made from ground deer meat, potatoes, and corn. It is baked in a sauce of salt, pepper, and spices.

53) Banana Leaf  Stew - This sweet dish is made from a mixture of grated meat, gravy, and spices. It is baked in a sauce of salt, pepper, and herbs.

54) Boar Stew - This savory meal is made from boar meat, gravy, and spices.

55) Boar Chops - This savory meal is made from boar meat and gravy and is served hot.

56) Boar Ribs - This meal is made from boar meat, gravy, and spices and is served hot.

57) Grilled Meats Combo - Made from whatever meat is available to the cook, this is a common favorite with adventurers.

58) Fancy Mashed Potatoes - This meal is made from potatoes, butter, and spices. It is served hot and spicy.

59) Stuffed Mushrooms - This meal is made from mushrooms, butter, and spices.

60) Roasted Sweet Potatoes - This simple meal is made from sweet potatoes, butter, and spices.

61) Cornbread -Made from corn, honey, and spices.

62) Cornbread Wedges - Made from cornbread, these are served with honeyed butter, nuts, and cheese.

63) Beans and Franks - This savory meal is made from beans, sausages, and spices.

64) Broccoli Casserole - This favorite dish of halflings is made from rice, cheese, broccoli, and spices.

65) Scalloped Potatoes - This dish is made of potatoes, cheese, butter, garlic, and spices.

66) Baked Cauliflower - This food is made from bland cauliflower, cheese, butter, and spices.

67) Fried Fish - This meal is made from fish, bread crumbs, and spices.

68) Fried Rice - This meal can be made from rice, spices, and a protein of the chef's choice.

69) Salted Fish Soup - This soup is made from salted fish, vegetables, and spices.

70) Baked Fish - This meal can be made from fish, spices, and vegetables.

71) Ogre Soup - This hearty soup is made from vegetables, cooked ogre bones, and spices.

72) Zan's Last Meal - This odd dinner is made from sausages, cooked vegetables, syrup, and spices.

73) Baked Cured Ham - This dinner is made from cured ham, cheese, and spices.

74) Deviled Eggs - This spicy dinner is made from eggs, spices, and pickles.

75) Flank Steak with Peppercorn Sauce - This spicy dinner is made from steak, spices, and pepper sauce.

76) Spicy Pork - This dinner is made from pork, spices, and a red vinegar sauce.

77) Pork Chops with Onion Gravy - This dinner is made from pork, spices, and a gravy.

78) Crab Cakes - This dinner is made from crab, bread crumbs, spices, and herbs.

79) Crab Chowder - This dinner is made from crab, spices, and vegetables.

80) Dumplings - This dinner is made from vegetables, herbs, and spices.

81) Soft-Shell Crabs - This dinner is made from crabs, bread crumbs, and spices.

82) Sauteed Shrimp - This dinner is made from shrimp, butter, and spices.

83) Clam Chowder - This breakfast soup is made from clams, spices, and vegetables.

84) Mussels - This dinner is made from mussels, butter, and spices.

85) Shrimp Cocktail - This dinner is made from shrimp, spices, and tomatoes.

86) Clams - This dinner is made from clams, butter, and spices.

87) Fish Satay - This dinner is made from fish, herbs, and spices.

88) Clam Chowder - This stew is made from clams, spices, and vegetables.

89) Sliced Fish - This dinner is made from fish, spices, and vegetables.

90) Fish in Brown Sauce - This spicy dinner is made from fish, spices, and wine sauce.

91) Crab Cakes - This dinner is made from crabs, spices, and herbs.

92) Elvish Stew - This spicy dinner is made from vegetables, herbs, and spices.

93) Fried Fish - This dinner is made from fish, spices, and vegetables.

94) Goblin Fish Sticks - This dinner is made from fish and vegetables speared with a stick and roasted over an open flame.

95) Hill-Giant Stew - Made from venison, fish guts, and vegetables. This dinner is served boiling hot. It is cheap and filling.

96) Turkey Feast - This well-cooked dinner is made from a turkey, vegetables, and spices along with all the trimmings.

97) Roast Goose - This dinner is made from goose, spices, and vegetables.

98) Roasted Ham - This dinner is made from ham, spices, and vegetables.

99) Roasted Pheasant - This dinner is made from pheasant, spices, and vegetables.

100) Roast Squirrel - This dinner is made from squirrel, spices, and herbs.


NPC – Tavern Barkeeps

This is a list of barkeeps

1) George Stein

Male Human Barkeep (Chaotic Good)

George is a tall man with rough, handsome features and wavy beehive hairdo. He is very friendly with his customers, but not terribly bright.

George runs The Rusted Nail Inn. He is a patient man, but he has a quick temper when things get out of hand. He has a big following of regulars, but he won't hesitate to boot out anyone who gets drunk.

He has lived a full life and has many stories about his past adventures.Some of them are even true! George employs several serving girls to help him run the place. George is motivated by the thought of money, but most of all he is motivated by the thought of more money!

2) Janice Grey

Female Human Barkeep (Lawful Neutral)

Janice is a tall and striking-looking woman with short black hair and a lined face. She always wears a pair of thin spectacles and her black dress is always spotless.

Janice runs The House of Grey. She is an excellent business woman and runs a tight ship. She is as strict as she is beautiful and as heartless as she is plain. Most of her regular patrons are wary of her and they quietly resent her, but they come back again and again because the quality of her service and the quality of her ale and wine is second to none.

Janice is motivated by helping people. As a young woman, she was very greedy and highly corrupt, but something changed her life. She met a traveling priestess from a far off country, and the priestess's wise words opened Janice's eyes to the realities of the world.

3) Red

Male Dwarf Barkeep (Neutral Good)

Red has a small red beard and long white hair that is worn in a braid. He is very tall for a dwarf.

Red owns The Blood and Roar. It is a rough and tumble place and the weapons and armor hanging on the walls and from the rafters don't just decorate the place - they also serve a functional purpose. Red is a veteran of a hundred wars and a thousand brawls.

He is a noble soul and a good friend, but he is hard as stone and twice as hard to move from his chosen path. Red's favorite past time is drinking ale and singing old battle songs, but he is also a good source for information about the world around him.

4) Landon Purdy

Male Halfling Barkeep (Lawful Good)

Landon is a short and stocky halfling with a shock of black hair and a long white beard. He has a missing front tooth and a crooked smile. His paunchy figure is a sign that he loves good food and a good drink.

Landon owns The Burning Wagon. The tavern's name describes its appearance to a tee - it is a ramshackle wooden shack with a thatched roof and a small bonfire smoldering in the center of it. Landon is ancient and very wise. He is a great story teller, but he is also a skilled fighter.

He loves to meet new people and he is the first ally anyone new to the tavern can count on. He is motivated by curiosity. Landon is very interested in the world around him, and has always been motivated to go out and learn more about it!

5) Gabbi Garess

Female Human Barkeep (Chaotic Good)

Gabbi is a short, elven woman who dresses in the style of a tavern wench. She has long straight blonde hair that reaches down to her waist. She has sharp features with narrow eyes and pointy ears.

Gabbi owns The Drunken Dragon. The tavern is located on the second floor of a multi-storied building situated on the edge of a cliff. There are no windows in the tavern, but there are lots of open doors.

Many of the doors are open to the elements, and Gabbi claims the sea breeze is the best way to cool down after a hot day in the tavern. Gabbi is friendly, but she likes it loud. She employs several minstrels who are always ready to sing for their supper, and she is always ready to get drunk. She also employs several serving girls to help her out with the tavern.

6) Boris

Male Human Barkeep (Lawful Good)

Boris is a big, burly man with small black eyes and a shaggy black beard. He is very strong for a man his age.

Boris runs The Lucky Dracheneisen. The tavern is loud and filled with merrymaking. The place always smells of stale beer and sweat, and there is a lot of sawdust on the floor. Boris is a hospitable host and a good friend. He also loves a good fight and a good trinket. He is a fine warrior, although he is getting on in years.

He thinks that age is just a number, however, and he can still keep up with the younger men half his age. As a young man, Boris was a highly paid mercenary. He was a convicted criminal who was given a life debt by his dwarven king. He was sent to the king's cousin, an exiled nobleman named Vadim Drachensstern to live out his days in exile. After Vadim died, Boris bought  The Lucky Dracheneisen from his estate and went on to become a rich man.

7) Marjorie Bocz

Female Human Barkeep (Neutral)

Marjorie is a beautiful woman with long dark hair and a beautiful smile. She is a trained archer.

Marjorie owns The Arrow and Leek. The tavern is situated in the center of a quiet, middle class neighborhood. It is an oasis of peace and calm, a stark contrast to the usual hustle and bustle of a busy city. Marjorie is a loving mother and a respected member of the community. She was a former pirate who decided to settle down after finding a new love. She makes a point of hiring people who were wronged by society and then helps them succeed again as honest members of the community. Her patrons are mostly adventurers and vagabonds from the city's slums, but she is as kind as she is beautiful to all who enter her tavern.

8) Fred

Male Goblin Barkeep (Lawful Neutral)

Fred is a short goblin with a sly, intelligent look. He wears a red apron and a pair of dirty gloves. His clothes are dirty and stained, but his equipment is always well kept and clean.

Fred owns The Lantern and the Die. It is a filthy place with a bunch of tables and a bar. The bar is well stocked and the drinks are cheap. The floor is covered with dirt, sawdust and vomit.

Fred is a drunken fool who likes to serve drunk people. He is not motivated by money. He is motivated by helping people. His place is always full of ragged vagabonds, drunkards and crooks. On rare occasion, he will act as bait for an adventuring party or as an informant for the city guard.

9) Barbara

Female Human Barkeep (Chaotic Evil)

Barbara looks like a noblewoman, but her heart is as black as her long, raven hair. She always wears a pair of thin silver spectacles.

Barbara owns The Laughing Dragon Tavern. The tavern is an oasis of decadence in the heart of the city. Barbara charges extra for everything - food, drink, rooms - and she doesn't care if she loses customers because of it. She makes up for the lost profits with the money she earns by selling information to the criminal underground.

She is motivated by greed. Barbara is an attractive woman, but she has a very nasty disposition. She is also a mousy little wretch who has a soft spot for cute little animals. Her business is mostly built on fear and extortion, but she is an excellent leader and a clever businesswoman. She has a lot of connections in the criminal underworld and is exceptionally good at making people talk!

10) Damentio Ross

Male Human Barkeep (True Neutral)

Damentio looks like a clean cut young man with well-kept features and piercing blue eyes. He is very well dressed.

Damentio runs The Lazy Bed. He loves the bar business but he is not much of a fighter. His main source of income is selling information to the local thieves guild. He is well connected in the city and he knows just about everything that goes on in town.

He is motivated by money. Damentio was once an orphan who was picked up by a gang of petty criminals. He quickly showed potential, and after an apprenticeship of several years, he was given the opportunity to open his own bar.

11) Baldric the Scribe

Male Human Barkeep (Lawful Neutral)

Baldric is a middle-aged man with the typical looks and physical build of a scholar and a scribe. He is pale and skinny and has a soft and kind face. He has a long and pointed nose, jutting out from a pair of small round glasses. He wears the traditional attire of a scribe - a black suit with a white shirt. He always carries a satchel with him.

Baldric runs The Quiet Jack. It is a small quiet inn located in a quiet part of town. It has a small quiet courtyard around it. Baldric is a very quiet, very approachable man. He is a consummate listener and a talented storyteller.

His inn is a popular place for travelers to stop for a good quiet drink. Baldric is a quiet man who never raises his voice. He is a man of few words and seems to have a little secret behind every word he does say.

It is rumored that the mustached man who looks like him is an imposter, but no one can be sure. They are, however, never seen in the same room together.

12) Ralond

Male Halfling Barkeep (Chaotic Good)

Ralond is a clean-shaven halfling with a wrinkled face and a round belly. He is completely bald with a tanned complexion. He wears an apron and a t-shirt with the sign of the tavern on it.

Ralond owns The Blue Hand. It is a filthy place with an unkempt bar. The only thing that looks clean is the bar itself. It is always occupied by many rough looking characters, brawlers and drunkards. Ralond is a funny halfling who loves a good song.

His place is a place of relaxation and amusement. It is a place where people enjoy the simple pleasures in life - drinking, dancing and laughing. Ralond is a loving man who loves to entertain people.

13) Gromgar the Stout

Male Dwarf Barkeep (Lawful Good)

Gromgar is a kind, strong and noble looking dwarf with a thick, red beard. He always wears a heavy gold necklace with a medallion on it.

Gromgar is a paladin in a paladin order known as The Order of the Earthen Fist. He is a barkeep by day at his tavern - The Juicy Apple - and a crusader of good by night.

His tavern is a safe place for people of all races to come together and enjoy good drinks and good food. He runs the tavern straight and efficiently.

He keeps it clean and he charges fair prices. He sees his job as a tool for spreading good among the people of the city. He is motivated by goodness. He is a powerful warrior by day, but at night his crusader urges transform him into a formidable foe of evil.

If he sees evil, he will fight it with every fiber of his being. If you are good, you are safe in his tavern, but if you are evil, beware, for wrath of the righteous will come swift and merciless.

14) Folgthor Zumgum

Male Dwarf Barkeep (Lawful Neutral)

Folgthor is a strong, whiskered old dwarf. He has a long brown beard that reaches all the way down to his chest, and a pair of bright green eyes. His posture is hunched, but his eyes and his smile show that he is a kind and cheerful old man. He is always tipsy and he always has a full mug of ale in his hand.

Folgthor is a retired adventurer who runs a tavern called The Singing Fist. He is always trying to talk people into joining his adventuring party. He is a fighter and a brawler and he wants to explore the world and make a name for himself.

He has a lot of money and he is willing to pay good money for good adventurers. He is motivated by the thirst for adventure. Folgthor was once a great adventurer.

Forty years ago, he and his adventuring party plundered and explored their way through the dungeons. They were eventually all killed, except Folgthor. 

15) Tonda Tuffelhouser

Male Halfling Barkeep (Chaotic Neutral)

Tonda is a dirty little man with a poorly kept moustache. His gray eyes are always covered by a pair of tiny round spectacles. He wears a dirty apron and a pair of sandals. His clothes are always dirty and full of holes.

Tonda owns The Barkeep's House. It is a place of alcoholic debauchery and wild parties. It is a good place to find a fight, to find a lover or to find both. It is a great place to find an adventure.

Tonda is a mean and wily old man who loves drinking and loves getting drunk even more. He is a lecherous little man, and he has a very twisted sense of humor.

16) Ugo The Lazy

Male Half-Orc Barkeep (True Neutral)

Ugo is a tall, strong and muscular looking man with a shaved head and a dark complexion. He has a stubble beard that looks like it has been sliced off with a sword.

Ugo runs The Morning Brew. It is a small, nondescript tavern in a nondescript part of town. He charges fair prices and keeps a clean house. Ugo is a lazy man who loves to sleep. He loves to party with his patrons, but he loves to sleep even more. He is a good cook, a good businessman and a good fighter, but he is a lousy leader. He is a coward and a slacker, but he is a kind and gentle soul. 

17) Torrek

Male Human Barkeep (Lawful Neutral)

Torrek is a tall, dark-skinned man with a shaved head and a rough beard. He has a big wide nose with a bulbous tip.

Torrek runs The Silver Dagger. It is a small tavern located in a back alley in a shady part of town. It is a good place to find a fight, a good place to find a lover or a good place to find both. He is a tough looking man with a soft heart. Under that rough exterior, he is a noble soul, albeit a foul-mouthed one.

18) Otis

Male Dwarf Barkeep (Chaotic Neutral)

Otis is a short, stocky looking man with a shaggy beard. He has large hands and big feet. His nose is big and bulbous. He has a bald head and small ears.

Otis runs The Axe & Tankard. It is a small tavern located in a dingy part of town. Otis is a cheerful soul who loves to play games. He is a card shark, a dice cheat, an arm wrestler, a tapper, a tumbler, a dancer, a storyteller, a juggler, a singer, a poet, an artist, a charlatan, a thief, a liar, a forger, a grifter, a mountebank, a snake-oil salesman, a racketeer, a flim-flam man, a trickster, a jokester, a prankster, a cut-up, an oddity, a merrymaker, a practical joker, a prankster, a quipster, a punster, and a good friend. He will always be telling stories about his bar business.

19) Kendra Spades

Female Human Barkeep (Lawful Neutral)

Kendra is a middle-aged woman who is a teamster by profession but is a barkeep by passion. She is a small woman with a lean body and a friendly face. She likes to wear a wide brim hat and a pair of gloves.

Kendra works as a teamster by day. In the evening, she runs The Clarion. It is a small tavern that is a safe haven for all types of people, from highly noble to highly criminal. It is a decent place where people can have an enjoyable time without getting into trouble. Kendra sees taking care of her patrons as a sacred duty and she will do everything she can to protect them from harm, even if it means losing money or business.

20) Hammur Hammerthorn

Male Dwarven Barkeep (Neutral Evil)

Hammur is a bald dwarf with a missing eye. He has a scar on his forehead and his beard is short and brown.

Hammur works as a go-between for the local thieves' guild and the local merchants. He is gregarious, but only to the extent that he increases his standing in the thieves' guild. Hammur is an aggressive sort who would kill you as soon as look at you, if he has to. But he would do it smiling because he does not look at his job as killing people, but as providing a valuable service. He runs a tavern called The Dead Troll. It is a rough tavern, but it has an even rougher clientele. 

.


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) Henry Hostetler

Male Human Warrior (Chaotic Good)

Henry is a tall man standing about six and a half feet tall and he has a fair complexion. His eyes are a deep brown and his hair is a dark brown. He has a square jaw and a ruddy complexion. He is a little overweight and has a fast pace about him. He wears leather armor and wields a longsword.

Henry is all about having fun with his life. He’s never met a bottle of ale he couldn’t be friends with. He’s constantly talking up the game at the gambling table. Henry never backs down from a fight. If the game is not to his liking, he’ll take his leave. He’ll not spend time gambling with fools.

His favorite weapons are his longsword and his crossbow. He loves to take an enemy out with that crossbow of his for a surprise attack. He’ll never kill a foe, but he loves to inflict pain on a foe that deserves it. If approached by players, Henry will give themmany suggestions for fun. He’ll gamble with the players and drink with the players. He’ll be a fast friend.

2) Griselle

Female Human Rogue (Chaotic Neutral)

Griselle stands about five feet and five inches tall with a very lithe body. Her eyes are a deep blue and her hair is a deep blonde. She has a fair complexion and a large bust. Her lips are full and she has a great smile.

Griselle loves sword fighting and is very skilled at it, but doesn’t always kill her foes. She uses poisons and a dagger for a weapon. She loves to sneak up on enemies and assassinate her foes. When she is not at a tavern she can be found in a dark alley making people disappear. The city watch knows better than to look for her. If approached by players, she will flirt with them and take their money at the gambling table. She is a very good cook as well as a very good swordswoman. She is a very good performer as well as a very charismatic person.

3) The Hook

Male Human Rogue (Chaotic Evil)

The Hook is a tall man standing about six feet four inches tall and has a very rugged and handsome appearance. His eyes are a blood red, and his hair is a blonde. He has a fair complexion and an exceptionally large nose.

The Hook is the top enforcer for the local thieves’ guild. He’s sent to the tavern to look for possible recruits for the guild. He’s often looking for adventures and may offer gold and other fortunes to any who can take him down.

The Hook will settle for no less than your sword and ring. He’ll not wait for your answer to his question. He believes in actions and not words.

4) Shandra Gabel

Female Human Barbarian (Chaotic Neutral)

Shandra stands about six feet tall, and she has a very fair complexion. She has a ruddy complexion. Her hair is a red-orange and is worn in braids. She has a very muscled body with a large bust. She has a good sense of humor and loves a good story.

Shandra is a tribeswoman from the southwest, she’s come to the city for a reason she keeps to herself. She’s an incredibly good dancer and a skilled archer. She’s a great drummer and a particularly good lover with a very alluring voice.

She loves a good fight and may challenge a PC in a friendly way to a friendly but bloody contest that will include a lot of wrestling and wrestling holds. She’s a good person to have on your side when trouble comes. She’s often in trouble from killing roaming monsters in the wild.

If approached by players, she may try to push them into a fight in a friendly way. She’ll flirt and play with her weapons and use them as props in her story telling.

5) Dakhra The Wood Elf

Female Elf Assassin (Chaotic Evil)

Dakhra is a tall, slender woman standing about five feet 11 inches tall and has a very lithe body. She has a fair complexion and a small bust. Her eyes are a deep brown, and her hair is a dark brown.

Dakhra is a bounty hunter and assassin. She’s looking for her next target and will accept any offer to kill a target and any other offer as to what to do with the target after she’s done with them. Dakhra is very agile, and her preferred weapons are her twin daggers.

She is very skilled as an assassin and as a hired killer. She’s incredibly good at her job and she’ll not kill a friend if she can avoid it. She’s a very skilled warrior, and she is very arrogant and tends to dislike anyone who is not like her and like herself. She doesn’t care if she must kill a friend, because she believes it’s just business.

6) Hoary Horace the Third

Male Elf Ranger (Lawful Neutral)

Hoary stands about six feet tall and he has a very lithe body. He has a fair complexion and a square jaw. His eyes are a deep gold and his hair is a dark red.

Hoary is a Ranger who is looking for his next target to hunt and slay. He’s actually friendly, and he will help them fight any foes they encounter if they ask. He’s a very skilled hunter and tracker and he’ll aid the party in tracking and hunting.

He’s very good with a bow and he’s often seen in the woods outside the city. He loves the woods and is good at living in the wild. He’s very friendly to all he meets. Anyone who’s evil will soon learn that when he’s in the woods he kills all evil creatures.

7) Olen Rastrunk

Male Human Fighter (Lawful Good)

Olen stands about six feet tall and he has a very rugged appearance. He has a square jaw and a fair complexion. His eyes are a deep brown.

Olen is a soldier in the local city guard. He’s looking for his next adventure to test his skills. He’s seen most of what the city holds. He’ll give his information about the city if asked. He’ll help players with whatever they need if they are in need.

He never accepts gold from anyone, but he does expect to be paid after he’s done his job. He’s very loyal to the city and also to the church of the north. If approached by players, he’ll give them any information they want about the city. He’ll do his job protecting the city, but he’ll always help the players if he can.

8) Jaldus Cuthbert

Male Human Wizard (Lawful Good)

Jaldus is a tall man standing about six feet tall and has a fair complexion. He has a large nose and his eyes are a deep blue. He has a fairly muscular body.

Jaldus has come to the city to study. He wishes to study the powers of the gods up close. He’s also studying black magic because he believes the gods need to know its power so they may prepare for it. He hopes to find a portal to a realm of evil so he may be offered a chance at serving the dark gods.

He’ll let players know what he’s doing in the city, if asked. He’ll warn players of the dangers of the city, if asked. He’ll help them if they are in need, if he can. He has come to the city to study things that most people fear. He accepts gold, but he does not like clerics. He thinks evil is good.

9) Dara Barden

Female Human Wizard (Lawful Good)

Dara stands about five feet seven inches tall and has a fairly muscular body. She has a fair complexion and green eyes. She has brown hair that is long and shoulder length. She has a great smile and she’s very friendly.

Dara is a high-level wizard who has become bored with her home. She’s looking for a dungeon to explore. She’s also looking for a cause to fight for. She’s looking for something to do. If approached by players, she will offer her services to the party. She’ll teach magic to players if asked. She’s very friendly and loves to talk about magic. She’ll flirt with any man who’s interested in her. If a PC takes an interest in her she’ll ask him about his life and become a great friend. She’s very good with elemental magic.  

10) Harold of the Mountain

Male Dwarf Fighter (Lawful Good)

Harold stands about five feet four inches tall with a very stocky build. He has a very broad build. He has a fair complexion and a light brown beard. His eyes are a light blue.

Harold has come to the city to seek out something evil. He’s looking for a temple to an evil god. He’s looking for a powerful wizard. He’s looking for the artifact that will allow him to reach these goals. He’s very impatient. He has a bad temper.

If attacked, he’ll attack back with no hesitation. He respects fighters. He’ll try to buy things from people so he can resell them for a profit. He’ll do the dirty work, but he’s not good at reading people. He’ll ask players to join him if they seem strong enough. The party will have no problems with the guards if he’s with them.

11) Latos

Male Human Paladin (Lawful Good)

Latos stands about six feet two inches tall with a large build. He has a fair complexion, and his eyes are a deep blue. He has long brown hair that’s shoulder length. He has a beard with a mustache. He has a scar on his right cheek.

Latos has come to the city to free the slaves from the slavers. He wishes to end slavery in the city. He’s been in the city for a month but has been unsuccessful. He knows the slavers are in a warehouse on the north side of the city.

He thinks a magic weapon is the solution to the problem. He knows a human wizard in the city likes money. Latos will help the party in any way he can. If asked about the slavers, Latos will tell the party about them and ask for their help.

12) Lila

Female Elf Ranger (Lawful Good)

Lila is a half-elf with a fair complexion and a slender build. Her eyes are a deep green. She has auburn hair that is shoulder length. She has a knife scar across her face.

Lila has traveled for ten years in the human lands. She’s traveled all over. She’s looking for adventure. She’s looking for something to do. She’s looking for something evil to fight. She’ll help the party if they’re in need.

She doesn’t like wizards. They always want something from her. She knows a little bit about a lot of things, but she’s not particularly good at reading people. She’ll flirt with every man who is interested in her. She’s a very friendly person.

13) Minos

Male Human Monk (Neutral Good)

Minos is a short man standing about five feet five inches tall with a thin build. He has a fair complexion, and his eyes are a light blue. He has a brown topknot and a matching thin beard.

Minos is a member of a group of monks who have pledged to eradicate evil from the world. He has come to the city looking for evil. He’s also looking for someone to train him. If players ask him about his group, he’ll tell them they’re in another town, looking for an evil wizard.

He’ll tell players he’s looking for this person who lives in the city. He’ll warn players of the dangers in the city. He’ll ask the players what they know about the city. If told there’s an evil wizard in the city, he’ll go alone to find the wizard’s lair.  

14) Nora

Female Human Bard (Lawful Good)

Nora is a tall woman standing about five feet eight inches tall with a slender build. She has a fair complexion and blue eyes. She has deep brown hair that’s shoulder length.

Nora is a traveling bard who is working on a new set of songs detailing the adventures of a party of adventurers known as the “Adventurers.” She is very friendly and polite. She’s never without a smile and she always has a song ready. She’ll tell players about the Adventurers and ask if they’ll sing a song or tell a story.

She loves to talk and talk about anything. She’ll ask the party for permission to sing of their adventures. She doesn’t like elves and thinks dwarves and humans and halflings and gnomes and half-elves and half-orcs and some of the other races and species are all the same.

15) Ulf

Male Half-Orc Fighter (Lawful Good)

Ulf stands about six feet three inches tall with an extremely broad build. He has a fair complexion, blue eyes, and long black hair that’s shoulder length. He has a large nose. He has a long, thick, black beard.

Ulf has come to the city looking for adventure. He’s looking for evil. He’s looking for anything dangerous. He’s looking for something to do. He’s looking for glory. He’s earned his place in the hall of heroes by destroying the slime pits of Skull Crag.

He’s looking for another quest like that one. He’ll ask the party what they know about the city. He’ll humor the party in silly matters if they’re in need.

His friends love him very much. If they’re in need, he’ll help them in any way.

16) Yennifer

Female Shifter Druid (Lawful Good)

Yennifer is a tall woman standing about six feet two inches tall with a very slender build. She has a very pale complexion and auburn hair that’s shoulder length. She has a long white scar that runs down the right side of her face.

Yennifer has come to the city to stop the dragons that are attacking the frontier lands. She knows that the druids in the city are trying to stop the dragons. She asks players to help her in doing this. She’s friendly and very polite. She’s very eager to help the party in any way she can.

If asked why she’s in the city, she’ll say her people are in the city. She’ll tell players about the druids in the city. Yennifer will protect any member of the party in need. She loves the natural world and the animals that live there.

She’s sick of towns and cities. She’s ready to leave the city for good. She’ll use magic to help people. She loves nature and hates people that harm it. She’ll use magic to help people. 

17) Zoey

Female Half-Elf Assassin (Chaotic Good)

Zoey is a tall woman standing about five feet ten inches tall with a slender build. She has a fair complexion, brown eyes, and black hair that’s shoulder length. Her long, thick, dark brown hair is tied back tightly. She has a round, pointy nose and a long, thin, wide mouth.

She’s here on a mission to catch the Black Rose and bring them to justice. She’s very interested in meeting any member of the party. She’ll flirt with them and try to win them over if they’re male. She’ll tell the party that she’s on a mission to catch Black Rose and bring them to justice.

She’ll ask the party if they know anything about the Black Rose. If they don't, she will be disappointed. If they do, she’ll offer to pay for the information, including their whereabouts. She does not trust the Black Rose.  She has killed three of the Black Rose already. 

18) Hunrence the Fat

Enormous Male Ogre Barbarian (Chaotic Evil)

Hunrence is the size of a small horse. He has a large nose and tiny eyes. He has a wide mouth and small, sharp fangs. He has a smooth, bald head and a tiny beard.

Hunrence moved to the city to look for more food and better accommodations. He’s looking for a tavern or establishment that he likes. He wants to stay in the city and enjoy the fine eating and drinking establishments. He wants to talk to the party and learn about them and their lives.

He’s extremely interested in their stories. If asked about himself, he’ll say he’s from the mountains. He’ll say he’s a berserker that lives in a cave. He’ll tell the party that he has a bear as a pet. He’s a very social creature. He’s an incredibly happy creature. 

19) Olon Oldstream

Male Human Sorcerer (Lawful Good)

Olon is a tall man standing about five feet eight inches tall with a very slender build. He has a round, shaved head and a large, long, sharp nose. His face is clean-shaven.

Olon is from a coastal city originally. He won't hesitate to tell anyone that listens how his old city - Humhred - is the best city in the lands. Soon after the party meets him, Olon will explain to the party that he left because he kicked out a corrupt warlord and his cronies and has been running ever since.

He'll explain that he is wanted in his home-city and that he's working on building a new city and land wholly and separate from the old. He'll say that the only problem with the kingdom is the fact that it wasn't planned entirely correctly and that he has the chance to fix it. He'll explain that he has a standing army of 4,000 strong. Most of what he says is a lie in one way or another.

20) Jameses McManus

Male Human Fighter (Lawful Good)

Jameses is a tall man standing about five feet ten inches tall with a very muscular build. He has a fair complexion, blue eyes, and medium-length brown hair. He has a round, bald head.

Jameses is a young man that goes from tavern to tavern to win as many arm wrestling contests as he can. He loves wrestling, drinking, and fighting. He loves a good fight. He’s always on the go. When players first meet him, he’ll ask them to participate in an arm-wrestling contest.

He’ll invite them to take part in a wrestling match. If players refuse, he’ll ask again after a night spent in the tavern’s bar. He's wearing a set of bracers that give him +4 to his strength, and he's quite good at arm wrestling.


Names

Human Names

Male Human Names

	Drevesh Dillan 
	Alwyn Dreveshe 
	Osmund Ober 
	Hershel Enneta 
	Ennet Galen 
	Slyel Malual 
	Kai Hyrar 
	Galt Lucelle 
	Harding Brenten 
	Brentan Sheldus 
	Griffen Davor 
	Alwyn Ryrie 
	Virge Ogden 
	Lythy Sertrylle 
	Racquo Cyne 
	Parn Fykke 
	Obald Khaly 
	Ryre Solinden 
	Solindir Sheldus 
	Tobar Kerrich




Female Human Names

	Eowyn Fallowfield 
	Constance Munroe 
	Lilian Morris 
	Morwenna Star-Fire 
	Hazel Cacophony 
	Demeter Duncan 
	Cynthia Bell 
	Delora Ophelia 
	Julia Ravendel 
	Marjorie Frostshard 
	Isabelle Maple 
	Jenna Goss 
	Ida Pike 
	Meredith Bellwether 
	Larkspur Bramble 
	Calla Frostshard 
	Clarissa Stoutheart 
	Kitty Frostbine 
	Emma Wildheart 
	Bailey Limelight 


Centaur Names

Male Centaur Names

	Rhial Silverleap 
	Ben Templer 
	Dusk Ember 
	Irmo Chronosword 
	Williams Reflection 
	Kelaino Silverhoof 
	Varris Starblessed 
	Earendil Windrunner 
	Riddle Twilight 
	Helcrest Fellstar 
	Vanyar Moonrunner 
	Uriel Horse-watcher 
	Forlong Crystalhoof 
	Hithrandir Longstride 
	Susan Sunwalker 
	Feanor Fellhoof 
	Rusty Starstrider 
	Saeros Lofty-sun 
	Ralphie Xis 
	Farador Silverhoof 


Female Centaur Names

	Iria Lightwalker 
	Ten Sunlight 
	Bukai Starlord 
	Shoeva Flowingstorm 
	Kaela Twilightwing 
	Tya Mooncaller 
	Astra Starwhisper 
	Astra Duskdancer 
	Aurielle Sunrise 
	Rass Starbreeze 
	Yuni Silversong 
	Weissana Moonhigh 
	Shi Morningchaser 
	Sylva Starfall 
	Lira Flowingvoice 
	Briar Duskbanner 
	Luna Ironstrider 
	Mya Highfire 
	Zarya Starchaser 
	Heena Dawnchaser 


Dungeon Names

	The Grave of Unending Death 
	The Demonic Abyss of the Horned Beast King 
	The Secret Vault of the Elven Princess 
	The Palace of the Great Elemental 
	The Silent Caverns of the Orcish Sorcerer 
	Frozen Tower of the Liche Magician Matthias 
	Ruins of the Zombie Lord Z'xuul 
	Lost Lair of The Lone Merchant 
	The Wizards' Tower of the Elven Queen 
	The Cursed Crypt of the Undead King 
	Citadel of the Jungle Prince Q'xuul 
	The Royal Keep of the Horned Raptor 
	The Black Tower of Draconic Knowledge 
	The Palace of the Squire of Luxury 
	The Catacombs of The Covered Hand 
	The Tower of the Skeletal Wizard 
	Dark, Bottomless Caves of the Fallen Kings 
	The Bottomless Pit of the Undead Princess El'qurrah 
	Lost Tomb of the Celestials 
	The Howling Caverns of the Corrupted Dark Elves 


City Names

	The City of Mages, Silverymoon 
	Blackcove 
	New St. Lelix 
	Kamu, City of Glass 
	Marideth 
	Argos 
	Acheron 
	Arnhem 
	Larn 
	Spire 
	Scarwall 
	Twilight's Hope 
	Yanagidama 
	Forward 
	Rivenshore 
	Marshdock 
	Chondath 
	Habbakuk 
	Nergal 
	Trademeet 
	Nest, the City of the Flock 
	Talar 
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Items Found in a Bandit Camp

This is a list of 100 items players can find in a bandit camp.

This is a list of 100 interesting and detailed items found in a bandit camp. It is for a fantasy tabletop RPG like D&D or Pathfinder.

1) A leather pouch containing 2d4 gold pieces and a brass key.

2) A rusted dagger that has sentimental value for one of the bandits.

3) A silver goblet that was taken from a rich noble's house.

4) A brass flute that plays well. It is valuable because it can be sold to a collector.

5) A crude map of the surrounding area that was left behind by the previous camp owner.

6) A quiver of 2d12 iron-tipped arrows that are well-used.

7) A small wooden chest filled with 2d20 gold pieces.

8) A crudely made crossbow with a broken string.

9) A bundle of 2d4 torches.

10) A small bottle filled with poison.

11) A necklace with a pendant made from a large red gem worth 2d20 gp.

12) A small goatskin sack filled with healing herbs.

13) A crudely carved figurine representing one of the bandit's ancestors.

14) A sack filled 2d10 feet of rope.

15) An ornate dagger in a finely made wooden sheath with a silver handle.

16) A pair of gnome-sized wooden shoes.

18) A piece of parchment with a list of the bandits' targets, including Lord X and Lady Y.

19) A sturdy coil of hemp rope. (50')

20) A bowl carved from an enormous seashell, which holds 1d4 gallons of water.

21) A pair of leather gauntlets.

22) A pair of wooden toy soldiers, painted green and brown.

23) A length of rope that is used to choke victims and then hang them.

24) A small silver box that contains a lock of hair.

25) A gorgeous fur cloak, taken from a nobleman's wife, that is worth 2d4 gp.

26) A bundle of short arrows (2d12+10) with silver tips.

27) A bundle of hideously twisted torture devices, such as thumbscrews, manacles, hooks, pincers, etc.

28) A small bag containing 1d6 rations.

29) A small silver statue of a dwarf.

30) A bundle of 3d6 torches.

31) A small sack containing 2d4 gold pieces and a pouch containing 1d4 silver pieces.

32) A wooden box containing a scattering of gems (1d4 pearls worth 10 gp each, 1 diamond worth 100 gp, 1 ruby worth 2 gp, and 1 emerald worth 10 gp).

33) A fine metal chain with a pouch attached. The chain is worth 2 gp and the pouch contains 1d6 silver pieces.

34) A brass brazier (for cooking).

35) A small bottle filled with blue dye.

36) A large round wooden shield, painted black.

37) A pair of leather boots.

38) A crate of 2d10 apples.

39) A coil of 3d4 feet of rope.

40) A black leather bull whip.

41) A basket of 2d4 red apples.

42) A sack of 2d4 yellow apples.

43) A barrel of 2d4 green apples.

44) A book titled "How to Rob the Rich and the Poor by Josiah Mears."

45) A small wooden chest containing the silverware of a nobleman whose house was robbed. Players attempting to fence the items might get caught.

46) A bottle of fine imported wine from the elven lands worth 100 gp to the right buyer.

47) A polished brass spittoon

48) A large wooden chest that was filled with grain before the bandits moved in. There's a few kernels on the bottom, but it's mostly empty.

49) A bundle of wooden rods used to make arrows.

50) A large ceramic jug filled with water.

51) A bundle of fishnets.

52) A small collection of herbal remedies.

53) A small bag of feathers, which are used for arrows.

54) A woolen blanket.

55) A small sack containing 1d4 pieces of chalk.

56) A small sack containing 1d4 pieces of charcoal.

57) Three dusty bottles of cheap wine.

58) A small bag containing 2d8 dragon's teeth.

59) A small leather bag containing 1d6 handfuls of grass seed.

60) A small wooden chest containing fine chain mail armor of medium human size.

61) A rug made of brightly colored animal skins.

62) A tiger-skin rug worth 2 gp.

63) A skinned sheep. The meat has gone bad.

64) A bundle of 2d8 wooden poles.

65) A wooden chest containing 2d8 wooden stakes.

66) A small sack containing 5d8 silver pieces.

67) A large bundle of herbs.

68) A bundle of 5d8 wooden stakes.

69) A small wooden chest containing 3d6 scraps of parchment.

70) Fourteen tiny stone idols, each carved to represent a different, strange creature.

71) A large wooden chest containing a dozen hungry and trapped weasels.

72) A bundle of torches.

73) A large wooden box containing a half dozen turtles.

74) A small wooden chest containing 2d8 pieces of chalk.

75) A bundle of 2d6+4 well-made spears.

76) A pair of wooden toy soldiers, painted black.

77) A well-made wooden horse about a foot high.

78) A leather sack full of silver coins (2d20).

79) A large wooden chest containing 2d4 wooden practice swords.

80) A pile of 2d4 wooden shields.

81) Several loaves of fresh bread.

82) A barrel full of pickles.

83) Two dozen well-made arrows.

84) A box of flints and steel.

85) A box of 2d12 candles.

86) A small wooden chest containing 2d4 silver pieces.

87) A small wooden chest containing 2d4 gold pieces.

88) A small leather pouch containing 2d4 pieces of chalk.

89) A small wooden chest containing 2d12 gold pieces.

90) A book titled "Tales of the Bandit's Life" by Hugo the Hobo.

91) A wooden box containing 1d4 metal mugs.

92) A bag of strange herbs.

93) An assortment of bows. There are six short recurve bows with various carved designs, one long recurve bow, three short compound bows, one long compound bow, and a strange double recurve bow that looks to be made of bone.

94) A wooden chest containing 2d8 glass bottles.

95) A large wooden chest containing 2d8 clay bottles.

96) Five wooden crates containing full of apples. There are 1d10x10 red apples, 1d10x10 yellow apples, and 1d10x10 green apples.

97) A large barrel of salted fish.

98) A wooden barrel full of 2d12 pounds of apples.

99) Three identical books titled "How to Sell the Bandit's Life" by Hans the Halfling.

100) A small wooden chest containing 2d8 gold pieces and a pouch containing 1d4 silver pieces.


Items Found in a Dwarven Mine

This is a list of 100 items you can find in a dwarven mine.

1) A ruby the size of a human male fist. It's worth 2d10x100 gold.

2) A wooden barrel full of oil made from boiled dragon fat.

3) A jeweled goblet. It's worth 3d10x100 gold.

4) A sun dial that tells what time of day it is and the month and date with +3 to the roll to read the device.

5) A copper box. Inside it is a copper key.

6) A book titled "Dwarven Histories and Legends"

7) An ax with a stone that looks like jade embedded in the hilt. It's worth 420 gp.

8) A book titled "Beasts of the Beyond" by a dwarven author named "Belschorq the Tyrant"

9) Three piles of human skulls, each pile has 50 skulls.

10) A pile of humanoid bones.

11) A leather bag with 1d10x100 gold pieces in it.

12) A leather bag with 1d10x100 silver pieces in it.

13) A pile of humanoid bones. One humanoid skeleton is dressed in a fur cloak and has a set of jewelry. The jewelry is a gold ring, a silver ring, a copper ring, a gold earring, a silver earring, a pendant, a copper broach, a gold bracelet, a silver bracelet, a copper bracelet, and a copper chain. The jewelry is worth 100 gp.

14) A bronze barrel full of oil made from boiled dragon fat.

15) A crown made of gold and embedded with a red ruby. It's worth 2,000 gp.

16) A wooden barrel full of dwarven mead.

17) Three barrels of salted meat.

18) A wooden box containing 1d10x100 gold pieces.

19) A wooden box containing 1d10x100 silver pieces.

20) A wooden box containing 1d10x100 copper pieces.

21) A set of books titled "The Tales of the First Dwarves"

22) A wooden box containing 1d10x100 platinum pieces. The box weighs 1 pound. The box is magic and will always weigh one pound no matter what's put into it.

23) A set of books titled "The Updated Stories of the First Dwarves" by Aren Rockseeker

24) Thirteen barrels of dwarven mead. 

25) A set of bone dice with a dwarven rune on them in place of the number 1.

26) A small chest. Inside it is a silver chain necklace with a gold chain pendant. The chain is worth 520 gp. The pendant is worth 1,000 gp.

27) A wooden barrel full of dwarven rum.

28) A bag with several jade arrowheads. Each arrowhead is worth 10 gp.

29) A small chest. Inside it is a dwarven axe with a ruby embedded in the hilt. It's worth 2,500 gp.

30) A wooden barrel full of dwarven wine which is actually whiskey.

31) A beautiful set of dwarf-sized gauntlets made from gold and silver. They give +1 to attack and damage when used in combat.

32) A bronze barrel full of dwarven rum.

33) A wooden barrel full of dwarven ale.

34) A large wooden chest. Inside it is a dwarven longsword with a diamond embedded in the hilt. It's worth 2,500 gp.

35) A dozen wooden crates filled with hammers, chisels, and other mining tools.

36) A set of books titled "The Dwarf Cookbook"

37) An old shirt. It's made from fine silk and gives +1 to AC when worn.

38) A bronze tablet with dwarven runes etched into it. The tablet is worth 300 gp.

39) A wooden barrel full of dwarven rum.

40) 2d10 wooden barrels full of dwarven ale.

41) A pile of 1d10x100 gems. Each gem is worth 2 gp or less.

42) A wooden barrel full of dwarven ale.

43) A wooden chest with dwarven runes etched into it. Inside the chest is a dwarven axe with a sapphire embedded in the hilt. It's worth 2,000 gp.

44) A beautiful dwarven hat made from silver and gold. The hat gives +1 to Constitution when worn.

45) A fine dwarven dagger with a diamond embedded in the hilt. It's worth 1,000 gp.

46) A bronze barrel full of dwarven ale that has gone bad and smells horrible.

47) An old, brown cotton shirt. It gives +1 to Wisdom when worn.

48) A book titled "How to Talk to Halflings" by a dwarven author named "Glimrrbak the Wise"

49) A wooden barrel full of dwarven ale.

50) A sack full of dwarven gold pieces. The sack weighs 2 pounds and is worth 1d10x10 gold pieces.

51) A set of wooden crates and barrels filled with various farming and garden seeds and supplies.

52) A small chest. Inside it is a dwarven cloak that has a silver clasp and is worth 1,000 gp.

53) A small statue made of ivory depicting a dwarf, halfling, and elf working together on a project.

54) A brass statue about five feet high that shows a dwarf holding a spear and shield.

55) A huge pile of 1d10x1000 gold pieces. They are all super light and counterfeit - not really gold.

56) A bronze barrel full of cooking oil.

57) Three sets of dwarven clothes and boots and a dwarven shield.

58) A huge pile of 1d10x10 gold pieces. They are all super heavy and real gold.

59) A wooden chest with a dwarven lock on it. Inside the chest is a dwarven battleaxe with an emerald embedded in the hilt. It's worth 2,000 gp.

60) A wooden chest with a dwarven lock on it. Inside the chest is a dwarven helmet that has a sapphire embedded on the top. It's worth 3,200 gp.

61) Several sturdy dwarven tools. There are 2d10 pickaxes, 2d10 crowbars, 2d10 hammers, and 2d10 shovels.

62) A wooden chest with a dwarven lock on it. Inside the chest is a dwarven waraxe with a jade embedded in the hilt. It's worth 2,000 gp.

63) A wooden chest with a dwarven lock on it. Inside the chest is a dwarven mace with a ruby embedded in the hilt. It's worth 2,000 gp.

64) A wooden chest with a dwarven lock on it. Inside the chest is a dwarven morningstar with a sapphire embedded in the hilt. It's worth 2,000 gp.

65) Seventeen highly polished dwarven axes.

66) Two shields with a dwarven rune engraved on each of them. The shields are worth 200 gp each to a collector.

67) A wooden barrel full of elven wine.

68) Two broken dwarven axes embedded in a stalagmite.

69) A leather-bound book with an etching of a dwarven rune on the cover. The book is worth 1,000 gp. The book is called "Legends of Seven Dwarves"

70) The skull of a giant boar.

71) A sturdy dwarven hammer.

72) A pile of broken arrows.

73) Two pairs of gauntlets made from leather and steel. They give +1 to attack and damage when used in combat.

74) Two large leather sacks full of wheat.

75) A book of songs titled "The Songs of the Dwarven Miners".

76) A bronze tablet with dwarven runes etched into it. The tablet is worth 200 gp.

77) A bag with several silver arrowheads. Each arrowhead is worth 3 gp.

78) A wooden chest. Inside it is a dwarven warhammer with a green stone embedded in the hilt. It's worth 2,000 gp.

79) A book of songs and poems and plays titled "The Songs and Poetry and Plays of the Dwarven Miners".

80) A small statue of gold that depicts a dwarf swinging a hammer. It's worth 200 gp.

81) A bag with 42 gp. It has the word "Lucky!" painted on the side in yellow.

82) A silver platter with two golden goblets. The platter and goblets are worth 500 gp.

83) A sack with 2d8 rune stones. Each stone is worth 10 gp.

84) A dwarven hammer with a broken handle.

85) A leather sack, empty.

86) A box of flint and steel.

87) A leather sack with a dozen silver daggers. Each dagger is worth 2 gp.

88) Seven iron arrowheads.

89) A spear with a wooden handle and a rusty steel head.

90) A sack with a dozen golden daggers. Each dagger is worth 4 gp.

91) A golden plate worth 100 gp.

92) A box with 10 ingots of gold. Each ingot is worth 100 gp.

93) A shiny silver plate worth 5 gp.

94) A pair of metal tongs.

95) A small wooden shield.

96) An anvil.

97) Two anvils with one of them  being broken in half.

98) A leather pouch with a dozen gold rings. Each ring is worth 10 gp.

99) A dull dwarven axe that is cursed. Anyone who picks it up suffers a -1 penalty to AC until Remove Curse is cast.

100) A small glass box with a dead beetle inside.


Random Mountain Encounters

This is a list of 100 non-combat random encounters for players in a mountain setting.

1) The path ahead narrows. An old man wearing furs and a fur hat turns to face you. He has a short beard, a mustache and a smile. The man's name is Snagles. He is an honest guide. He is resting for a short while. He will be traveling on his own. He will ask you if you need some help. Snagles is willing to travel with you for some distance for a meal and 10 gp. Snagles has some knowledge about the area ahead. If you keep Snagles with you, there is a good chance that nothing will happen on the way to the location. If you do not keep Snagles with you, there is a 25% chance you will lose your way on the way to the location.

2) Overhead, a flock of migrating birds, a colorful array of wildfowl, swoops and banks in a graceful ballet. They will do this for a few minutes and then head off to the north, continuing their migration.

3) An old shepherd is sitting on a large stone. The shepherd has a long beard, long hair and is dressed in peasant clothing. The flock of sheep moves on, heading south. You can attempt to talk with the shepherd for more information about the area. The shepherd is honest, and is very knowledgeable about the area. He can provide you with general information about the area.

4) This area is marked by jagged rocks and fallen boulders. There is a 10% chance that you will cause a rockfall here. A rockfall will block the passageway completely. Every round that you are in this area, there is a 10% chance that you will cause another rockfall here. You will have to climb/jump/fly/etc. over the rocks that fall.

5) A lone wolf is blocking your way. The wolf is old and gaunt. It has a look of desperation in its eyes. The wolf is starving and will run off if not offered food.

6) Two men arguing about an old hunting dog that had been killed by the younger man's arrow. The older man is demanding compensation of 25 sp. The younger man says he is too poor to pay. They stop arguing when they see you. They ask if you are a lawful people and if you will help them with this dispute. If you are lawful, you can help adjudicate the dispute. For this, you are entitled to ask for a favor or two from the younger man. The older man most likely wins the dispute.

7) A short, fat, balding man with a large belly is sitting on a rock. He is pretending to be fishing. If you approach, the man looks up and smiles at you and continues fishing. 

8) You notice a strange bundle lying on the ground. Throwing caution to the wind, you see what it is. It is a cloth sack full of large, white rocks. The sack contains 100 gp worth of moonstones. Moonstones are considered to be semi-precious gems.

9) A tall woman of wild beauty walks along the path. She is wearing furs and leather clothing. The woman wants to sell you a golden hawk, for 10 gp. The hawk is trained to hunt small game. It is worth 1 gp. The woman is honest, but not reliable. If you buy the hawk, she will leave you alone, but if you refuse to buy the hawk, the woman becomes hostile.

10) As you walk along the trail, you hear a faint rumbling. Suddenly, a boulder tumbles down the cliff wall, narrowly missing you. Those who are standing next to the cliff wall must make a saving roll or fall off the cliff. 

11) The sound of running water is heard ahead. You will find a stream here. The stream is about 3 feet wide, knee-deep and very swift. A small tree has fallen across the stream. A male person of about 25 is sitting on the tree. The person is dressed in heavy furs, baggy trousers and high boots. The person is fishing. If you approach, the person looks up at you, grins, puts his fishing pole aside, then pulls himself up across the tree, balancing on it lightly. He tells you not to worry about the tree. The person is an honest fisherman. He will tell you about the stream. You can offer to help him with his fishing. The fisherman is reliable and knows a lot about the area. His name is Roek. 

12) An elderly woman named Shara is hunched over a small fire, roasting a rabbit on a spit for her lunch. If you ask if you can share lunch with her, Shara will be pleased to talk to you. She will tell you that this is the only time of the year that it is warm enough to stay here. Shara knows a lot about the area. She will even point out the nearest den of goblins, the presence of a nearby dragon and the location of a nearby cave complex. Shara is hard of hearing, but for this morning she is feeling young again.

13) A stream tumbles down into a gorge. About 50 feet down, there is a cave mouth. The mouth is dark and the cave mouth is the same size as the mouth of a large dragon. The water of the stream drops over the cave mouth, disappearing into the darkness.

14) A shriek is heard. Suddenly, a huge bird swoops down, its talons extended towards your head. The bird misses you then flies away.

15) You find a cave occupied by a barbarian named Yagak the Stout. Yagak is an old dwarf who has been transformed into a dwarf/orc half-breed by the power of Moradinqah. Yagak is very friendly and is willing to sell you a potion created by Moradinqah for 10 gp. The potion will cure any poison, remove curses and heal any living creature. All you have to do is apply the potion to the creature. Yagak is a reliable character.

16) The sound of music is heard. You will find an old man playing a wooden flute. The old man is dressed in a robe and a hood. The old man is a wizard. He can tell you a few things about the area. The wizard is a reliable source of information about the area.

17) A man has been tied to a pole by his ankles. He is a captured bandit. If you free the bandit he will tell you to run as fast as possible. A group of 2d10 rival bandits will soon come out of the woods and try to capture players if they're helping the other man.

18) There is a group of hunters here. The hunters are armed with bows and spears. The hunters are looking for a hill giant that has been raiding their village. The hunters will ask the players to help them hunt the hill giant. The hill giant will be found by the players and is a fierce combatant. The players will receive 50 gp and the thanks of the villagers. The villagers will also give the characters a good meal and a place to stay.

19) A group of 4 hunters armed with bows and axes. They want the players to help them hunt a bear. 

20) A royal messenger named Meralgo is on a mission. He is searching for the party to give them a gift to give to the king. Meralgo tells the party that the gift is from the king of another kingdom to the king of the local kingdom. He will give the gift to the party to deliver. The gift is a large metal box with a lock. The gift is actually a large bomb. If the party takes the gift, they or the king will be in an explosion. Things could get dicey.

21) A group of hunters are out looking for game. A male dressed in animal skin is sitting on a fallen log. The male wants to sell you his trained falcon for 10 gp. The falcon is trained to hunt small game. The party can purchase the falcon. The falcon will fly away the first chance it gets.

22) A man is running back towards you. He is dressed in ragged clothing. The man is scared out of his wits. He is holding his hands over his head. He is begging for his life. It appears that this man has to be rescued. The man tells you that he was captured by goblins. He escaped, but the goblins are after him. He will tell you that the goblins are behind him. There are no goblins. The man is going insane.

23) Two men are arguing. One man is dressed in ragged clothing. The other is dressed in fine clothes. The poor man is demanding some kind of compensation. The rich man appears to be refusing. The rich man has a commanding air about him. The poor man is being yelled at and is not winning the argument.

24) A horse is tied to a tree with its saddlebags. The saddlebags are full. A group of 2d10 bandits are close by. The bandits are drunk. They come out of the bush and demand the players to hand over the horse and its saddlebags. 

25) A man is having a fit. He is wailing and screaming. He is waving his arms in the air. He is twitching and shaking. The man appears to be having some kind of seizure. If the players get close to the man, the man will try to grab a hold of a player. The man is a ghoul and will attempt to bite a player. The man is loyal only to the lich that created him.

26) A group of 2d10 hunters are hunting. The hunters are searching for wolves. The wolves are located in a nearby valley. The she-wolves are nursing their cubs. The hunters are armed with bows.

27) You see a group of men in robes. The men are waving their arms in the air. They are chanting. There is an altar in the middle of the group of men. The men are priests in the middle of a ritual of Beldaroon.

28) A group of 4 hunters are searching for boar. The hunters are ready to hunt. The hunters are armed with spears. The lead hunter will ask the players to help them hunt the boar. If the players help, they will receive 10 cp and fresh boar meat.

29) A group of 2d10 elven ranger stop the party and ask about their business in the area. The rangers are dressed in leather armor and carry longbows. The rangers are on a mission of patrol duty. They will search the party if they suspect that the party is carrying stolen goods.

30) A tribe of 2d10 cavemen are up ahead. They are wearing furs and carrying clubs. They are a peaceful people. They will not fight. The cavemen will give the players a skinned animal and a skin of water if asked.

31) A group of 2d10 guards are guarding a cage. The cage is filled with 3d10 prisoners. The prisoners are dirty and appear to be rather poor. A local lord or merchant is transporting prisoners to a nearby prison. The players might be asked for help in transporting the prisoners to prison. If the players do help, the guards will tell them where they can get a free meal and a free bed.

32) A group of 2d10 hunters are in the middle of a hunt. The lead hunter is dressed in animal skin and holding a club. The hunters are looking for deer. A group of deer is located in the area.

33) A panther is walking towards the party. The panther is a pet of a local hunter. The panther is not a threat.

34) A group of 2d10 hunters are searching the area for a group of bandits. The bandits were spotted close by. The hunters are dressed in leather armor and carrying clubs and spears. The hunters will ask the players to help them hunt the bandits. The bandits will attempt to steal the hunters horses and will fire arrows at them.

35) A group of 1d10 bandits is getting ready to rob a caravan. The caravan is passing by the area. The bandits are dressed in hide armor and carry short bows and short swords. The bandits will demand the players to hand over any valuables.

36) A group of 1d10 bandits is passing by. The bandits are dressed in hide armor and carry short bows and short swords. The bandits will demand the players to hand over any valuables.

37) A group of 2d10 bandits is hiding in a nearby cave. The bandits are dressed in leather armor and carry short bows and short swords. The bandits will demand the players to hand over any valuables.

38) A group of 2d4+2 halfling bards are practicing for a Battle of the Bands at a nearby village. None of them are very good.

39) Two men are standing in the middle of the road. The men are dressed in rags. The men are holding their hands out. The men are asking for something to eat. 

40) A group of dwarven miners passes by, singing about gold and dragons. The miners are armed with axes and short swords. The miners will ask the players to help them to fight a group of goblins that are threatening their mine. The goblins are in the process of raiding the mine. The players will receive gold and gems for helping the miners.

41) You see a group of 2d10 hunters dressed in animal skins. The hunters are hunting. A group of 2d4+2 wolves are in the area. The wolves are feeding on a deer corpse. The wolves will attack the hunters if they get close to the wolves.

42) Three town-guards are lost in the mountains. They stop the players and beg for help. They are dressed in scale armor and wear short swords. The town-guards are willing to offer the players any reward they want. The town-guards were attempting to capture a group of bandits and got lost. They're in dire straits.

43) You see a man dressed in leather armor and a hood. The man is carrying a backpack and a walking stick. The man is walking quickly and is approaching the players. The man is an escaped criminal. He will beg the players to help him evade the town-guards. The man will offer the players any reward they want.

44) You see a group of 2d4+2 half-elves hunting. The half-elves are dressed in animal skins and carry short bows and short swords. The half-elves want nothing to do with the players. 

45) You see a man dressed in scale armor riding a horse. The man is wearing a sword and shield. His name is Sir Adric. He is lost. 

46) You see a group of 2d4+2 dwarves mining for gold. The dwarves are drunk and singing a song about dragons. 

47) Up ahead, a man in dark robes and a hood is standing in the middle of the road. The man is holding his hands out. He is begging for something to eat. The man's name is Aloysius. He will tell the players that he is a beggar. Aloysius will ask the players for some gold. The players can give him some gold or not. If the players refuse to give Aloysius any gold, he will attack them with magic.

48) You see a group of halfling rogues that are dressed in leather armor and carrying short bows and short swords. The rogues are stealing chickens. A group of 4 halfling farmers are chasing the rogues. The farmers are armed with bows and short swords. The farmers will ask the players to help them retrieve their chickens.

49) You see a group of 2d6 guards. The guards are dressed in chain armor. They are standing around a fire. The guards are singing a bawdy song about Lord Nightshade.

50) You see 2d6 dwarves looking for a lost dwarven mine. The dwarves are armed with axes and shields.

51) You see a man from a nearby village. The man's name is Alderman Matt. He is accompanied by a group of 1d4+2 armed men. Alderman Matt is a greedy and corrupt man. Matt will try to extort money from the players.

52) You see a group of 1d8 guards on horseback. The guards are dressed in chain armor and carry swords. The guards are escorting a prisoner to the dungeons of a nearby village. The prisoner is a young woman. The guards are escorting the woman because she is accused of larceny.

53) Several farmers are standing in the middle of the road. The farmers are holding pitchforks and hay forks. The farmers want to know why the players are in the area. The farmers will attack the players if the players give them any trouble. 

54) A pack of 2d8+2 wolves emerge from the bushes. The wolves are big and vicious.

55) Several men (2d4+2) are standing around a campfire. The men are singing drinking songs. The men are drunk. If players approach, the men will invite the players to join them for a drink. The men will try to extort money from the players. The men are thugs. They will attack the players if the players refuse to give them any money.

56) A dwarf named Lutar is standing in the middle of the road. Lutar is wearing a leather apron and a leather cap. Lutar is carpenter. Lutar is trying to find a group of elves that owe him money. Lutar is seeking revenge because one of the elves ruined a piece of furniture that was worth a lot of money. Lutar will attack the elves on sight and will attack the players if they get in his way.

57) An old man and his son, a young man, are sitting next to the road. The old man is dressed in tattered animal skins. His son is dressed in tattered chain armor. The old man is blind, but he is able to tell the future. The old man is blind for real. The old man's name is Old Man Blake. Old Man Blake will offer the players to buy his son's chain armor because they are hard up for money.

58) A group of 3d6 soldiers come marching down the path. Their leader, a man named Captain Jankus, is dressed in chain armor. The soldiers are escorting a group of 5d6 prisoners. The prisoners are being marched to the dungeons of a nearby village. The soldiers are carrying short swords. The men are being marched because have have been accused of stealing.

59) You see a dwarf dressed in chain armor. The dwarf is carrying a sword and a shield. The dwarf is wearing a big hat. The dwarf is drunk. The dwarf is stumbling along the road. His name is Darius Darkstone, and he is a drunkard. Darius Darkstone will offer the players some ale if they give him some money. Darius Darkstone will attack the players in a drunken rage if they refuse to give him any money.

60) A man dressed in ceremonial robes is standing in the middle of the road. The man is holding a large book and a small lantern. The man appears to be magical. The man's name is The Lightbringer, and he is a priest of the sun. The Lightbringer will ask the players if they want to join him in a quest to destroy a nearby dungeon that is full of evil creatures. The Lightbringer promises that players will be rewarded with riches and fame. The Lightbringer will attack the players if they decline his offer.

61) A group of 1d10 guards is traveling through the mountains. The guards are dressed in leather and chain armor. The guards are carrying long swords and shields. The guards saw a group of bandits pass by earlier and want to catch up to them. They will question players to see if they have seen a group of bandits pass by.

62)  The trail has become so steep that the party must walk in single file. Suddenly, the trail ends at the edge of a cliff. A steep trail heads downward. A rope can be thrown over the edge to rappel down the cliff face. If the players go down the cliff face, they will discover a cave entrance. A huge black bear lives in the cave.

63) A large bird flies overhead. The bird is carrying a small animal in its claws. The bird is too far away to identify the animal. The bird is flying towards a cliff.

64) The players see a man in black robes riding a black horse. The man is heading in the direction that the players are traveling. The man's face is hidden by a black cowl. The man does not look friendly. The man is carrying a large book, and appears to be looking it over as he travels. The man will ask the players for directions to the nearest settlement. The man will attack the players if they appear to be evil or if they refuse to give him directions. He is a mid-level magic user with a temper.

65) The trail takes the players through the center of a large clearing. The clearing is full of stumps. A band of 2d10 gnomes are camped at the site of an old logging camp. The gnomes are logging the trees in the forest to use as materials for their underground fortress. The gnomes will offer the players a free meal and a place to sleep if they help the gnomes cut down the trees. If the players refuse, the gnomes will attack them. Each gnome is a warrior with a bow and a long sword. The gnomes will leave the party alone if they help the gnomes.

66) The players come upon a large bonfire. A group of 4d10 men and women are sitting around the fire. The players can see a large cauldron and several pots near the bonfire. The men and women are gathered around the fire, drinking, singing, and laughing. The players can see a large amount of ale and mead near the bonfire.

The men and women will appear to be drunk, will be friendly, and talkative. The men and women are mercenaries hired to protect merchant caravans from bandits. The mercenaries will ask the players about the location of a nearby tavern. The mercenaries will ask the players if they would like some ale. If the players accept, the mercenaries will drug the players and steal their possessions.

67) A small wooden house has been carved out of a large dead tree. A small lantern hangs from a rope next to the door of the house. The house is inhabited by a family of wood elves. The wood elves have been watching the players for several hours. The wood elves will ask the players to leave their territory. The wood elves will attack the players if the players refuse to leave.

68) The trail ends at a river. A ferryman named Bill is standing in a small boat in the water. Bill will ferry the party across the river in his small boat in exchange for a small fee.

69) The party comes upon a large metal cage. The cage is standing in the middle of the trail. The cage is locked, and the players can see a large woman sleeping inside. The woman is snoring loudly. The woman is a night hag.

70) A large demon is standing in the middle of the trail. The demon is surrounded by a large cloud of black smoke. The demon is laughing. The demon is a mid-level demon who is trapped in the mortal realm to await its fate. The demon will ask the players if they have seen its tail. The demon will attack the players if the players tell the truth.

71) The trail passes through a large patch of wild flowers. The trail becomes covered in wild flowers. The trail becomes difficult to follow. The trail takes the players to a small cave entrance. The cave is home to a small tribe of orcs. The wood elves will attack the players if they try to enter the cave.

72) A group of 3d10 men and women is traveling through the mountains. The travelers are wearing heavy cloaks and carrying heavy packs. The travelers are heading in the direction that the party is traveling. The travelers are soldiers who are transporting a large chest of gold to another kingdom, and they are suspicious of the players.

73) The trail takes the players through a large meadow. A group of 3d10 deer graze in the meadow. A large bull and a large doe move toward the party. The deer keep their distance from the party. 

74) A group of 2d8 elven warriors on horses are riding through the area, looking for enemies.

75) The trail passes through a small canyon on the side of a mountain. The canyon is filled with lush plant life. The canyon is home to a large family of centaurs. The centaurs will act friendly, but they will attack if the players appear to be evil.

76) A group of 5d10 dwarves are on horses riding through the mountains. The party can see the dwarves have large bags on their backs. The dwarves are carrying ore from a nearby mine. 

77) A large merchant caravan is on the trail. Armed guards are riding on the outside of the wagons. The caravan is traveling in the direction that the players are traveling. The caravan is carrying a large amount of food and supplies to a nearby village. The guards will attack the players if they appear to be evil.

78) A group of 2d8 men and women is standing in the middle of the trail. The men and women are talking and laughing. The men and women are dressed in fine clothing and carrying fine jewelry and purses. A large man and a large woman step out of the group and ask the players if they would like to enter into a game of chance. The game of chance is called "Thieves dice". If the players do not enter into the game of chance, the man and woman will laugh and taunt the players.

79) Up ahead, the players see a group of 3d10 scouts riding horses. The scouts are wearing leather armor and carrying bows and swords. The scouts spot the players and surround the players. The scouts are scouting the mountains for passes and trails. The scouts will escort the party to the next village and see that they get a good meal and a warm bed. If the players attack the scouts, the scouts will attack back.

80) Overhead, the players see a group of 2d10 vultures circling above a rocky hill. The party can see the carcass of a large animal on the rocks. The carcass is covered in vultures. The vultures will perform no attacks. The vultures are only taking the dead animal back to their nest to feed their young.

81) The trail leads to a large river. A ferryman named Joe is standing in a small boat in the water. Joe will ferry the party across the river in his small boat in exchange for a small fee.

82) The trail leads into a small cave. A group of 2d10 goblins are inside the cave. The goblins are laughing and carrying on. The goblins are playing a game of chance where they are throwing daggers at the walls of the cave. A stack of gold pieces sits near the game. The goblins will act friendly to the players. The goblins will allow the players to join the game. The game is rigged so that the goblins can take the players' money. If the players refuse to play the game, the goblins will attack. Each goblin is an unranked warrior with a short sword.

83) The trail passes through a clearing. The clearing is filled with debris. The party can see that the clearing was recently the site of a battle. A group of 5d10 skeletons are wandering around the clearing. The skeletons are chained to stakes in the ground. The skeletons are looking for a key to unlock their chains. If the skeletons see the party, they will attack. The skeletons are ranked fighters with scimitars. The skeletons are working to free themselves from the stakes they are chained to.

84) A small herd of deer is grazing in a clearing. A group of 2d10 wolves are hunting the deer. The wolves will attack the players. The wolves are working as a group to corner the deer. The wolves are hungry. 

85) Up ahead, the players see a group of 3d10 farmers on horseback. The farmers are riding towards the party. The farmers are going to a nearby village to sell the farmers' crops. The farmers do not want to be bothered by the party. The farmers will warn the party to clear out or the farmers will attack.

86) Up ahead, the players see a group of 2d4+2 soldiers from a nearby village. The soldiers are on patrol. The soldiers will stop the party and ask the party their business. If the party has the password, the soldiers will escort the party to the village. The soldiers are ranked fighters with short swords. The soldiers have orders to kill or capture anyone who is not a local.

87) A man named Sir Amsu is walking on the trail. Sir Amsu is wearing armor and carrying a sword. Sir Amsu is collecting the heads of the monsters that he kills. Sir Amsu is on a quest to collect the five most powerful monster's heads. Sir Amsu doesn't want or need the rest of the body. Sir Amsu will only collect the head of a monster if Sir Amsu kills it. Sir Amsu has captured the head of a fire giant. Sir Amsu will give the head of the fire giant to the party if the party gives Sir Amsu an offer. Sir Amsu will trade the head of the fire giant for the head of a dragon. Sir Amsu wants to have five heads for his collection before he heads home.

88) A man named Thomas is walking by the trail. Thomas is a fisherman. Thomas is carrying a pole and a bucket. Thomas is talking to a group of fishermen. The fishermen are standing on the shore of a river. The river is glistening in the sun. The fishermen are talking about a large catfish that they caught recently. The fishermen are disagreeing on how to catch the catfish again.  

89) The trail leads into a small grassy field. A group of merchants have set up a mountain market in the clearing. The merchants are selling weapons and armor. The merchants sell all types of weapons and armor. The merchants will trade with the party. The merchants will also buy any weapons or armor that the party has. The merchants offer a fair price for the party's goods. The merchants will allow the party to look around the market. If the party is impressed with what the merchants sell, the merchants will allow the party to take a closer look and try on some of their armor. 

90) The trail leads into a narrow canyon. A group of 2d8 wolves is hunting in the canyon. The wolves are howling at the moon. The wolves will attack the party on sight.

91) The trail leads to a bridge. The bridge is covered in moss. The bridge is old and looks unsafe. The party can see the other side of the bridge. A group of 2d6+3 men are waiting for the party to cross the bridge. The men are carrying spears. The men are soldiers from a nearby village. The soldiers have been stranded on the other side of the river for a week. The soldiers are hungry and eager to leave. 

92) The trail leads into a clearing. A group of 2d10 villagers are in the clearing. The villagers are mining in a large crack in the ground. The villagers are working in shifts. The villagers are digging for copper. The villagers are happy to see the party. The villagers will invite the party to stay the night. The villagers will offer to share food and drink with the party. The villagers will ask the party to help them. The villagers will ask the party to help dig for gold. If the party does not help, the villagers will lose hope. The villagers will go back to digging. 

86) A man named John is walking on the trail. John is carrying a large pole. He is a monk of Beldaroon who will try to convert the party to the Beldaroon religion. John is walking to a nearby village to convert new followers. John will offer the party the chance to convert. The Beldaroon religion is a religion of peace. 

93) A group of 2d8 merchants are walking on the trail. The merchants are carrying cloths and tools. The merchants are going to a nearby village to sell their goods. The merchants are from a nearby village. The merchants are eager to trade with the party. The merchants have cloth from a large merchant house. The cloth is from a far away land. The cloth is a rare and valuable cloth. The merchants will offer a good price for the cloth. The merchants will only trade a few bolts of cloth for a rare item. The merchants will insist on trading a few bolts of cloth for a rare item.  

94) The trail leads to a lake. The lake is covered in lily pads. The lily pads are large. The lake is very pretty. A group of 2d8 crocodiles are resting under the lily pads. The crocodiles are hungry. The crocodiles are waiting for the party to enter the water. The party cannot see the crocodiles. The crocodiles will attack if the party steps into the water. 

95) A man named Matt is walking on the trail. Matt is wearing armor and carrying a sword. Matt is a soldier of the town of Torrellton. Matt is on patrol. If Matt is asked, he will tell the party that the party is entering the lands of the Torrelltonians. 

96) The trail leads into a small cave. A group of 2d8 goblins are hiding in the shadows of the cave. The goblins are waiting for the party to pass. The goblins are working for a nearby ogre. The goblins will ambush the party. The goblins want to impress their ogre master who is deeper in the cave.

97) A man named Steven is walking on the trail. Steven is carrying a bag of ashes. Steven is a monk of Beldaroon. Steven is on his way to the burial grounds of the Beldaroon. Steven is carrying the ashes of a fallen Beldaroon warrior. Steven is going to bury the ashes at the burial grounds. Steven will ask the party to help him. If the party helps, Steven will give the party a rare stone that Steven wears on his finger. Steven will give the party the stone if the party helps. If the party refuses, Steven will leave the party. Steven is not happy about leaving the party. Steven will walk away slowly. his head down.

98) The trail leads to a tall cliff. A group of 2d8 ogres are standing on the cliff. The ogres are looking at the trail. The ogres are waiting for the party to pass.  

99) A woman named Lily is walking on the trail. Lily is wearing jewelry and carrying a sword. Lily is a mercenary. Lily is on patrol. Lily will tell the party that the party is entering the lands of the Mercenaries of Northom. 

100) A man named Jim is walking on the trail. Jim is wearing armor and carrying a sword. Jim is a soldier of the town of Torrellton. Jim is on patrol. 


Fantasy Breakfasts

1) Bacon, Eggs, and Bread - This hearty meal is a standard

2) Duck eggs, bacon, and toast - The eggs of a duck are smaller

3) Quiche Lorraine - The classic combination of bacon, cheese, and eggs,

4) Pancakes - In this world. The batter is made from milk and wheat flour

5) Egg Surprise - This mushy oatmeal-like substance is actually pretty good. It smells of cinnamon.

6) Muffins - Baked fresh and filled with blueberries, strawberries, or raspberries

7) Baked Apples - Yeast and the sweetness of apples makes for a tasty treat

8) Sausage and Eggs - A nice, salty breakfast with a side of rye bread and butter

9) Elven Eggs - An elven dish that consists of eggs, bacon, and ham all whisked together and placed atop a bed of puffed pastry dough that has been cut into squares

10) Halfling Pancakes - These are smothered in honey and go well with halfling sausage

11) Gnome Scones - Square scones that are dotted with raisins and topped with blackberry jelly

12) Dried Apple Cakes - A simple snack of dried apples crumbled into a fine powder, bound with honey, and baked like a cake

13) Fruit Crepes - These are served on the outside of the omelet on this page

14) Ham on Toast - This is served with a side of jam and fruit preserves

15) Cottage Cheese with Fruit - A cup of cottage cheese with sliced peaches, strawberries, blueberries, or raspberries

16) Pumpkin Muffins - Muffins made with mashed pumpkin and topped with pine nuts

17) Crumpets with Jam - These are served with jam slices and creamy butter

18) Poached Eggs - Poached eggs are also called soft-boiled eggs, or egg in the hole

19) Griddlecakes - These are much like pancakes, only they are drier and crispier

20) Corn Cakes - A simple and healthy breakfast that is made with corn, eggs, and wheat flour

21) Mushrooms on Toast - This is served with a side of butter, jam, or honey

22) Caramelized Apples with Toast - Caramelized apples are simply apples that are thinly sliced, then cooked in butter, sugar, and spices until they are golden brown

23) Hash Browns - These are made by dropping potatoes onto a griddle or frying pan, then chopping them up

24) Carrot Bread - The bread the bread is made the bread is made with carrots

25) Cornbread with Honey - This is served with honey or jam

26) Pancake with Eggs - This is a freshly cooked pancake with a sunny side-up egg stuffed into the center hole

27) Cranberry Muffins - Muffins made with cranberries and topped with a frosting made from butter, sugar, and cream

28) Oranges with Granola - Lightly toasted granola topped with fresh oranges

29) Peanut Muffins - Muffins made with peanuts, honey, and brown sugar

30) Sausage and Eggs with Toast - This is served with toast and either jam, butter, or honey

31) Biscuits - These are baked on a griddle and topped with honey or jam

32) Baked Eggs - These are eggs that are baked in the fire rather than cooked

33) Barley Soup - This soup is made with barley, lentils, and stock

34) Bread with Boiled Eggs - This is simply two hard-boiled eggs inserted into an inter-cut loaf of bread

35) Eggs with Bacon - This is made with eggs, bacon, and toast

36) Sweet Breads - Bread that is sweetened with honey

37) Baked Potatoes - A baked potato stuffed with beef stew

38) Sweet Potato Soufflé - This is sweet potato mixed with allspice, cinnamon, sugar, and black pepper

39) Adult Cereal - Cereal with fruit bits, nuts, and berries

40) Baked Apples with Nuts - A mixture of apples, sugar, almonds, and spices baked together

41) Honeyed Honey Nuggets - These are honey covered balls of honey

42) Cinnamon Toast with Fruit - This is made with cinnamon toast and sliced fruit

43) Raisin Bread - This is made with raisins, water, and yeast

44) Sweet Muffins - These are muffins made with brown sugar and honey

45) Potato Bread - A loaf of bread made with mashed potatoes, water, and yeast

46) Wheat Bread - A loaf of bread made with wheat flour

47) Sweet Rolls - These are rolls that are made with eggs, sugar, and wheat flour

48) Scrambled Eggs - Eggs scrambled with salt, pepper, and hot peppers

49) Meat Pancakes - Pancakes with meat cooked into them

50) Oatmeal Soup - This is made with oatmeal, stock, and spices

51) Corn Porridge - This is made with cornmeal, water, and sugar

52) Fruit Soup - A fruit soup based on orange juice, water, and cinnamon

53) Buttermilk Pancakes - These are pancakes made with buttermilk, flour, butter, milk, eggs, molasses, and brown sugar

54) Sweet Potato Bread - A loaf of bread that is made with sweet potatoes, eggs, yeast, butter, eggs, lemon juice, water, sugar, salt, and cinnamon

55) Sweet Bread - An assortment of cakes made with eggs, flour, butter, milk, sugar, water, and orange or lemon juice

56) Stewed Fruit - Fruit cooked in slowly simmering water

57) Fruit Compote - Fruit cooked in water

58) Spiced Fruit - Fruit cooked in water and seasoned with spices

59) Stewed Dried Fruit - Fruit cooked in water and seasoned with spices

60) Peach Nut Bread - A loaf of bread made with peaches, syrup, sugar, butter, eggs, nuts, and spices

61) Whole Wheat Bread - A loaf of bread made with whole wheat, water, yeast, oil, milk, eggs, sugar, butter, nuts, and spice

62) Dried Fruit Sandwich - This is served with either butter or jam

63) Biscuits with Honey - Served with butter or jam

64) Root Vegetable Pie - This is served with either honey or jam

65) Stewed Fish - Fish cooked in a broth

66) Braised Fish - Fish cooked in a rich sauce. This is a favored breakfast of the northern dwarves.

67) Half-Baked Tom-Muffins - This odd gnome dish consists of a half-baked muffin with ham and butter

68) Fried Eggs - Eggs fried in butter on a griddle

69) Casserole - This is a dish that consists of corn, potatoes, and apples cooked in butter and baked

70) Fruit Salad - This is a mixture of diced fruit and fruit syrup

71) Stewed Fruit and Nut Salad - This is made of fruit and nuts cooked in syrup and served over pancakes

72) Fruit and Nut Bread - An assortment of nuts and fruit baked into a loaf of bread

73) Baked Apples - Apples baked with sugar, butter, and spices

74) Apple and Cheese - A light breakfast consisting of an apple and cheese

75) Cheddar and Apple - A light breakfast of cheddar and apple slices

76) Cheese and Nut Omelet - An omelet that consists of cheese and nuts

77) Strawberry and Cheese - A light breakfast that consists of strawberries and cheese

78) potato and cheese - A light breakfast of potatoes and cheese

79) Boiled Eggs - Boiled eggs served with toast and jam

80) Fruits and Berries - An assortment of fruits such as apples, berries, peaches, and pears

81) Orange and Coconut - This is a breakfast of oranges and coconut

82) Grain and Nut - This is a breakfast of rolled oats, nuts, and honey

83) Honey and Nut - Honey and nuts

84) Granola and Fruit - Granola and sliced fruit

85) Grilled Cheese and Apple - An assortment of bread and cheese with apple slices

86) Yogurt and Fruit - A mixture of fruit and yogurt

87) Fruit and Nut - A combination of fruit and nuts

88) Yogurt and Granola - Yogurt and granola

89) Meat and Bread - A breakfast of meat and bread - whatever is handy.

90) Fruit and Cheese - A breakfast of fruit and cheese

91) Fruit and Nut - A breakfast that is a mixture of fruit, nuts, and honey

92) Meat and Fruit Feast  - This elven dish is a combination of fruit, meat, and honey

93) Meat and Vegetables - A breakfast of meat and vegetables.

94) Fruit and Vegetables - This meal contains a combination of fruit and vegetables.

95) Meat and Cheese - A breakfast of meat and cheese

96) Meat and Fruit - A breakfast of meat and fruit.

97) Meat and Veggies - A breakfast of meat and veggies.

98) Fruit and Cheese - A breakfast of fruit and cheese.

99) Fruit and Nuts - A breakfast of fruit, nuts, and honey.

100) Doughnuts - A sweet pastry served with honey and a sweet red sauce.


NPC – Adventurers

This is a list of adventurers.

1) Oaken Thorshield

Male Dwarf Barbarian (Neutral Good)

Oaken Thorshield is a burly dwarf with long, twisted red hair and a wild beard. He is a warrior and a scout driven by his love of his home, the nearby dwarven mines. Oaken dresses in mismatched armour scraps taken from battles long forgotten, and wields a warhammer he calls Golden Claw.

Oaken is motivated by the love of battle and the safety of his homeland, in that order. He loves gold, in particular in the form of coins. He is in the middle of crafting a new battleaxe in the shape of an oak tree when he meets the party. Oaken is a warrior with a mighty Warhammer. He is a good fighter but is limited when it comes to intellect. Overall, Oaken is hard to kill but not the best company for a dungeon crawl. He will not join the party no matter what they offer him. He is a solitary dwarf barbarian who wants to do things his own way.

2) Matthias Bluntblade

Male Dwarf Fighter (Lawful Good)

Matthias Bluntblade is a short, stocky dwarf with a bald head and a bushy blond beard. He wears primitive steel armor, a long sword, and a hammer. 

He is a dwarf who acts as a peacemaker in disputes among his people. He sees his role as a defender of the weak, slayer of slavers, and a leader in times of crisis. He often takes a more diplomatic approach than his colleagues and is able to settle arguments fairly. He is a defensive fighter and wears full plate so he can withstand the brunt of the enemy’s attacks. He is a good fighter and can be a valuable addition to any party. He will join the party and offer his services if they can help him uphold the peace and protect those who need protected.

3) Aeryn Fallhollow

Female Elf Wizard (Chaotic Neutral)

Aeryn Fallhollow is a beautiful elf with long brown hair and deep green eyes. She wears a long, brown robe and a deep burgundy cloak.

Aeryn is a wandering wizard driven by her quest for knowledge and self-betterment. She is a wizard and a scholar and can cast spells that can dazzle and confound enemies. She is a powerful wizard and a valuable asset to any adventure. Aeryn will join the party and offer her services if they can help her find more knowledge and magic items. In combat, she can cast powerful spells and summon an owl familiar that gives her a tactical advantage during night battles outdoors. She is a funny elf who does not like to fight but uses her magic to help her party and herself. She was once a student of the red wizard, Qurghan. 

4) Tassidur Greenbeard

Male Elf Wizard (Neutral)

Tassidur Greenbeard is a tall elf with long, unkempt hair. He wears red robes embroidered with gold and wields an oaken staff.

Tassidur is an overly confident, cocky elf wizard driven by his desire to prove himself superior to all others. He constantly boasts about his past exploits and will constantly remind his companions of his own powers and abilities. He is a powerful wizard with a Staff of Power. He is powerful but very much a loner. He will join the party if they can help him find the missing piece of the mage staff he carries. This wizard is also very knowledgeable about magical items and will offer his services for a share in anything the party finds. 

5) Gray Elk

Male Elf Ranger (Chaotic Good)

Gray Elk is a tall and lanky elf with long, flowing dark red hair and dark skin. He wears leather armor and wields a longbow and a longsword.

Gray is a talented hunter and ranger, driven by his need to make a living for himself and his family. He is a ranger and an able fighter with a good sword and bow. He was once a member of the Ranger’s Guild but had a falling out with the guildmaster, Brant. He joined a band of adventurers looking for a treasure but was attacked by a group of Owlbears in the nearby forest. This made him wary of adventuring and he is currently looking for a new employer to offer him protection and a share in the rewards of any treasure found. 

6) Maryl Merlhopper

Female Halfling Bard (Chaotic Good)

Maryl Merlhopper is a tiny halfling with long, straight brown hair and brown eyes. She is dressed in leather armor and wields a shortsword.

Maryl is a halfling looking to prove herself as a bard and adventurer. She is an entertainer and storyteller looking to make a name for herself. She is a Bard who will fight if she has to but she is more likely to use her music and her words to either charm or deceive her opponents. She is a bard who is more interested in adventure than money. If the party is fighting for a good cause, she will join them. Maryl is a light-hearted halfling who does not take herself too seriously. She is intelligent and diplomatic, as well as funny. 

7) Tassidur’ Roseleaf

Male Elf Monk (Lawful Good)

Tassidur Roseleaf is an elf with an athletic build. He has long, dark blond hair and dark skin. He wears leather armor and wields a longsword.

Tassidur is an elf monk driven by his desire to expand his mind, sharpen his body, and keep his society safe. He is always enthusiastic about learning new things and is an accomplished fighter. He is a powerful monk who can fight unarmed or with weapons.

He is a good fighter but he is too much of an idealist to join an adventuring party. He will join the party if they can help him fight for his people or protect them, rather than just looking for treasure. 

8) Eva Wordweaver

Female Human Bard (Chaotic Good)

Eva, a human female, has coppery red hair that is usually tied back. She wears simple clothes and wields a dagger.

Eva Wordweaver is a bard who is looking for adventure and fame. Her songs are well known in cities in the region, and she is looking for an opportunity to see more of the world. She is a kind and fun-loving person who is more likely to talk her way out of a fight than resort to violence. She is a light-hearted bard who is looking for adventure and fame, not for riches. If the party is fighting for a worthy cause, she will join them. Eva is a popular bard who is also a talented musician, despite her youthful age. Her songs are known to lower the defenses of her enemies. 

9) Emerick “Merrick” Blackfeather

Male Human Ranger (Chaotic Good), Level 1

Emerick Blackfeather is a human male with dark hair and dark skin. He wears leather armor and wields a longsword.

Emerick Blackfeather is a Ranger. He has recently left the Ranger’s Guild and is looking for adventure on his own. He is an adventurer on his own, searching for new experiences and challenges. He is a holy ranger who believes in the principles of good. He is an excellent ranger who is used to tracking and fighting on his own. He is an idealistic fighter who is on the side of good. If the party is fighting for a compelling cause, he will join them. He is currently on his own, looking for new experiences. 

10) Luke Algome

Male Human Rogue (Lawful Neutral)

Luke Algome is a human male with dark hair and dark skin. He wears leather armor and wields a dagger.

Luke Algome is a charismatic rogue looking for his next challenge. He is an experienced thief who is looking to join an adventuring party to gain more treasure. He is a Thief who is looking to use his skills to gain more wealth. He is a thief who is looking to join an adventuring party in the hopes of finding a lot of treasure. If the party is going to find a lot of wealth, he will join them. Luke is a thief looking for a good score. He is a non-descript, hardworking thief who is a skilled lockpicker and a cunning thief. 

11) Barbary

Female Human Barbarian (Chaotic Good)

Barbary is a huge, strong barbarian who is taller and heavier than a human. She has long, black hair and dark skin. She wears leather armor and wields a greatsword and a shield.

Barbary is a barbarian who is looking to prove herself as a warrior. Her tribe was attacked by orcs, and she was the only one to survive. As a result, she will attack orcs or half-orcs on sight. When in battle, she will fight to the death. She is a forceful barbarian who does not think twice about attacking anyone or anything that threatens her. She is a barbarian who will not listen to reason and will only listen to her own primal instincts. If the party is paying well, she will join them. Barbary is a barbarian who will not be outdone by anyone. 

12) Ruffian Rockstonerock

Male Dwarf Warrior (Lawful Neutral), Level 1

Ruffian is a bald, stocky dwarf with a thick, black beard. He is dressed in leather armor and wields a sword and a shield.

Ruffian is a short-tempered, short-statured fighter looking for a good fight. He is a fighter who loves battle and is always willing to fight for a good cause. He is overly confident in his abilities and believes that he is the most powerful dwarf in all the land. He will join the party if he is paid well and will not leave until he is absolutely sure that the party is in no danger. When in battle, he will try to kill whoever is attacking him, instead of using non-lethal subdual damage. Ruffian is a fighter who enjoys drinking dwarven ale when he's not off adventuring.

13) Clawfinger

Male Tiefling Sorcerer (Chaotic Neutral)

Clawfinger is a tiefling with yellow eyes and red-and-black hair. He wears black robes and wields a dagger and a staff.

Clawfinger is a mischievous sorcerer who is always looking for an enjoyable time. He is a sorcerer who enjoys the sensation of magic and grows more powerful as he gains levels. He is a sorcerer who will cast a spell to improve his chances of survival and will not second-guess his decision. When in battle, he will cast as many spells as possible. Clawfinger likes to tell bad jokes and will keep telling them until he gets a laugh out of someone. This is annoying, but it helps to lighten the mood in tense situations. Clawfinger is also a sorcerer who will use his skills to help the party complete any task if they laugh enough at his jokes and pay him a meager amount.

14) Sara Proux

Female Human Rogue (Chaotic Evil)

Sara Proux has brown hair and brown eyes. She wears leather armor, and she wields a dagger and a sword.

Sara is a thief who loves to cause trouble. She is a rogue who will steal anything that is not tied down. She is an aspiring thief who plans on taking over the criminal underworld once she kills or outsmarts her boss. She is a rogue who will not hesitate to kill anyone who gets in her way. When in battle, she will steal anything that is not bolted down, or she will kill anyone who tries to stop her. She will always look out for herself first. She is a rogue who will join the party if she is paid well. She will also act as a spy for the party, but she will tell the party only what she wants them to know.

15) Death-Digger

Male Dwarf Fighter (Lawful Evil)

Death-Digger is a very tall and wide dwarf with a thick beard and long hair. He wears leather armor and wields a warhammer and a shield.

Death-Digger is a royal guard who is looking to prove himself as a warrior. His family name is a mystery to him. As a result, he will attack anyone of noble birth upon sight. He is a fighter who will not hesitate to attack his enemies head-on. He is a fighter who will use any means necessary to accomplish his task. When in battle, he will try to kill his enemies as quickly as possible. He will not hold back and will use whatever weapons he has to achieve victory. He is a fighter who enjoys drinking ale and feasting, but he will not let his love for eating and drinking get in the way of his duties and responsibilities.

16) Wailer

Male Half-Orc Rogue (Chaotic Neuiteral)

Wailer has grayish-green skin and black hair. He wears common clothing and wields a short sword and a short bow.

Wailer is a young man who is trying to escape his past. His father was an Orc chieftain, and his mother was a human priestess of Beldaroon. After Wailer was born, he and his mother were put in a dungeon and forced to fight for their lives. Wailer and his mother managed to escape and were reunited with his father after many battles. His father was not at all like the Orc chieftains who imprisoned them. He loved his son and his human wife. Wailer and his family were hunted by other Orc chieftains and his father was eventually killed.

After his father's death, he and his mother were captured and sold into slavery. He and his mother were sold to a wizard. Wailer and his mother had to fight and kill the wizard and his guards in order to escape.

He and his mother became fighters and rogues and decided to travel the land in search of fame and fortune. Wailer is a rogue who will join the party for a good cause.

17) Sweetgrass

Female Elf Ranger (Lawful Good)

Sweetgrass is a short, dark-skinned elf with long, red hair. She wears dark leather armor and wields a longbow and a short sword.

Sweetgrass is a Ranger who is looking to protect the innocent. She is a Ranger who is trying to keep the land safe from corruption and evil. She is a Ranger who will join the party if she is paid well. When in battle, she will fight only against evil creatures.

She will not hesitate to use her magic against her enemies. She is a Ranger who will not stop fighting until her enemies are all dead. Sweetgrass is a Ranger who enjoys drinking tea when she is not off on an adventure. She also enjoys reading the history of the world before she was born.

18) Starcry

Male Human Rogue (Lawful Evil)

Starcry has long, brown hair. He wears leather armor, and he wields a rapier and a dagger.

Starcry is a cruel man looking for wealth and power. He became a thief to amass riches, and he's done well for himself. He's not a member of the local thieves' guild, and this means that he is free to do whatever he wants, but he also must fend for himself. He's an evil man who will do anything to get what he wants.

He is an evil man who will kill anyone who gets in his way and will do so without hesitation. He is an evil man who does not enjoy killing, but he doesn't care if he has to kill someone in order to get what he wants.

When in battle, he will try to kill his enemies with any means possible. He will not hesitate to use poison, even if it means that someone in his party might die too.

19) Penelope Peerstone

Female Human Bard (Lawful Evil)

Penelope has long, brown hair. She wears common clothing, and she wields a short sword.

Penelope is an evil woman looking for an opportunity to cause chaos. She is a bard looking to bring misery and bad luck to the good and innocent folk of the land. She is an evil woman who will gladly cause harm to others. She is an evil woman who will betray the party if given a chance in order to write a ballad about it and make some coin. Penelope is an evil woman who enjoys spending her free time singing songs that are full of misery and sadness, trying to bring out the evil in people.

20) Grinch

Male Halfling Ranger (Chaotic Good)

Grinch is a short, stocky halfling with green eyes. He wears leather armor, and he wields a short sword and a dagger.

Grinch is a hero looking to rid the world of evil. He is a ranger who is trying to restore good to the kingdom. He is a ranger who will join the party if they are paying well. When in combat, he will use any means necessary to avoid killing his enemies. He is a ranger who will try to use non-lethal means to stop his enemies. He is a ranger who will join the party if they are paying well. If the party does not pay him well, he will leave and wait for a better opportunity to come along.


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) George Smithy

Male Human City Guard (True Neutral)

George is a tall man with a sturdy build and close-cropped light brown hair. He has a short, neatly trimmed beard that matches his closely cut hair. He is a calm, easy-going man who always has a smile on his face. He wears a leather breastplate and a sword at his side.

George is a little too trusting and overly trusting of people. He also tends to talk and be overly chatty and has a complex about his height complex. When players first meet him in the tavern, he will be drinking and mumbling to himself about how he is a guard and will guard the town from invaders.

George is very loyal to the town’s mayor, who is a good friend of George’s father. If players talk to him, they will find out that he has a secret crush on the mayor’s daughter, who is also the mayor’s secretary. Her name is Mary. If players help the two get together, he will reward the players with looking the other way on a crime or two if they need it.

2) Sarah Susserman

Female Human Baker (Chaotic Neutral)

Sarah has a round, pretty face with hazel eyes and long, blonde hair that she keeps tied back from her face. She wears a loose long-sleeved blouse and a simple skirt. She has a friendly smile and a husky, pretty voice. She has a cup of steaming hot cider in her hand. She is sitting at a table with a couple of other people, one of which is her brother.

She is the typical baker’s daughter, who is friendly and outgoing. Her brother is the typical handsome, successful businessman, who is not as friendly. Sarah is the one that the townspeople inform of their problems when they are buying bread. It's one of the reasons their shop does so well. The brother thinks it's his bread, but it's not. Sarah is a kinder person who also takes in some mongrels and homeless people. She is a little goofier and a whole lot more friendly than her brother, who is a lot more serious. If players talk to her, they will find out that she is hoping to become a baker with her brother, but she doesn’t want the town to think the only reason why her bread is so good is because of her brother. She loves cooking and is hoping to one day open her own bakery.

3) Marcus Bradshaw

Male Human Knight (Lawful Good)

Marcus is a tall, muscular man with unkempt, brown hair and gray eyes. He has a thin, neatly trimmed beard that matches his thin, neatly trimmed mustache. He wears a steel breastplate over brown pants, a brown leather jerkin, and, of course, his sword at his waist.

Marcus is a devout follower of the law and is extremely confident in his abilities. When he is drinking in the tavern, he is always telling people how he is the champion of the king of the land. He has recently returned from a quest where he has faced down some dragons and was able to return their bounty to the king.

He is regarded as a hero. When he is out in the fields, he is on patrol for any intruders that might try to steal the king’s treasure. When players enter the tavern, Marcus will be drinking on his own and bragging to anyone who will listen about how he has just returned from his latest quest. He knows the players won’t be able to resist asking him about his quest. When they do, he will be happy to tell them how he has saved the king’s treasure from some dragons. He will reward players with some treasure if they manage to get him drunk enough for him to lose all his inhibitions.

4) Tom Steward

Male Human Wizard (True Neutral)

Tom is a short, skinny man with thinning brown hair, small brown eyes, and a pointed chin. He has a neatly trimmed goatee that matches his neatly trimmed mustache. He wears a gray robe over gray pants, a gray wizard hat, and of course, has his staff at his side.

Tom is a modest man who, despite his magical abilities, does not boast or brag about them around town. Instead, he is an ordinary man who goes about his day-to-day activities. He is also very good at what he does, but he doesn’t tell people about this either. When he is out in town, he is usually just going about his day. He will be the one that people turn to when they have a problem that they think they can’t solve.

If they just need a wizard to repair a broken item, he will do it for free. He will even repair items that are not his to repair. If players talk to him, he will tell the players that he isn’t really any kind of wizard or anything like that. He is just a normal guy who knows a few spells. If players ask him to cast a spell on them, however, he will be glad to do it for free. He will also give the players some other magical trinkets if they ask him for them.

5) Terry Jacobs

Male Human Merchant (Lawful Neutral)

Terry has a round, facial structure with a brown mustache and a neat, clean-shaven chin. He has a couple of noticeable wrinkles on his face and a small scar on his chin. His hair is a light blond and his eyes a light blue. He wears a long gray cloak over gray pants and a black shirt. He also carries a longsword at his side.

Terry is a man of few words. He is a very practical man who is very direct and to the point. When he is out in town, he is usually just going about his day doing whatever it is that he does. He is a man of few words, but that doesn’t mean that he isn’t friendly. He just doesn’t talk much. When he is in the tavern drinking, he is a little more talkative, but he is still a man of few words.

Most of the time, he is surrounded by a group of people who want to talk with him. He is a very practical man who likes to get straight to the point. If players approach him, he will keep his conversation brief. If players want anything from him, he will tell them straight out what he wants from the players in return for what he is offering. If players ask him to do something for them, he will be glad to do it, but he won’t do it for free. If players ask him, he will also tell the players that he is a merchant and is always willing to buy and sell goods.

6) Jessica Johnson

Female Human Farmer (Chaotic Good)

Jessica has long, red hair that she wears in a ponytail, green eyes, and a slender figure. She wears a white blouse, a blue skirt, and a leather vest. She has a large scythe sitting next to her. She is a tall, muscular woman with a moderate chest-size. She also has a nasty scar across her midriff. She has a cheerful smile on her face.

Jessica is a hard-working, loyal, and caring person. She doesn’t have many friends, but she still tries to help anyone she can. When she is out in the fields, she is usually just going about her day. If anyone is in need of help, she will try to help them. When she returns to the village, she will go to the tavern to have a drink. If she is in the tavern, she will most likely be talking to the other farmers about how they are doing in the fields.

She also loves to gossip and loves to listen to other people’s gossip. If players approach her, she will tell the players that she is fine and that she is happy to be back in town. She will also tell the players that she has some juicy gossip to share with them, but she isn’t going to share it unless the players give her something juicy in return. If players ask her about it, she will be happy to tell them what she knows.

7) Gerald Martin

Male Human Sergeant (Lawful Good)

Gerald is a tall man with a neatly trimmed brown mustache and a neatly trimmed brown beard. He has a friendly smile and wore a red and white uniform with a blue cape. He has a sword at his side. He appears to be a bit nervous and nervous about something.

Gerald is a nervous, kind man who is usually unable to make a decision about anything. He is very loyal to the Lord Mayor and he will do anything he asks of him. If players approach him, he will nervously ask for their help. He will tell the players that he was assigned to keep watch over the prison, but he was unable to keep guard for some reason.

He will then tell the players that he saw the prisoner’s cell open. He will then tell the players that if they go to the prison, they will find the prisoner gone, but there will be a note in his cell. He will tell the players that he doesn’t know how the prisoner escaped, but he hopes they can help him. He will then tell the players that he isn’t supposed to be talking to them. He will then head back to his barracks to hide.

8) Keira Stiles

Female Human Sailor (Lawful Neutral)

Keira has long, straight, dirty-blonde hair. She has brown eyes and a slender figure. She wears a blue sailor’s uniform. She has a large hook-hand. She appears frustrated.

Keira is a frustrated woman who is only looking out for herself. If players approach her, she will angrily say, “What the hell do you want!?” If players try to talk to her, she will angrily shout, “I told you I ain’t got time to talk to you!” She will then huff off. No matter what players say to her, this will be the response that they will get.

If players wish to find her later in the tavern, she will be sitting in the corner of the tavern, drinking. She is very affectionate with the tavern wenches. If players approach her, she will ask the players what they want. She will tell the players that she is very busy. She will tell the players that if they are looking for a fight, she will happily give them one. She won’t attack the players unless the players attack her.

9) Fredrick

Male Human Sailor (True Neutral)

Fredrick has a neatly trimmed brown mustache, a neatly trimmed brown beard, and a neat haircut. He has a friendly smile and bright blue eyes. He wears a blue sailor’s uniform.

Fredrick is a friendly, cheerful man who loves to help anyone in need. If players approach him, he will tell the players that he is happy to help. If the players ask for his help, he will be more than willing to give it to them. The players can ask him about anything, but he will mostly talk about the ship he's a crew with - The Ailing Rose.

Its captain is named Brian Mowbray - he’s a very fun captain. Every time the ship lands at port, he’ll take the crew out into the city to have fun. Fredrick will then tell the players that that the crew is currently at port in town. He’ll ask the players if they want to go out to the tavern with the crew. If the players agree, he will happily walk them out to the ship.

10) Captain Brian Mowbray

Male Human Sailor (Lawful Good)

Brian is a tall man with a round, friendly face. He has brown eyes, short brown hair, and a medium build. He wears a blue captain’s uniform with a blue cape. He has a hook-hand. He has a happy, cheerful smile on his face.

Brian is a cheerful, kind man who loves to do anything for his crew. If players approach him, he will politely ask the players if they need his help with anything. If the players ask him about anything, he will be more than willing to tell them anything he knows.

If the players wish to join his crew, he will happily welcome them. He will ask the players to tell him something interesting about themselves. He will then invite them to join the crew. The ships sail up and down the coast, legally trading whatever they can.

11) Craven

Male Half-Orc Town Drunk (True Neutral)

Craven has pale, gray skin, black eyes, black hair, and a burly body. He has long, black fingernails, a black goatee, and a black dragon tattoo on his back. He wears tattered clothing.

Craven is a bitter, heartless man who loves to drink himself to death. If players approach him, he will be sitting alone in the corner of the tavern. If players approach him, he will tell the players to leave him the hell alone. If the players try to talk to him, he will rudely mutter, “Leave me the hell alone,” and he will keep muttering mean things to the players.

If they keep it up for even a minute, he will relent and begin to ramble on about his life, but always in a bitter way. The players can ask him about anything, but he will mostly talk about his bad luck in life. He is the only known half-orc in the village. He hates humans for that. He also hates how he can’t seem to find anyone that truly loves him.

He has never married because he has never found a good woman to love him. No one has ever loved him. He will be happy to talk about his bad luck in life, but he will also be happy to tell the players about the people in the village. He will tell them about what they have done. If the players ask him about the village, he will be happy to talk about it.

12) Nicholas Nuffelbutter

Male Halfling Craftsman (Lawful Neutral)

Nicholas has brown eyes, brown hair, and a round, plump body. He wears overalls with a blue shirt underneath. He has a downturned smile.

Nicholas is a hardworking, down-to-earth halfling who loves working with his hands. If players approach him, he will happily tell the players that he is happy to talk to them. If the players ask him about anything, he will gladly tell them about it. He loves to speak about his work, but he loves to speak about his family even more. If the players ask him about his family, he will tell them that he has a wife named Mariah Nuffelbutter, a son named Drew Nuffelbutter, and a daughter named Betty Nuffelbutter.

Betty is in her last year in the school of magic, Drew is in his last year in the school of combat, and Mariah is in the school of business. He will happily tell the players what is happening in their lives. If the players ask him about his life, he will tell them that he loves his family, but he doesn’t really like his job. He loves working with his hands, but he doesn’t like that he has to work in the same position for his whole life and he can’t really make enough money to save for retirement.

13) Jorgen Botts

Male Human Drunk (Chaotic Neutral)

Jorgen has dull brown eyes, dull brown hair, and a chubby body. He has a big, white bandage on his right shoulder, as well as a few small scars on his face and arms.

Jorgen is a loud and rambunctious drunk who loves to cause problems wherever he goes. If players approach him, he will be drunk and he will loudly and rudely ask the players what they’re doing and why they’re there. If the players ask him about anything, he will quickly tell them that he is a sailor and that he’s drunk.

If the players try to talk to him, he will be very rude and loud towards them, but not aggressive. If the players keep being rude to him, he will be aggressive towards them. If the players are nice to him, he will be kind to them.

If the players ask him about himself, he will talk about his career as a sailor. He will tell the players about his family and tell them about what’s going on in their lives.

14) Myrtle Botts

Female Half-Elf Commoner (Lawful Good)

Myrtle has dull blue eyes, dull brown hair, and a round, plump body. She wears a brown dress and a brown headdress. She has a kind smile with a slight frown.

Myrtle is a kind and gentle woman with a husband named Jorgen Botts. She has a good relationship with her husband, but she doesn’t love marriage. If players approach her, she will be sitting down at a table with her husband. If the players ask her about anything, she will kindly tell them about it. If the players ask her about her husband, she will tell them about him and tell them about what’s going on in his life as if he wasn't sitting at the table.

15) Jorgen the Mighty

Male Half-Elf Bard (Chaotic Good)

Jorgen has bright blue eyes, brown hair, and a round, plump body. He wears a brown vest with a white shirt underneath. He has a kind smile.

Jorgen is a playful, kind-hearted half-elf who loves to have fun. If players approach him, he will be sitting down at a table surrounded by half a dozen beautiful women. He's a fast and smooth talker who loves to enjoy the moment. If the players ask him about anything, he will gladly tell them about it. If the players ask him about the beautiful women surrounding him, he will tell them that they are his many lovers. If the players are extremely rude to him, he will be offended. Jorgen is a good man, and he will not tolerate people being rude to him.
 

16) Sharon of the Hills

Female Human Barbarian (Chaotic Good)

Sharon has light brown eyes, light brown hair, and a muscular body. She wears a gray robe and a gray headdress.

Sharon is a loud and brash barbarian who loves to get into fights and get into trouble. She is a noble and just warrior, but she is also a very impulsive and hotheaded woman. She knows how to fight and she enjoys fighting. She is a woman who goes with her gut and she never thinks twice about her actions. If players approach her, she will be sitting down and drinking alone. She will be drinking a large tankard of ale and she will be angrily muttering to herself. If the players interrupt her, she will be angry towards them. If the players talk to her when she is drunk, she will begin to get angry with them.

If the players are nice to her, she will gladly tell them about herself. She will tell them that she is a warrior of the Sol Solus clan, a tribe of the north. She was banished from her clan for murdering her husband, but she will tell them her side of the story. She will tell the players that she has been traveling far to the south for the last two months because she had to get away from her home.

She did not want to accept the fact that she murdered her husband and she wanted to find peace and solitude in the company of strangers. If the players get her some alcohol, she will become drunk and will tell the players about the time she joined a band of mercenaries and how she accidentally killed their leader in combat. She will tell them about how she was exiled from the Sol Solus clan for it. If the players are genuinely nice to her, she will tell them that she dreams about being a bard.

17) James Plow

Male Human Commoner (Lawful Neutral)

James has dull blue eyes, dull brown hair, and a stout body. He wears a plain brown robe and a brown headdress.

James is a simple and dedicated man with a strong code of honor. He is a man of the land who lives for hard work and family. If players approach him, he will be outside of his home. He will be working in his field. He will be glad to talk to the players. If the players ask him about anything, he will happily tell them what he knows. The only problem is that he doesn't know a lot. He is committed to his family and his farm and he doesn't know much else.

If the players ask him about his family, he will tell them that he has a wife named Buffy, a son named Lester, and a daughter named Millie. He is happy enough with his life, but he sometimes wonders if his family is as happy as he is. He doesn't like to talk about it though. He's a private man.

If the players ask him about his work, he will tell them that he is a farmer and he will tell them what he grows. He likes his work and he loves the farm life. He has been a farmer for his whole life and he never plans on changing jobs.

18) Edgar Brindlesnap

Male Tiefling Commoners (True Neutral)

Edgar has red eyes, black hair, and a burly body. He wears a knee-length blue robe and a blue headdress.

Edgar is a very calm and collected man. He is a man of few words and he thinks before he speaks. He is a very cautious person who is conservative and good with money. If players approach him, he will be sitting down and drinking alone.

He will be drinking a large tankard of ale and he will be nervously biting his lip. If the players interrupt him, he will be nervous and startled. If the players talk to him when he is nervous, he will be nervous towards them. If the players ask him about anything, he will happily tell them he is a tiefling commoner from the city of Olmer. He loves working hard to support his family, his church, and his community. 

19) Tom the Tinkerer

Male Half-Elf Tinkerer (Chaotic Good)

Tom has dark blue eyes, brown hair, and a lean body. He wears a knee-length green robe and a green headdress.

Tom is a curious elf who loves to build new things. He is a master inventor and a master tinkerer. He lives a life of mystery and excitement. He is a man of many secrets. If players approach him, he will be sitting down and tinkering with a mechanism. He will be tinkering with a glass and wood contraption. If the players talk to him when he isn't tinkering, he will be happy to talk to them.

If the players interrupt him, he will be quietly aggravated. If the players ask him about anything, he will happily tell them all about himself. He will tell them that he is a half-elf tinkerer from the city of Casmeroc. Casmeroc is a wonderful city where he can be his own man and work on his inventions without anyone bothering him. He will tell the players that he has been tinkering for 4 years. He will tell them about his many devices and about his many adventures. 

20) Arogast

Male Human Wizard (Lawful Evil)

Arogast has gray eyes, gray hair, and a lanky body. He wears a knee-length white robe and a white headdress.

Arogast is a cunning man with a dark agenda. He is a man of twisted principles, but he doesn't plan on sharing his agenda with anyone. He is a member of a very secretive group that manipulates the world from the shadows. If players approach him, he will be sitting down and reading a large book. He will be reading a book titled "The Secrets of Grom" and he will be calmly reading it. If the players interrupt him, he will be mildly annoyed. If the players talk to him when he is reading, he will be irritated towards them. If the players continue to talk to him, he will ask them to leave. He will politely tell them that he does not wish to be disturbed. He will tell them that he is trying to read and that he is very busy. If the players read the title of his book and they ask him about it, he will tell them that it is a very good book. He will tell them that it is important for him to read. He is a wizard of the hidden order of the Elders of the North. 


Names
 

Gnome Names

Male Gnome Names

	Gnozio Chatterclatter 
	Uggsnoggin Bumpkinweedsinger 
	Brumper the Invisible 
	Mungo Crumbleshimmer 
	Frostsprocket Whitewillow 
	Blopwiggle Pebblestump 
	Buffnoggie Thudfoot 
	Splinttoes Lumpen 
	Gary Stonewaller 
	Crowchatter Bubblesquiggle 
	Crumbleshimmer Finncoggin 
	Gumsquiggleup Waydilly 
	Clunk Curiouscurds 
	Flimflambo Floodbreathe 
	Woggy Whiskerlips 
	Kryppin the Puppy 
	Winkler of the Offside Passions 
	Gnomeega Toshbother 
	Niblung Finncoggin 
	Dribbletrough Robberflork



Female Gnome Names

	Gee Runedoll 
	Molly Winnie 
	Darkallia Bunkleberm 
	Snorkle Honkyhonk 
	Alys Whistlebury 
	Martha Boffinhug 
	Victoria Ooga 
	Dribblina Duckface 
	Daisy Dee 
	Lumboo Tiptoptip 
	Willowstar Pebblefur 
	Trixie Rolley 
	Mimi Nift 
	Jigglenoggins Wobblegiggle 
	Mint Ribbit 
	Allerian Jergerjerger 
	Clawface Chimeraboy 
	Wistric Larkfoot 
	Jayfeather Twizzlepop 
	Victoria Whootface 


Centaur Names

Male Centaur Names

	Harry Silverlock 
	Moe Darkmane 
	Zend Highbough 
	Riddle Twilight 
	Riddle Hornblade 
	Buckshot Twilight 
	Ralph Bright-eye 
	Moe Star-foal 
	Elros Moonrunner 
	Renn Moondancer 
	Ilmar Thron 
	Dum Bright-eye 
	Hobor Tiklo 
	Haylan Moonwhisper 
	Brant Moonrunner 
	Enelorn Chronomancer 
	Celebrian Shine-bright 
	Lenwe Clearhoof 
	Tym Crystalhoof 
	Neril Silverswift 


Female Centaur Names

	Mas Wildfire 
	Nai Dreamwalker 
	Shoeva Scorchbrow 
	Raesa Duskdancer 
	Kosh Duskfoot 
	Kila Scorchheart 
	Kira Sunbeam 
	Mama Somberbrow 
	Kil Thunderstorm 
	Nayuni Moonchaser 
	Gummy Reflection 
	Justin Clearhoof 
	Rhun Nimble 
	Earendil Justmortal 
	Turukano Star-sage 
	Darkmane "North-wind" 
	Ilmar Master-spirit 
	Orthac Horse-rider 
	Nakien Friendcaller 
	Elrond Turf 


Dungeon Names

	The Underworld of the Skeletal Wizard 
	The Black Bridge of The Dragon's Talon 
	The Endless Abyss of Hellsfire and Despair 
	Dungeon of the Skeleton Warrior 
	The Burning Prison of the Last Sacrifice 
	The Abandoned Temple of The Endless Sky 
	Echoing Halls of the Elven Prince Tybrony 
	The Crypts of the Goblin Knight 
	The Demonic Abyss of the Burnt Priestess 
	The Eternal Citadel of Shadow Fire 
	Necropolis of the Dark Guardian 
	The Crypts of The Last Sacrifice 
	The Underground Catacombs of the Orc Guard 
	The Whirlpools of the Light Elves 
	Palace of the Beast Queen 
	The Tower of The Eternal Nightmare 
	The Black Throne of the Bleeding Man 
	Spire of the Great Abyss 
	The Catacombs of the Orc King Gartheng 
	The Abyss of The Primordial Soul 


City Names

	Mannor 
	Tor'khiss - City of the Broken 
	Caphos 
	Gyldenholt 
	Normal 
	Aboleth 
	Tsukui 
	Fey Ford 
	Trunau 
	Eronia 
	Esperard 
	Harpshire 
	Oakhaven 
	Eldenhall 
	Befeld 
	Nordheim 
	Tor'ahui - City of Traders 
	Celidon 
	Brindol 
	New Tembrath 



Random Tables 4

 


Items Found in a Cave

This is a list of 100 items players can find in a cave.

1) A pile of oddly shaped rocks.

2) Three skeletons, obviously belonging to a dwarf and two elves. They fell from a 20 foot deep hole in the ceiling. There is no sign of what killed them.

3) A rusty long sword with a chipped blue gem set in the pommel.

4) A deep pit. The bottom is covered by a layer of loose stones, but some deeper croaking can be heard from below.

5) A pile of dead kobolds, maybe 20, all slain by a single blow to the head.

6) A small leather bag containing 3d12 copper pieces.

7) A small brass box containing a shriveled finger.

8) The corpse of a dry, desiccated troll.

9) A pair of human skeletons, obviously victims of a violent struggle. They must have died 50 years ago!

10) A statue carved in relief of a knight in plate armor. He is holding a shield and a long sword high over his head, pointing at the ceiling.

11) A pile of rusting dwarven weapons.

12) A pile of human bones, obviously gnawed on by a large animal.

13) A pile of rocks.

14) A pile of dried up mushrooms.

15) A pile of rotten leaves.

16) A pile of slimy rocks.

17) The corpse of a giant spider.

18) A pile of stones.

19) A pile of dead rats.

20) A clay pot containing a bit of water.

21) A pile of bones.

22) A pile of stones.

23) A pile of stones.

24) A pile of stones.

25) An elf skeleton, obviously killed in a fight.

26) Three odd-shaped pottery with arcane symbols etched on them. They are filled with a clear, sticky liquid.

27) A carved piece of wood that resembles a skull.

28) A wooden crate, its contents are strewn about the floor. The crate contains a music box.

29) A book titled: Psionic Rituals and Exercises. Vol. 4.

30) A basket containing a dozen eggs.

31) A crumbled book, the ink long faded. Only a few words can be made out: “Year of the Dying Serpent.”

32) A bag full of coins, many of them gold coins. Each coin seems to be burnt through in the center by some unknown heat.

33) A ruined leather bag, likely old, but still quite tough. It contains 2d6 gold pieces and a half-eaten cheese wheel.

34) A pile of bones and a few copper pieces.

35) A pile of bones and a rusty dagger.

36) Dried, yellow human remains in an iron cage.

37) The corpse of an ancient cave bear.

38) A small ivory statue of a female elf, its surface covered in small cracks.

39) A small leather bag containing 12d12 silver coins.

40) A small log on which several dwarven runes are written.

41) A pile of bones and a black leather purse. It contains 2d6 platinum pieces and 3d6 gold pieces.

42) A pile of human remains and a pile of coins. It contains 1d20 copper pieces, 1d10 silver pieces, and 1d6 gold pieces.

43) A pile of animal bones.

44) A pile of bones and a magical Potion of Healing.

45) A pile of bones and a small iron coffer. It contains magic rings and necklaces valued at 1,000 gold pieces.

46) A pile of rocks and an iron coffer. It contains magical scrolls and spellbooks worth 500 gold pieces.

47) A pile of bones and the severed head of an elf.

48) A pile of bones and a map of the cave system.

49) A pile of bones and a small iron box. It contains a silver statue of a dragon, a necklace made of gold coins, a leather pouch containing 2d6 gold pieces, and two silver rings.

50) A small clay pot containing a water-based purple dye. It is labeled “Turassian Scarab Paint.”

51) A pile of bones and a small leather bag. It contains a diamond ring, a necklace made of golden links, and five silver rings.

52) A pile of bones and a small leather bag. It contains a diamond earring, a silver ring engraved with runes, and three golden rings.

53) A pile of bones and a small leather pouch. It contains a necklace made of silver links, a gold bracelet engraved with dwarven runes, and seven silver rings.

54) A pile of bones and a small leather pouch. It contains a diamond necklace and six silver rings.

55) A pile of bones, a small black axe, and a music box covered in jewels and gems. It contains 20 platinum pieces.

56) A pile of bones, an iron sword, and a small iron coffer. It contains a bracer and a ring made from a single emerald, a necklace made from a series of golden links, and an onyx ring.

57) A pile of bones, a clay pot containing purple ink, and a small iron coffer. It contains a dagger and two rings made from a single diamond, a necklace made from a single gold link, and a jade bracelet.

58) A pile of bones and a small iron coffer. It contains a chain shirt, a ruby bracelet, and a sapphire earring.

59) A pile of bones, a gold chalice, and a small iron coffer. It contains a book of poetry, a bronze dragon statue, and a necklace made of silver links.

60) A pile of bones and a small iron coffer. It contains a necklace made from a single emerald, a pair of earrings made from the wings of a dragon, and a garnet bracelet.

61) A pile of bones and a small iron coffer. It contains an ivory mask, two rings made from a single emerald, and a jade bracelet.

62) A pile of bones and a small iron coffer. It contains a skull on which several spells have been scribed, as well as a silver ring.

63) A pile of bones and a small iron coffer. It contains a silver bracelet and the skull of a halfling.

64) A pile of bones and a small iron coffer. It contains a silver mask, a sapphire ring on which the runes “Loyalty” and “Truth” are engraved, and an emerald necklace.

65) A pile of bones and a small iron coffer. It contains a silver mask, an emerald on which the rune “Justice” has been inscribed, and an emerald bracelet.

66) A pile of bones and a small iron coffer. It contains a silver ring, a garnet bracelet on which the rune “Resolution” is engraved, and a golden ring on which the rune “Integrity” is engraved.

67) A barrel full of salted meat.

68) A barrel full of sausages.

69) An empty barrel.

70) An empty barrel.

71) A small barrel full of cinnamon.

72) A barrel full of grapes.

73) An empty barrel.

74) A barrel full of figs.

75) A barrel full of oranges.

76) A leather sack, empty.

77) A cloth sack filled with wheat.

78) Two round iron containers filled with a thick, brown material that smells of honey.

79) Two fist-sized balls of iron covered with runes.

80) A large wooden beam.

81) A map of the area.

82) A small copper pot filled with boiling water.

83) An iron-bound wooden box.

84) A clay pot filled with burning coals.

85) A small glass bottle filled with distilled spirits.

86) A leather bag tied with string.

87) A clay pot filled with honey.

88) A glass bottle filled with air (there is a message in the bottle).

89) A round wooden bowl lined with purple silk.

90) An ordinary-looking gold coin. It glows red when exposed to sunlight.

91) A small glass bottle filled with a red liquid.

92) A small clay pot filled with a mix of red and white sand.

93) A small silk pouch containing 10 silver coins.

94) A large mace-sized glass bottle covered with tiny silver bubbles.

95) A large wooden trough of foaming ale.

96) A gilded silver bracelet.

97) A glass bottle filled with blue-green liquid.

98) A glass bottle filled with green liquid.

99) A small leather bag.

100) A small clay pot filled with a thick, foul-smelling black paste.


Items Found in a Castle

This is a list of 100 items you can find in a castle.

1) A cloth banner depicting a red lion rampant on a field of gold.

2) Three bottles of red wine

3) A large sack of broad beans

4) A scroll case containing a map of the castle and of the surrounding area

5) A waterskin

6) An elegantly engraved long sword

7) A helmet of mithral +1

8) A great helm + 1, winged and crested, made of bronze and gold

9) A chain shirt +2

10) A scroll case containing the complete history of the last 50 years in the area, beginning when the castle was built

11) A chest containing 18,000 cp, 4,500 sp and 12,500 ep

12) A War Hammer + 1, + 2 vs. orcs

13) A chest containing a red cloak once worn by a famous bard

14) A large jug of wine

15) Three barrels containing roughly 200 gallons of good ale

16) A chest containing a suit of fishing gear including net, pole, and tackle box

17) A box of candles.

18) Royal bracers made of silver.

19) Three barrels of mead

20) A chest full of documents detailing the genealogy of the current ruler’s family

21) A pair of throwing axes + 1

22) A silver locket containing the picture of a beautiful woman

23) A box containing gold and platinum jewelry

24) Seven fine, gold-chased eating plates

25) A leather bag containing 10 ep.

26) A gilded wooden chest containing a masterwork harp.

27) A fine cloak embroidered with the emblem of Zan the Mad.

28) A bronze chest with several bolts of good silk within

29) Six good ceramic jugs

30) A finely constructed mask of black dragonhide.

31) A jade statue of a dwarf warrior carved in a manner almost convincingly real

32) A locked box containing a steel mirror.

33) A diamond worth 5,000 gp

34) A velvet bag containing a fine silver flute

35) A golden object that appears to be an inverted key

36) A silver chalice

37) A wooden chest containing four masterwork daggers

38) A pot containing a mixture of herbs.

39) Three gold figurines

40) A set of silver spurs worth 100 gp.

41) A silver flute with an ivory mouthpiece

42) A rare, pale blue stone worth 500 gp

43) An ivory figurine representing a praying man.

44) A box containing a masterwork bow with 12 arrows.

45) A locked wood chest containing a garnet necklace.

46) A fine ceramic jug that has been cracked by an axe

47) A black steel longsword with an ivory hilt.

48) A blackened, damaged disc of mithril with engraved initials.

49) A pair of beautiful bronze earrings worth 50 gp.

50) An ivory statuette worth 50 gp

51) A box containing 10 doses of a drug.

52) A silver ring worth 100 gp.

53) A potion of cure light wounds.

54) A wooden keg containing ale worth five gold pieces per gallon.

55) A small jar of eye of newt extract (applied to the eyes, makes darkvision 60 ft. for six hours).

56) A diamond worth 100 gp.

57) A dwarven-forged gold ring worth 120 gp.

58) A copper amulet worth 100 gp.

59) A gold ring worth 50 gp.

60) A pearl worth 50 gp.

61) A double handful of garnets worth 100 gp.

62) A steel mirror with a silver frame.

63) A scent bottle containing a sweet smelling oil, with a sprig of lavender in it.

64) An ornate wrist guard inadorned with gems worth 20 gp.

65) A small wooden box containing a perfect sphere of quartz.

66) A gold ring set with a single red stone.

67) A silver necklace with a single red gemstone.

68) A silver ring set with a single red stone.

60) A silver ring set with a single red stone. 69) A small stone with a hole through it.

71) A velvet bag containing three silver-plated daggers.

72) A leather pouch containing a leather mask.

73) A leather pouch containing two silver rings worth 50 gp each.

74) A leather pouch containing a small sack of coins.

75) A small leather pouch containing a dozen pieces of carved jade worth 100 gp each.

76) A leather pouch containing an earring set with a sapphire worth 100 gp.

77) A leather pouch containing two silver rings worth 50 gp each.

78) A leather pouch containing a carved rod of jet and ivory.

79) A leather pouch containing a silver-chased dagger.

80) A small leather pouch containing an intricately carved ivory figurine.

81) A leather pouch containing three gold rings worth 50 gp each.

82) A small leather pouch holding eight shards of lapis lazuli worth 50 gp each.

83) A small leather pouch containing a dozen pieces of carved jade worth 100 gp each.

84) A small leather pouch containing a platinum amulet set with a green stone.

85) A leather pouch containing a garnet necklace worth 100 gp.

86) A leather pouch containing a garnet necklace worth 100 gp.

87) A barrel holding 8 gallons of ale.

88) A pair of wooden chests. The smaller, has the initials "BR" carved into the lid.

89) A bronze chest with several bolts of good silk within.

90) A small chest containing a collection of gold and silver coins.

91) A tall, wooden chest with a broken hasp.

92) A box containing 10 doses of a drug

93) A locked bronze chest.

94) A locked iron chest.

95) A damaged wooden chest.

96) A heavy leather pouch containing several garnets.

97) A leather pouch containing a garnet necklace worth 100 gp.

98) A leather pouch containing an earring set with a sapphire worth 100 gp.

99) A small leather pouch containing a garnet necklace worth 100 gp.

100) A small leather pouch containing two gold rings worth 50 gp each. 


Random Swamp Encounters

This is a list of 100 random encounters for players in a swamp setting.

	Players enter a clearing where 2d6 half-orc children are playing in the mud. They are being watched by 2d6 half-orc adults. Three of the adults are armed with bows and spears, and the other two are shamans. 


	Players see a group of 2d6 goblin children running through the swamp. They are being chased by a crocodile. 


	Players see a group of 2d6 half-orc children playing in the swamp. They are being watched by 2d6 crocodiles. 


	Players see a wagon stuck in the mud. It’s being pulled by a pair of horses. The driver of the wagon is a human mercenary named Diego. He’s out looking for work and his team ran away in the swamp, so he needs players to help him get his wagon out of the mud. 


	Players see a group of 3d6 human bandits sitting around a camp fire singing songs about past raids they’ve made. Two of the bandits are wizards, and one of the wizards has a astral pet that looks like a crocodile made out of pure lightning orbiting his head. 


	Players see a group of 1d10+10 hobgoblins cutting down trees and building a fortification in the middle of the swamp. 


	Players see a group of 1d10+10 hobgoblins building a fortification in the middle of the swamp. They’re working with 1d4 giant crocodiles that are doing the heavy lifting for them. 


	Players see a group of 3d6 humans who have set up camp in a clearing in the swamp. They say they have been lost for three days and need help getting back to civilization. 


	Players hear a loud rumbling noise. The ground begins to shake slightly. A moment later, a herd of 3d6 elephants stampede through the area, destroying everything in their path and then disappear into the muck and mire of the swamp. 


	Players hear eerie laughter coming from nearby. A moment later, three banshees fly overhead cackling madly before flying off into the woods and disappearing forevermore. 


	A group of 1d4+2 bandits are led by a half-dragon. They are in the swamp to hide from the law. 


	A group of 1d4+5 halflings are playing a game in the swamp. They are trying to catch a lizard. They will attack the players if they get in the way. 


	A group of 1d4+4 dwarves are in the swamp because one of them has gone mad and thinks he's a lizard. 


	A group of 1d4+3 lizardfolk are hunting in the swamp. They will attack players if they get too close. 


	A group of 1d4+2 lizardfolk are hunting in the swamp. They will attack players if they get too close. 


	A group of 1d4+2 lizardfolk are fighting with a group of 1d4+2 hobgoblins. The hobgoblins want the lizardfolk's territory, and the lizardfolk want to protect it. 


	A group of 1d4+3 hobgoblins are hunting in the swamp. They will attack players if they get too close. 


	A group of 1d4+2 hobgoblins are fighting with a group of 1d4+2 lizardfolk. The hobgoblins want the lizardfolk's territory, and the lizardfolk want to protect it. 


	A group of 1d4+2 hobgoblins are building siege weapons in the swamp. They are preparing to attack a nearby town in a few days. 


	A group of 1d4+3 kobolds are building siege weapons in the swamp. They are preparing to attack a nearby town in a few days. 


	A group of men are standing around a campfire. They are all wearing robes of red, blue and yellow. They are discussing the druidic rituals they performed in the swamp. 


	You see a hut made of logs and mud. A man is standing in front of it, talking to a group of children. The man is telling them about the Swamp Curse. The children are frightened and want him to stop. 


	You see a group of men and women wearing black robes. They are standing in a clearing, practicing magic. 


	A group of people are sitting around a campfire, talking about the Swamp Curse. One of them lost his family to the Curse and wants to leave, but the others convince him to stay. 


	You see a group of men and women wearing black robes. They are standing in a clearing, practicing magic. Their leader is a wizard who is using his magic to try to break the Swamp Curse. 


	Two men are walking through the swamp, looking for work. They see a sign nailed to a tree which says: 'Wanted: Workers'. They follow the trail to the farmhouse where they will work as farmhands for a month, and receive food and lodging in return. 


	You see a man with his arm in a sling. He lost his arm in an accident in the swamp, but was able to keep his life because he was rescued by an elderly hermit who lives nearby. 


	You see a group of people wearing black robes. They are standing in a clearing, practicing magic. Their leader is an elderly woman who is using her magic to try to break the Swamp Curse. 


	A woman tells you that she's hunting for her uncle, who she hasn't seen for several days. She's worried because her uncle is an old man who can't fight, and she's afraid that he'll get eaten by something big and scary like a dragon or a griffon or a dracolich or something like that. She asks you to help her find him in the swamp and bring him home safely before something bad happens to him. 


	An elderly woman asks you for help in finding her missing husband who was out hunting for birds with his buddies when an angry giant turtle who was sleeping in the swamp woke up and started stomping through the swamp looking for food, and then ate all of his buddies when they ran away from it, and now he's lost in the swamp and can't find his way back home. 


	Cultists from a nearby swamp cult are trying to capture an alligator or crocodile. They believe that this will bring them closer to their god, who is a reptile. 


	A group of 3d6 goblins are hunting in the swamp. They are looking for food and will attack any living creatures they see. 


	While traveling through the swamp, the party sees a small hut on stilts. There is a wooden sign in front of the hut that says 'The Swamp Witch'. If the party investigates, they will find the body of the witch floating in a small pool. The body is covered in leeches and other swamp creatures. The witch is actually a vampire and will attack if anyone gets too close. She is looking for a new place to settle down and will give the party a potion of misty step if they help her find a new home. 


	A small group of hunters are hunting for wild boar or deer. They will attack anyone who threatens their animals 


	A group of 3d6 hunters are hunting for wild boar or deer in the swamp. They will attack anyone who threatens their animals 


	A group of 3d4 hunters are hunting for wild boar or deer in the swamp. They will attack anyone who threatens their animals 


	A group of 2d4 hunters are hunting for wild boar or deer in the swamp. They will attack anyone who threatens their animals 


	A group of 2d4 hunters are hunting for wild boar or deer in the swamp. They will attack anyone who threatens their animals 


	In the distance, a group of 2d4 hunters can be seen fleeing from an alligator or crocodile. The alligator or crocodile is gaining on them and will attack anyone who gets too close to its prey. 


	A large alligator or crocodile lunges out of a swamp at a passing party member, causing them to fall into the water. The crocodile or alligator pulls them under, but luckily another party member saves them before they drown. 


	A woman is walking along the road. She is wearing a dress and has a cloak wrapped around her. She looks exhausted. She is carrying a basket filled with fruit. She will offer the players some of her fruit.  


	An old woman stands in the road, blocking the path of the players. She demands that players give her food or money. If players refuse, she will curse them. 


	The sounds of crashing and breaking branches can be heard up ahead. When players investigate, they will find a man chopping down a tree. He will ask the players if they want to buy the wood. 


	A man wearing a black cloak with a hood stands in the middle of the road. He looks solemn and depressed. If players talk to him, he will tell them about how he has been cursed. He will ask them to kill him. If they do not want to kill him, they can take him to the local cleric or wizard, who will lift the curse for a fee. 


	A group of children are playing tag in front of an old house. They will run away if players try to talk to them. 


	A group of men are standing around a campfire, singing songs and drinking wine. They are members of a bardic college and are on their way to the annual bardic competition in the capital city. They will invite players to join them for a drink, but they do not have enough wine for everyone. 


	A group of men are standing around a campfire, singing songs and drinking wine. They are members of a bardic college and are on their way to the annual bardic competition in the capital city. They will invite players to join them for a drink, but they do not have enough wine for everyone. 


	A group of children are playing hide-and-seek in an abandoned building. If players get too close, they will run away in terror! 


	A man is standing on the side of a tree, holding a torch and wearing a thick cloak and hood to protect himself against the cold winter weather. He is looking for work as a hired hand at farms and taverns in the area. He will do any kind of work, from mending fences to cleaning rooms to chopping wood and hauling hay bales from the field to the barn... anything! 


	On the side of the road, there is an inn called 'The Green Dragon'. The sign outside says 'Good Beer... Good Food... Good Service... Good Company'. It looks like it used to be a nice place, but it has been neglected for years and is now run-down and in desperate need of repair... it looks like it might have even once been an average or even below-average establishment in its heyday before its decline set in and it went downhill from there... 


	The players will see a group of 4d6 gnolls. They are celebrating their victory over a group of humans. 


	The swamp is filled with giant mosquitoes. They're so large, they could be mistaken for hawks from a distance. 


	A group of 1d20 human mercenaries are searching for the lost treasure of a famous explorer. They have been in the swamp for weeks, and are close to giving up. 


	A group of 1d4+4 lizardfolk are hunting for food. They are low on food, and will attack the players if they find them first. 


	A group of 1d4+4 lizardfolk are hunting for sport. They will attack the players if they find them first. 


	Overhead, a giant dragonfly circles the party, looking for an opportunity to attack. It's actually an illusion created by a nearby wizard as part of his research into dragonology. 


	A group of 2d6 hobgoblins are scouting through the swamp, looking for a place to build their next village. 


	The party is ambushed by 2d8+2 giant rats! They're huge and they're hungry! 


	The party is ambushed by 2d6 giant frogs! 


	Overhead, a flock of 2d6 giant birds flies over the party, dropping large quantities of guano on them! 


	A group of 2d6 swamp crocodiles attack the party. 


	The party hears singing. When they investigate, they find a group of 2d6 boggles singing and celebrating. 


	The party is attacked by a group of 2d8 hobgoblins and 1d6+2 war hounds. 


	The party hears a group of people talking about a treasure that is located near the swamp. When the party investigates, they find a group of men talking about how the treasure is really a cursed item that will cause death to anyone who touches it. 


	A group of men are fishing by the side of the road. When the party approaches, they warn them about the danger of walking near the swamp. 


	A group of 2d6 lizardfolk attack the party. 


	The party comes across a group of 2d6 lizardfolk dancing around a fire while they chant and sing. They are celebrating their victory over a neighboring tribe of kobolds. 


	A group of 2d6 crocodiles attack the party while they are walking along the road near the swamp. 


	A group of 1d4+2 Swamp Hags attack the party while they are walking along the road near the swamp. 


	The party comes across a group of 1d4+2 Swamp Hags who are flying around on their Broom of Flying and causing trouble for everyone in the area. 


	You see a man named Johnson. He is a merchant. He tells you that all the other merchants were killed by swamp creatures. He wants you to escort him through the swamp to the trading post at the end of the swamp. He will give you a magic silver staff if you do it. He is lying. 


	You see a group of 3 women walking. If you talk to them, they will tell you that they are on their way to the trading post at the end of the swamp. They need to get there before the rainy season starts, or they will be stuck for a year and a half. 


	You see a group of 3 men walking. If you talk to them, they will tell you that they are on their way to the trading post at the end of the swamp. They need to get there before the rainy season starts, or they will be stuck for a year and a half. 


	A man named Zalizor is walking along the road with a large crate. He says that he is carrying an important message to the king, but he is lost and has no idea where he is or how to get there. He will offer to give up the message to anyone who will help him out of his predicament and lead him back to civilization by showing him the way out of the swamp and back onto the main road leading to the capital city. 


	A man named Zelnar is walking along the road with a large box. He says that he is carrying an important message to the king, but he is lost and has no idea where he is or how to get there. He will offer to give up the message to anyone who will help him out of his predicament and lead him back to civilization by showing him the way out of the swamp and back onto the main road leading to the capital city. 


	You see a group of 3 women walking through the swamp, laughing and singing as they go along their merry way. 


	You see a group of 3 men walking through the swamp, laughing and singing as they go along their merry way. 


	You see a group of 2 men fighting with each other while surrounded by a small crowd of onlookers who are betting on who will win the fight. 


	You see a group of 2 women fighting with each other while surrounded by a small crowd of onlookers who are betting on who will win the fight. 


	You see a man named Xald who is standing next to a small wooden sign that he has placed in front of his house which says: 'Welcome Home' in large letters written in fancy script. The house is deserted, but anyone that approaches it can hear music and sounds of merriment floating out from beneath its closed wooden front door... 


	The party comes across a man in a small wooden boat. His name is Franklin and he is fishing in the swamp. He is not happy about being there, but the pay is good. Franklin is happy to share his boat with the players and will offer them fish if they give him some ale or wine. 


	The party comes across a man in a small wooden boat. He is fishing in the swamp. His name is Jack and he is looking for work. He is not happy about being there, but the pay is good. He will offer to take the party to a nearby city for a fee of 10 gold coins each. If players refuse, he will become angry and attack them. 


	A crocodile jumps out of the water and attacks! 


	A crocodile attacks! 


	The party comes across a small wooden hut with a large stone statue of a dragon at its entrance. The hut contains a map of the swamp and a small diary that details the story of a lost explorer who stumbled into the swamp and became lost, encountering strange monsters before finally perishing after being attacked by a dragon that dwells in a nearby cave. 


	A group of mercenaries are seen walking through the swamp with maps and talking about how they plan to ambush and attack an enemy encampment near here soon. They will try to recruit players into joining them or hire them as mercenaries for a short period of time. If players agree, then they will be teleported to an abandoned temple miles away where they will have to fight off undead and necromancers before returning to the mercenaries' camp with loot! 


	A statuesque woman is seen walking through the swamp nearby. If players approach her, she will ask them to help her find her brother who has been turned into a frog by a witch in the swamp. She can be trusted but might try to lead players into a trap set by pirates or bandits. 


	The party comes across a group of 2d4 soldiers who are lost and looking for the nearest village. If players help them, they will reward them with gold, weapons, and horses if they have any to spare. 


	A group of 3d10 rangers are sitting around a campfire, eating and drinking ale, talking about their past adventures, and laughing about funny stories that happened to them while they were out on hunts looking for things to kill or rid their kingdom or province of. They will offer the players some ale if they want some, but they won't force it on them if they don't want any. They are on their way back from a successful hunt where they killed a giant boar that was terrorizing a local village and will be passing through this area on their way back home. 


	The party comes across a group of 2d4 zombies who are lumbering around looking for brains to eat! 


	An elderly couple is sitting on a log near a campfire. They are traveling to their nephew's wedding. They have lost their way and will ask the players to help them find their way out of the swamp. 


	A group of four rangers are on a hunt. They are looking for a thief that has been stealing from the local farmers. They will ask the players to help them find the thief. The thief is actually a werewolf that has been terrorizing the farmers. The werewolf will attack the players if they help the rangers. 


	A large frog attacks the players. If they kill it, they find a small pouch tied to its back containing 5d6 copper pieces. 


	A group of 2d6 soldiers are marching through the swamp. They are looking for a group of bandits that have been attacking caravans through this area. The soldiers will ask the players to help them find the bandits. The bandits are actually a group of hook horrors that have been hiding in caves in this area. 


	Players come across a small island in the swamp with a small hut on it. Inside is an elderly half-orc shaman with two large alligators guarding him. He’s been trapped there for years by the two alligators. He will ask the players to kill them so he can get off the island and return to his home village in the hills. He will give the players a magic ring if they do this for him. It’s worth 10d10 silver pieces. 


	The players come across a small wooden hut in the swamp. Inside is a mad wizard who is trying to figure out how many lizards are on an island across the swamp. There is also a crocodile in his cage that he experimented on. If the players kill the crocodile, the mad wizard will become angry and attack them. 


	The players come across a campfire with a group of 4d6 humans sitting around it singing songs and telling stories. If they don’t stop, they’ll become aware of the players and attack them because they think they are intruders trying to spy on them and steal their stories and songs. 


	Players come across a small wooden hut where an old man named Willie lives... 


	A group of 2d4 lizardfolk swim up to the players and ask if they want to buy some eggs from them. If they accept, they will receive 2d4 eggs from the lizardfolks who will then swim away quickly back into the swamp before the players can change their minds about purchasing their eggs... 


	                   A group of hunters come upon the players and ask them if they have seen any large game in the area. If the players say 'yes' then the hunters will ask them to help track the beast down and kill it. Players might get in trouble with the law if they do.  This is a trap by the local Game Warden, a ranger named Steve Goldcock. 



Random City Encounters

This is a list of 100 random encounters for players in a city setting.

	A group of children are playing a game of tag in the street. If players try to join, they will scatter and yell, 'No adults!' 


	A drunk man stumbles out of a nearby tavern. He is wearing a bright, yellow cloak and almost trips over his feet as he shouts at players: 'The Yellow Death has returned!' 


	Two young men are arguing over which shop in the city has the best ale. They then notice the party and quickly leave without finishing their conversation. 


	A member of the city watch warns players that there has been a spike in crime in the last few days. He says that there have been seven murders in the last week, all weapons stolen and no clues left behind. He says that if they find any clues, they should give them to him or leave them at the watch house. He will reward them if they find the killer. He may or may not be telling the truth. 


	A man dressed in expensive clothes and wearing a silver chain around his neck steps out of a local tavern and slaps a commoner on the back, laughing loudly as he does so. He does not notice players. 


	A group of children are playing a game of tag in the street. If players try to join, they will scatter and yell, 'No adults!' 


	A group of children are playing a game of tag in the street. If players try to join, they will scatter, then run away laughing. 


	Two women are gossiping about the scandal between the local lord and his new wife, who is rumored to be a witch and is using her powers to seduce him into giving her more land to grow her crops on. 


	A man wearing a bright yellow cloak is arguing with a shopkeeper over the cost of food, which is going up due to inflation. The man is demanding a discount, but the shopkeeper refuses and says that he's already giving him the best price he can afford to offer him with his low wages being so high right now because of all the thieves and thugs around here lately. The man storms off angrily while complaining about how hard his life is nowadays because of how poor everyone else is. 


	A group of men are gathered around a large barrel, laughing and drinking together as they pass around a large jug of ale between them. They then notice players and ask them if they want to join in on their party before leaving them to their own devices because they need some time to themselves after dealing with all their troubles lately. 


	You see a sign that says 'The King has posted a hefty reward for information about the White Dragon.' The man behind the sign is offering to sell you the information for 500 gold pieces. 


	Two men are arguing about the current state of the kingdom. One man believes that the kingdom is strong, and it will recover from this war soon enough. The other man believes that the kingdom is weak and will not survive after this war has come to an end. 


	A woman is handing out pamphlets in hopes of converting non-believers into worshipers of the Old God of Death. 


	A man is walking around with a large basket trying to collect donations for the poor. He will not accept any coins, but he will accept food, water, or clothing. 


	A man is walking around with a large basket trying to collect donations for the poor. He will accept any coins offered to him. He will not accept food, water, or clothing. (He's an impostor.) 


	A group of men is walking around with a large basket trying to collect donations for the poor. They will not accept any coins, but they will accept food, water, or clothing. They are actually thieves who are trying to gather information about how rich people live and where their valuables are hidden. 


	Two men are arguing about the value of gold versus silver versus copper. One man believes that gold is king, the other man believes that silver is queen, and the other man believes that copper is peasant. 


	A woman is sitting at a table with a deck of cards in front of her. She's playing a game of chance with anyone who wants to play against her. She's betting that she can beat anyone who wants to play against her. 


	A strange cult is offering 100 gold in exchange for every non-believer that they can convert into a believer in their strange god. 


	A strange cult is offering 100 copper in exchange for every non-believer that they can convince to worship their god Zan. 


	A group of children are running through the streets, yelling about a dragon that is coming to destroy the city. 


	A group of drunk revelers stumble out of a tavern, still laughing about a joke that one of them told earlier in the night. 


	A group of young girls are playing with a bunch of dolls in the street. They're pretending that they're all princesses, and they're having a grand time. They're so distracted that they don't notice the party at all. 


	A man is standing in the middle of the street, ranting and raving about the end of the world. He seems to think it is his personal mission to warn people about the end of the world, and he doesn't seem to care if people listen to him or not. He's ranting so loudly that he doesn't notice the party at all. 


	A group of revelers stumble out of a tavern, still laughing about a joke that one of them told earlier in the night. 


	A group of young men are playing with a bunch of dogs in the street. They're pretending that they're all warriors, and they're having a grand time. They're so distracted that they don't notice the party at all. 


	A group of children are playing with a bunch of toy swords in the street. They're pretending that they're all knights, and they're having a grand time. They're so distracted that they don't notice the party at all. 


	Two men are standing in the middle of the street, talking about the latest news from faraway lands. They seem to think that they're spies in disguise, and they seem to think that they're in danger because they're spies. They don't notice the party at all. 


	Two men are standing in the middle of the street, arguing with each other over something ridiculous like whether or not two plus two equals five. They don't notice the party at all. 


	A man is standing in the middle of the street, ranting and raving about something ridiculous like how he's going to become king and he's going to banish all the poor people from the city and everyone will be happy forevermore because no one will be poor anymore. He seems to think he's going to become king soon because he has a secret weapon that no one knows about yet except him. 


	A man is holding his head and screaming about a voice in his head. 


	The players see a group of people surrounding a young woman. She is wearing rags and is covered in soot. She is screaming and babbling about a fire that is coming and will destroy them all. The men are trying to calm her down. One of the men sees the players and asks them to help. A local healer has told them she is possessed by a demon. They do not want to hurt her, but she has been like this for days. 


	A group of men and women are celebrating on the street. They are singing and dancing and holding bottles of wine. 


	A group of people are gathered around a new grave. They are crying and wailing. A priest is there to console them and bless the grave. He says the man was an adventurer who died fighting a dragon near the city walls. The players get suspicious because there is no body in the grave. 


	A group of men are talking about how they were robbed last night by an invisible thief. They do not know who is doing it or how it's happening, but they know their gold is disappearing. 


	A man is selling giant potted plants for ten gold each. He says they're magical trees that grow fruit every ten days. The apples are highly magical and will cure any ailment or injury if eaten within 24 hours after being injured. 


	A group of men are talking about how they were hired by a man to catch a thief hiding in his home. They say they investigated the home, but did not find anyone hiding there. Then they heard a scream from another room, so they went to investigate and found the thief hiding there. They say it was a woman and she was sitting on the floor wailing like a baby and begging for mercy when they found her. When they tried to escort her out, she fought back like a wild animal until they knocked her out. 


	Two men are arguing about whether or not the old stories about a dragon that used to live near their village are true or not. One says he has seen its bones buried in the hills near his village, so it must be true. The other says he grew up in that village and there was never any dragon bones or stories about a dragon living there, so it must not be true. 


	A man is selling maps of the catacombs beneath the city for five gold each, saying they lead all the way to a secret vault where a local king hid his treasure before being killed by his treacherous second-in-command who later became the new king after killing him in battle outside the city walls during an invasion by orcs from the nearby mountains many years ago, who later died from old age after reigning for many years . 


	Two men are arguing over whether or not the nearby abandoned tower is haunted by ghosts or if it's just full of bats! 


	A man is selling rings that change color when they are exposed to poison. 


	A woman is selling a book of poems called 'The Remade Man'. The cover depicts an elf with a patchwork human face. 


	A group of outlaws are putting on a play about the tragic love story of a half-dragon and a human woman. 


	An elderly halfling woman is trying to sell a book about how she single-handedly defeated a group of hobgoblins. 


	A group of children are selling maps to a secret dungeon. 


	A group of children are selling toys made out of wooden stakes and dolls made out of werewolf pelts. 


	A group of men are putting on a play about the tragic romance between a beautiful goddess and a handsome demon. 


	A man is selling bags made out of werewolf hide. They will turn into pouches when you put coins into them. 


	A man is selling a book of poetry called 'The Song of the Night'. The cover depicts a woman in black with fangs and bat wings. 


	A woman is selling a book of poetry called 'The Ballad of the Bright Sorceress'. The cover depicts a sorceress in shining armor with a sword made out of pure light. 


	A man has set up a booth that offers to tell people their future by reading their palms. He tells players that he can see their future, and it is terrible. He warns them that they should be careful because they are in danger of being hunted down and killed by a powerful wizard named Bezeal the Red. 


	A man with a scarred face is preaching to a crowd. He is wearing a robe, and he is holding a book in his hand. His name is Brother Preston. His book is called 'A Treatise on the Words of the Old King.' 


	A man wearing an expensive suit is standing in front of a house. He is talking to a woman through the open door. The man's name is Edmond, and the woman's name is Lavinia. Edmond will tell the players that he has been courting Lavinia for some time now, but she will not agree to marry him! 


	A group of children are playing with a ball. When the players get close to them, they will stop playing and run away. If players follow them, they will find them in an alleyway. There is a small boy there who is wearing a red cloak. If players talk to the boy, they will discover that he is an orphan and his name is Samm. 


	A man named Jameson is sitting on the steps of a church, crying. His wife has recently passed away, and he has nobody to turn to. 


	A man named Samuel has been missing for several days now, and it has caused quite a stir in the city! The players find out that Samuel was last seen at the Barter Inn... 


	Two men are standing on each side of the middle of the street, holding lanterns in their hands, lighting up the street. Their names are Alfred and Percy. Alfred says that Percy has been stealing from him for years! 


	A group of children are playing with a ball. When the players get close to them, they will run away. If players follow them, they will find them in an alleyway. There is a small boy there who is wearing a red cloak. If players talk to the boy, they will discover that he is an orphan and his name is Samm. 


	A man named Alfred has been missing for several days now, and it has caused quite a stir in the city! The players find out that Alfred was last seen at the Barter Inn... 


	A woman named Mary has been missing for several days now, and it has caused quite a stir in the city! The players find out that Mary was last seen at the Barter Inn... 


	A group of elven children are holding a mock battle with wooden swords in the middle of the road. If you stop, they will ask you to join in. They are really good at swordplay and will beat you. 


	A group of men are standing around with their arms crossed and their chins lifted. If you approach, they will tell you to move out of the way. They will not let you pass. 


	A group of people are singing and clapping their hands in time with their song. They are celebrating by the side of the road. If you stop to listen, they will invite you to join them. The song is about a hero named Brastus from a nearby city. It seems like a very nice song and it will give the players free information about Brastus if they choose to follow up on it. 


	A man is standing on top of a wooden box with a sign around his neck that says 'I'm mad as hell and I'm not going to take this anymore!' All around his feet are coins thrown by people walking by. The man is shouting and waving his arms around, but he is not mad at all. He's just an angry guy trying to make a living by collecting the coins thrown at his feet by people passing by. 


	A group of men and women are standing outside their houses and talking about how their crops didn't do well this year. They seem to be in a bad mood about it all. 


	A group of people are gathered around a basket filled with apples and oranges and pears and other fruits from the trees that grow along the road here. They are being given to the poor by a priest named Reven. 


	A man is running down the street, shouting and waving his arms over his head as he goes, but no one is following him. He is so excited about something that he doesn't care that no one is following him. 


	A woman is sitting alone at a table in front of a tavern on the corner, but she isn't drinking or even looking at the tavern. She's just staring off into space, looking very sad and lonely. 


	Two men are standing outside of a bakery, complaining that they haven't been paid by their baker for their work the day before. They aren't angry, they're just worried that they won't get paid at all, or else they'll get paid a lot later than they should have been paid for their hard work at the bakery that day. 


	A man is standing outside of an apothecary shop, yelling at the owner for not giving him any money for his rabbits that he had brought in for him to sell as food for his family. The apothecary was insulted by this man's request to sell him rabbits for food, so he refused to give him any money for them at all until he apologizes to his wife for insulting her cooking abilities this way... 


	A local bard is playing a song about a woman from the city who has gone missing. It is called 'The Ballad of Tamara.' 


	A group of children are running around with sticks, pretending to be knights fighting monsters. 


	A group of men are talking about the strange things they have seen in the forest. They say that they have seen elves and weird creatures that they have never seen before. They also say they have seen a dwarf wearing chainmail, but it appears to be made out of gold. 


	A group of men are talking about the strange things they have seen in the city. They say that they have seen a man walking around with a very large black bird on his shoulders. 


	A man is selling lizards. He says that they are lizards that can be trained to do tricks like parrots. He says that the lizards can even be trained to talk like parrots. He will show you one that he has trained to say one word: 'Eat.' 


	A man is selling books. 


	A man is selling a book of jokes. 


	A group of children are playing a game called 'Knights and Dragons.' They will explain to players how to play. 


	A group of men are talking about how dangerous the forest is. They say that they saw a man walking around with a dagger that was made out of a tooth from a dragon's mouth. 


	A group of children are playing a game called 'Knights and Dragons.' They will explain to players how to play. 


	A drunken man staggers up to you and tells you that he is looking for his lost horse. He will ask you if you have seen it. If you say you have, he will demand that you return it to him. He will not listen to any protests about not having seen a horse. 


	You see a group of children playing with a toy horse. They will ask you to join their game. If you do, the game will become more and more dangerous as the children turn out to be older than they appeared at first. 


	A merchant is selling small bean bag animals. He will tell you their names, which are all different names for 'horse'. 


	A man is painting a picture of a horse. When asked what he is painting, he will say that it is his wife. When asked why he has painted his wife as a horse, he will say that it is the only animal that truly understands his plight in life as an artist. 


	A man is selling small bags of beans. He tells you that they are horse food. If purchased, they will turn out to be ordinary beans. 


	A man is selling small bags of sand. He claims that they are horse sandals. If purchased, they will turn out to be ordinary sand from a nearby beach. 


	Two men are arguing about the nature of horses and whether or not they have souls. One of them says that horses do not have souls because they are not humans, while the other says that horses do have souls because they are living creatures like humans. 


	A man is selling mirrors that he claims will show your true reflection when gazed into. When they are bought and looked into, they will show the reflection of whoever looks into them instead of their true reflection. 


	A man is selling wilted flowers that he claims are magical flowers that can cause people to fall in love with whoever is nearby when they are presented with them. If obtained, they will turn out to be cheap, ordinary flowers from a nearby garden instead of magical ones from far away lands as claimed by the merchant who sold them to you. 


	A priestess of Corellon Larethian named Eldest Star is looking for help in restoring an ancient temple dedicated to Corellon Larethian located in the nearby mountainside. She will offer payment for anyone who is interested in helping her with it and promises that it will be well worth the effort to restore it to its original glory and function again. 


	Players are walking down the street. A man with a big hat and a big beard is handing out pamphlets. The pamphlets are called 'Doctor's Orders' and they read: 'Do not eat meat. Do not eat vegetables. Eat only fish. Eat only fish that swim in the sea. No freshwater fish. No fish eggs. No fish scales. No fish bones.' 


	A man is walking up and down the street with a sign on his back. The sign reads: 'I am an escaped mental patient and I am dangerous.' 


	A man is walking down the street, singing very loudly. He is drunk. 


	A woman is walking up and down the street, telling everyone about her horrible day at work. 


	A woman is walking up and down the street, selling fresh vegetables from a cart. She's yelling: 'Fresh vegetables! Fresh vegetables! Get your fresh vegetables! Fresh vegetables! Fresh vegetables!' 


	A man is walking up and down the street, selling apples from a cart. He's yelling: 'Apples! Apples! Get your apples! Get your apples!' 


	A man is walking up and down the street, yelling: 'WAUGH! WAUGH! WAUGH! WAUGH!' 


	Two men are walking up and down the street, arguing about whether or not someone named 'Mueller' was innocent. They keep saying: 'He was innocent! He was innocent!' 


	A woman is trying to sell jewelry. Her jewelry is not real, but it looks real. She will try to trick people into thinking it is real and pay her a lot of money for it. 


	                   A man is walking around with a big ax, not really doing anything with it. 



NPC – Adventurers

This is a list of adventurers.
 

1) Thomas the Quick

Male Half-Elf Rogue (Chaotic Good)

Thomas is a hafl-elvish rogue with cold blue eyes, a pale skin tone, and shoulder-length blonde hair. He wears a leather cloak and commoner’s clothing underneath. He is an expert infiltrator and pickpocket.

Thomas travels to spread good and thwart evil as he sees fit. He is a merchant as well who tends to have a surplus of goods at any time. He is a master of the blade, able to cut through plate armor as if it were cloth. Thomas is a fast, agile rogue who is deceitful and tricky. He is a good addition to any party, but is not afraid to leave the party and travel alone. He is a chaos type character who is unpredictable and a force to be reckoned with. He is likely to stay with the party as long as they do good deeds.

2) Harrin the Black

Male Human Fighter (Chaotic Neutral)

Harrin is a man with long black hair, piercing eyes, dark skin, and scars covering every inch of his body. He is a soldier and soldier alone. He has a keen sense of duty.

Harrin is a soldier who wants to guard the north from evil creatures from the south. He is a powerful warrior and is able to hold his own against even the strongest creature. He may be the strongest fighter in the party, but he has no sense of self-preservation and is not afraid of death. He is a savage fighter with no sense of tactics or strategy. He will join the party but will not stay with them for long as he is a fearless soldier who must be out there fighting. He will say a prayer for the party before he leaves them for good.

3) Rolly Torgabooth the Just

Male Dwarf Paladin (Lawful Good)

Rolly is a mature dwarf with long grey hair and a moustache. He wears plate mail and wields a greatsword.

Rolly is a paladin of Moradin, the great leader of the dwarves. He was an officer in the dwarven military who resigned his commission to fight evil as a free agent. He is a reluctant hero who fights evil whenever he can but must also attend to his duties elsewhere in the world. He is a warrior who fights with honor and defends the weak. He is likely to join the party and give them orders, but otherwise will only accompany them on their adventures if the party does good deeds. Rolly is a powerful warrior and can be a valuable addition to any party.

4) Shandrel Huffelhouser

Female Halfling Ranger (Chaotic Neutral)

Shandrel is a short halfling with long blonde hair and green eyes. She wears leather raiment and wields a short sword.

Shandrel is a halfling with a wandering spirit. She is an expert archer who is on a quest to find the perfect arrow. She has travelled across the world and seen many things. She is an intelligent, cunning warrior who can stand on her own. She has her own agenda and will not follow the party if they are too weak, lazy, or chaotic.

5) Kaldor the Swift

Male Half-Elven Bard (Chaotic Good)

Kaldor is a handsome half-elven bard with auburn hair and green eyes. He wears a white tunic and wields a rapier.

Kaldor is a wandering minstrel and rogue who travels from town to town, spreading good and helping those in need. He is a master of deception and stealth. He is also an expert acrobat who can climb and jump tall buildings with ease.

6) Tarsz the Brave

Male Human Fighter (Chaotic Good)

Tarsz is a large human with a brown mustache and a bald head. He wears leather armor, wields a sword and shield, and carries a greataxe.

Tarsz is a wandering warrior. He is a mercenary who will fight for whomever can offer him gold. His employers have been good, evil, and neutral. He is motivated by coin and personal glory and will do whatever it takes to get ahead. He is an expert warrior with a shield and sword but is not afraid to use his great axe when he needs to. He is a good addition to the party and will stick around if the party is doing honorable deeds. He will leave the party if their actions are evil or chaotic.

7) Mags the Bold

Male Human Monk (Lawful Good)

Mags is a middle-aged human with a bald head, a shaven face, and a scarred body. He wears simple brown robes.

Mags is a monk of Pelorqah. He is an expert at hand-to-hand combat and unarmed combat, and is able to weigh in a fight against any opponent. He is an honest monk who does not lie. He does not appreciate evil and will leave the party if they are doing evil deeds. He is a monk who is not afraid of death. If players encounter him more than once, he will ask them to come to his monastery, where he will test the players to see if they are worthy. If they are, he may grant them his blessings.

8) Harrin the Bold

Male Human Paladin (Lawful Good)

Harrin is a human who looks like a fighter with a bald head and a scarred face. He wears sturdy leather armor and wields a polearm weapon.

Harrin is a paladin and part of the Church of Pelorqah. He is an expert warrior who is always on the lookout for evil creatures. He is skilled at finding evil and destroying it. His weapon of choice is a polearm, which he can use to defeat most opponents. He is an expert at tracking down evil and protecting the innocent.

9) Mires the Wise

Male Human Wizard (Chaotic Good)

Mires is a middle-aged human with graying hair. He wears simple gray robes and wields a staff.

Mires is a short, clever wizard who can cast powerful magic. He travels from town-to-town casting spells for money. He is a trickster who is not to be trusted. He is a powerful spellcaster with difficult spells. If players try to buy spells from him, he will try to sell them fake ones or spells that will fail. His prices are high, his service is terrible, and his breath stinks. Doing business with Mires is not wise at all. In fact, if players encounter Mires more than once, he will attempt to trick them. If players want advice, they must pay the price, and Mires will be happy to charge them a high one. He is an expert spellcaster who may join the party if they can pay him enough gold.

10) Taras the Bald

Male Human Barbarian (Chaotic Evil)

Taras is a bald man with two shrunken heads hanging from his neck. He wears leather armor and wields a short sword.

Taras is a Barbarian who is on a quest to kill the dragon that killed his tribe. He is a powerful warrior who is close to becoming an elite member of the Red Dragon Clan. He is a skilled tracker who knows how to track down his enemies. He is a strong opponent who is not afraid to behead his enemies and wear their skull on his neck as a trophy. His intimidating appearance, strong personality, and great strength will cause trouble among players and NPCs alike. He is a powerful warrior who will be difficult to control.

11) Simon Stones

Male Human Wizard (Lawful Good)

Simon is a short man with black hair that seems to be made of stone. He wears red robes and wields a staff.

Simon is a middle-aged wizard who travels the countryside casting spells for money. He is sincere, honest, and trustworthy. He is a powerful caster of magic, but he is not as powerful as most wizards. He saves his money and spends it wisely. He knows how to track down his enemies, but he doesn’t have the power to defeat them. When he meets the party, he will tell them about his enemies and ask them to help him defeat them. Simon can be a great friend of the party if they help him in his efforts to defeat his enemies. He is at war with a coven of witches that live in the nearby forest. Simon will join the party if they agree to help him.

12) Mavis the Nymph

Female Elf Ranger (Chaotic Neutral)

Mavis is a beautiful elven woman with long silver hair. She wears leather armor and wields a short sword.

Mavis is a fierce and deadly warrior from the Elven kingdom. She works as a mercenary who is hired by the kingdom to eliminate threats. She is a skilled archer and swordswoman who is always looking for adventure. She’s fearless, but she’ll only fight an enemy if she knows she can win. She travels the countryside searching for new adventures. She has encountered many dangers and has the scars to prove it. She is a powerful warrior who will be a dangerous addition to the party. She may join the party if they help her defeat a pack of demons that have been terrorizing the nearby village.

13) Waylon the Black

Male Human Ranger (Neutral)

Waylon is a tall man with black hair and dark eyes. He wears leather armor and wields a short sword.

Waylon is a warrior from an undiscovered land far from the kingdom. He is a skilled warrior who has come to test his abilities on real life battles. He is a quiet man with mysterious powers. He is a skilled archer and is a master of the forest. He is a dangerous opponent who is willing to fight to the death. He will join the party if they agree to help him defeat the dragon that terrorizes his land. He is an interesting ally that will add a lot of power to the party’s adventures.

14) Horace the Bone Collector

Male Dwarf Cleric (Lawful Good)

Horace is a short man with brown hair and a scruffy face. He wears heavy armor and wields a mace.

Horace is a cleric who is on a quest to collect the remains of long-dead warriors for his god. He is seeking the head of an ancient dragon. He is an expert at healing and will be a great support to the party’s adventures. He is a mysterious man who is not open about his life. He is a dangerous warrior who will not hesitate to fight to the death.

He will only join the party if they agree to help him defeat the dragon that killed one of his friends. He is a powerful cleric who uses powerful healing magic and fights with a two-handed war hammer. This will be useful if players decide to go on a quest to collect the head of an ancient dragon.

15) Finley the Wise

Male Human Wizard (Neutral)

Finley is a lean, young man with curly red hair and freckles. He wears blue robes and wields a staff.

Finley is a young wizard who is not wise in the ways of magic. He has come to learn how to cast his spells better. He is a minor wizard who needs a great deal of help. He will join the party if they agree to help him understand the magic he is casting.

He is a minor wizard who is only one spell level behind a powerful wizard. He can cast a few spells, but he has trouble controlling them. His magic is powerful, but he doesn’t know how to control it. He is a good citizen who will help the party if they ask him. He is an interesting character with a lot of potential, but he needs a great deal of help.

16) Reiner the Knight

Male Human Knight (Lawful Good)

Reiner is a tall, strong man with dark hair. He wears heavy armor and wields a shield and sword.

Reiner is a powerful knight of the kingdom. He is on a quest to find the stolen head of an ancient dragon. He is a skilled warrior with great strength and resilience. He is a major threat to his enemies who will fight to the death. His strength will be crucial on a quest to defeat an ancient dragon. He is a powerful warrior who will be a great addition to the party.

17) Marianna the Maiden

Female Human Cleric (Chaotic Good)

Marianna is a beautiful woman with long blonde hair and blue eyes. She wears white and gold robes and wields a mace.

Marianna is a cleric from the kingdom. She is on a quest to help the people of the kingdom. She is a kind soul who helps the weak, heals the sick, and restores peace to communities. She is a great friend and a powerful ally. She will join the party if they ask for her help. She is a great cleric who will heal the party of their wounds and blasts her enemies with powerful magic. She is a good soul who will be a great ally of the party during their adventures.

18) Kristi the Witch

Female Human Witch (Lawful Neutral)

Kristi is a short, middle-aged woman with green hair. She wears a green cloak and wields a staff.

Kristi is a powerful witch who lives at the end of the forest. Her coven of witches has been terrorizing the people of the kingdom for years. She is an expert spellcaster who knows how to cast difficult spells. She may join the party if players convince her to join. She is a powerful spellcaster who will cast difficult and dangerous spells against the party. Her coven of witches might also be a powerful opposition against the party. They will have a difficult time defeating the witches. If they can defeat the witches, they will gain the powers of the witches. 

19) Pierre the Knight

Male Human Knight (Lawful Good)

Pierre is a young man with dark hair and brown eyes. He wears heavy armor and wields a sword and shield.

Pierre is a young knight from the kingdom. He is on a quest to help people in the kingdom. He seeks adventure in the wilderness and is willing to join the party. He is a skilled warrior who is capable of wielding magic. He is a kind soul who can be trusted. If the party asks for help from Pierre, he will gladly assist them. He will join the party if they need his magic and swordsmanship skills. 

20) Helen the Huntress of the Wild

Female Human Ranger (Neutral Good)

Helen is a tall, young woman with red hair and green eyes. She wears a green tunic and wields two swords.

Helen is a ranger from outside the kingdom. She is on a quest to help people in the kingdom. She is a skilled ranger who tackles dangerous creatures in the wilderness. She is a skilled warrior who can wield powerful swords and magic. She is an ally of the kingdom who will join the party if they need help. She is a powerful ally who will support the party in their quest.


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) Mary Merriweatherson

Female Human Bard (Chaotic Neutral)

Mary has dark red hair, dark brown eyes, and an attractive face. She is a short, slender woman of average height. She has a thin, elegant build and delicate features. She has a pretty smile and thick lips. She is wearing a pale green blouse, a long skirt, and a red scarf and a green cloak. She also has a pet cat sitting in her lap.

Mary is a very outgoing person who loves to tell stories. If a player talks to her, she will be very excited to tell them all about her past. She will talk about how she has been around the world and all that she has done. She will even talk about some of the stuff she has seen while being on the run from some of the most notorious personages in the kingdom. At the end, she will ask the players if they want to hear about her latest adventure. She will tell the players all about her father's decision to run for mayor and how she met a handsome bachelor and how she might use him to get information about the real truth behind her father's quest for mayor. If the players talk to her again, she will be less excited about coming back to the players, but she will be more willing to share information about her latest adventure. She will tell the players about how she has found out that her father is up to something, but she needs to know more before she can tell them what.

2) Lloyd Tinsley

Male Human Thief (Chaotic Good)

Lloyd is a tall, lean man with messy, dirty brown hair that sticks up in every direction and blue eyes. He has a plain face and delicate features. He has a plain beard that matches the color of his hair. He is dressed in dark clothes and the bright blue eyes of the thief glint back at them from the darkness.

Lloyd is a thief that believes that sometimes taking items from people is for the best. He doesn’t believe in paying for stuff either. If players talk to him, he will flaunt his skills as a thief. When they ask him how he survived the dragon attack, they will realize that he is a thief when he explains how he escaped the dragon’s lair. His next words will be a request for a free drink. If they talk to him again, he will want some of the treasure he helped them get.

3) Rueben Graves

Male Human Wizard (Chaotic Neutral)

Rueben is a short, squat man with bulky arms and legs. He has short, black hair and dark brown eyes. He has a small, tidy beard that matches his tidy mustache. He is dressed in colorful robes.

Rueben is a very outgoing person who likes to make friends with adventurers. When he finds out that players are looking for someone to accompany them on their quest, he will tell players that he is the best person for the job. He is currently looking for some adventurers to help him search an old forgotten tomb for his family’s stolen relics. He will even ask the players if they would like to help him find his family’s lost relics, but he is worried his family is going to hire someone else if he doesn’t find the relics soon.

4) Koppa Kaller

Male Human Pirate Captain (Chaotic Neutral)

Koppa is a short, squat man with a barrel chest. He has burly arms, a bushy black beard, and a stern look that is softened by his wise brown eyes. He is dressed in a simple brown sailor’s outfit.

Koppa is a very outgoing person who loves to tell stories of his adventures. If players talk to him, he will be very excited to talk about his life as a pirate. He will tell them stories of his adventures in the high seas. He will tell them how he first started out as a young sailor with dreams of being a pirate. He will also tell them about how he met his first mate and how they started their own crew. He will also tell them about some of the dangerous adventures he has been on, including how he almost met Death himself. At the end, he will tell them that they can sail with him anytime. If they talk to him again, he will be less excited about talking to them again, but he will still be willing to share with them some of his most dangerous adventures.

5) Elicia Stormtrodden

Female Half-Elf Bard (Chaotic Neautral)

Elicia looks like a beautiful woman with pale skin, green eyes, and long, dark brown hair. She has a slender figure. She also wears a short, blue dress with a long, flowing skirt and a short, white cape. Her long hair is tied back neatly. She also wears two silver hoops in her ears. She has a serious expression and a wary look in her eyes.

Elicia is a bard who is well known for her songs about battles all over the realm. In particular, she is known for a ballad called "The Last Stand of Prince Brastania." She has been asked to sing this song for a group of drunken warriors.

The warriors are about to leave for a long quest to fight the evil creatures in the Caves of Chaos. Elicia is looking for someone to go with those warriors because she wants to make another version of the song after they return. If players talk to her, she will tell them she is looking for an adventurer to join a small fighting party that is going to do battle with the creatures in the Caves of Chaos.

She will tell them she is looking for a bard to make an epic ballad of their quest. She will also ask them if they would like to go on their quest with them. If they talk to her again, she will tell them that the song is going to be called "The Rise of Prince Brastania."

She will also tell them the ballad is going to end with the prince leading his warriors to victory over the creatures in the Caves of Chaos. She will also tell them she is looking for someone to help her write the last verse. If they talk to her again, she will tell them that she thinks she has written the last verse. She will tell them the ballad will end with the prince ascending to the next level of consciousness and joining the other gods.

6) Martyrind

Male Human Cleric (Chaotic Good)

Martyrind is an old man. He has a long, white beard and has long, gray hair. He has kind brown eyes and a slow, deliberate manner of speech. He has a lean build. He is dressed in simple robes. There is a long wooden staff leaning against the table next to him. He has a serious expression and a wary look in his eyes.

Martyrind is a cleric who comes to this tavern often. He comes here to play checkers with the other patrons. One of the members of this tavern is a retired ranger who is known to come here from time to time. Martyrind does not gamble, so he does not play checkers for money. He plays checkers for the joy of playing. He has a special fondness for playing checkers with the ranger, because the ranger taught him how to play when he was a young boy.

If players talk to him, he will be very happy to talk about his fondness for playing checkers with the old ranger. He will also be happy to tell them about his time as a young boy when his family was killed by evil creatures. He will also tell them that he lived with the ranger for a while and that the ranger taught him to wield a bow.

He will also tell them that he soon left the ranger and joined the Clerics of Beldaroon. He will tell them of the great battles he has been in since then. He will also tell them that he has heard tales of the Caves of Chaos from some of his fellow adventurers and he is interested in exploring the caves.

f players talk to him again, he will tell them that he lives a simple life in the halls of a temple of Beldaroon. He will tell them he is just a cleric from an old temple in a small village near the city of Bartlegaard.

7) Fritz, the Drunken Ranger

Male Human Ranger (Chaotic Good)

The drunken ranger is a large man. He has a golden, bushy beard and long, curly hair.

He has kind brown eyes. He is dressed in a simple, green tunic and brown pants. He has the look of a friendly man.

The drunken ranger is named Fritz Silverhand. He is a retired ranger. He spent most of his life battling the creatures of the forest. Somewhere along the way, he picked up a taste for ale.

Fritz has come to this tavern to see his old friend Martyrind, who he met when Martyrind was a young boy. Martyrind has come to this tavern to play checkers with Fritz. Fritz is very excited to see Martyrind and will be happy to tell him about some of his adventures in the forest. He will even invite him to come along with him on his next mission. If players talk to him, he will be very happy to tell them some of the stories he heard from Martyrind. He will also tell them how he met Martyrind. If players talk to him again, he will be less excited about telling them more stories about his time as a ranger.

8) Alice Stormbringer

Female Dwarf Cleric (Neutral Good)

Alice is a middle-aged dwarf. She has a plump figure with a rounded face and a square jaw. She has golden hair and brown eyes. She has the look of a stern woman.

Alice is a cleric of Beldaroon who comes to this tavern to see some of her fellow clerics. She is here for a small religious celebration that is going to take place outside the tavern. She will invite the players to attend the celebration. She will invite them to join the clerics of Beldaroon in their celebration.

Alice likes to drink wine and will talk more if she gets drunks. She will not pass up a free drink, so players will be able to get quite a bit of information out of Alice, especially regarding Prince John the Lancer. Alice is a mistress of the prince and will be happy to tell players as much as she knows about him. Alice earned the title of Stormbringer by defeating a powerful storm monster. She later killed that storm monster. She will tell them how she earned her title.

9) Sara Smyth

Female Human Farmer (Lawful Good)

Sara is a tall woman with blonde-hair and brown eyes. Her hair is tied back into a ponytail. She has the appearance of a simple farm girl.

Sara lives in a small hamlet. She is here to sell her produce in the city. She will ask the group to come see her produce before she leaves the city. She will tell them that she farmed all of the vegetables herself. She will tell them how hard it was for her to grow them. She will offer to show them her goods for free. She will have plenty of vegetables with her. If players ask her about her life, she will tell them that she loves growing vegetables and flowers. She will tell them she has been doing it since she was a little girl. If players talk to her again, she will tell them she is going to continue to farm when she returns home.

10) Rodney, the Wandering Minstrel

Male Human Bard (Chaotic Good)

Rodney is a young man with dark brown hair. He has a thin, slender body. He has a handsome face. He is dressed like a minstrel, in a long, red shirt, a green vest, and a dark blue vest over the green one. He has a lute in his hands. There is a pleasant expression on his face.

Rodney is a minstrel who wanders from town to town. He is here in the city to perform for the audiences in the pubs and taverns. He will ask the group if they have ever seen a minstrel before.

If players ask him about his life, he will tell them about his time as a young boy with his father. He will tell them of his father’s death at the hands of a giant. He will tell them of his travels with a wizard named Arolen, who was very kind to him. He will tell them of how he learned to play the lute from Arolen. He will tell them that he continued wandering after Arolen left him to learn other things.

If players talk to him again, he will tell them that he is going to wander to other towns now, because there is no reason for him to stay in this tavern. He will invite the players to come see him perform at other taverns and pubs. He will also ask the players if they could listen to him play the lute. If players talk to him again, he will ask the players to listen to him play the lute. He will be very happy to share his music with the players.

11) Tom, the Traveling Tradesman

Male Human Merchant (True Neutral)

Tom is a short man with dark brown hair. He is dressed in a black shirt, a green vest and a tan vest over the green one. He has a relaxed look on his face and a smile on his face.

Tom is a traveling merchant. He has been in many cities and towns. He has sold his goods in many other places. He is here in the city to sell his goods. He will tell the players that he sold his goods in other cities and towns like the one they live in. He will ask players if they have ever heard of the city he is from. If players ask him about his life, he will tell them about his years as a young man. He will tell them where he grew up, what schools he attended, and what grades he got. He will tell them about his time as a young man when he started selling his goods. If players talk to him again, he will tell them what happened in other cities he has visited. He will also tell them what happened in the town they live in.

12) Paulson, the Drunken Rogue

Male Human Rogue (Neutral Good)

Paulson is a short man with long, dark brown hair. His hair is combed back. He has brown eyes. He is dressed in a blue vest, a green vest, and a tan vest over the green one. He has a drunk look on his face. He has a bottle of ale in his right hand.

Paulson is a drunk and a rogue. He is here in the city to drink. He will tell players that he likes to drink. He is a rogue because he likes the money that he gets from the other people who get drunk. He will ask the players if they want to buy him some ale. If players ask him about his life, he will tell them that he was a rogue as a young boy.

His father was a rogue, and his mother was a dancer. He will tell them about his time with his mother and his father. He will tell them about how he was always getting into trouble. He will tell them about how he got into a lot of trouble when he was younger. If players talk to him again, he will ask them if they want to buy some ale for him. If players talk to him again, he will tell players how he became a rogue. He will tell players that he is a lot calmer now and more sly than he was when he was younger.

13) Lari, the Unemployed Bodyguard

Male Dwarf Barbarian (Lawful Neutral)

Lari is a tall dwarf with short, brown hair. His hair is combed back. He has dark brown eyes. He has a clean-shaven face. He has muscles. His body is very strong and powerful. He has very thick arms, legs, and torso. He is wearing leather armor, with a helmet of the same kind of armor. He has a war axe in each hand. He is looking around with a grim, serious face.

Lari is a simple, blunt, dwarven barbarian. He is here in town to try and get hired as a bodyguard. He will tell players that he is here in the city to find work as a bodyguard. He will tell players that he has worked as a bodyguard before. He will tell players what he was hired to do as a bodyguard before, who he was protecting, and what happened to his employer.

He will tell players that he doesn’t have any reason to be angry with his employer. He will tell them that it was the other person who hired him to be a bodyguard that he has a problem with. If players ask him about his life, he will tell them about his time as a young male.

He will tell them about what happened to him before he became a simple barbarian. He will tell them about how he was attacked by giants. He will tell them about how he became a bodyguard when he was older.

14) Harry, the Passing Peasant

Male Human Farmer (True Neutral)

Harry is a tall man with long, dirty blonde hair and brown eyes. He has a long, thick beard. He is dressed in a white shirt and leather armor. He has thick, rough hands. He is carrying a sickle in his right hand. His left hand is holding a bag of seeds. He is looking around with a curious, calm expression.

Harry is a traveling farmer. He is here in the city to sell his vegetables. He will tell players that he is here in the city to sell vegetables. He will tell players that he farms vegetables and flowers. He will tell players how hard farming is. He will tell players that farming is hard work and that farmers have to work all day. He will tell players that he loves farming though. He will tell players that he has an interest in farming, since he was a young boy. If players ask him about his life, he will tell players that he is a farmer.

He tells them that he is looking to sell his produce here. He will tell them that he is a simple farmer who just farms. He will tell them that he has been a farmer since he was a boy. He will tell them that he has worked a farm since he was a young boy. If players talk to him again, he will tell them what he has been doing since he was last in the city. He will also tell them what he is planning on doing once he leaves the city. He will tell players that he is planning on going back to his farm the next day.

15) Abraham Spotted Horse, the Spirit Hunter

Male Human Ranger (Neutral Good)

Abraham is a tall man with long, black hair. His hair is tied in long braids. He has dark brown eyes. He has a tall, slender body. He is dressed in a white shirt, buckskin pants, and a buckskin vest. He has a longbow in his hands and quiver on his back.

Abraham is a scout for a group of spiritual tribesmen. He is here in the city to help his tribe make peace with the humans of the city. He will tell players that he is here to help his tribe, who are spiritual tribesmen, make peace with the humans of the city. He tells them that he is on a peace mission. He tells players that he is on a mission to restore peace between humans and spiritual tribesmen. If players ask him about his life, he will tell them that he is here on a peace mission. He tells them that he is here to help his tribe make peace with the humans of the city. If asked what he is doing in the city, he will say that he is on a peace mission.

16) Morris, the Fiddler

Male Human Bard (Chaotic Neutral)

Morris is a tall man with long, light brown hair. He has dark brown eyes and a beautiful smile. He has a long and slender body. He is dressed in a green hooded cloak and a green vest. He is carrying a great sword in his right hand. He wears a red cloak over his shoulders. He has a lute strapped across his back. He has a small pouch strapped to his waist. He is also carrying a lute case.

Morris is here in the city because he heard there was a need for entertainment. He has come here to help provide entertainment for the public. If asked about where he has come from, he will say that he has come to the city to help provide entertainment for the public. If players ask him about what he does, he will tell them that he is a troubadour, or in other words, a bard. He will explain that he performs for the public. He will also tell them that he travels from place to place to bring entertainment to the people in the cities. He tells players that he travels from place to place, bringing entertainment to the people in the cities. If asked about why he is helping the public, he will say that he does it because it is his job. He tells them that he performs because it is his job.

17) Deidre, the Wandering Curiosity

Female Half-Elf Bard (True Neutral)

Deidre is a tall woman with long, light brown hair. Her hair is pinned up. She has a slender body. She has rich green eyes and an athletic appearance. She is dressed in a green tunic and short brown trousers. She has a short sword strapped to her waist. She is carrying a shortbow and quiver on her back. She has a small case strapped to her waist. It appears to hold some valuable herbs.

Deidre is looking for information about a local treasure. She is exploring the city, looking for information about this treasure. She tells players that she is in the city, looking for information about a local treasure. She will tell players that she is looking for clues to the treasure's location.

If they ask her what she is looking for, she will tell them that she is looking for information about a local treasure. She tells them that she came to the city looking for clues to the treasure's location. If asked about how long she has been here, she will say that she has been here for three days.

If players ask her what she does, she will say that she is a bard. She tells players that she is an entertainer. She tells them that she travels from place to place, bringing entertainment to the people of the cities. If asked about why she does this, she will say that she does it to entertain people. She says that she performs so that people can enjoy her music and her stories. If asked about how long she has been doing this, she will say that she has been travelling and entertaining people for years.

18) Dan, the Haggard Halfling

Male Halfling Thief (Chaotic Good)

Dan is a short man. He has long, dirty blonde hair that are held back in a ponytail. He has brown eyes and a narrow face. He is dressed in a green shirt and brown pants. He has a small pouch strapped to his waist. He is carrying a dagger in his belt. He has a dagger in his belt. He has a small, dirty backpack on his back. He has a bag containing ivory dice strapped to his waist.

Dan is in the city to gamble. He heard this was a good place to do so. If asked about what he does, he will tell players that he is a gambler. He tells them that he travels from city to city, looking for the best gambling action. If asked about how long he has been doing this, he will say that he has been doing it for about two months. If asked about where he has been, he will say that he has been here for two days. If asked about where he has come from, he will say that he came from a nearby city. If they ask him what he gambles on, he will say that he gambles on just about anything, but most of all, he enjoys gambling on games of chance. He tells them that he enjoys gambling on games of chance. If players ask him about what kind of games of chance, he will say that he gambles on just about anything, but most often, he gambles on games of chance. He will then wink and walk away.

19) Hank, the Cowardly Cleric

Male Human Cleric (Lawful Evil)

Hank is a tall, thin man. He has a long, narrow face. He also has long, thinning hair. He has a long and slender body. He is dressed in a white robe and brown sandals. He is holding a wooden staff in his right hand. He is carrying a small pouch of gold coins in his left hand. He is looking around nervously with a cold and distant expression.

Hank is here in the city because he has a mission from his temple. He is looking for a thief who has stolen from his temple. He will tell players that he is here in the city because he has a mission from his temple. He will tell them that he is looking for a thief who has stolen from his temple. He tells them that the thief's name is Adramal, a local thief.

If asked about the thief, he says that the thief's name is Adramal. He tells them that the thief started out as an apprentice of his temple, but that he turned to a life of thievery. When asked about this, he tells them that after the thief turned his back on his religion and his temple, the temple disowned him. He tells players that he is here looking for Adramal, who stole some gold from his temple. He tells them that he is not reporting the theft, but that he is here to show Adramal that the temple is still watching him.

He explains that the temple does not hold grudges for minor thefts. If Adramal repents, the temple is willing to take him back. If players ask him how long he has been doing this, he says that he has been doing this for about ten years. If asked about why he has been doing this, he will say that he has been looking for Adramal for about ten years. He tells them that his mentor gave him this task.

He tells them that the theft was inspired by the shrine of a minor deity of the temple. He says that Adramal has escaped many times and that the thief continues to do things that defy logic. He tells them that the thief has given up on the temple, but that Hank intends to show him that the temple will not give up on him. If they tell him that they know where Adramal is, he will ask them to bring him to the thief. He will offer them gold for bringing Adramal to him.

20) Matthias, the Smiling Merchant

Male Human Merchant (Lawful Good)

Matthias is a tall, thin man. He has long, brown hair. He has a slender body. He has a long, kind face. He is dressed in a brown shirt and brown pants. He is carrying two heavy backpacks on his back. He is wearing a pair of leather boots. He is carrying a heavy staff in his right hand. He is carrying a large sack in his left hand.

Matthias is in the city to collect the money he is owed. He has come to the city to collect his money. If asked about what he does for a living, he will tell players that he has a small business. He tells them that he sells goods to people. He tells players that he is travelling from place to place, selling goods to people. He tells them that he sells many different things, from rare herbs to rare gemstones to rare weapons to rare books to rare spices. He tells them that he goes from town to town, looking for the best deals. He tells them that he often travels far to find items. If asked about how long he has been doing this, he will say that he has been doing this for several years. If asked about where he has been, he will say that he has been in the area for several weeks. He tells them that the hard work of striking good deals is worth it to him.


Names

Human Names

Male Human Names

Sertryl Thyme

Hendon Rolin

Reid Rhogan

Brentan Harlen

Bekin Brenten

Harlan Herion

Sebast Bennet

Querden Ulgar

Hornyst Sertrylle

Ferran Finnbar

Merril Gavin

Sharl Harken

Lamar Rath

Dyral Dianthia

Fila Sharran

Arturo Fitzbottom

Timothea Haye

Dallin Loran

Crayne Kraik

Gibson Elric


Female Human Names

Du Bramble

Grace Cacophony

Bridgett Aylward

Mortimer Baker

Julia Pike

Caelyn Willoughby

Annelise Moorehouse

Dominika Bradwayw

Yvonne Chance

Ann Fenrirbane

Amelia Chambers

Faea Wildheart

Brenda Baghill

Jacey Cheney

Grace Kingsley

Iris Starsinger

Elisabeth Fernyte

Christine Vandermane

Ophelia Clarity-of-the-Moon

Sara Stone

Wood Elf Names

Male Wood Elf Names

Rhonden Crystalbrook

Soril Coldstone

Bull Greatheart

Rhyll Doghelm

Rinn Deepbrook

Thornee Oakstaff

Sristil Rapidsong

Falen Nightwood

Dog the Elder

Xerath Timberstring

Thiln Firshield

Kordan Fellbark

Geven the Gemstone

Spider Bloodstone

Myron Arrowstorm

Vithren Cloudbough

Rin Windbough

Thal Twilight

Thelas Woodstalker

Tharil Ironhide

Female Wood Elf Names

Greneth Dryadlock

Alandria Wildemoon

Noelliel Nightwell

Nandhala the Heartseeker

Blada Shadowcloak

Yndri the Wayward One

Irnella Spinebeam

Vorrila Winterland

Karenna Duskglen

Eryna Moondash

Shayla Stormheart

Thalion Silverfeather

Maera Duskvoice

Nae Skywind

Eldrithil Springbud

Laelen Stormstealer

Analyn Springbud

Analyn Willowwind

Benla Woodlight

Thalionwen Ravenwing

Dungeon Names

The Dungeon of the Last Keeper of the Keys

Lair of Cursed Darkness

The Path of the Silver Knight

The Maze of the Beastmaster Gnarl

Lost Tomb of the Flying Hive

The Chambers of the Pit Fiend X'zahk-tul

The Crypt of The Banshee Queen

Castle Keep of the Burning Eyes

Hidden Glade of the Crowned King

The Cavern of Strangeness

The Kingdom Beneath the Hill of the High Elf Mage Kalamari

The Labyrinth of the Zombie Lord

The Frozen Tomb of Spiders and Cockroaches and Things Long Dead

The Laboratory of the Scorpion King

The Palatial Courtyard of the Goblin King

The Temple of the Last Sacrifice

The Maze of the Incinerator

The Haunted Bridge of the Unworthy

Seven Towers of the Water Naga Queen Vi'hu'u

The Abyss of the Undead King

City Names

Waterscar

Jhant

Llwyndwyr

Morast

Chondath

Mazzafir

Bogtown

Tor'kan - City of the Damned

The City of the Dead

Lacun Longspear

New St. Lyriel

Thelamar

Diamondshore

Novus Arcanum

The City of the Stone Men

The Sphinx

Esh'kurvoll - City of Trade

Courier, the City of the Dead

Amu, the Lonely City

Nordstadt
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Items Found on a Beach

This is a list of 100 items players can find on a beach.

1) A shell that looks like an oboe used in the art of a sea serpent's magic.

2) A bunch of red seaweed.

3) A coil of rope 5' in length.

4) A barrel of salted fish, half-empty.

5) Two small shark teeth.

6) An old human skull which was used in the creation of a powerful magic item by a sea fiend.

7) A broken bottle of wine.

8) A dead octopus and a flask of ink.

9) An old boot containing a treasure map that is a fake.

10) A +1 Ring of Protection.

11) An old crone, who can tell you about the local sea monster's attacks.

12) A seaweed belt worth 100 cp.

13) An old boot containing a treasure map.

14) Three oddly shaped, barnacle encrusted rocks.

15) A piece of driftwood that looks like a wizard's staff.

16) A sea-cursed dagger of -1.

17) An old boot containing a treasure map.

18) A shell which, with the proper words, summons an octopus.

19) A helm that lowers the AC of anyone wearing it by 1.

20) A conch shell which summons a water elemental.

21) A -1 sea-cursed mace.

22) A belt made from a braided sea serpent's tail.

23) A ship's log, which tells of vicious sea monster attacks.

24) A large, human-sized statue of wood and seaweed, which is actually a sea witch wearing a disguise.

25) A dog's collar, which bears the name of "Dinky."

26) A bottle of blue ink, which was made from sea fiend's blood by a wizard.

27) A chest of silver coins which is cursed.

28) A piece of driftwood that looks like a staff.

29) A ring with a dozen large pearls that shoot darts when you push a button on the band.

30) An old boot containing a scroll with a list of the names of all the sea monster's attacks.

31) A rare piece of whale bone worth 200 sp.

32) A circlet of sea serpent hair worth 300 sp.

33) A +2 sea serpent tooth dagger.

34) A leather belt with a buckle made of brass that resembles a skull.

35) A rare piece of wood for a magic item worth 2000 gp.

36) A belt made from a braided sea serpent's tail.

37) A human skull.

38) A conch shell which can cast the spell "Water Breathing" (duration: one hour).

39) A magical sword, which is a +1 Short Sword of the Fish with a 10% chance to hit for 2d4 electrical damage.

40) A piece of driftwood that looks like a skull.

41) A conch shell that can cast the spell "Sound Burst" (duration: one round).

42) A small, gray stone that, when thrown at a monster, turns the monster into a stone golem.

43) A conch shell which can cast the spell "Water Breathing" (duration: one hour).

44) An old boot containing a treasure map to real treasure nearby.

45) A sturdy chest, empty.

46) A cloth sack full of seashells.

47) A barrel of wine.

48) A diary with a list of names.

49) A book with blank pages.

50) A bound book with a list of the names of all of the pirates in the area.

51) Fourteen carnelians worth 1 gp each.

52) A conch shell which can cast the spell "Protection from Lightning" (duration: one round).

53) A bundle of rotten timbers, which are the remains of a ship that sunk here.

54) A piece of driftwood that looks like a fishing pole.

55) A crude map of the area, drawn in charcoal on parchment.

56) A small iron chest, which is full of gold coins. (1,000 gp)

57) A spell book with the names of several powerful sea monsters and their tactics.

58) A piece of driftwood that looks like a small flat-bottomed boat.

59) An old boot containing a treasure map.

60) A piece of driftwood that looks like a staff.

61) A rusty sword with a tarnished hilt.

62) +2 Ring of Protection.

63) Ring of Levitation - a silver ring.

64) A chest with 500 gp worth of pearls.

65) A mace which has a 10% chance of blinding the wielder when they first pick it up.

66) A satchel containing a list of all of the ships in the area.

67) An old boot containing a treasure map that is for a hidden island somewhere.

68) A +3 Dagger of Returning.

69) A piece of driftwood that looks like a dog.

70) A +2 Sea Serpent bane club.

71) A sea serpent's eye, which can be used to restore the sight of a blind person.

72) A piece of driftwood that looks like a cat.

73) Two barrels of olive oil.

74) A barrel of ale.

75) A barrel of salted herring.

76) A barrel of pickles.

77) A barrel of jam.

78) A barrel of wine.

79) A barrel of mead.

80) A barrel of tea leaves.

81) A wooden crate with a chicken in it.

82) A wooden crate with strange carvings made on it.

83) A wooden crate with a label that says "fragile".

84) A crate with a note saying "delicate".

85) A chest containing 1d6 copper pieces.

86) A chest containing 1d6 silver pieces.

87) A chest containing 1d6 gold pieces.

88) A chest containing 1d6 platinum pieces.

89) A chest containing 1d6 obsidian pieces.

90) A book titled: "The Grog's Guide to the High Seas".

91) A book titled: "Shipwrecks: The Sad Truth".

92) A book titled: "How to construct a raft".

93) A book titled: "Disaster at Sea: The History of the Kraken".

94) A book titled: "Triumph of the Useless".

95) A book titled: "Man Overboard: The Dangers of the High Seas".

96) A book titled: "The History of Seadogs".

97) A book titled: "The Tale of the Pirate Kings".

98) A book titled: "A Guide to the Seashore".

99) A book titled: "The Sea-based Art of War".

100) Three small barrels of vinegar.


Items Found on a Pirate Ship

This is a list of 100 items you can find on a pirate ship.

1) A rusty cutlass

2) Several well-worn and patched sails

3) Grappling hooks

4) Ship’s flag that has the symbol of a skull and crossbones on it

5) 2 lanterns

6) 1d4+2 small kegs of brandy

7) Lantern fuel in a large keg

8) 1d4 rotted hammocks

9) 1d4+2 hammocks in good condition

10) 3 crates of rusted nails

11) A map of a stormy sea

12) An unlabeled bottle of brandy

13) An empty wine bottle

14) 1d4+2 bottles of good brandy

15) 1d4+2 bottles of fine wine

16) 1d6+3 bottles of rum

17) 1d6+3 bottles of wine

18) 1d6+3 bottles of brandy

19) 1d6+3 bottles of ale

20) 1d6+3 empty bottles

21) A large heap of spices

22) A small heap of spices

23) A large keg of salt

24) A small keg of salt

25) 1d4+1 small kegs of pepper

26) 1d4+1 small kegs of saffron

27) 2d4+2 small kegs of black pepper

28) 2d4+2 small kegs of white pepper

29) 1d4 large kegs of salt

30) 1d4 large kegs of pepper

31) 1d4 large kegs of saffron

32) 1d4 large kegs of turmeric

33) 2d6+3 small kegs of flour

34) 2d6+3 small kegs of sugar

35) 2d6+3 small kegs of salt

36) 2d6+3 small kegs of pepper

37) 2d6+3 small kegs of saffron

38) 2d6+3 small kegs of coffee

39) 2d6+3 small kegs of saltpeter

40) Three barrels full of salted fish.

41) A box full of six bottles of fancy elvish wine.

42) A book titled “Shipping Routes for Pirates”

43) A small chest with a small lock on it. Inside is 1d4x10 gold pieces.

44) A large chest with a large lock on it. Inside is 1d6x10 gold pieces.

45) 1d6+3 small barrels of brandy

46) 1d6+3 small barrels of wine

47) 1d6+3 small barrels of ale

48) 1d6+3 small barrels of rum

49) 1d6+3 small barrels of saffron

50) 1d6+3 small barrels of coffee

51) Fourteen expertly carved wooden carvings that depict a fleet of pirate ships. They are worth 500 gp each.

52) A wooden carving of a horned man. It is worth 500 gp.

53) A book titled “The History of the Zaranite Empire.”

54) A waxed canvas bag containing 1d4 pieces of canvas. The total market value is 10 sp.

55) A box full of 2d6 tattered maps that are all false.

56) A box full of 1d4x10 pieces of blank parchment.

57) A box full of 1d4x10 pieces of vellum.

58) A book titled “The Lives and Crimes of Pirates”

59) A book titled “The Tales of Tristan the Bold”

60) A book titled “The Virtues of Tarmak the Bold”

61) A book titled “The Untold History of Breaq’Nal”

62) A scroll with a pen and ink drawing of a sea creature that looks like a finned deer.

63) A barrel of pickled fish.

64) A small chest with a little lock on it. Inside is 1d4x10 gold pieces.

65) A large chest with a big lock on it. Inside is 1d6x100 gold pieces.

66) 1d6+3 barrels of dry rations.

67) Three elven brandy glasses

68) A barrel of cannonballs

69) A barrel of rusty nails

70) A barrel of various spices

71) A barrel of flour

72) Two barrels of rotted fruit

73) A barrel of rusty nails

74) Two barrels of flour

75) Two barrels of rotted meat

76) Two barrels of fruit

77) A barrel of brandy

78) A barrel of fine wine

79) A barrel of ale

80) A barrel of rum

81) A barrel of saffron

82) A barrel of coffee

83) A barrel of saltpeter

84) Four barrels of salted fish

85) A barrel of vinegar

86) A barrel of pulverized salt

87) Five large barrels of sugar

88) A silver statue of a horse. It is worth 100 gp.

89) A gold statue of a horse. It is worth 500 gp.

90) An ebony statue of a horse. It is worth 1000 gp.

91) A painting of a ship under sail. It is worth 50 gp.

92) A painting of a ship storm-tossed at sea. It is worth 50 gp.

93) A painting of a pirate ship harboring a pirate ship. It is worth 50 gp.

94) A painting of a pirate ship firing cannonballs at a merchant ship. It is worth 50 gp.

95) A painting of a pirate ship being boarded by pirates. It is worth 50 gp.

96) A painting of a pirate ship being boarded by a kraken. It is worth 50 gp.

97) A painting of a pirate ship being boarded by a sea monster. It is worth 50 gp.

98) A painting of a pirate ship being fired upon by the sea captain’s ship. It is worth 50 gp.

99) A painting of a pirate ship being fired upon by a flying ship. It is worth 50 gp.

100) A painting of a pirate ship ramming a merchant ship. It is worth 50 gp. 


Random Ocean Encounters

This is a list of 100 random encounters for players in an ocean setting.

	A ship is sinking slowly. The party finds a chest that is locked. The lock is made of silver and has a yellow gem in the middle of it. The ship was under attack by pirates and this chest contains the captain's log, which gives information about a treasure on an island nearby. The party can give the log to the village of Sea Haven or keep it for themselves. 


	The party comes across a band of five men. They are dressed in armor and carrying swords and shields. The band is guarding something. One of the men is wearing a copper circlet with a blue gem in the middle of it. This is a symbol of the Cult of Zan, the god of thieves. The men are talking about how they have to do this for one more week, then they will be paid and can quit the cult. 


	A ship carrying an important diplomat from a kingdom that is not on good terms with the party's kingdom has been captured by pirates. It is up to the party to rescue the diplomat before he is killed or taken as a slave. 


	A merchant ship is being attacked by pirates. The ship is able to sail away, but the captain wants the party to go after the pirates and bring them to justice. The pirates have a large ship with several other smaller ships attached to it that they use to blockade the merchant ship and keep it from getting away. The merchant captain will give the party a large reward if they destroy the pirate ship and rescue the merchant ship. 


	The party hears a woman singing about a man who was captured by pirates and sold as a slave. The man was very handsome and all the women in the city wanted him but he only had eyes for one girl. The woman has been going around the city singing about the man and trying to find him but she hasn't had any luck yet. If the party searches around, they will find out that this man was a thief who was caught by the city watch and escaped from jail. He's trying to lay low now. 


	A beautiful young woman comes up to the party and asks for help finding her father who was captured by pirates. She has heard that he was taken to some island but she doesn't know which one. She will give the party a map that shows where he was captured if they promise to help her find him. 


	The party comes across a group of men who are carrying weapons and looking for work as bodyguards or mercenaries. They are wearing armor and carrying shields and swords. 


	An old man comes up to the party and tells them that there is a cave not far from here that has a door in it that leads to another world. He has seen this door but hasn't gone through it because there are giant spiders in that world and they will attack anyone who trespasses on their territory. The man has heard about a strange weapon that was taken from that world by a warrior who was attacking one of the spiders and it is said that this weapon will protect anyone who holds it from being bitten by spiders. The old man heard about this weapon from another man who was a sailor who had been captured by pirates and sold as a slave. 


	The ship hears a pirate ship's horn. The ship sees the pirate ship approaching. If they are attacked, the fight will be difficult because the pirate ship is a large and powerful ship and has a large and powerful crew. 


	A great white shark attacks the ship. It's a smart one. The players are gonna need a bigger boat. 


	A ship approaches the ship. It is a ship of war with a red dragon pennant flying from the mast. The ship is flying under a pirate flag. The pirates are looking for a fight. 


	A merchant ship approaches the ship. It is a merchant ship flying the green flag of the High Forest. The ship is full of timber, and it is being escorted by a group of men-at-arms of the High Forest. They are looking for a fight with the pirates. 


	A ship approaches the ship. It is a pirate ship flying the black flag of the Black Hand. The ship is full of stolen treasure, and it is being escorted by a group of pirates of the Black Hand. They are looking for a fight with the men-at-arms of the High Forest. 


	A group of men-at-arms approach the ship. They are men-at-arms of the High Forest looking for pirates and merchants to kill. They are willing to join forces with the players to fight the other groups. 


	A group of merchants approach the ship. They are merchants of the High Forest looking for safe passage to Waterdeep and back. They are willing to trade with the players if they help them pass safely through the pirate-infested waters. 


	A pirate ship approaches the ship. It is a pirate ship flying the black flag of the Black Hand. The ship is full of stolen treasure, and it is being escorted by a group of pirates of the Black Hand. They are looking for a fight with the men-at-arms of the High Forest. 


	A group of pirates approach the ship. They are pirates of the Black Hand looking for a fight with anything that sails the seas. 


	A group of men-at-arms approach the ship. They are men-at-arms of the Brotherhood of the Badge looking for pirates to kill and treasures to steal. 


	The ship is approached by a merchant ship. It is a merchant ship flying the green flag of the High Forest. The ship is full of timber, and it is being escorted by a group of men-at-arms of the High Forest. They are looking for a fight with the pirates. 


	A merchant approaches the ship. He is a merchant from Jershomen Coast hoping to sell some goods to passing ships. He has a wagon full of goods and a pack full of dogs with him. Dogs he hopes to sell as hunting dogs. The dogs are fierce, trained hounds that will attack on sight. 


	You see a ship approaching from the horizon. It's flying a black flag with an image of a white skull. The captain of the ship is a half-orc who is looking for new recruits. The captain's name is Biggleswade the Black, but everyone calls him Biggles. 


	A pirate ship approaches and the captain shouts, 'We're here to pillage and plunder!' 


	A ship approaches and the captain shouts, 'We're here to plunder!' 


	A ship approaches and the captain shouts, 'We're here to pillage!' 


	A ship approaches and the captain shouts, 'I just want to talk! Let us aboard!' 


	A ship approaches and the captain shouts, 'Just give us your food, and we'll let you live!' The pirate captain is a very big man. 


	A ship approaches and the captain shouts, 'Kraken ahead! We need help fighting it!' 


	You see a ship approaching from the horizon. It's flying a black flag with an image of a white skull. The captain of the ship is a half-orc who is looking for new recruits. The captain's name is Biggleswade the Black, but everyone calls him Biggles. 


	You see a strange ship approaching from the horizon. It is flying a black flag with an image of a white skull. The ship is captained by Hank the Horror. 


	You see a strange ship approaching from the horizon. It is flying a red flag with an image of a white dolphin. The captain's name is Tom the Strange. 


	A huge sea turtle is seen on the horizon. A group of pirates are riding on the back of the turtle. 


	A group of merfolk are trying to catch a shark that is swimming around the ship. 


	A group of pirates are throwing barrels overboard. They look as if they are trying to sink the ship. 


	A group of pirates are fighting over treasure map. It is actually a map to a tavern where there is a free meal for whoever gets there first. 


	A group of pirates are rowing toward the ship. They are actually rowing toward another ship that is behind them. 


	A huge sea creature attacks the ship. The creature is actually an illusion cast by a pirate wizard. His name is Lars the Merciless and he will demand a large ransom for the safe return of the ship and its cargo. He will accept nothing less than 500 gold pieces per person on board the ship. He will allow the ship to resume its course after the ransom is paid. 


	A mermaid is swimming around the ship. She is actually a sea hag in disguise. She will do her best to convince the players to allow her to join the party. She has powerful magic, but it comes with a price. 


	A merfolk is attempting to steal from the pirate treasure hoard. He is chased away by the pirates who are guarding the hoard. 


	A group of merfolk are attempting to catch a whale. They will attack if the players get too close. 


	A group of merfolk are attempting to catch a shark. They will attack if the players get too close. 


	A ship is on the horizon. If anyone looks at it, they see the image of a gigantic fire-breathing dragon on its side. 


	A mermaid swims by. If she is attacked, she will call out to her sisters. 


	A group of 2d6+3 giant eels with tiny heads pass by. They are eating a shipwreck. 


	A group of 2d6+3 giant eels with giant heads pass by. They are eating a shipwreck. 


	The ship passes by an island. If anyone tries to explore it, they will find that it is full of very short people. If anyone tries to talk to them, they will run away quickly. 


	The ship passes by an island. If anyone tries to explore it, they will find that it is full of very tall people. If anyone tries to talk to them, they will run away quickly. 


	A ship passes by. It is flying a pirate flag. If the ship is hailed, the captain will ask to board the ship. He will ask for a place to hide from his pursuers. If the party asks, he will tell them that he was hunting a dragon that was terrorizing the coast. He was trying to find its lair when it attacked his ship, which is why he is trying to hide. 


	A ship passes by. It is not flying a flag or pennant of any kind. If the ship is hailed, it will respond by asking what country the party is from. If the party is from a different country than the one they are in, the ship will attack them and try to board their ship with a small boarding party. 


	A giant octopus attacks! It has tentacles with mouths on them. 


	A massive storm blows in from nowhere. During the height of the storm, lightning from above will strike into the sea and illuminate a massive spire of stone that juts out of the water. If the party goes ashore, they will find a massive, ancient tomb. The tomb is covered in strange carvings. A strange sword hangs on the wall behind an altar. It is covered in blood and has a strange rune on it. 


	Pirates attack. They are engaged by the ship's cook. The pirates are under the control of a warlock. He will try to capture the players and force them to walk the plank. 


	A corpse is seen floating in the water. It will wake up and attack if anyone gets too close. It is a revenant controlled by a necromancer. 


	A mermaid with scales the color of the ocean waters swims past the ship. She will stop and wave if anyone calls to her. She will then swim away unless bribed with gold or gems. 


	A ship approaches, but it does not look like a ship. It looks like a giant egg with a big eye in the center of it. The eye will open and shoot a beam of light at the ship. It is a beholder! 


	A ship approaches, and it looks like a pirate ship. It is really a pirate ship that has been turned into a pirate ship by a wizard. 


	An old man in rags swims toward the ship. He will climb on board and tell the players that his ship was destroyed by a giant sea monster. He is lying. He is actually a pirate who was caught by the giant sea monster. His crew has been transformed into sea monsters. 


	A group of fishermen approach the ship. They want to trade their catch for food and supplies. 


	A group of men and women on a religious quest approach and ask the party to join them on their quest. 


	The ocean becomes calm and a magical dome appears over the ocean. A seal with a harp swims through the dome and sings a song about the beauty of the sea. The song is enchanting, but it can be resisted with a save vs. spell. 


	A gigantic squid swims towards the ship. If it can reach the ship, it will try to latch on and drag it down into the depths of the ocean. 


	The party notices a small island ahead. It is shaped like a rabbit, with one ear as high as a tree. Inside the island, a wizard is attempting to turn the opposing party member into a rabbit. He will not attack the party unless they enter the island. 


	The party sees a small island ahead. It has a small town on it, and the entire town seems to be made of gold. If the party enters the town, they will find that the whole town is made of gold. The richest party members may want to buy something here. 


	The party sees a small island ahead. It is covered in fog, and no details are visible. If the party investigates, they will see two eyes looking at them through the fog. A giant cyclops is watching from his island. 


	The party sees a small island ahead. It is covered in fog, and no details are visible. If the party investigates, they will see a large rock covering the entire island. A group of gnolls are hiding here, hoping to ambush any ships that pass by. 


	A storm comes up and it starts to rain. In the distance, a ship can be seen sinking below the waves. It looks like it’s in trouble. If the party tries to help, they will find that the ship is crewed by a group of cultists who are trying to summon a demon into our world. The cultists will attack the party if they try to stop them. 


	A storm comes up and it starts to rain. In the distance, a ship can be seen sinking below the waves. It looks like it’s in trouble. If the party tries to help, they will find that the ship is crewed by a group of pirates who have stolen a treasure and are trying to get away before anyone figures out what happened. 


	A small rowboat approaches the party’s ship, and a man with an axe steps onboard and asks for help in getting back to shore. If the party helps, he will attack as soon as he’s back on land, and will continue to attack until he or anyone else is dead. 


	A small rowboat approaches the party’s ship, and a man with an axe steps onboard and asks for help in getting back to shore. If the party helps, he will offer to trade some loot he found recently for help getting back to shore. 


	The party sees a small island ahead. It is covered in trees and bushes and looks uninhabited. If they investigate, they will find a small cavern opening filled with an abandoned camp. Inside the camp, they will find a single note that says “Get off my island!” written in an angry scrawl. 


	The party sees a small island ahead. It is covered in trees and bushes and looks uninhabited. If they investigate, they will find a small cavern opening filled with a single caveman who will ask for meat and start throwing rocks if he doesn’t get any. 


	A ship approaches and a man yells, 'You there! Do you have any news of the war?' The party can answer however they want. 


	A ship approaches, and the captain is standing on the bow. He says, 'I beg of you, help me. My ship is damaged, and I need help.' If the party helps him, he thanks them and offers them whatever cargo he has left. 


	A ship approaches and two men swim to the party's ship. They say they're survivors of a shipwreck. They beg for help and food. If the party helps them, they say they were shipwrecked and rescued by merfolk, but the merfolk abandoned them on shore. 


	A ship approaches, and a man is standing on the bow. He says, 'I have a message for you.' The man hands the party a note that reads: 'Greetings from the King of the Sea! Keep your hands off our waters, or you will feel the wrath of the sea!' 


	A ship approaches, and a man is standing on the bow. He says, 'I have a message for you.' The man hands the party a note that reads: 'Greetings from the Queen of the Sea! Keep your hands off our waters, or you will feel the wrath of the sea!' 


	A ship approaches and a man is standing on the bow. He says, 'I have a message for you.' The man hands the party a note that reads: 'Greetings from the Lord of the Sea! Keep your hands off our waters, or you will feel the wrath of the sea!' 


	Two ships approach. One ship flies the King's flag, while the other ship flies the Queen's flag. 


	Two ships approach. One ship flies the Lord's flag, while the other ship flies no flag. 


	A ship approaches, and a man waves to the party from the deck. He says, 'Hello!' and then swims away. 


	A huge sea dragon approaches. Its eyes glow with a dangerous light. 


	A ship passes by, warning everyone about a beast in the sea. 


	A mermaid appears, asking for help. She will ask for a favor, then disappear again. 


	A creature from the depths of the sea attacks. It is a horribly mutated shark with tentacles instead of a mouth. 


	A ship approaches, flying black flags. The ship's captain is looking for new recruits to join their cause. 


	A lost ship is seen on the horizon, flying black flags. The ship is being attacked by a terrible sea monster. 


	A group of drunken sailors see a group of mermaids near the shoreline. They will try to approach them, but the mermaids will swim away playfully. 


	A giant squid attacks a ship. It will grab the ship and try to drag it under the water. 


	The party sees a ship approaching. The ship is flying white flags. The ship is carrying a message of good will from another kingdom. 


	The party sees a ship approaching. The ship is flying black flags and is carrying a message of war from another kingdom. 


	A giant sea serpent appears and attacks the party. 


	A ship is adrift, with one side of it torn away. Its occupants are all dead. The ship's name is the Albatross. 


	A ship approaches. Its name is the Black Sail. It is flying a black flag. It does not respond to hails. It is a pirate ship. 


	You see a shipwreck. It is a large, old ship, with a single mast and one large sail. A skeleton is at the tiller, and another is at the bow. They are both dressed in royal garb. 


	A ship approaches, flying a red flag. It is a pirate ship. The captain's name is Blackbeard. He is looking for ships to plunder. 


	A sail is seen lumbering along, a large cloud of black smoke trailing behind it. It is a pirate ship, damaged and limping along. 


	A ship approaches. It is flying a red flag. It is a pirate ship. 


	A small ship approaches. It is flying a black flag. It is a pirate ship. 


	A ship approaches. It is flying a yellow flag. It is a mercenary ship, offering its services to the highest bidder. 


	A ship approaches. It is flying a white flag. It is a merchant ship, looking to trade. 


	                   A ship approaches. It is flying a red flag. It is a pirate ship. 



Random Arctic Encounters

This is a list of 100 random encounters for players in an arctic setting.

	Players come across a white fox. If players try to attack it, it will run away. The fox is not hostile. 


	The party runs into a polar bear. If players try to attack it, it will attack back. 


	An old man is walking along the trail. He is lost and hungry. If players help him, he will reward them later. 


	A group of hunters are looking for animals to hunt. They are not hostile. 


	A group of men are walking along the trail. They are lost and looking for the path to a town. They will ask the players for directions. 


	A group of men are walking along the trail. They are lost and looking for the path to a town. They will attack the players if they don't get directions. 


	Players hear something howling in the distance. It is a pack of wolves. 


	The party hears a howling in the distance. It is a pack of wolves. 


	The party hears a howling in the distance. It is a pack of wolves. The sound is getting closer. 


	Players come across a group of men. They are lost and looking for the way to a town. They will ask the players for directions. 


	Players see a man and woman arguing. The man has been infected with a disease that turns its victims into undead. The woman is trying to get him to see a cleric. 


	The party comes across a trader being attacked by a group of hobgoblins. The trader is carrying a valuable item that the hobgoblins want. 


	A courier on horseback is being chased by a group of bandits. The bandits want the documents he is carrying. 


	Players see a group of young people burning a witch in a cage. They are hoping this will stop the local plague that is afflicting their village. 


	Players come across a large, ruined fort that has been rebuilt into a village by a group of people who have fled their homeland. 


	Players come across a group of men who are trying to capture a black dragon that has been terrorizing their village. 


	Players come across a group of men and women who are trying to capture a unicorn that has been terrorizing their village. 


	Players come across a group of men and women who are trying to free an imprisoned wizard who has been terrorizing their village. 


	Players come across a large group of people who are trying to build a bridge across a large ravine. 


	Players come across a group of people who are trying to build a large statue of their god. 


	A tribe of snow elves are feasting on a herd of reindeer. The snow elves have never seen a human before. 


	A group of Ice Giants are throwing rocks at a passing ship. 


	A ship is sinking in the water. The ship has a load of supplies that the players can save. The supply ship is carrying: 1d6 barrels of wine, 1d6 barrels of ale, 1d10 sacks of flour, 1d10 sacks of rice, 1d10 casks of liquor, 1d10 sacks of grain, 1d10 barrels of flour, 1d10 sacks of rice, and 1d10 casks of wine. The captain of the ship was drunk when he sailed the ship and he's now passed out in his quarters. The captain is carrying a sack of gold and a map to a hidden treasure in his belt. 


	The players see a large form in the water. The large form turns out to be an iceberg, which is actually an iceberg dragon. 


	The players see a large form in the sky. The large form turns out to be an air elemental, which attacks the players. 


	A group of snow goblins are throwing rocks at a passing ship. 


	An ancient ruin made of ice sits atop an iceberg. The ruin is actually a prison created by ancient ice wizards to imprison evil creatures from another dimension. The prison is currently holding: 1d4+1 kobolds, 1d4+1 harpies, 1d4+1 giant lizards, and 1d4+1 giant spiders. The prisoners will try to escape if they see players or if they hear players. 


	A group of 1d4+1 ice elementals are walking through a valley. 


	A small village is being attacked by a small group of goblins and kobolds. The village elders are offering players 50GP to help them fight off the small group of goblins and kobolds. 


	A group of 1d4+2 polar bears are attacking a group of 1d4+2 hunters, who are trying to hunt the polar bears for their fur and meat. 


	The party sees a huge shipwreck. The ship is made of an unfamiliar black metal. 


	A strange creature attacks the party, disabling their weapons and armor with an electrical attack. 


	The party sees an unnatural black cloud. As the party gets closer, the cloud attacks them. It is a living cloud of darkness. 


	Twin meteors streak across the sky. One meteor is made of metal and is headed towards a nearby town. The other meteor is made of stone and is headed towards a nearby mountain range. 


	A group of people run past the party, screaming about a creature chasing them. They are never seen again. 


	A giant black bird soars overhead, then screams and attacks the party. 


	The party finds a group of people searching the wreckage of a crashed ship. The people are trying to find a specific item. They will pay the party handsomely if they find it for them. 


	A group of people ask the party to help find their lost pet monkey. The monkey is actually a tiny monster in disguise. 


	The party sees a whale carcass washed up on the beach. As they get closer, the carcass attacks them. It is actually a huge sea monster in disguise. 


	A group of people approach the party and ask them to help them find their lost pet dog. The dog is actually a tiny monster in disguise. 


	A trader offers to sell the players a map to a city of the dead. He says that it will allow the players to talk to dead people. It costs 15 gold pieces. If players buy it, it's actually a map to a city of the living where they can find an elven doctor who will heal them. 


	A trader offers to sell the players an ancient elven book. It is actually a book of enchanted spells, but it is written in an ancient language that players don't know. 


	A group of children are playing a game where one of them pretends to be a dragon and chases the others around. If players join in, they will learn more about the local region and the story of the dragon. 


	A man is offering to sell an elven sword made of glass. It's actually a very powerful sword, but it's made of glass and breaks easily. 


	A merchant offers to sell the players an enchanted sword. It's actually a very powerful sword that glows with a bright light. 


	A man offers to sell the players a magic potion that will make them resistant to cold. One for 100 gold pieces or a dozen for 1,000 gold pieces. 


	A merchant offers to sell the players a magic potion that will make them breathe water for 10 gold. 


	A merchant offers to sell the players a potion that will make them invisible for 10 gold. 


	A merchant offers to sell the players an ancient book that contains information about an ancient evil. It's actually just information about local legends. 


	A group of children are playing a game where one of them pretends to be a dragon and chases the others around. If players join in, they will learn more about the local region and the story of the dragon. 


	A polar bear attacks players. It will not deal a lot of damage, but it has a good chance of freezing a character's weapon. 


	A group of 1d6+2 polar bears attack the party. 


	The party hears a loud crashing noise. It is a 1d10 hook horror. It attacks the players. 


	A blizzard covers the area in 1d4 hours. 


	A snow troll attacks the party. 


	A rogue wizard is trying to teleport the party to another location. The wizard is successful, and the party is teleported to another location in the area. 


	A group of 5d4 snow trolls attack the party. 


	The party is attacked by a mob of angry elves. They want the party to return their elven prince, who has been captured by snow trolls. 


	A group of 5d4 elves try to convince the party to return their elven prince, who has been captured by a lich. 


	A group of 5d4 snow dwarves attack the party. 


	A pack of 5d4 wolves attack. They are hungry and will attack the party. 


	A pack of 4d4 wolves attack. They are hungry and will attack the party. 


	An elven hunting party of 6 elves are scouting in the area. They are looking for game and the party's presence has scared all the game away. They will ask the party if they have seen any game. They will offer to help the party hunt if they have not seen any game. The elves are good hunters and will help with any hunting the party is doing. They will help the party track and kill any animals they are hunting. They will agree to not hunt any animals that the party has marked as their own. 


	A group of 2d5+5 humans are searching the area for a lost gem that they have been told is somewhere in the area. They have been looking for a month and are getting desperate. The gem is actually an egg that has been abandoned by a group of eagles. 


	A pack of 10 hungry wolves attack. 


	A lone wolf howls its lonely howl in the night. 


	A deer walks out of the woods and stands watching the party for a moment before returning to the woods unhurt. 


	A group of 2d6 elven rangers are looking for a group of humans who have been raiding their camps and killing their scouts. The party is considered to be guilty until proven innocent. The rangers will ask questions and then will search the party's camp for any stolen items. The rangers will make no offer of help or hospitality to the party and will leave as soon as their business is concluded. 


	A party of 4d4 snow elves is scouting in the area for game. They are looking to see if there are any large game animals nearby. 


	A party of 2d4 snow elves is scouting in the area for game. They are looking to see if there are any large game animals nearby. 


	A polar bear attacks the players. 


	The players see a pack of wolves attacking a herd of reindeer. 


	The players see a small village of 1d20+5 men. They say they are the last survivors of a mighty army that marched north. They were defeated by a powerful wizard and his army of skeletons. 


	A group of 1d20 elven rangers find the players. They have been tracking a pack of wolves that have been killing their horses. 


	A group of 1d4 horsemen find the players. They are searching for a group of criminals that escaped from their prison. 


	A group of 1d20 horsemen find the players. They are searching for a group of criminals that escaped from their prison. The horsemen are not guards, they are bounty hunters. 


	A pack of 1d10 wolves attack the players. 


	The players find a small village of 1d6 men and women. They are elderly and have no children. They are the last survivors of their village. 


	The players find a small village of 1d4 farmers and their wives. They are elderly and have no children. They are the last survivors of their village. 


	The players find a small village of 1d4 farmers and their wives. They are elderly and have no children. They are the last survivors of their village. They will ask the players to help them bring justice upon a group of 1d4 bandits that have been terrorizing them for years. 


	A polar bear wanders by the party, sniffs them and then moves on. No damage is inflicted, but it is a frightening experience for the players. 


	Players see a group of 1d4+2d6 reindeer. One of the reindeer has been killed and is being feasted upon by a group of 2d4 wolves. The wolves flee if attacked. 


	The party stumbles upon a pack of wolves. They are feeding on the corpse of an elk. The wolves will attack the party if they attempt to get any closer. 


	A polar bear is slowly making its way towards the party. It is hungry, and will attack the party if they get too close. 


	The party stumbles upon a pack of wolves. They are feeding on the corpse of a reindeer. The wolves will attack the party if they attempt to get any closer. 


	A group of 3d4 elven rangers are tracking a polar bear. They will ask the party to help them kill it. The polar bear will attempt to attack the rangers first, and then the party if they help the rangers. 


	The party stumbles upon a group of 3d4 gnomes who are mining for coal. They will ask the party to help them dig for coal. If the party does not help them, they will attack the party for cutting in on their territory. 


	A group of 2d4+2 elven rangers are tracking a polar bear. They will ask the party to help them kill it. The polar bear will attempt to attack the rangers first, and then the party if they help the rangers. 


	A group of 2d6 reindeer are grazing on some grass. They will run away if attacked. 


	A group of 2d4+2 elven rangers are tracking a pack of wolves. They will ask the party to help them kill them. The wolves will attack the rangers first, and then the party if they help the rangers. 


	You see a giant black wolf. The wolf is running after a small deer. The deer is running away from the wolf. The wolf is gaining on the deer. 


	You see a group of 1d4+4 humans. They are standing around a campfire. They are laughing and telling stories about their adventures. 


	You see a group of 1d4+4 humans standing around a campfire. They are arguing about their adventures. Some of the stories are true, but some of them are not. 


	You see a group of 1d4+2 humans cooking dinner around a campfire. 


	You see a group of 1d4+2 humans. They are standing around a campfire. They are singing songs. 


	You see two human barbarians. They are arguing about the best way to skin a bear. They don't notice you. 


	You see a group of 1d4+4 humans. They are standing around a campfire. They are singing songs about their adventures. 


	You see a group of 1d4+2 half-orcs. They are standing around a campfire. They are talking about their adventures. Some of the stories are true, but some of them are not. 


	You see a group of 1d4+4 humans. They are standing around a campfire. They are carving wood into sculptures. 


	                   You see two human barbarians. They are arguing about the best way to skin a bear. They notice you and get very upset. 



NPC – Adventurers

This is a list of adventurers.
 

1) Sarah of the White Cross

Female Human Cleric (Lawful Good)

Sarah has long flowing red hair, green eyes, and a pale skin tone. She wears the white robes of an order of cleric.

Sarah is a cleric of Auril, the goddess of ice. She is an adventuring cleric who travels the land healing the sick and injured. She is a well-spoken woman who is kind to everyone. She likes to help the poor and underprivileged. She is a priestess of Auril who wishes to see the world rid of evil. When players first meet her, she may not be adventuring.

She may be in a rural village healing the sick, or in a city working with the poor. She is a valuable addition to any party, but she will only join a party that helps the poor and sick. Sarah is motivated by her faith and believes that the ends justify the means. She will not pay attention to the means if the ends are good.

2) Gilzis the Groggy

Male Human Paladin (Chaotic Good)

Gilzis is a human with short black hair and piercing blue eyes. He wears plate mail armor, a sword, and a greathelm.

Gilzis is a paladin of Heironeous the god of retribution. He is a battle-hardened man with a great sense of duty and honor. He will do right by the people even if it is costly. He has a strong sense of honor and will only act in good manners. He is also a fearless warrior who does not fear death.

He is a vicious warrior who will lay his life on the line against any evil creatures. He is a mighty paladin and a valuable addition to any party. He will react to players’ actions and will only join them if they are good people, though he will join them if they do evil acts as well. He will also only stay with them if they do good deeds. He is motivated by a strong sense of duty and honor.

3) Fred Stone

Male Human Fighter (Neutral)

Fred is a man with short brown hair and a white patch of hair going over the top of his head. He wears a breastplate with a greatsword on his back.

Fred is a fighter who works as a mercenary. He is a big man with a big sword. He likes to drink and gamble. He is a good fighter with a lot of fighting experience. He also has a lot of experience from working as a mercenary.

He is a good addition to any party, but views adventurers as expendable. He will sometimes ask for a larger share of the loot. He is motivated by money and glory. When players come across him the first time, he will be hard up for money. Seeing him, players can hire him to help them fight in a large battle.

4) Anastacia the Lady of the Autumn Leaves

Female Elf Druid (Chaotic Good)

Anastacia is a beautiful female elf with short brown hair and white skin. She wears the leather armor and a cloak made of autumn leaves.

Anastacia is an elf who is a wild and free spirit. She hates rules, any attempt to tame her, and being tied down. She loves nature and looks to protect it. She has a quick temper but is good-natured most times. She is a druid who can change into a bear, wolf, or a falcon.

She has many magic spells at her disposal. She is also a particularly good fighter. She is a good addition to any party, and she will join them if they are protecting nature. She is motivated by her love of nature. When players encounter her the first time, she will be in a situation where the nature around her is being destroyed. She will try to get players to help her restore the nature.

5) John Burne

Male Human Wizard (Lawful Neutral)

John Burne is a human with brown hair and gray eyes. He wears a robe and a staff.

John is a wizard who has many spells at his disposal. He is an educated man who likes to study magic. He is a good addition to any party and will join them if they are adventuring to gain more knowledge of magic. He is motivated by knowledge. When players first run across him, he will be in the middle of a magical experiment.

6) Melander the Mighty

Male Human Fighter (Lawful Good)

Melander is a human with brown hair eyes. He is a big man with a big beard and a big sword.

Melander is a fighter who is a great leader. He is a good addition to any party and he will join them if they are fighting evil. He will also only stay with a party that helps the weak and poor. He is motivated by seeing good done. When players first meet him, he will be in a prison cell. Players can help him out of the prison and he will be grateful. Melander is afraid of vampires and will try to avoid them. He's good with a sword, but doesn’t use magic items at all. He believes a warrior should rely on his own strength.

7) Elyna of the Skies

Female Half-Elf Ranger (Lawful Good)

Elyna is a human with brown hair and light blue eyes. She wears leather armor.

Elyna is a ranger who is good with a sword and bow. She is a good addition to any party and will join them if they need a good ranger. She is motivated by protecting the innocent. When players first encounter her, she will be defending a village from brigands. In battle, Elyna is a dangerous combatant who uses her sword and bow to lethal effect. She is also a skilled tracker. She is a good ally to have and is the only ranger allowed in some companies. Motivated by protecting the innocent and doing good, she is a valuable ally to have.

8) Coran the Good

Male Elf Fighter (Chaotic Good)

Coran is a human with short brown hair and blue eyes. He wears a breast plate, a sword, and a bow.

Coran is an elf and is a fighter who travels with his friends. He is loyal and very dependable. When the players first meet Coran, he is a fearless warrior who will attack anything evil. He will join the party and fight with them against evil. He is motivated by a love of fighting evil. He will ask all to join him in the fight against evil. If players do not allow him to join with them, he will be forced to leave. At times, he may even attack the party. Coran is a complicated elf who can be very serious and very funny. He loves to learn new skills. He likes to make friends with any and all. He often breaks the law and will be thrown in jail from time to time. 

9) Drexel the Great

Male Human Priest (Lawful Good)

Drexel is a human with black hair and light blue eyes. He wears a robe and a staff.

Drexel is a priest of Erathis, the goddess of civilization. He is a kind, intelligent man who likes to explore the world. He is a priest who wears armor and carries a spiked shield. He is a skilled cleric who uses his magic to heal the sick. He is a priest who is good with a sword and a staff. He is a well-spoken man who is good with people. He can cast spells and fight in battle. He is a cleric of Erathis who is good with a sword and a great staff.

He is also a tame cleric who will use his magic to heal people. He is a good addition to any party and will join them if they oppose evil. He will also only stay with them if they oppose evil. He is motivated by spreading civilization. He will have an adventure with the players and tell them about his time away from civilization. He will bare his past in his own time and not before.

10) Darian Lightheart

Female Human Monk (Neutral)

Darian is a human with brown hair and brown eyes. She wears leather armor and a katana.

Darian is a monk who is a master of fighting with a katana. She is a good addition to any party and will join them if they share her love of fighting. She is motivated by fighting. She will answer any call for help, even if it is a call to battle evil. She is a master of the sword and can hold her own in battle.

She can detect evil and knows the secrets of the sword. She is a good ally to have and will stick with a party for a long time if they hire her. If they do not hire her, she will be okay with it and will go on a different adventure somewhere else. She often carries a sidekick – a young gnome named Gern.

11) Felicia the Drunk

Female Human Bard (Chaotic Good)

Felicia is a human with brown hair and dark green eyes. She wears a cloak and a dagger.

Felicia is a bard and a thief who is driven by a love of drink. She is a good addition to any party and will join them if they share her love of drink. She will join the party and drink with them if they are buying her drinks. She is motivated by an addiction to drink, obviously. She will often drink too much and pass out and has a hard time waking up.

She enjoys drinking alone or with friends. She likes to drink as much as she can and will join any fight just to get more drinks. She is a bard and a thief who is easily swayed by a good bottle of wine. She may join a party and help them, then ask them to buy her drinks later. She is crazy, but she is a good thief who does not steal from friends. She is a bard who is a good addition to any party, but she does not stay with a party for long. She will eventually stop being a bard and a thief and find a greater calling.

12) Seaborn, High Priest of Orcus

Male Human Cleric (Evil)

Seaborn is a human with brown hair and dark blue eyes. He wears a robe and a tome.

Seaborn is a powerful cleric who has been corrupted by the god of death, Orcus. He is a cleric with a black book of the dead. He is a cleric of Orcus who can cast black magic and kill with a word. He is a powerful fighter with a holy book. He is a twisted cleric of Orcus who has been corrupted by the evil god. He is a cleric who is driven by evil, but also by madness. He can cast spells and also kill with a word. He will join the party and use his magic against them if they are fighting evil. He is motivated by evil and madness. He will ask the players to join him in an evil adventure. If they refuse, he will attack them with his holy book of death. He is a powerful cleric who will use his powers against players to spread death and destruction.

13) Bill the Adventurer

Male Human Fighter (Lawful Good)

Bill is a human with brown hair and green eyes. He wears armor and carries a sword and a shield.

Bill is a fighter who is always searching for a new adventure. He is always working toward a new quest. If a player enters a dark castle, he will be there. If the party faces a dragon, he will be there. If the party faces a giant spider, he will be there. He will join the party and work toward whatever goal they have. He is a hero and a fighter. He is a warrior and a hero who will fight any evil that gets in his way. He is an adventurer who will help the party in any way he can. He is motivated by an innate desire to find new adventures. He will never turn down an adventure. He is a fighter and a hero who is always looking for new adventures.

14) Hezron Lordstout

Male Human Fighter (Chaotic Good)

Hezron is a human with blond hair and blue eyes. He wears armor and carries a sword.

Hezron is a mercenary warrior who works by the job. He will fight for anyone as long as they pay him. He is a warrior who is motivated by money. He will fight with a party and help them to defeat evil. He will join a party and help fight against evil.

He will fight against evil and do anything to make money. He is motivated by money and fun. He will join a party if the party pays him. He will fight for a party if the party pays him. He is a warrior motivated by money. He will fight for anyone as long as the pay him.

15) Lady Madeline

Female Human Cleric (Chaotic Good)

Lady Madeline is a human with blue eyes and blonde hair. She wears a robe and carries a staff.

Madeline is a cleric of the goddess of love, and she is motivated by the love of others. She will take a party and help them defeat evil. She will join a party and help them fight against evil. She is motivated by love and friendship. She will help a party defeat evil in any way she can. She is a cleric who will fight with a party against evil. She will travel with the party and fight with them against evil. She is motivated by her love of others. She will help a party defeat evil in any way she can.

16) The Savage Knight

Male Human Fighter (Chaotic Evil)

The Savage Knight is a human with black hair and blue eyes. He wears armor and carries a sword and a shield.

The Savage Knight is a fighter who is motivated by the thrill of battle. He is looking for new challenges. He is fond of saying things like, "let's see if you can handle me." When the party first meets him, he will be telling a story about how he was captured by a group of goblins and escaped. The Savage Knight is motivated by a love of violence. If players try to hire him, he will demand a lot of money. He has a reputation as a fighter, and his demand for money is based on his reputation. He will ask for 2 gold pieces per day, plus food and lodgings.  
 

17) Jesso the Bard

Female Human Bard (Chaotic Neutral)

Jesso the Wandering Bard is a young human with brown hair and brown eyes. She wears leather armor and carries a sword and a lute.

Jesso is a traveling minstrel who is looking for a new adventure. She is a wandering bard who is looking for a new town to perform in. Jesso has a consummate knowledge of songs and dances. She can use these to glorify herself and friends or to entertain crowds or with other bardic magic. Jesso is also a consummate swordsman, but she rarely uses her sword unless it is the only solution to a situation. When in battle, Jesso combines her charm and swordplay to help her friends and harm her enemies. Currently, Jesso is in need of adventure. She has had too long a period of relative peace, and she is growing restless.

18) Zanner

Female Half-Elf Thief (Chaotic Neutral)

Zanner looks like a young human, with the ears and tail of a fox. She is short, with brown hair and brown eyes. She wears leather armor and carries a sword and dagger.

Zanner is a half-elf thief whose parents died when she was very young. She grew up in a human village where she was used as a servant. One day, she ran away and began to live as a thief. Zanner has no particular philosophy or creed, but she is a free spirit who enjoys life to its fullest. Zanner has few friends and many enemies, and she manipulates most people she comes in contact with. Zanner is not particularly evil, but she is not particularly good. She is selfish and does what she wants, when she wants to do it. Zanner is currently working as a spy for a party of adventurers who are on the trail of the evil Chondelar.

19) Theodolf the Sword Saint

Male Human Fighter (Lawful Neutral)

Theodolf the Sword Saint is a tall man with yellow hair and blue eyes. He wears chain mail and carries a sword or two-handed sword.

Theodolf is a wandering warrior. He wanders from place to place in search of an enemy worthy of his skills. When he finds such an enemy, he will challenge it to single combat and try to defeat it. Theodolf is almost never defeated in battle. He uses his skill and finesse with his sword to defeat his enemies. Because he travels so much, Theodolf does not have many friends, and he maintains only a few contacts wherever he goes. When he is not fighting, Theodolf spends much of his time training: training with his sword, training with his shield, and training with his mind. Theodolf is currently in Eathalia. He has set up a challenge: anyone who defeats him in single combat will receive a magic sword. The sword is named Unfailing. It is a +2 Long Sword that will never break, rust, or tarnish. It has no other magical powers.

20) Hans the Healer

Male Human Cleric (Lawful Neutral)

Hans the Healer is a young man with brown hair and green eyes. He wears chain mail and carries a war hammer.

Hans is a wandering priest. He is travelling the countryside healing the sick and injured, and helping communities when they are sick. Hans is not a combative priest. He will use his skills to heal his friends, but he will not use them to harm his enemies. Hans is currently in Eathalia. He has been performing healing services for the many people who have been injured in the recent fighting. He is well known for his healing powers, and people are flocking to him for help. 


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) Lloyd Tinsley

Male Human Baker (Chaotic Good)

Lloyd is a tall, lean man with messy, dirty brown hair that sticks up in every direction and blue eyes. He has a plain face and delicate features. He has a plain beard that matches the color of his hair. He is dressed in dark clothes and has bright blue eyes.

Lloyd is a baker who has been in the town for quite a while. He is constantly busy and is always going around town delivering his delicious treats. If the PCs talk to him, he will want to know what they might want. If the PCs say that they are going to be hunting down the bandits, he will tell them that he has heard that they hang out in an old house on the east side of town. If the PCs are looking for a place to stay, he will offer them an old shed that he just uses to store supplies in. He used to live there, but he had to move in order to keep his bakery open. He is a little bit of a loner and usually goes isolated from the town, but he loves to bake as much as he can and get his bakery as successful as possible. He works day and night and doesn't really do anything else. His only companions are his cat and dog. He spends most of his time in his bakery, but if he is not in the bakery, he is probably sleeping in his old shed. He keeps a bow and a quiver of arrows hidden inside his shed.

2) Sir Jecrok Talbott

Male Human Knight/Paladin (Lawful Good)

Jecrok has short, neatly trimmed, gray hair and gray eyes. He is a tall, muscular man with a square jaw. He is wearing a white tunic emblazoned with a red cross, a white cape, and a blue-gray cloak. He also has a green shield on his back and a silver sword hanging from his hip. He is traveling with two soldiers who are wearing chainmail and carrying swords.

Jecrok is a knight who is traveling through the land going from village to village, helping the villagers out when they need him. Sir Jecrok is a man who is responsible for all the villages on the east side of the river. He is always looking for ways to help the people of the land, and he believes that the bandits are a dire threat to the people, so he is traveling through the lands and offering his assistance to the city of Purdee. He believes that these bandits are a threat to the entire land and they have to be stopped.

3) Mandy Dodge

Female Human Thief (Chaotic Neutral)

Mandy looks like she is in her late thirties, but she is actually in her mid-twenties. She has long, thick, dark brown hair and green eyes. She is wearing a brown shirt with breeches and a brown vest. She is also wearing a green cloak. She is carrying a dagger on her belt.

Mandy is a thief who lives in Purdee. She has been in Purdee for a couple of years, but she is usually seen hanging out in towns all around the land. She is trying to find treasure, but she doesn't have a lot of luck with it. She has only been able to find jewelry and gems. She thinks that Purdee is going to be a good place to find some treasure and she is prepared to steal it. She is part of a gang of thieves who are being led by a greedy, fat man named Arthur D. Dearing.

Dearing is her boss and she has done many jobs for him, most of which were stealing items for him or helping him rob a merchant in whatever town he was in. She will help the PCs if they ask her to. She feels like it is her duty to help the weak when they are being attacked. She won't join up with the PCs, but if they ask her to help them, she will help them out. She might try to steal from the PCs while they are not looking or she might try to rob them at night when they are asleep.

4) Hootie O'Donnell

Male Half-Elf Blacksmith (Chaotic Good)

Hootie has bright red hair, but it has white streaks in it. He has green, piercing eyes and a mischievous smile. He is wearing a white, button-down shirt, brown pants, and a brown vest. He is also wearing a red cloak.

Hootie is a blacksmith who is planning on trying to help the PCs out. He is concerned about the recent string of robberies that have been going on in Purdee. He is a good man who is not afraid to take risks to help others. If the PCs ask him to help them out, he will be willing to do so, but he will want to do it his way. He thinks that the best way to deal with the bandits is to set a trap. He will suggest that they set a trap by leaving a large amount of money in the town, so when the bandits come in, they take the money, and it will try to catch them in the act. He is not the brightest fellow, but he is a good man that is willing to help, even if it means taking some chances. Hootie's equipment is of good quality, but it is not new. 

5) Wilbur Dorman

Male Human Carpenter (Lawful Good)

Wilbur has thick, wavy brown hair and brown eyes. He has a clean, slightly chiseled face and a long beard and mustache. He is dressed in brown pants and a white shirt.

Wilbur is a carpenter who lives in the city of Purdee. He has lived there for about two years, but he is not originally from there. He used to live in an old village called Snowdale that was destroyed by a band of marauding barbarians from the north. He came to Purdee to start a new life. Wilbur was an adventurous man and he loves to build things, so he decided to make his way to Purdee, where he could continue his work.

He has been working on a forest that the mayor wants to designate as the wood for the village, but he has not had much luck getting the forest to grow. Wilbur is a good man who loves to help out when he can, but he doesn't like to deal with the politics of the world. He would rather stay out of it and mind his own business. Wilbur has been working on a large building that is going to be part of the mayor's new tower. It is not going to be a large building, but it is supposed to be the largest building in Purdee. Wilbur has been working on doing all of the carpentry work to build the frame of the building.

6) Jonti Vaigner

Male Halfling Thief (Chaotic Good)

Jonti is a small man with blonde hair and blue eyes. He is wearing a green shirt and green breeches. He is also wearing a green cape.

Jonti is a scout for his village of Greenoak. Greenoak is located about two days northeast of Purdee. It is a village that has been experiencing a strange level of banditry. Jonti is supposed to be scouting out the land in order to help protect his fellow citizens from the bandits. He was last seen going into Purdee two days ago and was supposed to return to Greenoak on the night of the attack. Jonti might have been killed in the attack and his body might have been discovered. He might have left behind some notes about the attack.

7) Keden Aten

Male Dwarf Fighter (Lawful Good)

Keden is a small man with brown hair and brown eyes. He is wearing a gray tunic and gray breeches. He is wearing a gray cloak.

Keden is a dwarf who likes to travel the land looking for treasures. He is originally from the dwarven city of Brindol to the east, but he travels around a lot and has been to many other places. He is currently looking for a big treasure that he thinks might be in Purdee. He is looking for an ancient dwarven weapon called a "War Axe of Rending". Keden is a very nice dwarf who will offer his help to the PCs if they need it. He gets along with everyone and he will not hesitate to help them out. He will probably try to join up with the PCs if they let him. He will not try to join up with them if they don't want him to. He loves the company of others. 

8) Benny Blann

Male Halfling Thief (Chaotic Neutral)

Benny has black hair and brown eyes. He has a thin face and he is wearing a clean shirt and breeches. He is not wearing a shirt and has a brown cloak.

Benny is a thief who used to be a friend of Mandy Dodge. He used to work for the Thieves Guild, but he stole from his boss and ran away from them. Benny is a very good thief and he loves his job. Benny can steal almost anything from anyone, including your house or your pocket. He loves to steal stuff. He is totally selfish and doesn't care who gets hurt.

The only thing he likes is to steal stuff and he will do anything just to get money or something valuable to steal. Benny has a certain respect for Mandy, and he will try to help find her if the PCs ask him, but he is not very helpful and he will not do anything for the other PCs. Benny has no sense of danger and cares about nothing but himself and his job. He will try to steal from anyone, including the PCs.

9) Grigore

Male Human Fighter (Chaotic Good)

Grigore has yellow hair and brown eyes. He has a thin face and is wearing a light blue tunic and dark blue breeches. He is not wearing a shirt or shoes.

Grigore is a wandering warrior who looks to do good in all lands. He is an exceptionally good warrior and a very nice guy. He is totally loyal to those who are kind to him, but he will turn on them if they are cruel to him, however. He is a skilled fighter who won't hesitate to get into a fight if someone attacks him. He tries to help whoever needs it, especially if they are good people. He hates evil people, and he will try to get them if he can. Grigore is not very helpful to the party and he likes to do things his own way. He will not listen to you if you tell him what to do, but if you are nice to him and you give him a good reason, he will do it for you.

10) Flanagan

Male Half-Elf Bard (Neutral)

Flanagan has blond hair and green eyes. He is tall and has a handsome face. He is wearing a pink shirt and black breeches. He is not wearing a cloak.

Flanagan is a wandering bard who is always looking for adventure. He is a very friendly and pleasant person who likes to join up with people who like to have a good time. He is a very good bard, but sometimes he doesn't know when to stop singing. He loves to sing, and he is really good at it.

He is not very helpful to the party unless they ask him to do something, and he likes to party with people. If there is a party, he will be there, even if it means going off on a dangerous adventure. He likes to drink, and he knows all the latest songs. He is easy to get along with and he does not like to fight with anyone, but he will fight if he has to. He will not join up with the party if they don't want him to, but he will if they do.

11) Salty

Male Human Ranger (Neutral)

Salty has blond hair and blue eyes. He is wearing a green tunic and green leggings. He is not wearing a cloak.

Salty is a wandering ranger from the northern forests. He is a very good fighter, and he travels around looking for monsters to kill and adventure. He is an incredibly good warrior, and he has done some very dangerous things in his life. He loves to tell you about them and he loves to fight.

He will never back down from a fight, and he never gives up. He is totally loyal to his friends, and he treats everyone with respect. Salty is not immensely helpful to the party and he will not do anything without a good reason, unless you are his friend. He may join up with the party if they ask him to, but only if they are nice to him.

12) Marko

Male Human Wizard (Chaotic Good)

Marko has black hair and dark eyes. He has a thin face and is wearing a dark brown robe and a blue cloak.

Marko is a good guy who is always looking to do good for people and for himself. He loves to help people who are good, and he will do anything for them. He is totally loyal to his friends, but he has a temper, and he will get mad at anyone who is mean to him. Marko is the type of guy who will help the PCs if they need it, but he wouldn't go out of his way to do it unless they needed him. He likes to live in the city, but he will go off with the PCs if they need him.

He will not go if they don't need him. He is a good guy, and he will not steal from anyone or kill anyone without a good reason. He is totally loyal to his friends and will help the party if it is for the good of the party or for the good of the people. He will not fight if he does not have to, but he will fight if a friend is in trouble. He is a good guy, but he likes to have some fun in life. He will not join up with a party that is totally on one side or the other, but he will if they don't have any bad guys in it.

13) Lisa

Female Human Thief (Neutral)

Lisa has dark hair and brown eyes. She is wearing a black shirt and black breeches. She is wearing a red cloak.

Lisa is a young female thief who has just started her career of crime. She was taught the basics by her father when she was younger, but now she is on her own. She loves to steal things and she will do it whenever she gets a chance. She loves the thrill of stealing, but she doesn't like to fight. She is a particularly good thief, and she can steal anything from anyone.

She is totally selfish and cares about no one except herself, but she isn't mean about it. She has a certain respect for her father, who she left behind when she went out on her own. Lisa is not very helpful to the party, and she will steal from them whenever she can. She will only get along with the party if they are less concerned with fighting and more concerned with stealing, like herself. She will not join up with them if they don't want her, but she will if they do.

14) Lurthea

Female Human Cleric (Lawful Neutral)

Lurthea has brown hair and brown eyes. She has a thin face and is wearing a blue robe and a purple cloak.

Lurthea is a young female cleric of a lawful god. She has just started her career and she is not very powerful. She loves to help people and she likes to teach others about her lawful god. She is totally loyal to her lawful god, and she will do whatever is necessary to help his cause. She does not like fighting, but if a follower of her god is in trouble, she will go to his aid if she has to. She will not help out the party unless she has to.

She is a great teacher and will answer any questions the players might have about her god or her career. She will not join up with them unless they are lawful and not evil. Lurthea is not a mean person, but she is totally selfish, and she only cares about herself and her god. She will steal if necessary and she will kill if necessary. She is not a bad person, but she does not consider anyone else's feelings. She does what she feels is right and she does not care about anyone else's feelings.

15) Richard

Male Human Fighter (Lawful Good)

Richard has brown hair and brown eyes. He has a thin face and is wearing a chainmail shirt and an iron shield.

Richard is a fighter who is totally loyal to his lawful good master. He is a very good fighter, but he has no other skills. He is totally devoted to his master, and he would do anything for him. He loves his master, and he would die for him. Richard cannot leave his master's service, but he will go with the PCs if they are going after his master's enemies.

He will not join up with them if they are going after his master or if they are not going after his master's enemies. He will get mad at them if they go after someone else. He is a good fighter and he would be a good addition to a group, but he can only be with one group at a time.

16) Hengist

Male Human Fighter (Lawful Good)

Hengist has brown hair and blue eyes. He has a thin face and is wearing a chainmail shirt, a shield, and a sword.

Hengist is a male human fighter who is totally loyal to the party's lawful good leader. He is a very good fighter, and he is totally devoted to the party's cause. He will do anything that he is ordered to do, but he will not leave the party unless he is ordered to do so. He will also fight for the party if he doesn't have to obey an order. He will do what the party's leader tells him to do, but he will not blindly follow him.

Hengist is a very good fighter, but he doesn't have any other skills. He is totally devoted to his leader, and he would do anything for him. He will not join up with the PCs if they do not have a lawful good leader or if they do not seem to be on the right side. He will not join up with the party if they are not fighting for the right cause. He will not join up with them if they are not fighting for the right side.

17) Kalyth

Female Human Wizard (True Neutral)

Kalyth has brown hair and brown eyes. She has a thin face and is wearing a blue robe and an orange cloak.

Kalyth is an unaligned wizard who just started her career. She is very young and she is totally inexperienced. She has not mastered her spells yet and she does not know much about the world. She has grown up in a small town and she has no knowledge of the outside world. She knows nothing about the world, but she is a wizard, and she has some magical abilities.

She loves to go adventuring and she will go with the party rather than stay in town. She goes with the party because she needs to find out about the world. She is totally loyal to the group, but she will not go if they are going to do something that is totally evil.

She is a good person who is totally devoted to the group's cause. She will not join up with the party unless they are going to do good things. She will not join up with them if they are going to do evil. She will get upset if they go after someone who she thinks is good and she will not want to go with them.

18) James

Male Human Fighter (Lawful Neutral)

James has brown hair and brown eyes. He has a thin face and is wearing a chainmail shirt, a shield, and a sword.

James is a fighter who is totally devoted to his lawful neutral cause. He is totally loyal to his cause and he will do anything for it. He loves his cause and he loves to fight for it. He loves to be ordered around and he will do anything that his leaders tell him to do.

He will fight for them if he doesn't have to be ordered around. He is totally devoted to his leaders, and he would do anything for them. He is a great fighter, and he will be a good addition to a fighting group, but he can only be with one group at a time.

19) Mary Mystor

Female Human Magic User (True Neutral)

Mary has blonde hair and blue eyes. She has a thin face and is wearing a blue robe and a green cloak.

Mary is a young magic user who is devoted to her cause which is helping animals. She cannot be with anyone who will not do good things. She is devoted to doing good things. She is dedicated to her cause, and she will not do anything to hinder it. She will not do anything against her cause, and she will not do anything that is totally evil. She will not help a group if she thinks that they might be evil. She will not go with a group if she does not like what the group's goal is. She will not go with them unless it is going to help her cause. 

20) Pierre

Male Human Cleric (Neutral)

Pierre has brown hair and brown eyes. He has a thin face and is wearing a chainmail shirt, a shield, and a sword.

Pierre loves his cause, and he will do anything for it. He loves doing good things and he loves being good. He is devoted to doing good things and he will not do anything bad. He will not go with a group if they are not doing good things. He is totally devoted to his cause, and he will go with them to help them out. He will have no problem going with them if they are doing good things. He is totally devoted to his cause, and he will not work at cross-purposes to it. He does what is good and he does not oppose what is good. 


Names

Viking Names

Male Viking Names

Hal Stjornarson

Tord Hardhagen

Bjorn Hildarson

Tormod Hagenhardsson

Einar the Bold

Hrani Gunnarson

Ingeir Flokisson

Anakol Skoptisson

Hrani the Stout

Anakol the Fair

Meydan Hardhagen

Erik the Stout

Thorbjorn Anarson

Gudlaug Anarson

Hal Gunnarson

Arnar Lars

Volkert Tolfsson

Grani Ivarson

Gunnar Bjorgsson

Hrygg Starkisson


Female Viking Names

	Brimma Firefly 
	Oiva Plaugdottir 
	Eyja Skaptadottir 
	Adele Svensson 
	Axal Fersdottir 
	Thera Holmgren 
	Ellida Bladrimneru 
	Karina Ragnarsson 
	Vinna Dotinattir 
	Kadak Kristiansson 
	Boona of the Seven Seas 
	Jodis of the Stars 
	Anika Gunnlodottir 
	Kasha Havardsdottir 
	Eilif of the Mirror 
	Brynhildr of the Moon 
	Ulfe Gunnarsdottir 
	Loretta Sturludottir 
	Zuna Havardsdottir 
	Thordis Hallvardadottir 


Aquatic Elf Names

Male Aquatic Elf Names

	Sail Seaquill 
	Shelie Deepbright 
	Sparrow Longrunner 
	Dressila Saltwaterkiss 
	Lorelei Foreststorm 
	Daisia the Enchanted 
	Ember Silverfins 
	Granara Songbird 
	Mydreanna the Sea Lark 
	Daviana Ripplethigh 
	Ildalia Deepglint 
	Quenia Lilypetal 
	Gwynna Weatheredsky 
	Verdure Lustralbane 
	Wavemaker Nightfall 
	Ashlyn Boneshaver 
	Dora Tidecaller 
	Riande Seaheart 
	Baelara Dawnshadow 
	Oceania the Great 


Female Aquatic Elf Names

	Ossiria Moonwind 
	Rainaria Nightglow 
	Iliria Blackthorn 
	Mangareva Cloudsea 
	Stella Windscourge 
	Wave Deepwater 
	Belena Brightfall 
	Mytrylae Starbright 
	Dreamless Forsythia 
	Aquessa Moonlight 
	Elissa Boneshaver 
	Faynel Silverstar 
	Shelie Silverbrow 
	Sylvae Ripplethigh 
	Belle'cAeir Waterbane 
	Betharin Riverros 
	Belara The Wolfstar 
	Avis Moonkin 
	Joriska Darksong 
	Virena Clearbrook 


Dungeon Names

	Basement of Tomb of Glass 
	The Vile Palace of the Dragon Queen Xzaxa'a'tog-a-Zharr the Devourer of Fire and Air 
	The Temple of the Black Dragon 
	The Cave of The Black Throne 
	The Mausoleum of the Orb of Power 
	The Cavern of the Druidess Aviaxerae 
	The Crypt of the Crowned King 
	The Ancient Graveyard of The Endless Sky 
	Underworld of the Elven Ranger T'zulah 
	The Oracle's Temple of the Pit Fiend X'zahk-tul 
	Spider Caves of The Frozen Sun 
	The Heavenly Waterfall of the Dead King 
	Dungeon of the Dark Overlord 
	The Temple of the Lake Monster 
	Ten Crypts of the Eight-Headed Snake Demon Lord 
	The Eternal Maze of the Forgotten 
	The Bottomless Abyss of the Orc King Draxian 
	The Forest of The Darkened War 
	The Bottomless Bog of The Forgotten Queen 
	The Crypts of the Elven King Iastel 


City Names

	Arabastoria 
	Tor'ahui - City of Rebirth 
	Island of Dawn 
	Jelly Cairo 
	Longhall 
	New St. Lura 
	Abysm 
	Brighton 
	Crownshield 
	Aquinsha 
	The City of Iron 
	Grasp 
	Dawstock 
	Selgaunt 
	The City of White Walls, Kalak 
	City of Perfumed Gardens 
	Kiln Fortress, the City of Traps 
	New St. Leli 
	Shadowdale 
	Langden Newark 
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Items Found in a Wizard’s Tower

This is a list of 100 items players can find in a wizard’s tower.

1) A book titled "The Necronomicon". This contains information on all of the monsters in the area.

2) A list of the known words of power and their meanings.

3) A list of all of the known spells and their effects.

4) A tomb containing one of more of the wizard's relatives. 

5) A wooden box filled with spell components: feathers, bat wings, bears teeth, pixie dust, and so on.

6) A brass cylinder containing the ashes of a sorcerer that item was used to destroy.

7) A bag containing a number of teeth from a monster.

8) Three skulls that are used as dice.

9) A book of matches for a local tavern.

10) A bag containing 10-20 stones. 

11) A book containing a list of all the areas and their monsters along with the monsters' alignments.

12) A small gold idol with inscrutable markings.

13) A silver goblet set with a ruby. 

14) A small wooden box containing a wizard weed joint.

15) A chart of the stars and planets.

16) A pile of dust that forms into a small, living creature when a light is shined on it.

17) A book containing the names of all the townspeople and their families. 

18) A book containing the names and life stories of the local royalty and nobility.

19) A small wooden box containing a recent newspaper.

20) A bag containing 50 pieces of chalk.

21) A small box containing a quantity of opium.

22) A brass cylinder that contains the ashes of a sorcerer's familiar.

23) A small box with an ornate lock containing a hard-boiled egg. 

24) A bag of gems worth 1d10x10 gold in total.

25) A bunch of long, straight, black hairs.

26) A small stone box containing a miniature person made of wax. 

27) A small wooden box containing a monkey's paw.

28) A brass cylinder with a trapped genie inside.

29) A small glass jar containing a jinni.

30) A small silver vial containing the tears of the God of Laughter.

31) A leather pouch containing five gems of different colors. 

32) A small chest containing three skulls.

33) A small book detailing the terrible fate of one of the wizard's former apprentices.

34) A book containing the names and life stories of the local prostitutes and their clients.

35) A small golden box that is magically tied to a dragon's lair. The dragon will know if it is opened outside of the lair.

36) A small wooden box containing a bag of dust.

37) A small silver ampoule containing the blood of a basilisk.

38) A note from one of the wizard's former apprentices. It tells of the one's failure to kill the wizard and their location.

39) A small box filled with the ashes of a monster.

40) A small box containing the head of a monster.

41) A barrel containing a small lizard.

42) An old book with a hidden compartment containing a scroll. 

43) A book containing a list of the names of the worst monsters and their powers.

44) A bag containing a quantity of poison.

45) A book titled "The Way Things Work".

46) A pair of dice with numbers scratched out.

47) A small stone box containing a man's head.

48) A small, wooden chamber pot.

49) A small pouch containing an herb that when burned causes the user to be invisible for 1 hour.

50) A bag containing a small statue, a book of spells, and a wand of magic missiles with 2 of 42 charges remaining.

51) A bag containing a large diamond.

52) A small box containing a miniature dragon statue made of jade that is worth 1,000 gp.

53) A bag containing various pieces of fake costume jewelry.

54) A quiver containing 50 arrows.

55) A small box containing a quantity of rare cobwebs.

56) A box containing a giant spider that is no longer alive.

57) A small box containing the gizzard of a roc.

58) A bag containing a number of dice.

59) A book containing a list of the names of all of the village's children and their birth dates.

60) A bag containing 100 gold pieces.

61) A sack containing the tongues of six of the wizard's enemies.

62) A small silver box containing a man's severed hand.

63) A book containing a list of all of the wizard's old wives' names and their new husbands' names. 

64) A small wooden box containing a small stone.

65) A bag containing the heart of a volcano.

66) A bag containing the skull of a cockatrice.

67) A small chest containing a tiny elemental.

68) A bag containing the head of a medusa.

69) A small box containing a quantity of mercury.

70) A small oak box containing a tiny diamond statue.

71) A small box containing a silver chalice.

72) A small box containing a quantity of sand from the deserts of Anhouri.

73) A small box containing the brain of a manticore.

74) A small box containing a small block of obsidian.

75) A small glass bottle with a single drop of water from a dragon's lair.

76) A small box containing the feathers of six griffins.

77) A quiver containing 60 arrows.

78) A bag containing a quantity of dry, dead grass from a dragon's lair.

79) A small box containing a quantity of silk from a giant spider's lair.

80) A bag containing a set of three small glass bottles.

81) A small round table with a little glass disk at each of its edges.

82) An hourglass with no sand in it.

83) A bag of dirt.

84) A small bag containing a quantity of powdered silver.

85) A small bag containing six wyvern's eyes.

86) A book containing a list of the names of the wizard's former apprentices and their new names.

87) A small box containing the tip of a scythe.

88) A small box containing a quantity of sand from a giant's lair.

89) A box containing a number of peas.

90) A bag containing a quantity of powdered marble.

91) A bag containing a quantity of gold dust.

92) A book containing a list of the wizard's former apprentices and the magical items that they created.

93) A book containing a list of the wizard's former apprentices and the horrible things that they did to each other.

94) A bag containing a quantity of silvered thorns.

95) A bag containing a quantity of seeds.

96) A box with a wooden cover that contains a miniature tree.

97) A small box containing a quantity of fine sand.

98) A bag containing a quantity of silk from a giant spider's lair.

99) A book containing a list of the names of all of the wizard's enemies and the depths at which their bodies were buried. 

100) A bag containing a quantity of salt. 


Items Found in a School of Magic

This is a list of 100 items you can find in a school of magic.

1) A textbook titled Magical Theory.

2) A spell book for elemental mages. One of the pages is torn out.

3) A spell book written in runic symbols. The language is unknown, but there is a translation spell in the book.

4) A spell book for illusionists. It's old and the ink is fading, you can't understand it.

5) A spell book written in a foreign alphabet. There is a translation spell in the book.

6) A wooden pencil with a spell scroll rolled up inside.

7) A mysterious scroll covered in strange symbols.

8) A scroll with diagrams of catacombs, monster lairs and other dangerous places.

9) A scroll with a map of the local area.

10) A scroll with a map and description of a nearby dungeon.

11) A scroll with a plan of a castle.

12) A scroll with a plan of a sailing ship.

13) A scroll with a plan of a pirate ship.

14) A scroll with a plan of a sailing ship and descriptions of the crew of the ship.

15) A book titled: The Monsters of Dragon Island, with illustrations of the creatures.

16) A book titled: The Monsters of Undersea, with illustrations of the creatures.

17) A book titled: The Monsters of the Jungle, with illustrations of the creatures.

18) A book titled: The Monsters of the Mountain, with illustrations of the creatures.

19) A book titled: The Monsters of the Tundra, with illustrations of the creatures.

20) A book titled: The Monsters of the Desert, with illustrations of the creatures.

21) A book titled: The Creatures of Evil, with illustrations of the creatures.

22) A book titled: The Creatures of Good, with illustrations of the creatures.

23) A book titled: The Creatures of Neutrality, with illustrations of the creatures.

24) A book titled: The Creatures of Unknown Fate, with illustrations of the creatures.

25) A crate full of spell components.

26) A letter from a teacher that reads, "I'm expecting you to get a job after graduation."

27) A personalized diploma that reads, "You have graduated with honors. You have been recognized by your teacher and peers as being the best of the best."

28) A locked safe. Inside is a parchment with a passage written on it. The passage reads, "The great wizard who lives at the end of the next hallway is a coward. He hides behind his spells in secret and refuses to come out and meet you."

29) A locked safe. Inside is a parchment with a simple lock picking spell written on it.

30) A locked safe. Inside is a scroll with the safe's combination written on it.

31) A locked safe. Inside is a scroll with the combination written backwards.

32) A wooden statue of a wizard. When you rub the statue's hands, a lightning bolt shoots out of the statue's fingertips.

33) A mirror that is always foggy. The mirror can see through time.

34) A mirror that shows the future.

35) A mirror that shows the past.

36) A mirror that shows the present.

37) A mirror that can show the truth.

38) A mirror that shows what you really look like.

39) A small locket that opens to a picture of the headmaster of magic Therodeum the Wise.

40) Two rings that are linked together by a chain. One is the Ring of Fire and the other is the Ring of Ice.

41) Two rings that are linked together by a chain. One is the Ring of Life and the other is the Ring of Death.

42) An amulet with the word "Soup" inscribed on it.

43) An amulet with the word "Yum" inscribed on it.

44) An amulet with the word "Chicken" inscribed on it.

45) A staff that has a mirror on it that shows the future.

46) A staff made from hickory wood that has spells for healing and fireballs.

47) A staff that is not magical. It looks cool, though.

48) Several different types of staffs.

49) A staff that has a mind of its own and it is trying to kill everyone.

50) A staff that bonds with the person who wields it.

51) A staff covered with magical runes. The runes glow when an orc is around.

52) Fourteen oddly shaped black, sticky stones.

53) A giant crystal that glows in the dark.

54) A book titled: The Art of Playing the Fiddle to Help with Magic.

55) A book titled: The Power of Music to Enhance Your Wizardry.

56) A book titled: The Importance of Appreciating Different Types of Music When Getting Ready to Cast a Spell.

57) A book titled: The Importance of Sleeping at Night.

58) A book titled: The Importance of Reading Books.

59) A book titled: The Importance of Being a Wizard.

60) A book titled: The Importance of Knowing When to Eat and When to Go to Sleep.

61) A book titled: The Importance of Being Flexible in Your Thinking.

62) A book titled: The Importance of Being Properly Dressed.

63) A book titled: The Importance of Knowing the Basics of Magic.

64) A book titled: The Importance of Waking Up Early in the Morning.

65) A book titled: The Importance of Learning From Your Mistakes.

66) A book titled: The Importance of Being a Good Friend.

67) A book titled: The Importance of Being Open-Minded.

68) A book titled: The Importance of Practicing.

69) A book titled: The Importance of Applying Yourself to Magic.

70) A book titled: One Wizard's Journey to Becoming a Great Wizard.

71) A book titled: The Rules of Wizardry.

72) A book titled: How to Avoid Being a Victim of a Wizard.

73) A book titled: The Art of Magic.

74) A book titled: The Importance of Knowing Your Class.

75) A book titled: The Magician's Guide to Good Health.

76) A book titled: The Wizard's Guide to Good Health.

77) A shelf full of magical books.

78) A stand full of magic wands.

79) A stand full of magic daggers.

80) A shelf full of spell components and magical items.

81) A shelf full of spellbooks.

82) A shelf full of scrolls.

83) A shelf full of magic potions.

84) A shelf full of magical weapons.

85) A potion that makes the drinker completely immune to magic.

86) A potion that doubles the drinker's magic power.

87) A potion that makes the drinker more resistant to magic.

88) A potion that makes the drinker more vulnerable to magic.

89) An amulet that protects the wearer from magic.

90) An amulet that causes the wearer to cast magic spells randomly.

91) An amulet that turns the wearer invisible.

92) An amulet that turns the wearer into a parrot.

93) An amulet that allows the wearer to fly. 

94) A box of spell components, including tiny glass phials filled with coloured liquid and needles made of bone.

95) A jar of dragon's teeth.

96) A vial of spider's venom.

97) A vial of dire bat's blood.

98) A jar of life force.

99) A jar of death force.

100) A jar of faerie dust. 


Random City Encounters

This is a list of 100 random encounters for players in an ocean setting.

	A man approaches you and asks if you know where he can hire a guide to take him through the sewers. He is looking for a lost ring he dropped. If you go with him, he will try to pay you with counterfeit coins. 


	Two men are arguing in front of a statue of a human. One of them says that the other man owes him money and that he plans to have the other man arrested. 


	A group of children are throwing rocks at a dog tied up at the base of a lamp pole. 


	A woman is selling candles in front of the church. She is trying to raise money to convert her basement into a dining room because she has so many visitors. 


	A group of human children are playing in front of a house. One of them has a wooden sword and is pretending to be an adventurer. 


	A group of men are talking about how the Thieves' Guild has ruined the city by forcing honest business owners to pay protection money. They are talking about starting an anti-Guild militia. 


	A woman is selling flowers in front of a church. She has an interesting story about how she got the flowers that is actually true and not just a sales pitch. 


	Two men are arguing about the price of meat. One of them says that he was overcharged and wants his money back. The other man says that he didn't overcharge him and says that he should be glad that he didn't get even more robbed by him. 


	A group of children are playing with toy swords and shields. They look like they're pretending to be adventurers. 


	A group of humans are talking about how the wall around the city is not high enough and that the city will be attacked again by orcs who are taller than any human warrior. 


	A group of 2d6 bards will approach the players and ask them to join their guild. If the players agree, they will be inducted into the city's guild of bards. They will be given a badge and a uniform. If the players refuse, the bards will become angry and start singing songs about their bad manners and lack of talent. 


	A group of 2d4 thieves will try to rob the players. If the players resist, the thieves will attack. If the players do not resist, the thieves will thank them for being so kind before robbing them anyway. 


	Two men are fighting over who is the rightful ruler of the city. They are both right. The rightful ruler has been trapped in a mirror for ten years by an evil wizard who is now pretending to be the rightful ruler. 


	A man is lost in the city. He is looking for his wife, who is actually an assassin who left him for another man. 


	An old man is trying to sell his donkey to a merchant. He will beg players to buy it, but they will have to haggle with him to get him to accept their price. He needs the money to finance his grandson's wedding. 


	A beggar approaches the players and asks for some food. If they give him food, he will bless them with good fortune for a year. 


	A group of young girls is singing songs about the queen. If the players join in and sing along, they will be rewarded with a small gift by the end of the song. 


	A group of people is arguing about whether or not the city should build a wall. 


	A couple is kissing in an alleyway. 


	A group of 2d4 mercenaries are looking for work. They are willing to take almost any job for the right price. They will follow orders, but they will question everything. 


	A group of men are standing around in a bar, talking quietly and nursing their drinks. The men are members of the city watch. They are talking about a series of strange murders that have been taking place late at night. The bodies have been torn to pieces. The only clue is that each man has been found with a strange symbol carved into their chest. The men are called to a murder scene. The corpse is torn to pieces, but it is clearly a man. The symbol is carved into his chest in blood. The symbol is an inverted triangle with a line through it. 


	A man is begging for help. He says his wife and children were carried off by wolves the night before. He says he was too injured to help his family. He wants you to track down the wolves and bring back his family. The man's name is Erick, and he is a lycanthrope. He wants to eat you. He's been waiting for someone to come along, and he lies about the wolves to lure you into his lair. 


	Three elderly men are sitting around a table, playing cards and drinking ale. They are talking about how they were the heroes of the past. They say they knew the great wizard Orlin, and that they were present when he opened the gates of time to Jack the Conqueror. They say they were the only ones who lived through it and that they escaped through a time portal that was opened by Orlin's magic. 


	A man is sitting on the street corner, begging for money. He is dressed in rags, and he looks hungry and tired. A local priest comes by and offers him food and a place to sleep for the night. The man refuses and says he'd rather starve than accept alms from a priest of Azura. 


	A man is standing on a street corner, preaching about the end of the world and the coming of the Great Old One Cthulhu. He says that the end times are upon us and that humanity deserves to be destroyed for its sins. He is thrown in jail for disturbing the peace to keep him from starting a riot. 


	Three men are standing on a street corner, talking quietly. They say they have been hired to find a missing boy named Sammy. They have been told that Sammy was last seen in an abandoned house on a street called Odd Street. They have no leads, and they're not getting anywhere in their investigation. 


	A small boy with big eyes is running away from you. He is hiding something in his cloak. You notice that he has been stealing from people in the street. He isn't afraid to fight and will attack if cornered. 


	A couple of children are betting on how long it will take for a dog to die from eating rat poison that someone spread on the street for no reason at all. 


	A strange-looking man is playing a strange instrument - it looks like a harp, but there are five strings instead of four and each string has four or five notes instead of just one or two. This man is actually a bard with a magical harp that 


	A group of children are playing with toys in the street. They're pretending to be heroes fighting monsters. One of the children is pretending to be a king. He's wearing a crown made out of paper and has a wooden sword. The other children are making him king because he has the best imagination. 


	A nearby house is being repainted. The smell of fresh paint is very strong. If players talk to the workers, they will say they are painting over a mural on the wall... The mural is a map of the city. If players investigate the map, they will find the location of a secret safe deposit box. 


	A man is standing in the middle of the street, holding a sign made out of wood. His sign says, 'Work for food'. The man looks hungry and desperate... He will tell players that he will do anything for food... If players bring him food, he will try to steal it. If players bring him money, he will rush off to buy more alcohol... 


	A group of pickpockets are trying to steal from a group of nobles. If players do not help the nobles, they will be arrested. If players help the nobles, they will be rewarded. 


	A group of city guards are interrogating a man. It appears that he has been stealing from people's houses... The man claims that he is innocent. 


	A priest is asking people for money to feed the poor. The priest looks like he has not eaten in days... 


	A bard is singing a song about a thief who was caught by city guards... The thief claims that he is innocent and that the bard is lying about him being a thief... 


	A group of children are playing hide and seek in an alley. Two children are hiding in the same place and are stuck... 


	An old man is sitting on a bench, begging for mercy from the city guards. The old man says that he is an honest citizen who has been wronged by someone... If players talk to him, he will tell them his story... The old man is a con artist and will flee if players attempt to stop him from stealing from people... 


	Two rogues are attempting to pickpocket a group of nobles. If players do not help the nobles, they will be robbed. If players help the nobles, they will be rewarded. 


	A group of children are playing a game where they pretend to be city guards... 


	A group of children are playing in the street. They notice the players and run away screaming 'The King is coming! The King is coming!' 


	A man is standing on the corner, yelling at passersby. He looks angry. If players stop, he will say: 'They're all liars and cheats! You're all fools if you believe them! You'll see! They're all liars and cheats!' 


	A man is walking up and down the street, holding a torch in one hand and a small bag in the other. He is muttering to himself. If players approach, he will say: 'They won't find it. They won't find it.' He will then wander off down the street, continuing to mumble to himself. 


	A group of children are playing a game of tag in an open space in the middle of the street. 


	A group of children are playing a game of tag in an open space in the middle of the street. As players approach, one of the children will yell: 'You're it!' and run away from the other children. 


	A man is standing on the corner, yelling at passersby. He looks angry. If players stop, he will say: 'I've had it! I can't take it any more! They're all liars and cheats! You're all fools if you believe them! You'll see! They're all liars and cheats!' 


	Two men are arguing in the street. One of them says: 'I'm telling you, it's not true!' The other man says: 'It's true all right!' The first man says: 'It's not! It's not true!' 


	A man is standing on the corner, yelling at passersby. He looks angry. If players stop, he will say: 'I've had it! I can't take it anymore! They're all liars and cheats! You're all fools if you believe them! You'll see! They're all liars and cheats!' 


	A group of children are playing in the street. They notice the players and run away screaming 'The king is coming! The king is coming!' 


	Three women are arguing in the street. One of them says: 'I'm telling you, it's not true!' The other woman says: 'It's true all right.' The first woman says: 'It's not! It's not true!' The second woman says: 'It is too! It is too!' They continue arguing. 


	Two older gentlemen are sitting outside a tavern. They are playing chess. 


	A man is running down the street. He is laughing crazily. He has a large knife in his hand. He is shouting something which is drowned out by his laughter. 


	A group of men are drinking heavily at a tavern. One of them has a small dog with him. It is drinking out of its own cup. 


	A group of children are playing tag in an alley. One of them is a werewolf in disguise. 


	A man is standing on top of a barrel, giving a speech about how the king beats his wife. 


	A man offers to sell the players magical items. They are enchanted turds he found in an enchanted forest. 


	An elderly woman is selling flowers. She asks players if they would like to buy a bouquet for their mother. Each flower actually has a different magical effect when smelled by someone. 


	A group of children are playing with a small dog. 


	A group of children are playing with a small dog. It has been painted blue and red in an attempt to make it look like a leopard. 


	A group of men are arguing about whether there are more than five gods or not. 


	As the players walk the streets, a man is shouting at them to stop. He says he is a prophet of a new religion and will convert them if they follow him. He is a charlatan and will try to get money from the players. 


	Three men are standing in the street, talking about the recent tax announcements. 


	A man is standing on a street corner, talking to himself. He looks crazy, but he is actually a powerful wizard hat is casting a spell. 


	A group of men and women are standing on the street, talking about the latest fashion. They are wearing expensive clothing, but they are not part of the city's upper class. 


	A group of musicians are playing a concert on the street. The music is not very good, but they are trying hard to improve. 


	A group of people are protesting against the recent tax increases. 


	A group of people are protesting against corruption in the city's government. 


	A group of people are protesting against the opening of a new brothel in the city. 


	A man is standing on a street corner, talking to himself. He seems to be insane, but he is actually a powerful cleric that is casting a spell. 


	A group of children are singing and dancing around an elderly woman who is giving them money in return for their entertainment. 


	A man walks up to you and offers you his services as a guide for the city. His name is Edward. He is good at his job, but will not lower his price. If you pay him, he is your friend forever. 


	You see an old woman staring at a statue of a god. She seems to be praying. The woman's name is Hilda. She is a local mystic who hangs out in the city center. She knows everything that happens in the city. She will trade her knowledge for food or drink. 


	A man named Maurice walks up to you and offers you a magic ring. It is cursed, but makes a great gift for someone you don't like. 


	A group of children are playing with a dog. It looks like they are playing keep away with the dog. They seem cruel and the dog is growling at them. 


	A man asks you to help him tie a rope to a tree. He looks like he is about to hang himself, but he says he's going to tie the rope to the tree and sit on it. 


	You see a man who looks like an elf, but he has no ears. He says he is an elf, but does not have any magic. He is not really an elf, but he was raised by elves. His name is Fred and he is on a quest to find his ears. He thinks maybe they were stolen from him. 


	You see a group of people standing around quietly. They look like they are waiting for something to happen. They are the leaders of the city and they are trying to decide what to do about a problem that is happening in the city right now. 


	Two women walk up to you and they both look like they are in pain. One woman says she was walking into town, when she was attacked by a group of bandits led by an evil cleric. The woman says she was almost killed, but then this other woman healed her and saved her life! The first woman is lying, but you can't tell because she really does look like she was almost killed by bandits. 


	A man named Clem sits in a dark corner and asks for donations for his cause. He claims that he is raising money for orphans. He has five orphans with him and they are very cute and start crying if anyone says no to Clem's request for donations... 


	A man named Edward runs up to you and says that someone has stolen his donkey! He was walking his donkey through town when some thugs jumped out of an alleyway and stole his donkey! 


	If a player is wearing bright red clothing, a local street gang will approach and ask for money. If players refuse, they will be attacked by 2d6+5 members of the gang. 


	A local fortune teller has a large crystal ball in front of her shop. If players look into it, they will see a vision of a nearby dungeon approaching. 


	A local fortune teller has a large crystal ball in front of her shop. If players look into it, they will see themselves in a different part of the town. 


	Two elderly men are arguing about a local building that is being torn down. If players get caught in the middle of the argument, the men will get angry and send them away with what little information they have about the building. It turns out that the building was built on top of a very rich vein of gold and silver ore. 


	A group of rich noblemen are arguing about whether or not to build a city wall around the town. Of course, they are all for it but they can't get any agreement from the other nobles. If players get caught in the middle of the argument, they will get angry and send them away with what little information they have about it. 


	A man who is clearly drunk stumbles into you. He mumbles about a nearby crime syndicate, but quickly passes out. If players investigate, they will find a crime syndicate that wants to take over the town by getting rid of the current crime boss. 


	A woman who is clearly drunk stumbles into you. She mumbles about a nearby crime syndicate, but quickly passes out. If players investigate, they will find a crime syndicate that wants to take over the town by getting rid of the current crime boss. 


	A group of children are running through the street, playing some sort of game. If players try to talk to them, they will run away in terror because they think that players are monsters. 


	A group of children are running through the street, playing some sort of game. If players try to talk to them, they will run away in terror because they think that players are members of a rival tribe from another world. 


	A merchant from another city has set up shop in an abandoned building. He is selling strange items from far away lands for very high prices because he knows that no one else will be able to get them anytime soon. 


	A blind man is wandering around the street. He is screaming that he can see! He can see! 


	A group of peasants are arguing with a group of guards. The peasants are insisting that they be allowed to bury their dead, but the guards are refusing because they are afraid the bodies are carrying a disease. 


	A group of beggars are sitting on the side of the road, hoping to get some spare change from the players. They are dressed well and have excellent weapons and armor, but they look like they're down on their luck. Their leader is a dwarf named Groober, who is looking for a group to join. He's actually an excellent rogue, but he pretends to be a drunk and a klutz to get people to feel sorry for him and give him money. 


	A beggar is sitting on the side of the road, holding out his hand for money. His name is Grum, and he's actually a very good bard who used to be a member of a traveling band of performers. He's looking for a new group to join, because he lost his old band when they were attacked by a group of orcs. He's actually an excellent bard, but he pretends to be an amateur so he can collect more money from people. 


	Two women are arguing over whether they should buy an expensive new dress or save their money to buy a new house. They're so busy arguing that they don't even notice the players walking by. 


	A group of young men are standing outside an inn, drinking and laughing. They're so drunk that they don't even notice the players walking by. 


	A group of young women are standing outside an inn, drinking and laughing. They're so drunk that they don't even notice the players walking by. 


	A group of men are standing outside an inn, drinking and laughing. They're so drunk that they don't even notice the players walking by. 


	A group of men are standing outside an inn, drinking and laughing. One of them trips and falls, spilling his drink all over himself. They all laugh at him as he gets up and storms off in anger. 


	                   A group of men are standing outside an inn, drinking and laughing. One of them trips and falls, spilling his drink all over himself. They all laugh at him as he gets up and storms off in anger, shouting that he's going to join the Cult of the Melted Sun and then come back and burn their city down. 



Random Grassland Encounters

This is a list of 100 random encounters for players in an arctic setting.

	The party sees a group of 2d6 zebras, each carrying a bundle of sticks. The sticks are tied together with a rope. They are being led by a group of 2d4 gnomes. The gnomes are armed with short swords, short bows, and short axes. 


	The party sees a group of 2d4 dwarves. They are digging a pit in the ground. The pit is 10' wide, 10' deep and 10' in diameter. 


	The party sees a group of 2d6 humans. They are carrying a large wooden box. The box is covered with a lid. The humans are walking towards a nearby village 


	A group of 1d4 men and 1d4 women are sitting around a campfire. They are sitting under a large tree. The tree is covered with large, red berries. The men and women are singing songs and telling stories of old. 


	A group of 2d4 gnomes are sitting around a campfire. They are sitting under a large tree. The tree is covered with large, red berries. The gnomes are drinking wine and celebrating their latest mining excursion. 


	A group of 2d6 dwarves are walking down the road. They are carrying bags of sand and stones on their backs. 


	A group of 2d4 thieves are walking down the road. They are stealing gems and other precious stones from the walls of nearby houses and castles and dungeons. 


	A group of cultists is walking down the road. They are carrying a large wooden box. The box is covered with a lid. The cultists are walking towards a nearby village to bring it to the local priest. 


	A group of 3d4 thieves are walking down the road. They are carrying bags of gems and other precious stones on their backs. 


	The party sees a group of 2d4 men and women. They are carrying bags of food and wine on their backs. They are walking down the road towards a nearby village 


	The players see a large black crow sitting on a tree branch. If they approach, it will fly away. If they throw something at it, it will attack. It is a pet raven belonging to a local wizard. 


	A group of merchants are travelling through the plains. They are carrying valuable goods and have hired 2d6 guards to protect them from bandits. The merchants are not very powerful, and the guards are not very good. If the players approach, the merchants will ask them to help them protect the goods. If the players accept, the merchants will offer them 10% of their profits. 


	A group of men are walking along the road. They are carrying a large, heavy object covered with a black cloth. They are looking around nervously, as if they are hiding something. If the players approach, the men will run away. 


	A group of men are walking along the road. They are looking around nervously, as if they are hiding something. If the players approach, they will challenge them to a fight. 


	A small deer runs up to the players and then runs away again. A few seconds later, 2d6 wolves run up and attack the players. 


	A group of hunters are sitting around a campfire. They are drinking and talking about their latest kill. If the players approach, they will challenge them to a fight. 


	A small deer runs away from the players. A few seconds later, 2d4 wolves attack the players. 


	The players hear something howling in the distance. It sounds like a wolf, but it is different in some way that can't be pinpointed... 


	A pack of 2d6 wolves attacks the players. 


	A group of men are walking along the road. If the players approach, they will run away. 


	A group of 1d4+1 halfling scouts are patrolling the grasslands on their way to the city of Man. They are armed with shortbows and wearing chainmail armor. They are part of an army that is gathering on the plains. 


	A majestic deer with antlers like a tree is grazing in the grasslands. If a player approaches, it will bound away. 


	A group of 1d4+1 halfling scouts are patrolling the grasslands on their way to the city of Man. They are armed with shortbows and wearing chainmail armor. 


	The sound of laughter can be heard in the distance. A group of 1d4+1 halflings are playing a game of tag. They will invite the players to join them. 


	A group of 1d4+1 gnomes are planning a party. They are singing and dancing beneath a tree with their arms around one another. 


	A group of 1d4+2 gnomes are planning a surprise party. They are deep in conversation and do not want to be disturbed. 


	A group of 1d4x10 gnomes are planning a party. They are singing and dancing beneath a tree with their arms around one another. If players try to join in, they will be turned away by the gnomes who will say, 'No, no, no! You don't know the steps!'. 


	A group of 1d4x100 gnomes are planning a party. They are singing and dancing beneath a tree with their arms around one another. If players try to join in, they will be welcomed to the party. 


	An elderly human is walking across the plains. He looks tired and hungry, and he's carrying an old shield and a rusty sword. If players approach, he will ask for food and water. 


	The grasslands appear to have been disturbed recently. It looks as though something large has passed through recently. 


	The party sees a group of people dressed in fur, dancing around a campfire. If the players approach, they will take one party member and sacrifice them to their god. 


	The party hears a battle song in the distance. If they investigate, they will see a group of halflings fighting a war against a tribe of kobolds. They will be fighting on horses. The horses can be captured if there is a need. There is a chance that the halflings will join the party if they fight against the kobolds. If a player sees a halfling named Flamfog, he will ask them to find his horse Blackie, who is not far away. 


	A group of people are holding a feast. They will tell the players the story of how they captured a giant and forced it to fight in their arena against other monsters. The giant's name is Grumpo and he is very sad. He wants to escape but has no way of doing so because his chains have magical enchantments on them. He also believes that his last family member has been killed in the far-off land and does not care about life anymore. 


	The party sees a group of tribal people wearing animal skins. They are dancing around several bonfires and shouting war cries at the top of their lungs. 


	The party sees a group of people dressed in black robes. If they approach, they will run away. If they follow, they will see that they are performing a ritual that will summon an evil being known as the 'Black One'. 


	While traveling through the grassland, the players see two cave bears fighting each other. 


	A group of people riding on horseback will ask the players to help them defeat a tribe of goblins that are raiding their livestock. The leader is named Belmor and he will promise a reward. He is actually planning to eliminate the goblins so that he can steal their treasures and become rich. 


	The party sees two people dressed in red robes performing a ritual which will summon an evil being known as the 'Red One'. 


	The party sees a group of people dressed in white robes chanting around a bonfire. If they approach, they will be attacked by wights who will then turn into mist and escape into an undead cave nearby. The person dressed in white robes is actually undead themselves and will attack if the players come too close. 


	A group of people dressed in white robes riding on horses pass by. They will offer any players bread if they follow them. This bread is cursed and anyone who eats it or steals it will turn into a zombie after 1d6 days unless a remove curse spell is cast upon them within that period of time. 


	A nearby field has been burnt by someone. The smell of smoke is still heavy in the air. There is a trail of footprints leading away from the field. 


	A group of men and women are standing in a field. They are talking about the harvest, and how bad it will be this year. They say the local lord is raising taxes again. 


	A man is sitting on a rock, weeping. He is a traveling merchant, who was waylaid on his way home. He was robbed and beaten. He needs help getting back to his home town. 


	A group of men and women are standing in a field, arguing about the harvest. They say that this year's harvest will be terrible. They say that the local lord is raising taxes again. 


	A man is sitting on a rock, weeping. He is a traveling merchant, who was waylaid on his way home. He was robbed and beaten. He needs help getting back to his home town. 


	A group of men are standing around in a field, talking about the harvest, which looks to be an excellent one this year. They say that the local lord is lowering taxes. 


	Two men are standing in a field talking about dogs. One of them has a dog with him, a large hunting dog. The other man wants to buy it from him, but he won't sell it because it's his only companion. 


	A group of men and women are standing in a field. They are arguing about the harvest, which looks to be an excellent one this year. They say that the local lord is lowering taxes. 


	A group of men and women are standing in a field, talking about the harvest, which looks to be an excellent one this year. They say that the local lord is lowering taxes by 10% this year, because of his good nature. 


	A group of men and women are standing in a field, talking about the harvest, which will be an average one this year. They say that the local lord is raising taxes by 10% this year, because of his bad nature. 


	Players come across a small herd of half a dozen bison. They are being attacked by a large group of 1d8+2 ghouls. 


	Players come across 1d4+2 bandits. They are led by 1 ghoul. They are attacking a group of farmers. The farmers are armed with pitch forks. 


	Players come across a small village, there are ghouls attacking it. The villagers are armed with pitch forks, they are fighting back. 


	Players come across a small village. There is a small fire in the center of the village. A man calling himself John Smith is trying to put out the fire. He is wearing a white robe and a white turban. He is trying to convince the villagers that he is a holy man, and that he can put out the fire with his powers. 


	While traveling, players notice that the grass is discolored. When they investigate, they find a small graveyard of 2d6 zombies. The zombies have been feeding on the dead in the graveyard, and are very angry. 


	Players come across a small village. There is a large tower in the town center. There is a large sign above it that says 'Wizard Tower.' The villagers are terrified of the wizard, and say that he experiments on them. They will not go into details, and will not let the players get too close to the tower. 


	The players come across a rushing river. There is no way across without swimming across. A small raft is tied to a nearby tree. If players investigate further, they will find that there is a corpse tied to the raft. A rope is tied around its ankle. 


	Players come across an oasis in the middle of the plains. It is being guarded by 1d4+2 desert warriors dressed in scarlet robes and carrying scimitars. They will not let anyone enter the oasis unless they have something to trade or pay for entry into the oasis. 


	Players see a group of 1d4+4 men dressed as soldiers, riding horses. They are riding towards the players at full speed and will stop and talk to them if players do not run away or attack them first. They are loyal to the king and have been sent to find the players and escort them back to the king's palace safely. They will not attack the players unless they try to escape from them or attack them first. 


	A group of 1d4+4 ghouls are hunting in this area and they spot the players. They will attack them on sight. 


	A mile away, you see a small campfire in the distance. 


	A small horse -n- rider family passes by, quickly leaving the players behind 


	A wandering merchant passes by and offers to sell the party some goods. 


	You see an abandoned carriage. 


	A few feet away, you see a faded arrow sticking out of a tree. 


	A group of 1d12 bards are walking by, singing songs and playing instruments. 


	An old man and woman are walking by, begging for food and money. 


	A group of 1d10+2 halflings are walking by, singing songs and playing instruments. 


	A group of 1d6 guards are walking by, talking about the latest news in town. 


	A group of 1d8+2 guards are walking by, talking about their latest adventure and offering to tell you about it. 


	A group of halfling bandits are sitting around a campfire laughing and drinking. They challenge the players to a drinking contest. If the players accept, they must drink three times. If they lose, they will be trapped by the bandits. 


	A group of villagers are sitting around a campfire. They are celebrating the return of their lord. They will ask the players to join in. If the players accept, they will sing a song about a hero named 'Bob'. 


	Two men are sitting on the side of the road. They are drunk. If players talk to them, they will tell them about a giant rat that keeps attacking their village. 


	A man is standing on the side of the road. He will ask the players for help. He is trying to get help for his village that is being haunted by a banshee. The banshee will keep killing villagers until the players get rid of it. 


	Two women are sitting on the side of the road. They will ask the players for help. They are trying to find their lost brother who was taken by orcs. 


	A group of people are walking down the road. They are carrying coffins with them. 


	A group of men are singing and drinking on the side of the road. If players talk to them, they will tell them about a giant rat that keeps attacking their village. 


	A group of men are sitting on the side of the road. They are singing and drinking. If players talk to them, they will tell them about a giant rat that keeps attacking their village. 


	A group of farmers are walking down the road. They are carrying their harvest to a nearby village to sell it to a merchant there. 


	A group of farmers are walking down the road. They are carrying their harvest to a nearby village to sell it to a merchant there. 


	A group of elves are hunting animals. When they find an animal, they will throw their spears at it. If they hit, they will pin the animal to the ground and then finish it off with their swords. 


	Five men are singing and walking down the road. They are members of a bardic college, and they are on their way to the annual bardic competition in the village of Faraway. 


	A group of men are walking in the other direction along the road. They are on their way to the annual bardic competition in the village of Faraway. 


	A group of men are fighting along the road. One of the men is a member of a bardic college, and he is fighting the other men because they insulted his poetry. 


	A group of men and women are walking down the road. They are on their way to a wedding in the village of Faraway. 


	A group of men and women are walking down the road. They are on their way to a funeral in the village of Faraway. 


	A group of nomads are riding their horses in the other direction along the road. They are carrying bags of supplies and they are on their way to trade with the villagers of Faraway. 


	A group of nomads on horses are riding in the other direction along the road. They are carrying bags of supplies and they are on their way to trade with the villagers of Faraway. They will only trade with people who offer them at least one golden coin for the supplies. The supplies include: 2d6 sheep, 2d6 chickens, 2d6 pigs, and two sacks of grain each sack containing 10 pounds of wheat and 10 pounds of barley. 


	A group of men and women are walking down the road away from town. They are on their way to a funeral in the village of Faraway. They will not talk to players unless they have a good reason to do so such as having attended the same funeral or being family members. 


	A group of men and women are walking down the road towards town. They are on their way to a wedding in the village of Faraway. 


	A traveling merchant tells the players that the castle up ahead is haunted. He says that he was on his way to the castle when he was attacked by a group of zombies. 


	A group of 1d4+2 half-elves are sitting around a campfire. They are talking about how they were thrown out of the elven village. They say they're going to try to find a new home at the elven refugee camp. 


	An elven woman is out riding her horse. She asks the players if they have seen her horse. She was riding it when she was kidnapped by a group of bandits. She will reward them if they find her horse and return it to her. The horse has a broken leg, so it will be difficult to find. 


	A group of 4d4+4 dwarves are out hunting. They are looking for food for their village. They see the players and ask them if they would like to join them on their hunt. 


	A group of 2d6 traveling bards are on their way to a nearby city to perform at the local tavern. They are looking for a few good men to join them in their travels. 


	A group of 1d6 traveling minstrels are on their way to a nearby city to perform at the local tavern. They are looking for a few good men to join them in their travels. 


	A group of 3d4+3 half-orcs are on their way home from a raid. They will attack the first thing they see. 


	A group of 2d6 dwarves are out hunting. They are looking for food for their village. They see the players and ask them if they would like to join them on their hunt. 


	An old man asks the players if they have seen his dog, Fido. He says Fido is half-dog, half-kobold, and hides in his beard when he's scared. If players find Fido, they find out that Fido is actually a kobold named Chuck and he has been stealing from the old man for years. 


	                   A group of 2d6 dwarves are out hunting. They are looking for food for their village. They see the players and ask them if they would like to join them on their hunt. 



NPC – Adventurers

This is a list of adventurers.
 

1) Grimmer Sorgin

Male Human Warrior (Neutral)

Grimmer is a human with short black hair. He has a very muscular build and wears plate mail armor, a sword, and a greathelm.

Grimmer is a warrior of Hextor, the god of Tyranny. Grimmer has great strength and has a hard time thinking of anything except battle. He is aggressive and hates magic users. Though he hates magic users, he is not opposed to joining a party with magicians. Overall, he is a man motivated by hate, but he can be reasoned with.

When in battle, he will rage and not care of his own safety. He will fight to the death. Grimmer is a deadly addition to any party. Unlike most warriors, he is a Neutral character who will enter civil service or work for the community. He is just interested in getting to retiring age then finding a nice cabin in the woods to enjoy the rest of his life.

2) Norrman Russd

Male Human Cleric (Chaotic Good)

Norrman Russd is a human with long brown hair. He is a Human cleric and wears a long brown robe.

Norrman is a cleric of Heironeous, God of Chivalry. He is always eager to meet new people. Norrman is almost always happy. He is trustworthy and will always try to do the right thing.

Norrman has a large collection of stories and songs, which he likes to tell to anyone who will listen. He is also very interested in history. Norrman is in good with most of the church hierarchy and has very few enemies.

Norrman is a cleric of a good alignment, so he will never work against good. He does not wish to kill any creature, with the exception of undead. In combat, he will fight fairly and reasonably. He will try to talk his opponent into surrender. He is usually taken prisoner rather than killed. In prison, he will try to escape if possible. He will not ally with evil creatures, but he will not attack them on sight.

3) Lust-for-War the Giant Killer

Male Human Paladin (Chaotic Good)

Lust-for-War the Giant Killer is a large human with black hair. He is a human paladin.

Lust-for-War is a paladin of Heironeous, God of Chivalry. Lust-for-War is the paladin defending a village of humans. He is a very courageous and brave warrior. He has two friends, Cudric and Sabine, who are skilled archers. Lust-for War is in a long-term relationship with Sabine. He will try to prevent Sabine from getting into trouble. He is in love with Sabine, but he knows that his duty comes first.

Lust-for-War will always try to do what is right. He will try to talk his opponents out of combat. If combat is inevitable, he will try to kill the enemy without killing them. He will not attack any creature who is not evil. Lust for War is an active member of the church of Heironeous.

4) Cudric the Arbalest

Male Human Archer (Chaotic Good)

Cudric the Arbalest is a human with sandy hair. He is a human archer and wears a green cloak.

Cudric is a ranger and a friend of Lust-for-War. He is also Lust-for-War’s best friend. Cudric likes to fight, but he can be reasoned with. He is usually friendly and will try to talk his opponents out of combat. He is a good archer. He is a ranger, so he is a very capable fighter.

Cudric likes to travel and is always willing to help the needy. He is very active in the church of Heironeous. His needs are met to the point where he has very few worries. He enjoys leisure time.

He does not have many friends, but the friends he does have are very close. Lust for War is the best of his friends, and that is why he has such loyalty to Lust for War. Cudric will never betray Lust for War.

5) Sabine the Huntress

Female Elf Archer (Neutral)

Sabine the Huntress is an elf with long black hair. She is a female elf archer and wears leather armor and a bow.

Sabine is a ranger and a friend of Lust-for-War. She is also Lust-for-War’s girlfriend. She is a skilled archer, but she is not as skilled as Cudric. She is usually friendly and will try to talk her opponents out of combat. She will use her bow as a last resort.

Sabine is a ranger, so she is a very capable fighter. She is a neutral character, because she will shop in any town. She is neutral, because she is selfish. She will only help others if she gets something in return.

She is in good with most of the town’s officials. She has some traitors in her organization. She also has a close friendship with Cudric and Lust-for-War.

6) Gygax Grognar

Male Human Mage (Neutral)

Gygax is a male human mage. He has white hair, tan skin, and a pointy pointed hat. He wears robes.

Gygax is a mage of Hextor. He is a human mage. Gygax hates magic, but he will use it if it is for a cause he deems worthy. He is neutral, because he is not a big fan of conflict. He wants to live a normal life. He is not greedy and is rarely selfish. He enjoys life and will help anyone who needs his help. He will usually do something to help others without asking for anything in return. He is the founder of a small village in the forest. He is not a very good mage, but he is pretty good in melee combat.

7) Irontail the Gnome

Male Gnome Fighter (Chaotic Good)

Irontail is a gnome with black hair. He has a very muscular build and wears leather armor.

Irontail loves fighting and battles and has a hard time thinking of anything except battle. He is very aggressive. His motivation is his quest to rid the area of evil. He is a good character. When players first encounter him, he will boast about the evil he has defeated. He is a self-preserving character who will never charge into battle recklessly. He will use guerrilla tactics in combat. He will fight to the death and will not surrender. He has very little respect for non-gnomes.

8) Snore the Dwarf

Male Dwarf Fighter (Chaotic Good)

Snore is a dwarf with brown hair. He wears armor and a helmet.

Snore is a dwarf fighter. He is a good character, but he is very greedy. He believes he can buy anything. He is very self-interested and will do anything for money. He is also very independent. He will not let anyone help him in combat. Snore is very observant and good at spotting danger. He will not willingly leave anything to chance. In combat, he will fight recklessly, but he will always try to survive. He is a pure melee fighter. He will not run from battle.

9) Gallyak the Half-Orc

Male Half-Orc Fighter (Neutral)

Gallyak is a half-orc with blond hair. He has a very muscular build. He wears armor and a greathelm.

Gallyak is a half-orc warrior. Gallyak is neutral, because he is not a big fan of conflict, but he will fight to the death to win. He will fight his opponents to the death, because he is always eager to fight. He is a very confident person and thinks very little of his opponents. When he gets into fights, he uses his size and strength to his advantage. He will not run from a fight. He thinks that fleeing from a fight is cowardly. He will fight his opponents to the death and will surrender when he is severely wounded. He is a good fighter. He will try to use ha crowd to his advantage. He will use strong blows and will try to knock his opponents down.

10) Crench the Lizard Man

Male Lizard Man Fighter (Chaotic Good)

Crench is a lizard man with green scales. He is an exceptionally large lizard man. He has a very muscular build and wears armor.

Crench is a lizard man fighter. He is a good character, but he is incredibly quiet. He will not volunteer to help in any way. He is quiet and secretive. He will run from a fight if he is severely wounded. He will not surrender. He is very observant. He will not take anything for granted. He will use a crowd to his advantage. He will use strong blows and will try to knock his opponents down. He also uses strong melee attacks. He will use up close attacks and will try to move into a crowd to his advantage.

11) Dravan the Shaman

Male Dwarf Shaman (Chaotic Good)

Dravan is a dwarf with brown hair. He is a dwarf and has a very muscular build. He wears leather armor.

Dravan is a dwarf cleric and a shaman. He is very friendly and likes to make friends. He will help and lend his support to his friends in a small group. He is very trusting. He is also very stubborn. Once he makes his mind up, he will not change it.

In combat, he will heal himself or his allies if they are wounded. He will not willingly leave anything to chance. He will run if he is severely wounded and will not surrender. He is a very powerful fighter who will not run away from a fight.

12) Blade the Half-Orc

Male Half-Orc Fighter (Neutral)

Blade is a half-orc with brown hair. He has a strong build and wears armor.

Blade is a half-orc warrior. He is very aggressive and likes a challenge. He fights to win. He will not back down from a fight. He thinks that fleeing from a fight is cowardly. He will use his size and strength to his advantage, but he will not use anything to his advantage that is not available in melee combat. He will not run from a fight. He thinks that fleeing from a fight is cowardly. He will not surrender and will fight to the death. He will fight recklessly and will always try to survive. He is a strong fighter who will use up close attacks.

13) Yawk the Dwarf

Male Dwarf Fighter (Neutral)

Yawk is a dwarf with brown hair. He is a dwarf with a very muscular build. He wears armor.

Yawk is a dwarf fighter. He is a neutral character. Yawk will stay out of trouble if he can avoid it. He will use the crowd to his advantage and will use strong blows. He will try to knock his opponents down and will use up close attacks.

14) Metalhead

Male Dwarf Fighter (Chaotic Good)

Metalhead is a dwarf with brown hair. He is a dwarf with a very muscular build. He wears armor.

Metalhead is a dwarf fighter. He is a good character. He is not very observant, and he thinks the loudest voice is always right. He is very self-interested and will do anything for money. He is very greedy. He is also very independent. He will not let anyone help him in combat. He will use the crowd to his advantage and will use up close attacks.

15) Rohan the Sorcerer

Male Human Sorcerer (Neutral)

Rohan is a human with brown hair. He has a very muscular build, but not as much as Gallyak. He wears leather armor.

Rohan is a human sorcerer. He is neutral, because he is not a huge fan of conflict, but he will fight to the death to win. He is confident and thinks very little of his opponents. He is a good fighter. He will fight his opponents to the death and will surrender if he is severely wounded. He will not willingly leave anything to chance. He will run if he is severely wounded and will not surrender. He is a powerful fighter who will not run away from a fight. He will use up close attacks, but he will use magic if he must.

16) Aron the Elf

Male Elf Fighter (Chaotic Good)

Aron is an elf with light brown hair. He has a very muscular build. He wears leather armor.

Aron is an elf fighter. He is a good character. He is not very observant, and he thinks the loudest voice is always right. He is very self-interested and will do anything for money. He is very greedy. Aron is also very independent. He will not let anyone help him in combat. He will use the crowd to his advantage and will use up close attacks.

17) Pid the Halfling

Male Halfling Fighter (Neutral)

Pid is a halfling with brown hair. He has a very muscular build. He wears leather armor.

Pid is a halfling fighter. He is neutral. He is not a big fan of conflict, but he will fight to the death to win. He is very confident and thinks very little of his opponents. He is a good fighter. When he gets into fights, he uses his size and strength to his advantage. He will use up close attacks, but he will use magic if he has to. He will not run from a fight. He thinks that fleeing from a fight is cowardly. He will use his size and strength to his advantage, but he will not use anything to his advantage that is not available in melee combat. He will not run from a fight. He does not surrender. He will fight to the death.

18) Gar the Half-Elf

Male Half-Elf Fighter (Chaotic Good)

Gar is a half-elf with dark brown hair. He has a very muscular build. He wears leather armor.

Gar is a half-elf fighter. He is a good character. He is not very observant and he thinks the loudest voice is always right. He is very self-interested and will do anything for money. He is very greedy. He is also very independent. He will not let anyone help him in combat. Gar is a strong fighter who will use up close attacks.

19) Krell the Dwarf

Male Dwarf Fighter (Chaotic Good)

Krell is a dwarf with black hair. He has a very muscular build. He wears leather armor.

Krell is a dwarf fighter. He is a good character. He is not very funny, and he thinks the loudest voice is always right. He is very self-interested and will do anything for money. He is very greedy. He is also very independent. Krell is a strong fighter who will use up close attacks.

20) Phyl the Elf

Male Elf Fighter (Chaotic Good)

Phyl is an elf with blonde hair. He has a very muscular build. He wears leather armor.

Phyl is an elf fighter. He is a good character. He is not overly cautious, and he thinks the strongest voice is always right. He is very independent. He will not let anyone help him in combat. Phyl is an extraordinarily strong fighter who will use up close attacks. 


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) Lucille Greene

Female Human Waitress (Lawful Neutral)

Lucille is a pale and thin woman with sandy blonde hair and brown eyes. She has a small nose, thin and delicate lips, and small ears. She is dressed in dark clothes and has the face of a beauty queen.

Lucille is a waitress at the tavern and one of the most popular out of all the waitresses. She is quite beautiful, but is quite shy, but won't be shy around anyone that she feels comfortable with. She is a little bit of a flirt and flirts with everyone that enters the tavern. She is good at her job, but she will get any customer what he/she asks for, even if she doesn't like the customer at all. Lucille doesn't like being treated badly by her boss, but she deals with it.

She doesn't like the cook at all, but she doesn't let people know that. She will smile and treat the cook like everyone else. She loves the town and loves living there. She doesn't like adventuring, but she will make time for it if she has to. She loves to be clean and neat and dresses very nicely every day. She will dress up if she must. She also loves to talk and can be very friendly and talk to anyone she is served drinks. If a PC is having trouble talking to her or getting her to notice him, he can ask her about the tavern. If a PC is a guy, she will flirt with him for sure. If he is a girl, she will flirt with her for sure.




2) Sarah Susie Summers

Female Human Barkeep (Chaotic Good)

Sarah is a tall, busty, dark haired woman with purple eyes and dark skin. She has a thin face, a soft yet oval shaped nose and thin lips. She has a thin, thin, thin body. She is always wearing her barkeep clothes and she is always busy pouring drinks or talking to another patron. 

When PCs ask for drinks, she will ask them if they want anything else, aside from booze. If the PCs suggest that they want to hunt down the bandits, she will tell them that she has heard that they are hiding out in the old house on the east side of town. If the PCs look for a place to stay, she will offer them a room if they want. She used to live in the house on the east side.

She is a little bit of a loner and usually goes out of her way to avoid other people, but she loves to make drinks and talk to her customers as much as possible. If she is not serving drinks, she is usually in her room trying to collect as much as she can. She keeps a rapier and a dagger hidden under her bar. She isn't very good at using them, though. She is very easy to persuade.

3) Larry Moss

Male Human Heavy Weapons Expert (Lawful Evil)

Larry is a tall, thin man with long wavy dark brown hair that is always falling in his face and muddy looking brown eyes. He is always wearing his heavy armor and he is always carrying a gigantic sword.

Larry is a mercenary who has been in town for quite a while. He is always looking to make some money and he is always ready to fight. If the PCs talk to him, he will ask them if they are looking to hire him. If the PCs say that they are going to be hunting down the bandits, he will tell them that he has heard that someone knew something about the bandits. He heard that if the PCs are looking for a place to stay, he will offer them a room if they want it. He used to live in the house on the east side of town. He will also offer them a job to hunt down the bandits.

He is a little bit of a loner, but he is usually alone unless he is fighting. He usually goes out of his way to avoid people, but if he does happen to see someone, he will challenge them to see if he can fight them and make some money. He is obsessed with swords, and he loves to fight as much as possible. He works day and night and doesn't really do much else. His only companion is his dog, Franklin. He spends most of his time in his room, but if he is not in his room, he is probably out looking for a fight. He keeps a giant sword and a small shield hidden inside his room. He isn't particularly good with his sword. He is extremely easy to persuade.

4) Linda Moonbeam

Female Dark Elf Wizard (Lawful Evil)

Linda is a tall, slender woman with long wavy black hair that is always falling in her face and glowing red eyes. She has a thin face, a pretty nose and thin lips. She has a thin, thin, thin body. She is always wearing her wizard robes and she is always saying something.

When PCs ask for a drink, she will offer them a potion. If the PCs say that they are going to be hunting down the bandits, she will tell them that she has heard that they don't really spend much time in the town. If the PCs are looking for a place to stay, she will offer them her room, but she will charge them. She used to live in the house on the east side of town.

She is very social, and she loves to talk to others. She is always with other wizards. She spends most of her time in the town square. She is always learning new spells. She is always looking for knowledge and she will even pay for it. If she is not in the town square, she is probably in her room studying more spells. She keeps a wand hidden under her robes. She isn't very good with her spells. She is easy to persuade.

5) Jeffrey Scott

Male Human Bard (Chaotic Good)

Jeffrey is a tall, thin man with long wavy blond hair that is always falling in his face and warm brown eyes. He has a round face, a soft nose and thin lips. He has a thin, thin, thin body. He is always wearing his bard robes and he is always singing.

Jeffrey is a wandering minstrel who has been in the town for quite a while. He is always looking for a place to perform his music and he is always ready to sing. If the PCs talk to him, he will ask them if they are looking to hire him. If players hire him, he will tell them that he has heard of some other bards who may be interested in playing music with him. Overall, Jeffrey is very easy to get along with and he is very easy to persuade. He is usually in the town square, but if he is not in the town square, he is probably in his room playing music.

6) Frank Bates

Male Dwarf Fighter (Lawful Neutral)

Frank is a tall, stocky man with short, wavy brown hair that is always falling in his face and light brown eyes. He has a round face, a square nose and thin lips. He has a thin, thin, thin body. He is always wearing his armor and he is always carrying a heavy weapon.

Frank is a mercenary who has been in the town for quite a while. He is always looking for a job and he is always ready to fight. When in combat, Frank will use his heaviest weapon. He is very hard to persuade, but he is always looking for a job.

7) Aleta Haddock

Female Half-Elf Fighter (Neutral Good)

Aleta is a tall, thin woman with long, wavy blonde hair that is always falling in her face and kind, fiery brown eyes. She has a long face, a sharp nose and thin lips. She has a thin, thin, thin body. She is always wearing her light armor and she is always holding her weapon.

Aleta is a cousin of Larry, the town guard captain. As a result of this, she always has access to the town guard. She can usually be found in the tavern, telling tall tales and drinking with all of the people she knows in town, especially the town guard. If the PCs talk to her, she will ask them if they are enjoying their stay in the town. She is a carefree woman who likes to drink and she is always ready for a fight. If drawn into a fight, she will use her martial training to help her in a fight. She is always ready for a fight.

8) Larry Haddock

Male Human Town Guard (Neutral Good)

Larry is a tall, stocky man with black hair that is always falling in his face and kind, brown eyes. He has a long face, a sharp nose and thin lips. He wears a yellow tunic and a town guard badge.

Larry is the town guard captain. He can usually be found in the tavern, telling tall tales and drinking with all the people he knows in town. When the PCs talk to him, he will ask them if they have had any problems in the town. If they have, he will tell them that he will lead a group out to help them. He is always ready to help. Larry is a simple man who enjoys two things in life: the town guard and alcohol. He is friendly and easy to persuade. He is a good person.

9) Hiram Woodcroft

Male Halfling Fighter (Neutral Good)

Hiram is a short, stocky man with short, wavy brown hair that is always falling in his face and warm blue eyes. He has a short face, a pointy nose and thin lips. He has a short, short, short body. He is always wearing his leather armor and he is always carrying a large weapon.

Hiram is a mercenary who will fight for anyone. He is always looking for a job and he is always ready to fight. His fighting style is a bit strange, but he is very capable in a fight. He is even more capable when he is fighting for a good cause he believes in. When in the tavern, he will be drinking, singing, and trying to put on a good show for the other patrons. He is also always ready for a fight.

10) Barbara Howard

Female Human Bard (Lawful Good)

Barbara is a tall, slender woman with long, wavy blonde hair that is always falling in her face and kind, green eyes. She has a long face, a sharp nose and thin lips. She loves to wear tight clothing and she always has a musical instrument.

Barbara is a wandering minstrel who has been in the town for quite a while. She is always looking for a place to perform her music and she is always ready to sing. If the PCs talk to her, she will ask them if they are looking to hire her. If they do, she will tell them that she can have three other bards with her within 48 hours. She is very social and she loves to talk to others. She is always with other bards. She spends most of her time in the tavern drinking with the other bards. She is always learning new songs. She is always looking for knowledge and she will even pay for it. She is easy to persuade.

11) Evelyn Gimble

Female Half-Elf Rogue (Lawful Evil)

Evelyn is a short, thin woman with short, curly black hair that is always falling in her face and piercing blue eyes. She wields a thin rapier with unmatched grace.

Evelyn is a rogue only interested in money. She is always looking for someone willing to pay her to do a task. She is very professional, but she is also very sadistic. She would love to see the PCs dead. She is very social and she loves to talk to others.

She is always talking about money and she will usually ask the PCs if they have any. When in the tavern, she will be drinking and watching the PCs for signs that would reveal any weaknesses.

12) Mr. D'Angelo

Male Human Wizard (Lawful Evil)

Mr. D'Angelo is a tall, slender man with long wavy black hair that is always falling in his face and kind, brown eyes. He has a long face, a sharp nose and thin lips. He wears mage robes.

Mr. D'Angelo is a wandering wizard whose specialty is primal magic. He is a very powerful wizard and he is always looking for a challenge. He is very social and he loves to talk to others. He is always with other wizards. He spends most of his time in the town square. He is always learning new spells. He is always looking for knowledge and he will even pay for it. Mr. D'Angelo always has a large staff with him and he always has a dagger hidden on him. He is hard to persuade.

13) Christine Feld

Female Human Ranger (Lawful Good)

Christine is a tall, slender woman with long, wavy blonde hair that is always falling in her face and soft brown eyes. She wields a large bow and a dagger with unparalleled skill.

Christine is a ranger who is skilled at archery. She is currently staying in the town because her master is traveling abroad. Christine is a very loving person. She is always helping out the local children, but she is a fair lady and is always being followed by many young men. She is always practicing her bow and arrow and she is always in the town square. She has a way with animals. She will not go down the main street because she is afraid of the town guards.

14) Cain

Male Dwarf Fighter (Lawful Good)

Cain is a short, broad-shouldered man with long, wavy blonde hair that is always falling in his face and brown eyes. He has a short, wide nose, a square chin and long sideburns. He is wearing leather armor.

Cain is a wandering dwarf fighter who travels with other dwarves. He has been through a lot of battles, and he is always looking for a new fight. He is incredibly open, and he is always eager to hear about others. He has a very nice-looking hammer, and he is always carrying it with him. He is very hardheaded.

15) Michael Frostheart

Male Half Elf Fighter (Lawful Evil)

Michael is a tall, muscular man with long, wavy blonde hair that is always falling in his face and kind, blue eyes. He has a sharp chin and a long nose.

Michael is a half-elf fighter who is on a quest for revenge. He killed his father in a battle and now he is tracking down his half-brother. He has been searching for six years and he is getting close. Michael will not go down to the main market street because he is afraid of his half-brother. He is always carrying his sword and he is always staying in the wilderness. He is always talking about his quest.

16) Giles

Male Human Bard (Lawful Good)

Giles is a tall, slender man with long, wavy blonde hair that is always falling in his face and kind, brown eyes. He has a sharp nose and thin lips.

Giles is a wandering bard who travels with other bards. He is always singing with his lute in the town square. He has a nice voice, and he is always playing his lute. He is always looking for a new story to tell and he will pay for a delightful story.

He is always looking out for other people, and he is hoping to find a good home for the night. He is trying to collect stories of adventures and he will not go down to the main market street. He has a way with animals. He will not go near the local sheriff because he thinks he is a thief.

17) Roland

Male Human Paladin (Lawful Good)

Roland is a short, stout man with long, wavy brown hair that is always falling in his face and blue eyes. He has a bulbous nose and thick lips.

Roland is a paladin who is on a quest to find an ancient scroll. He will only take jobs that in some way lead to the scroll. He is very stubborn, and he is searching for the scroll in all kinds of places. He is currently staying in the town because he has no money, and he is trying to sell his sword. He is extremely cautious about new people. He is currently staying in the wilderness. He is hard to persuade.

18) Sirrand

Male Human Knight (Lawful Good)

Sirrand is a tall, muscular man with long, wavy brown hair that is always falling in his face and kind, blue eyes. He has a sharp nose and full lips.

Sirrand is a knight who is on a mission to find a rare, magical shield. He will take any job that leads him to the shield. He is currently staying in the town because he has no money, and he has to find the shield. He is very cheerful, and he is always in the town square. He has a way with animals. He is currently staying in the wilderness. He is hard to persuade, and he will not go down the main market street because he thinks the guards are thieves.

19) Edward Sloan

Male Human Wizard (Chaotic Good)

Edward is a short, stout man with long, wavy blonde hair that is always falling in his face and kind, green eyes. He has a sharp chin and a small nose.

Edward is a wandering wizard who is looking for a challenge. He is very social and he is always talking to others. He has a very large staff and he is always carrying it with him. He is always looking for knowledge and he will actually pay for it. He is hard to persuade.

20) Andi

Male Human Monk (Lawful Neutral)

Andi is a tall, muscular man with long, wavy brown hair that is always falling in his face and kind, blue eyes. He has a pointed chin and a small nose.

Andi is a monk who is on a quest to search for the most powerful scroll in the world. He currently has no money, and he is trying to sell a magical item to get the money. He is currently staying in the town because he is afraid of being robbed.

He is always meditating, and he is always staying in the wilderness. He is cautious about new people. He is trying to collect stories of adventures. He is trying to avoid the local sheriff because he thinks he is a thief. He will not go near the main market street because he is afraid of the guards. 


Names

Leonin Names

Male Leonin Names

	Kriegnoz Fellnight 
	Kazza The Black 
	Graf Sea-song 
	Irak Silverpaw 
	Morazon of the Pride Blackcloak 
	Hataa Stormborn 
	Grafnoz Slashtail 
	Lix Longtusk 
	Hailotha Lord Claws 
	Omnion Fellplume 
	Biovari of the Pride Heartbriar 
	Vyle of the Pride Heartstrike 
	Kalazan the Sunspring 
	Molten Dragonclaw 
	Gogah Greatfang 
	Pator Windstalker 
	Nozzcho Fell-echo 
	Khax Blazestave 
	Omiroas of the Pride Blackblade 
	Lazah Streamdrift



Female Leonin Names

	Byrnae Harrierclaw 
	Arialla Bloodflame 
	Hajir Longfang 
	Zelnari Moonglade 
	Byrnae Moonglade 
	Huana Redleap 
	Maule Moonfrost 
	Adris the Veiled 
	Irala the Wise 
	Harahel Trueheart 
	Zeina Goldensong 
	Aranah Windstripe 
	Khat'ha Darkstride 
	Tenaira the Wise 
	Ailanya Farwalk 
	Teshra Firstblood 
	Dawnflash Redtree 
	Alexandria Spiritraiser 
	Etherial Starfire 
	Anshala the Bear's Claw 


High Elf Names

Male High Elf Names

	Meluin the Haughty 
	Elarnilth Kivlor 
	Hallas the Impetuous 
	Kyneran Arsland 
	Aegryn Nadenir 
	Irendal Vraeraneth 
	Qhalar Mael'enor 
	Aerchen Moraldar 
	Esh'larin Aldarion 
	Emare Elrohir 
	Kelain the Phlegmatic 
	Ildilor the Passionate 
	Esh'tromniiran Khelan 
	Balaam Ashanilthar 
	Esh'islerai Khaldren 
	Dralath Rhoninathrin 
	Silmaeril Jorin 
	Raendil the Fierce 
	Thrane Vren 
	Vaerwyn Elmaeril 


Female High Elf Names

	Si'nae Ihl'sahrana 
	S'laietha Konna 
	E'llexandra Morcyth 
	Ilendra Eirion 
	Mraetha of the Thorns 
	Eriana "Tharbae" 
	Bhargan Raiggeril 
	Adella "Rae'seris" 
	Feae the Free 
	Eshelana Feaea 
	Rathana Fae'shyth 
	Caelan Ael'ela 
	Aen'jael Sae'relle 
	Ae'rae the Wise 
	Ihl'sahrae "Shere'liss" 
	Rhoeael of the Hunt 
	Saedarra Raenaella 
	A'naba Cae'lana 
	Kalir Aenjaella 
	M'rynn Aeraee 


Dungeon Names

	Frozen Keep of Cursed Darkness 
	The Hell of the Forest Hag 
	The Bedroom of the Skeletal Knight 
	The Acropolis of the Princess of Death 
	The Dungeon of Monstrous Wonders 
	The Hell of the Lich Empress 
	The Black Catacombs of Learning 
	The Labyrinth of the Glowing Guardian 
	The Vaults of the Halfling High Priestess Sy'lanna 
	Pillar of the Lich King 
	The Catacombs of the Eternal Champion 
	The Armored Tower of The Crypt Keeper 
	The Temple of the Lords of Hell and Fire 
	The Bottomless Barrens of the Orcish Warlord 
	Spire of Strangeness 
	The Castle of the Witch's Son 
	The Bottomless Pit of the Forsaken Knight 
	The Graveyard of The Dragon Princess Zaster 
	Temple of the Banshee Queen Mynev 
	The Maze of The Dragon's Path 


City Names

	Westlake 
	Oakenclaw 
	Tor'ahui - City of Truth 
	Nesmer Citadel 
	Akheva 
	Nentir Vale 
	Tannath 
	Dryad Falls 
	Deneir, City of Tides 
	Shadows of Esteren 
	Garlund 
	Harbruk Ruins 
	Telflamm 
	Mulmaster 
	Driftway Creag 
	Lonely City 
	Tor'kosh - City of the Lost 
	Eriduanna, the Pale City 
	Deepwater 
	Landale 



Random Tables 7

 


Items Found in a Thieves’ Guild

This is a list of 100 items players can find in a thieves’ guild.

1) A coil of rope 20' in length and 1" in diameter.

2) A brass dagger that's ceremonial in nature. It belongs to the Red Fang guild.

3) Two small hand crossbows that have been broken and remain unrepaired.

4) Two flasks filled with an unknown liquid.

5) A crude brass map of the city.

6) A dagger made of wood.

7) A small powder horn with seven charges of poison that is meant for use with a blowgun.

8) A small sack filled with six silver coins and one gold coin.

9) Two flame-tipped arrows.

10) A list of names and a drawing of a seal from one of the guilds.

11) A silver coin with a small hole through the center.

12) A silver flask, empty but with a faint smell of spirits.

13) A small pouch filled with six silver coins and one gold coin.

14) A coil of strong wire that could be used in climbing.

15) A small sack of clay marbles.

16) Three jars filled with a stream of colored water. Each jar's fluid is a different color.

17) A leather sack with a secret pocket sewn inside. The pocket is currently empty.

18) A book titled, "Thieves and How They Get That Way!" by Gordon the Fair. This is a history book of thieves and how they live and operate.

19) A small vial filled with a dark red substance. It is poison.

20) A treasure map that's a fake.

21) A small bag containing ten gold coins.

22) A black eel from the sewers. It's dead.

23) A set of bits, hooks and handles.

24) A small, black velvet bag. It contains a small wooden carving of a young girl with matted hair.

25) A small sack filled with two silver coins and two gold coins.

26) A small brass figurine of a horse with a broken leg.

27) Four flasks filled with an unknown liquid.

28) A small leather pouch, containing four silver coins and one gold coin.

29) A small sack containing a small silver circlet that has the emblem of a dog on it.

30) A small sack filled with five silver coins.

31) A small brass tube holding a long sewing needle.

32) A small sack containing a small silver mirror that has the emblem of a sword on it.

33) A barrel of stolen gnomish wine.

34) A small sack with a silver ring in it.

35) A half-dozen eggs that are fresh, though the chickens that laid them are not.

36) A small sack filled with fourteen silver coins and three gold coins.

37) A small sack with a cup and a small vial inside. The vial is labeled "Eau d'Selva" and smells faintly of cherry blossoms.

38) A small sack containing a gold-handled dagger of fine quality.

39) A small sack filled with twenty-two silver coins and four gold coins.

40) A small sack containing a small amber object that turns out to be a turtle's eye. It was stolen from a priest of Waukeen.

41) A small sack containing a small brass key with the name "Helayne" on it.

42) A small sack filled with two gold coins and two silver coins.

43) A small sack filled with four silver coins and one gold coin.

44) A brass bowl filled with marbles.

45) A small sack containing a small silver ring that has no markings on it. It's stolen property.

46) A small sack filled with four silver coins.

47) An empty sack.

48) A small sack containing a silver locket that has a family crest on it. It was stolen from a paladin of Torm, who is upset about it.

49) A small sack containing a silver locket that has the emblem of a wolf on it. It was stolen from a merchant who is upset about it.

50) A small sack containing a silver ring that has the name "Jorgen" on it. It is of fine workmanship.

51) A small sack containing a silver ring with the emblem of a dragon on it. It was stolen from a dwarf who is upset about it.

52) A small sack filled with three silver coins and one gold coin.

53) A small sack containing a silver amulet that has a small ruby set in it. It was stolen from a priest of Lathander, who is upset about it.

54) A barrel full of half-ripe apples.

55) A small sack containing a silver ring with the name "Fitz" on it. It was stolen from a noble who is upset about it.

56) A small sack containing a silver ring with the name "Alexis" on it. It was stolen from a noble who is upset about it.

57) A small sack containing a silver ring with the name "Derek" on it. It was stolen from a noble who is upset about it.

58) A small sack containing a silver ring with the name "Harold" on it. It was stolen from a noble whose wife is upset about it.

59) A small sack containing two silver rings with the names "Nathaniel" and "Bella." They were stolen from a noble who is upset about it.

60) A silver ring with the word "Torm" on it, stolen from a member of that faith.

61) A small sack containing a silver ring with the name "Alec" on it. It was stolen from a noble who is upset about it.

62) A book titled "Making a Living." It's in the Thieves' Cant language.

63) A small leather book titled, "What They Don't Teach You in School." It's a book on thieving by Maximore the Mouser, a famous thief of the past.

64) A small sack containing a tiny pouch of "pixie-dust" and a tiny pouch of "dust of disappearance." They're stolen.

65) An empty sack that smells of feet.

66) Three "smoke pellets." They're stolen.

.

67) A small sack containing a large hand-drawn map of the city. It's labeled as being from the Red Fang guild.

68) A barrel with salted fish in it.

69) A small sack with a silver ring in it. It's stolen.

70) A small sack containing a small silver ring with a large ruby in it. It's stolen.

71) A small sack containing a silver ring with a large topaz in it. It's stolen.

72) A book (red leather cover) titled, "The Most Common Mistakes Made by Thieves." It's in the Thieves' Cant language.

73) A small sack containing a silver ring with a small diamond in it. It's stolen.

74) A scroll with a list of names on it. It is a list of all the members of the Red Fang guild.

75) A small sack containing a glass button that has the emblem of a wolf on it. It was stolen from a merchant who is upset about it.

76) A scroll detailing the exploits of an elven thief called the Shadowmaster.

77) A letter from a priest of Tyr to the leaders of the citizens' street committee. It is asking for quiet in the street and a reduction in crime.

78) A wooden box containing a lyre. It was stolen from a troupe of players and they want it back.

79) A small sack containing a silver ring with a large ruby in it. It's stolen.

80) A large chest. It contains a dozen vials labeled holy water. It's ordinary, non-blessed water.

81) A small sack containing a large gold ring with a large emerald in it. It's stolen.

82) A small sack containing a gold ring with a large ruby in it. It's stolen.

83) A small sack containing a gold ring with a large topaz in it. It's stolen.

84) An ornate silver dagger. It has a gem in the hilt. It was stolen from Sir Horace the Brave.

85) A small sack containing a silver ring with a large emerald in it. It's stolen.

86) A small sack containing a silver ring with a topaz in it. It's stolen.

87) A small sack containing a silver ring with a large opal in it. It's stolen.

88) An old book titled, "The Life and Times of Elegast the Extraordinary."

89) A small sack containing a gold ring with a large emerald in it. It's stolen.

90) A small sack containing a silver ring with a large diamond in it. It's stolen.

91) A small sack containing a gold ring with a topaz in it. It's stolen.

92) An old map with some of the squares rubbed out. In one of the squares it says "In here."

93) A large chest. It contains a dozen vials labeled holy water. It's blessed holy water.

94) A large chest. It contains a dozen vials labeled holy water. It's ordinary, non-blessed water.

95) A small sack containing a silver ring with a large ruby in it. It's stolen.

96) A small sack containing a large gold ring with a large diamond in it. It's stolen.

97) An old scroll with the names of several members of the merchants street committee on it. They have been crossed out and the name Hightower written in.

98) A small sack containing a gold ring with a small diamond in it. It's stolen.

99) A small sack containing a gold ring with a large emerald in it. It's stolen.

100) A small sack containing a gold ring with a topaz in it. It's stolen.


Items Found in a Villager’s House

This is a list of 100 items you can find in a villager’s house.

1) A broken bowl made of clay.

2) A chair of wood and leather.

3) A table of wood that only has three legs.

4) Four foul-smelling fur blankets.

5) A stool.

6) A padded leather lined chair.

7) A cot.

8) A broken table.

9) A rickety wooden table.

10) A broken stool.

11) A leather bolster and pillow.

12) A rickety stool.

13) A leather bolster and pillow.

14) A wooden table.

15) A barrel bed.

16) A barrel.

17) A barrel full of food and drink.

18) A broken barrel.

19) A wooden table piled high with books about the local area.

20) Several baskets of apples.

21) A table of wood with a broken chair.

22) A table of wood with a broken stool.

23) A table of wood with five legs instead of four.

24) A book titled, "The Journeys of Jerome." It's the hand-written account of Jerome, a local tax collector.

25) A book titled, "A Description of Old Barrow Hill." It's only 40 pages long, but it's in tatters.

26) A book titled, "The Great Wars of the Past." It's the first book on military history ever written, but it is badly damaged.

27) A book titled, "Chamley's Topiary Gardens of Olde Orcshire." It's a treatise on the best way to maintain a hedge of pyracantha shrubbery.

28) A book titled, "A History of Orcish Feasts." It's a huge tome.

29) A book titled, "The History and Lives of the Old Orcs." Though written for younger readers, the book is interesting and well-written.

30) A book titled, "The Best of the Journal of Gordonson, Orcish Scholar." It is about the best troll jokes and stories.

31) A book titled, "The Secret Life of Gnomes." It is a poorly written thesis on gnome society.

32) A book titled, "The Life and Times of the Old Orcish Kings." It is an old book, but well preserved.

33) A wooden  box stuffed with coins in all denominations (including gold pieces, but not silver pieces).  

34) A pile of brown and white mushrooms.

35) A vase with dried flowers.

36) A basket of potatoes.

37) An oak table with a short leg.

38) An oak table, a stool and a broken stool.

39) An oak table with a broken stool, a broken stool and a broken stool.

40) A clay bowl.

41) A clay bowl and a rickety stool.

42) A clay bowl and a stool.

43) A clay bowl and two stools.

44) A clay bowl and three stools.

45) Two oddly shaped pieces of wood.

46) A broom made out of dried bear's tail.

47) A broom made of thick, dried bear's tail.

48) A broom made of dried bear's tail with a handle of wood.

49) A basket of carrots.

50) Two baskets of carrots.

51) A cauldron of lye.

52) A clay bowl full of lye.

53) A basket full of pears.

54) Three dusty bottles of wine.

55) A basket of eggs.

56) A burned tray of bread.

57) A table with a bowl of hot stew and three water-stained stools.

58) A chair of wood and leather.

59) A pot of fresh stew that smells like cabbage.

60) A basket of foodstuffs.

61) An earthenware pot full of turnips.

62) A keg of ale.

63) A wooden pole with a ragged cloth flag.

64) A chair.

65) A wooden table.

66) A stool.

67) Three clay jugs.

68) A plate of half-eaten food.

69) An empty clay bowl.

70) A silver bowl filled with wooden pellets.

71) A loaf of bread.

72) A half-eaten wheel of cheese.

73) A moldy cheese.

74) A human skull.

75) A clay bowl filled with rat skulls.

76) A wooden bowl.

77) A sheaf of wheat.

78) A blue crystal.

79) A yellow crystal.

80) A red crystal.

81) A glass bottle filled with colored water.

82) A bag of silver pieces.

83) A glass bottle filled with black ink.

84) A bag of 1d4+2 copper pieces.

85) A leather saddle.

86) A copper wand that is not magic.

87) A box of old candles.

88) A patch of leather.

89) A bag of 1d8+6 pieces of silver.

90) A small wooden pail.

91) A bag of 1d12+6 pieces of gold.

92) A leather bag of assorted gems worth 2d10 gold in total.

93) A small leather pouch containing 1d10 silver pieces.

94) A bag of 1d6+1 gold pieces.

95) A small wooden box with a carving of a rose on the outside. Inside is an ointment that will forever rid the character of body vermin, such as lice, fleas, and ticks. The ointment will also cure most diseases and will restore balance to the system whenever the character is injured.

96) A wooden box with a carving of a snake on the outside. Inside is an ointment that will forever rid the character of all mental vermin, such as phobias, compulsions, and irrational fears. The ointment will also cure madness, and will restore mental balance whenever the character is injured.

97) A small pouch filled with 3d6 handfuls of smoldering ashes. The ashes are the remains of a magical creature encountered by the villager: a salamander, a fire elemental, or a mephit.

98) A leather pouch containing a charm of minor protective powers that will aid the character.

99) A leather pouch containing a charm of healing powers which will aid the character.

100) A small leather bag containing a large emerald worth 300 gold pieces.


Random Village Encounters

This is a list of 100 random encounters for players in a village setting.

	The town watch finds a corpse that has been mutilated by a large beast. They ask anyone who saw anything to come forward. 


	A traveling bard comes into town and gives a performance that he wrote himself. The title of the song is 'The Song of Roland'. He hopes to win a prize at a festival. 


	A local ruins has been discovered, but only the top of a tower can be seen above the ground. People are discussing whether to dig it out, or leave it. 


	Two strangers approach town. One is old and in tattered clothes, the other is young in fine clothes with a large pack on his back. 


	A person in town has been taken ill, but not with any illness that the healer has seen before. 


	Two men are talking about where their next caravan trip will take them. One is afraid to cross the mountains because of the reports of a dragon in the area. 


	A group of rangers come into town, looking for help on their latest mission. 


	A local priest has been receiving visions that a certain ruin that was once used by the city's founders contains an artifact of great power. He wants someone to go and get it for him. 


	A local wizard has been working on a new spell and invites people to his home to test it on them. It is actually an illusion that he uses to steal things from people without their noticing it. 


	A traveling merchant has a cart full of rare and strange items from far away places. 


	A group of children are playing in a small gully, making small mud and grass huts. They are pretending to be a village being attacked by orcs. The children will invite players to join in the game. If players join in the game, the children will reward them with a small toy they have in their pocket. The toy is a small wooden orc that moves on wheels. 


	A group of men are arguing over which ale is best. They are drunk and belligerent. Players can buy ale from them if they like. 


	A man has lost his pet snake. He will offer a reward to anyone who finds it. The snake is actually a young dragon that has not learned to fly yet. 


	A group of children are playing in a small stream. They are pretending to be a group of dwarves mining for gold. The children will invite players to join in the game. If players join in the game, the children will reward them with a small gold nugget. 


	A group of children are running through the village, pretending to be a group of knights killing orcs and goblins. 


	A group of children are playing a game of tag in the center of the town square. They will invite players to join in the game. If players join in the game, the children will reward them with a small wooden toy sword. 


	A group of children are playing in a small pond. They are pretending to be a group of merfolk catching fish. 


	A woman is giving out small bags of pumpkin seeds to anyone who asks for them. She is planting them in her garden, and hopes to get enough pumpkins to make some pies later in the season. 


	A group of men are pitting their dogs against each other in a dog fight. 


	A group of men are betting on a dog fight between two dogs. 


	A woman is selling apples. She says the apples are the best in the town, and she'll only sell them to players. She'll trade the apples for one of their swords. The sword will be worth double when sold at the local blacksmith. 


	A man is selling a book of prophecies. It seems legitimate, but it was actually written by a local wizard. The book says that a wizard will descend upon the city someday with a dragon and lead the people to greatness. It costs 10 gp and is worth 5 gp if sold to a merchant. 


	A man is standing on a corner yelling about how he was wrongfully accused of murder. He is actually guilty and is looking for someone to help him escape from the city jail. He will hire players for 20 gp to rescue him from jail that evening. In exchange, he will give them a magic item worth 200 gp. His name is Aridoxos and he is a half-elf. 


	A man is leaning against a building, looking very tired. He will tell players that he was recently mugged and robbed of everything he owns. He will ask for help finding his possessions. If players help him, he will give them a small bag filled with gold coins. The coins are actually worthless copper coins with gold paint on them. 


	A man is running down the street, yelling that there is a dragon in the city. He is drunk and everyone ignores him. He keeps yelling until eventually he passes out in an alleyway. 


	An elderly woman offers to sell a magical mirror that shows the location of lost or stolen items. It's worth 5 gp and can be sold for 250 gp if players talk to the guild of thieves. 


	A man is selling a pair of magic boots. They are actually ordinary boots with magic paint on them and sell for 1 gp. The man is looking for someone to sell to for cheap so he can get more attention from women than the local bard. 


	A young couple has been thrown out of their family homes by their families because the young man is a half-orc and the young woman is a half-elf. They each have a small satchel filled with clothes and nothing else. The couple asks players to help them find somewhere to live in the city. If players help them, the couple will share their story with them as thanks for helping them out. After players leave, the couple will go off into an alleyway and change their names. 


	A man is selling magical candies that will make anyone who eats them fall in love with the first person they see. They are really just sugar candy worth 1 cp each. 


	A man is standing on a corner, holding a sign that says 'Yell if you hate orcs!' 


	A local farmer has a lost sheep. 


	A local farmer's sheep have been attacked by wolves. You can help him fight the wolves. If players are successful, the farmer will give them a small reward. 


	A local farmer is offering a reward for the return of his lost cows. 


	A local farmer is offering a reward for the return of his lost pigs. 


	Two farmers are arguing over whose sheep had wandered onto whose land and damaged it. Players can settle their argument or not. 


	A farmer asks players to guard his flock while he goes into town. He will give the party one silver piece per day per person. The wolves are getting hungry, though, and attack at night. There is a 10% chance each night that they will succeed in killing one of the sheep. 


	A farmer's sheep have been stolen by kobolds who have taken them into a cave system nearby. The farmers want their sheep back, but they can't go into the caves themselves because they're afraid of kobolds. The kobolds are in fact quite friendly and only want to trade sheep for other animals like horses and donkeys. You could negotiate with them for the sheep, or you could just kill them and steal the sheep yourself. 


	A group of traveling minstrels are passing through the village, and they are looking for somewhere to stay for the night. They will perform for free in the local tavern, but they want to know if there is a place for them to sleep for free as well. 


	A traveling merchant offers a large sum of money to anyone who can find him some rare potion ingredients. He will give the players a map to the location of the ingredients, but there is a 10% chance each mile that they will encounter a group of Bandits, Cultists, or Bandits and Cultists who will try to stop them from reaching their destination. 


	A small child named Pippity has gone missing after playing near the village well. She was last seen near the well, which is now covered in blood. There is a 10% chance that she has been killed and a 10% chance that she has been abducted and taken into the nearby mountains where she will be raised as an evil witch's assistant. 


	The local crazy hag is seen walking down the street, mumbling to herself and giggling. She is an old woman wearing tattered clothing and has a wild look in her eyes. 


	A group of men and women are viewed walking down the street. They are laughing, joking, and having a good time. 


	A handsome, muscular man approaches the players and offers them information if they will do him a favor. He is a local hunter looking for work. 


	A strange man with a wounded leg is seen crawling on the ground, whimpering and crying. He is being chased by a dog and a group of children who are laughing at his misfortune. 


	A group of women are seen talking about a strange man who lives in their village. 


	A group of children are playing on a street corner, throwing rocks at each other and laughing. They notice players passing by and ask them if they want to play too. 


	A group of children are seen running around the streets, laughing and playing tag. They stop when they see players passing by and ask them if they want to play with them. 


	A group of men and women are gathered around a well, gossiping about the local lord and his treatment of the people under his rule. They whisper and look around to make sure no one is watching them before continuing their conversation. 


	A strange man with a strange horse approaches players and asks them if they want to buy the horse. The horse is described as being very odd in appearance, with only one horn and strangely colored eyes and skin. He will accept only one piece of silver as payment. The man is not interested in haggling and will walk away if players don't pay right away. The horse is actually a unicorn in disguise, who will attack players once they accept the deal. 


	A couple of drunk men stumble toward players and ask them for directions to another village. Players can answer truthfully or give them bad directions for a laugh. 


	A couple of drunkards are brawling in the street. They will be arrested for public drunkenness. 


	A group of children are throwing rocks at cats and dogs. They will run away if the players approach. 


	A group of children are playing with a cat's cradle. One of them is weeping because they keep messing up. 


	A man is selling lightning bugs to people who want to keep them as pets. 


	A fat man is walking down the street, singing a song about how much he loves food and how much he wants to eat. He will offer anyone who will listen a free sample of his newest invention, a doughnut that has been dipped in a glaze made from the melted candy of a candy apple. 


	Two old men are bickering about the war. They will stop if anyone approaches them. 


	A group of young men are challenging each other to races. They will stop if anyone challenges them back. 


	A beautiful woman is walking down the street, looking for young men to seduce. She will stop if anyone approaches her. 


	A man is selling apples that he claims are magic apples that will cure any disease or injury. 


	A group of men are arguing about whether the stars or the sun is brighter in the sky. 


	A village elder is looking for someone to escort his daughter to a wedding in another kingdom. He will pay well. 


	A man is selling rare animal eggs. The eggs are actually cooked chicken eggs, and the man is trying to sell them as rare animal eggs at an outrageous price. 


	An elderly woman is trying to sell a small rug. She will not sell it for any less than 10 gp. 


	A man is selling strange rocks. If a player buys a rock, it will turn out to be a rock that has been painted blue. 


	A man is trying to sell a pair of boots. If a player buys them, they will turn out to be boots that have been painted blue. 


	A group of men are fighting over the rights to a will. They will not stop fighting until someone bribes them or forces them to stop fighting by casting a spell on them or by paying them to stop fighting. 


	A group of children are playing with a ball. One child will take the ball home with him, and the other children will start to cry and scream. If someone asks what is wrong, they will say that they lost their ball. 


	A group of children are playing with toy swords, pretending to be knights and princesses and monsters. 


	A man is selling magical gems. If a player buys any gems, they will turn out to be worthless glass beads that have been painted blue or red or green or yellow. 


	A group of young men are standing around, looking at the ground, not talking to each other. They will ignore players unless approached. If approached, they will mumble something about how they don't belong here and then shuffle away uncomfortably quickly. 


	The people of the town are preparing for a festival; they have been invited to a feast at the local castle. There will be dancing and music and food. The players are welcome to attend if they like. 


	A traveling merchant is getting ready to leave town. If the players talk to him, he will sell them an ancient sword for 200 gp. The sword is a +1 short sword. 


	A small group of children are playing with a ball. They will ask the players to join in with them. The children are making up the rules as they go along and will be very upset if anyone contradicts them. 


	The local priest is walking down the street. If the players talk to him, he will try to convert them to his religion. 


	A group of 2d6+2 soldiers is marching down the street. They are on their way to join the army. If anyone stops them, they will tell them about their plans and how excited they are to get out of the city for a while and travel around the country. They don’t want to die, but they’re willing to do so if it means keeping the kingdom safe from its enemies. 


	A bunch of children are playing with a ball again. They will ask the players to join in with them again. The children are making up the rules as they go along and will be very upset if anyone contradicts them again. 


	A group of 3d4+3 children are playing with a ball. 


	A group of 2d4+2 children are playing with a ball. 


	A young man has lost his dog. His name is Ruff, and he is a brown dog with tan spots. The man’s name is Jonathon. 


	Two men are arguing on the street. They are trying to decide what to do about their child, who has gone missing. 


	A goblin is running through the village, chased by a group of angry villagers. When they catch him, they will beat him and throw him in a cage. The villagers will then auction the goblin off to the highest bidder. 


	A group of children are playing with a small dog in the street. When the players approach, the dog runs away from the children and towards the players. The dog is actually a magical construct created by a local wizard, who is testing it out. 


	A group of children are playing with a small dog in the street. When the players approach, the dog runs away from the children and hides behind a building. There is a pack of wild dogs nearby. If the players try to approach the dog, it will run and hide again. 


	A group of children are playing with a small dog in the street. When the players approach, the dog runs away from the children and hides behind a building. There is a group of large dogs nearby. If the players try to approach the dog, they will be attacked by the dogs. 


	A group of children are playing with a small dog in the street. When the players approach, the dog runs away from the children and hides in an alleyway. The dog is actually a magical construct created by a nearby wizard, who is testing it out. 


	A man named Samm the Smuggler is trying to sell a rare gem to an elf named Iliadwynn. The elf doesn't want to buy it at first, but after a few hours of talking, he does. 


	A group of drunk men are talking about how they will get revenge on a local witch for cursing their crops and livestock earlier in the year. 


	A group of farmers are gathered around a large crop that looks like it has been affected by blight or pests. They are talking about how they will go talk to their Lord to try to get their crops replaced by their local government... 


	A group of farmers are gathered around a large crop that looks like it has been affected by blight or pests. One of them is arguing that they should go talk to their Lord to try to get their crops replaced by their local government instead of waiting until harvest time... 


	A group of farmers are gathered around a large crop that looks like it has been affected by blight or pests. One of them is arguing that they should go talk to their Lord to try to get their crops replaced by their local government instead of using alchemists' fire to burn their fields at harvest time... 


	It is raining fondly. A man wearing furs and a hat is walking down the street. He is singing a song about a girl he met. 


	A man is standing at the town gate. He is trying to sell the guards a magic sword. 


	A drunk man stumbles out of a tavern, singing a song about a tavern wench who stole his heart and broke it in two. 


	A man is standing on the street, begging for food. He's really good at it, too. 


	A wizard named Darin is walking down the street. He is muttering to himself about how he's not mad, just misunderstood. He wanders into a tavern and orders some food and wine. 


	A group of children are playing in the street. They are playing with snowballs. One of them knocks an old woman's hat off her head. She cackles and grabs one of the children, demanding her hat back and a snowball fight ensues. 


	A group of knights are riding through town, singing about the dragon they killed earlier that day. 


	A group of children are playing in the snow. One of them falls and hurts himself. His friends rush over and help him up. They rush him to their house, the party passes by some angry parents who demand the party help their kid after he got hurt playing in the snow. 


	A group of children are gathering snowballs for a snowball fight later in the day. 


	                   A group of children are gathering wood for a bonfire later in the day, they are preparing for a festival or celebration in town, if the party asks they will happily tell them about it and invite them to join in on the festivities 



Random Forest Encounters

This is a list of 100 random encounters for players in a forest setting.

	A tree is growing on the side of the road. It has large, gnarled branches that look out of place. 


	A group of wagons is stuck in the mud. A couple of men are trying to help them out. They look miserable from being out in the rain. 


	A man wearing a ratty cloak is walking down the road. A large, smelly dog is following him. The dog is dirty, and looks as if it has been abandoned for a long time. 


	A man is lying on the side of the road. He has been killed by the rain and perhaps by wolves. He is holding a small pouch containing a few coins and a small gemstone. 


	A large rock has fallen from the top of a cliff and landed in the center of the road. The rock has shattered and debris is scattered across the road. A wooden sign nearby warns travelers of the hazard. 


	A group of men and women dressed as druids are standing around a campfire. One of them is reading from a large book. The book is an ancient tome filled with strange symbols and languages. 


	A group of rats is scurrying around a pile of trash on the side of the road. 


	A barrel has been left on the side of the road. The barrel has been left open, and several rats are scurrying around inside of it. 


	A man with a large wooden staff is walking down the road, humming to himself. 


	A large boulder has fallen from the top of a cliff and landed in the center of the road. The boulder has shattered and debris is scattered across the road and on top of the boulder. 


	The party sees a group of 2d6 human cultists marching through the forest. If they are attacked, the cultists will summon 2x d6 forest trolls. 


	The party sees a group of 2d6 human cultists. They are arguing over whether followers of the Old One or the Dark One will win. 


	The party hears a group of 2d6 human cultists singing a hymn to the Old One. They are searching for a place to build a temple. 


	The party sees a group of 2d6 human cultists. They are carrying the body of their fallen leader. They are headed to the nearest town to find a cleric. 


	A group of 2d4 gnolls is hunting in the forest. They have captured 1d4 humans and 1d4 elves as slaves. 


	A group of 1d4+4 hobgoblins and 1 giant spider are hunting in the forest. They are looking for a place to build a basecamp. If players approach, they will attack. 


	A group of 1d4+4 hobgoblins and 1 giant wolf are hunting in the forest. They are looking for a place to build a basecamp. If players approach, they will attack. 


	The party sees two halfling bards playing music and singing about the greatness of the halfling god. If players approach, they will run and hide. 


	A group of 2d6 orcs and 2 ogre kings are fighting with each other over an elven woman they captured. She is a high priestess of a local goddess, and she is trying to convince the orcs to worship her instead. She will beg the players to help her escape. 


	The party sees two orcs fighting with each other over an elven woman they captured. She is a high priestess of a local goddess, and she is trying to convince the orcs to worship her instead. 


	A group of elves are practicing archery. They are in training for an upcoming battle against a group of orcs. 


	The players hear the sound of clashing swords. A group of elves are training for an upcoming battle against a group of orcs. 


	The players see a group of elves. They are searching for a lost child. 


	A group of hunters are in the forest, hunting for food. They have a dog with them. 


	A group of dwarves are in the forest, hunting for treasure. They have a dog with them. 


	The players hear the sound of footsteps in the distance. It is a group of 1d10 men, who are on their way to attack an elven village. They will attack the players if they see them. 


	The players see a group of men, who are on their way to attack an elven village. They will attack the players if they see them. 


	A group of men are in the forest, hunting for food. They have a dog with them. 


	A group of men are in the forest, hunting for sport. They have a dog with them. 


	The players hear the sounds of a battle in the distance, which gets louder and louder as they approach it. When they arrive, they see a group of 1d10 men fighting against a group of 1d10 orcs. The orcs are losing, so they will retreat if their numbers fall to less than 4. 


	Players see a group of three men wearing green robes. They look like they are trying to start a fire. If players approach, they will attack! The players will discover that the three men are druids trying to summon a large bear spirit. 


	Players see a group of three women wearing green robes. They are singing quietly to themselves. If players approach, the women will attack! The women are actually witches who are trying to summon a large wolf spirit. 


	Players see a group of two men and one woman. The men are wearing green robes, and the woman is wearing a robe of a different color than the other two people. If players approach, the three people will attack! The three people are druids who are trying to summon a large bear spirit. 


	Players see a group of three men wearing green robes. They are arguing with each other. If players approach, they will attack! The three men are druids who are trying to summon a large bear spirit. 


	Players see a group of three women wearing green robes. They are singing quietly to themselves. If players approach, they will attack! The women are actually witches who are trying to summon a large wolf spirit. 


	Players see a group of two men and one woman. The men are wearing dark robes, and the woman is wearing a robe of a different color than the other two people. If players approach, the three people will attack! The three people are druids who are trying to summon a large wolf spirit. 


	Players see a group of three men wearing dark robes. They are arguing with each other. If players approach, they will attack! The three men are druids who are trying to summon a large wolf spirit. 


	Players see a group of three women wearing dark robes. They are singing quietly to themselves. If players approach, they will attack! The women are actually witches who are trying to summon a large wolf spirit. 


	Players see a group of three men wearing dark robes. They are praying to themselves. If players approach, they will attack! The three men are druids who are trying to summon a large wolf spirit. 


	Players see a group of two men and one woman. The men are wearing red robes, and the woman is wearing a robe of a different color than the other two people. If players approach, the three people will attack! The three people are druids who are trying to summon a large bear spirit. 


	A fey creature is sitting on a log in the forest, playing a lute. When the players get close, he will disappear. 


	A group of gnomes is sitting around a campfire, singing drinking songs. If the players try to talk to them, they will run away. 


	The players come across a group of men. They are standing around a campfire, talking. When the players get close, they will attack them. They are bandits. 


	A group of men is standing around a campfire, talking. When the players get close, they will attack them. They are soldiers, who are on patrol. 


	A group of men is standing around a campfire, talking. When the players get close, they will attack them. They are werewolves, who were transformed by a full moon last night. 


	Two men are sitting on a log, talking about the king and how he is corrupt. They will attack anyone who attacks them first. 


	A man named Grumpo is sitting on a log, fishing. He will talk to anyone who talks to him. He can tell them about the cult in the nearby village. 


	An old woman is sitting on a log, knitting. She will tell the players about the cult in the nearby village, but she won't give directions to it or talk about it anymore after that. 


	A group of men is standing around a campfire, laughing and drinking beer. If the players approach them, they will attack them. They are werewolves, who were transformed by a full moon last night. 


	Two men are walking through the forest, arguing about religion and whether or not it's real or not. 


	The party hears a group of elves singing. They are praying to the goddess of the woods. 


	A group of 1d4+2 elves attack the party. They attack with bows and arrows. 


	A group of 1d4+2 orcs attack the party. They are led by a orc shaman. 


	The party sees a group of 1d4+2 dwarves. They are looking for a lost clan member. 


	A group of 1d4+2 half-orcs are looking for a lost half-orc baby. They are looking for someone to take care of the baby if they find it. 


	The party sees a group of 1d4+2 half-elves on their way to a wedding. The groom is a half-elf, the bride is a human. 


	A group of 1d4+2 half-elves on their way to a funeral. The dead person was a half-elf, the mourners are humans. 


	A group of 1d4+2 humans argue about the best way to deal with an orc problem in the area. 


	A group of 1d4+2 humans argue about how best to deal with an elf problem in the area. 


	The party sees a group of 1d4+2 humans carrying axes and swords. They are on their way to chop down trees for lumber. 


	A group of elves are hunting deer. They will ask the players to leave their territory. If players do not leave, the elves will attack. 


	The players come across an elven scout. He is bandaged and wounded. He warns the players that the elves are planning an attack on the humans and dwarves. He was captured while trying to warn his people. 


	A group of humans are hunting boar. They will ask players to join them. If players accept, they will be asked to help skin and prepare the boar for cooking. There are three boars, and each one is bigger than a horse. 


	The players come across a group of men and women fighting over a dead deer carcass. 


	A group of men and women are fighting over a dead deer carcass. They will stop fighting and ask players for help with the dispute. 


	A group of men and women are fighting over a dead deer carcass. They will attack the players if provoked. 


	A group of men and women are arguing about a nearby ruin. They will attack if players get involved in the argument. 


	A group of men and women are arguing about a nearby ruin. They will attack players if players get involved in the argument. 


	A group of men and women are arguing about a nearby ruin. They will invite players to join in the argument. If players accept, the arguing party members will ask them questions about what they think of the dispute. Players must answer honestly or else they will be attacked by everyone involved in the argument. 


	The sound of battle can be heard up ahead. Players are able to sneak up on the battle and attack or sneak away unnoticed. 


	A clearing in the forest has been turned into a graveyard, but it's not full. There are a few dozen graves there, but it doesn't look like anyone has been buried in them for some time. If the players investigate, they will find that the graves are full of skeletons. 


	A wounded deer is limping through the forest. It seems to have been hit by an arrow. If the players approach it, it will run away. 


	The players hear a group of men arguing in a small clearing. They are wearing the armor of the local lord's men-at-arms. There are five of them, but they are not very good fighters. If the players approach, they will run away. 


	Three men are hunting deer. They are wearing armor and carrying spears and bows. They will demand to know why the players are in their territory. 


	A group of 3d6 elven scouts are searching for a group of elven bandits who have been raiding nearby villages. If they are encountered, they will ask the players to help them find the bandits' camp. 


	The players stumble across a group of 3d6 human soldiers from a nearby kingdom. They are looking for a group of human bandits who have been raiding nearby villages. 


	A group of men are using their knowledge of the local area to rob people as they pass through. They're armed with swords and spears, and there are five of them. 


	The players stumble across a group of men who are using their knowledge of the local area to lead people through a dangerous pass that's guarded by a group of bandits. They're offering to lead people through the pass for a fee of 10 GP per person. 


	A group of 2d6 men are arguing over who gets to keep a treasure that they found. They seem ready to fight over it, but none of them want to be the first to draw their weapons. 


	A group of 2d6 men are scavenging for materials to build a cabin or home nearby. If they are approached, they will offer to sell the materials that they scavenged for a fee. 


	The party hear birds chirping in the distance. They see a group of ravens sitting in a tree. If they approach, the ravens will fly away. 


	Overhead, a group of hawks are circling the party. If they look up, the hawks will fly away. 


	The party see a group of birds sitting in a tree. If they approach, the birds will fly away. The birds are magical scouts sent by one of the nearby factions. 


	A nearby deer herd hears the party and runs away. 


	A small deer herd sees the party and runs away. 


	A deer herd sees the party and continues grazing as if nothing happened. 


	The party see a deer herd. The deer continue grazing as if nothing happened. A nearby druid cast an illusion on them so they don't run away. 


	The party see a deer herd. The deer continue grazing as if nothing happened. A nearby druid cast an illusion on them so they don't run away. 


	An eagle flying overhead sees the party and flies away. 


	The party see a group of eagles sitting in a tree. If they approach, the eagles will fly away. 


	A group of 2d6 elves are walking through the forest. One of them is a priest, and he is carrying an injured member of the party. The injured party member is a warrior, and he has been injured by a giant spider. The party can help the elves if they want to, or they can just keep walking. 


	The party comes across a group of 3d6 dwarves. The dwarves are on their way to a nearby dwarf city. They are carrying sacks filled with gold and gems. If players help the dwarves, they can have all the gold and gems the dwarves have. The dwarves will give the players a map to the nearby dwarf city. 


	A group of 2d6 halflings are walking through the forest. They are on their way to a nearby halfling city. They are carrying sacks filled with gold and gems. If players help the halflings, they can have all the gold and gems the halflings have. The halflings will give the players a map to the nearby halfling city. 


	The party comes across a group of 2d6 humans. The humans are on their way to a nearby human city. They are carrying sacks filled with gold and gems. If players help the humans, they can have all the gold and gems the humans have. The humans will give the players a map to the nearby human city. 


	Two giant eagles fly overhead. They are carrying a giant corpse. The corpse is a giant ogre. The eagles are carrying the corpse to their nest. The party can try to attack the eagles, but they will fly away if they take any damage. 


	A group of 2d6 humans are walking through the forest. One of them is a wizard, and he is carrying a staff. The staff is made out of a rare type of wood. If the players try to take the staff, the humans will attack. 


	A group of 2d6 humans are walking through the forest. One of them is a wizard, and he is carrying a staff. The staff is made out of a rare type of wood. If the players try to take the staff, the wizard will cast an illusion spell, causing the party to see an ogre attacking them. 


	A group of 2d6 orcs are walking through the forest. They are carrying sacks filled with gold and gems. If players try to take the gold and gems, the orcs will attack. 


	The party comes across a group of 3d6 orcs. The orcs are on their way to a nearby orc city. They are carrying sacks filled with gold and gems. If players help the orcs, they can have all the gold and gems the orcs have. The orcs will give the players a map to the nearby orc city. 


	                   The party comes across 2d6 dwarves fighting with 2d6 orcs. The dwarves and orcs are fighting over land rights to mines and caves in the area. If players help either side, they will have new allies that they can call upon if they need help in the future or if they need an escort to a certain location. 



NPC – Adventurers

This is a list of adventurers.
 

1) Glenda Gladring

Female Half-Elf Wizard (Chaotic Neutral)

Glenda has long dark brown hair. She wears robes and is beautiful.

Glenda is a wild woman and is extremely vain. She is the daughter of a wizard and a wizard herself, though she is smaller in magical ability. She loves to explore and is obsessed with gaining power. Her moral compass is greatly misguided, but she can be reasoned with most of the time.

Glenda is a wild woman and should never be counted on for anything. She will often underestimate the situation and make the wrong decision. Glenda has a knack for magic and is extremely skilled. She can use all schools of magic, though she prefers to use Enchantment and Necromancy. She will often cast spells that effect the whole group. Glenda is Chaotic and will never be lawful, though she will work with others when needed.  

2) Gideon Krayst

Male Dwarf Fighter (Lawful Good)

Gideon is a dwarf with a long brown beard. He has orange hair and carries a great sword.

Gideon is a lawful good dwarf who will do anything to help others. He is slightly overweight and is bald. Gideon is a devout follower of Berronar, a dwarven goddess of the harvest, and is a great defender of the dwarven homeland.

Gideon is a dwarf with good intentions, but he can be pretty naive. He has never left the dwarven city of Kor, so he has no idea of the ways of the outside world. Gideon has never seen any elves, gnomes, or humans, so he is afraid of them. Gideon can be reasoned with, but he is also very stubborn. Gideon is an excellent warrior, but he seems out of place among non-dwarves. He is a Lawful character and will never back down from his word.

3) Kora

Female Elf Ranger (Neutral)

Kora is an elf with short blonde hair. She wears leather and is average height.

Kora is a ranger and is one of the best. She is a tracker and is able to move quietly and pick up on any signs of forest creatures. Kora is a neutral character and is always looking for adventure.

Kora is a very competent ranger. She is an excellent archer and is an all-around expert in the outdoors. Kora is friendly but will find the odd reason to dislike someone. She is good at hiding her feelings, so it can be hard to tell if she likes anyone. Kora can be reasoned with and will often take the right decision. She is a Neutral character and will never back down from a challenge, though she will never start a fight. Kora will never travel with a cleric of any kind, as she prefers her own deity. Kora will often make allusions to her deity, which is the god of Trickery and Deception.

4) Narak the Slayer

Male Human Barbarian (Chaotic Evil)

Narak is a human with a full beard. He has brown hair and is muscular.

Narak is a chaotic evil barbarian and is a force to be reckon with. Though he is loyal, he will not hesitate to kill his companions. Narak is extremely strong and will draw attention to himself in battle. He has a good heart deep inside and is often misunderstood.

Narak is an evil barbarian with no morals. He is extremely strong and will do anything to prove himself. Narak is a very violent character. He is Chaotic and will never be lawful. Narak has decided that life without law is the only way. He will never listen to reason and will enter battle without hesitation. Narak is a brutal fighter, but he cannot be counted on. He is a very skilled warrior and will use anything he can to kill his enemies. Narak will never enter civil service and will never help anyone. He is a barbarian and has no problem killing others. He will never back down from a challenge. Narak is an overall good guy and does mean well, but he is a force to be reckoned with.

5) Michael the Paladin

Male Human Paladin (Lawful Good)

Michael is a human with long brown hair. He wears plate mail and has a sword.

Michael is a Lawful good Paladin who will do anything to help others and uphold the law. He is a skilled warrior and will do anything to help the innocent. Michael is confident and has a high opinion of himself.

Michael is a human with great strength and will do anything to help others. He is extremely religious and will enter civil service if he must. Michael is not a leader, so he will not oppose his leader. He will follow his leader’s orders without question. He can be reasoned with and will always try to do what is right. Michael is a very skilled fighter and will fight to the death. He is a great addition to any party. Michael will always try to follow the law and will never have anything to do with chaotic characters. During combat, he will try to talk to his enemies to try to get them to surrender.  

6) Ginch the Gnome

Male Gnome Artificer (Lawful Neutral)

Ginch is a gnome with brown hair. He wears robes and is very short.

Ginch is a Lawful neutral artificer and is a master of the arcane arts. He has a very large ego and is very self-confident. He wears the most extravagant robes he can find, though they are almost always ill-fitting.

Ginch is a gnome who is not to be messed with. He is lawful and will not follow another’s orders. He will follow his own orders and will never back down from a challenge. Ginch is an excellent wizard and can create powerful magical items. He is arrogant and will usually talk down to others. He will often try to get others to do the work for him. Ginch can be reasoned with, but he is very stubborn. He will never enter civil service and will only work for himself. Ginch is a good wizard and will often use powerful spells that effect his whole group. He is good at hiding his feelings, but he will not hesitate to attack someone if he doesn’t like them. Ginch will avoid combat if possible, but if not, he will use an array of magic items like wands and scrolls. Ginch is Lawful and will never break his word.

7) Keltor

Male Human Bard (Neutral)

Keltor is a human with long brown hair. He wears colorful robes and is average height.

Keltor is a neutral bard and is a master of playing an instrument. He is a great singer and is a master of persuasion. He is a great actor and is very friendly.

Keltor is a bard with a good heart. He is a joker and is always trying to have a good time. He is not a leader, but will follow a leader’s orders without question. He is very friendly and will tend to talk to others to try to get them to like him. He will often make jokes during combat to try to distract his enemies. Keltor is a very deceptive character and has no real morals. He will do anything to make money and will not hesitate to lie. Keltor is a very friendly character, but he will not hesitate to attack someone when his life is in danger. During combat, he will try to charm his enemies to try to get them to fall in line with him. Keltor is a neutral character and will never back down from a challenge. He is a great addition to any party.

8) Ira the Monk

Female Human Monk (Lawful Neutral)

Ira is a human with long black hair. She wears cloth and is very tiny.

Ira is a Lawful neutral monk who is a master of martial arts. She has no taste for material items and she has no known family.

Ira is a very disciplined monk and will follow the chain of command without question. She is very intelligent and is a master at physical combat. She has a very good memory and will remember her enemies like they were yesterday. Ira is a good person, but she has a sharp tongue and will often insult others.

She will always follow her orders. She will never trick her party into doing her work. She is a very disciplined character and will never choose to provoke others. She will not hesitate to attack an enemy that threatens her. Ira is a good monk and will always help others if she can. She will sometimes try to avoid combat, but she will attack if the need arises.

9) Kral Vharr

Male Half-Orc Barbarian (Neutral Evil)

Kral is a half-orc with long black hair. He wears leather and is very tall.

Kral is an evil barbarian and is a master of battle-axe. He is an excellent hunter.

Kral is an evil barbarian that is very dangerous in combat. He is very ambitious and has no respect for other people. He cares only for his own survival and comfort and will do anything to get what he wants. He is very dangerous and will have little mercy for anyone that threatens him. Kral is a good tracker but will only go out of his way to get something if it is worth it.

He is a great warrior and can use a battle-axe with a lot of skill. He is extraordinarily strong and very intimidating. He will not hesitate to attack someone that threatens him. Kral is Neutral and will not back down from a challenge. He will not often attack anyone that does not threaten him, but he will attack anyone that does threaten him without mercy. Kral is a dangerous character and should be kept at a safe distance. He is a great warrior and will have a tough time being convinced to join the party.

10) Fred the Fighter-Axe

Male Human Fighter (Chaotic Evil)

Fred is a human with short brown hair. He wears leather armor and is very tall.

Fred is an evil fighter and is a master of the battleaxe. He is a thief and a burglar. He has no known family.

Fred is a very merciless and violent fighter. He will kill anyone that opposes his evil ways. He is very strong and very dangerous in combat. He is always looking for a fight and will attack anyone that he feels is wrong. He is a good thief, but he is very evil. He cares not what happens to his victims.

Fred is a great fighter, but he will only do something if it gives him a pleasure or some kind of profit. He will often attack people that get in his way. Fred is a chaotic character and does not care about any laws. He will never back down from a challenge. He will often attack a strong opponent without regard. Fred is a good fighter and will be a great addition to any party.

11) Marat Bal

Male Human Barbarian (Chaotic Good)

Marat is a human with long black hair. He wears leather armor and is very lean.

Marat is a good barbarian and is a master of battleaxe. He is a noble warrior.

Marat is a good barbarian that is always ready to charge into battle. He is very loyal to his friends and will chase after those who try to harm those that he cares about. He is very strong, but he is not the brightest barbarian. He is very willing to help others and will often do it at the risk of his own life. Marat is a good fighter, but he will not do anything if there is not some kind of profit. He will sometimes say the wrong thing, but he is not a bad guy. He will not hesitate to attack someone that is evil. Marat is a good fighter and will be a good addition to any party.

12) Pheox the Cleric

Male Human Cleric (Neutral Good)

Pheox is a human with long black hair. He wears robes and is very tall.

Pheox is a good cleric and is a master of the healing arts. He has no known family.

Pheox is a good cleric that is very compassionate for others. He has a soft heart and will not hesitate to help out a friend if he needs it. Pheox is a good healer and will often be the first one to go into battle. He is very friendly and will get along easily with others. Pheox is a good cleric and will follow the chain of command without question. He will never break his word. He will not attack anyone that does not threaten him and will not be evil no matter what. Pheox is a very friendly cleric and will be a good addition to any party.

13) Barin the Ranger

Male Human Ranger (Neutral Good)

Barin is a human with long black hair. He wears leather armor and is not very tall.

Barin is a good ranger and is a master of the bow. He has no known family.

Barin is a good ranger that is very quiet. He will follow the chain of command without question. He is very friendly and will get along with others easily.

Barin is a very quiet ranger that will keep to himself. He is a very patient ranger and will often wait for an enemy to show themselves before he attacks. He is very friendly and will get along easily with others. Barin is a good ranger and will show up to fight for those that he cares about.

14) Lhasha the Magic User

Female Human Magic User (True Neutral)

Lhasha is a human with long brown hair. She wears robes and is not very tall.

Lhasha is a good magic user and is a master of the powers of death. She is not from this world.

Lhasha is a good magic user that is very quiet. She will follow the chain of command without question. She is very friendly and will get along with others easily. Lhasha is a very quiet magic user that keeps to herself.

She is very patient and will often wait for an enemy to show themselves before she attacks. She is very friendly and will get along easily with others. Lhasha is a good magic user and will help out a friend if they need it.

15) Jira the Fighter

Male Human Fighter (Neutral Good)

Jira is a human with long brown hair. He wears armor and is very tall.

Jira is a good fighter and is a master of swords. He has no known family.

Jira is a good fighter that is very friendly. He will get along easily with others. He will follow the chain of command without question and will never break his word. He is a good fighter and will help anyone out if he needs it, even if he knows it might cost him his life.

He is a good fighter, but he will not do anything if there is not some kind of profit. Jira is a good fighter and will be a good addition to any party. During combat, he is known to shout things like, "Who will fight, and who will fall?!"

16) Tomlin the Thief

Male Human Thief (Chaotic Neutral)

Tomlin is a human with long black hair. He wears leather armor and is very tall.

Tomlin is a good thief and is a master of stealth. He is an orphan.

Tomlin is a good thief that is very friendly. He likes to steal from the rich and keep for himself. Tomlin is a member of the guild known as the Red Brotherhood, a gang of thieves that lives in the city of Scant. He is a very friendly thief and will get along easily with others.

Tomlin will not kill anyone for any reason if he can help it. He will not attack an unarmed foe and will not act evil. Tomlin is a talented thief that will be a good addition to any party looking for a reliable and skilled thief.

17) Yolanda the Thief

Female Human Thief (Chaotic Good)

Yolanda is a human with short black hair. She wears leather armor and is very tall.

Yolanda is a good thief and is a master of stealth. She has no known family.

Yolanda is a strange woman who steals because she is bored. Well, mostly. The truth is that she sees herself as a great adventurer. During her life, she's learned to do a number of things, but she was never able to do anything especially well. Because of her lack of ability, she never managed to be a hero. It was not until her master was killed that she discovered her true purpose.

She is out to save the world! She will gladly take on any task, no matter how dangerous, just as long as she thinks it will lead to an adventure. She has no moral compass, so she will kill anyone if it gets her any loot or money. She will not leave her friends to die and will help them if she can. She is good at stealing and she is a good character that will be a great addition to any party.

18) Apsar the Paladin

Female Half-Elf Paladin (Lawful Good)

Apsar is a half-elf with long brown hair. She wears metal armor and is very tall.

Apsar is a good paladin and is a master of the sword. She has no known family.

Apsar is the type of paladin who seeks the purest path. She will not attack someone who does not pose a threat to her or others. She trusts others to be true to their word and will never act evil. Apsar is a good paladin that will prevent others from performing evil acts. She is very confident in her abilities and will gladly go first into a group of monsters. She is a good fighter and will always be ready to fight to protect her friends. Apsar is a good paladin and will always do what is right.

19) Aechal the Magic User

Female Elf Magic User (True Neutral)

Aechal is an elf with long brown hair. She wears robes and is very tall.

Aechal is a good magic user and is a master of the elemental arts. She has no known family.

Aechal is a good magic user that is very quiet. She will follow the chain of command without question and will never break her word. She is very friendly and will get along with others easily. Aechal is a very quiet magic user that will keep to herself. She is very patient and will often wait for an enemy to show themselves before she attacks. She is very friendly and will get along easily with others. Aechal is a good magic user and will always do what is right.

20) Kelin the Thief

Male Human Thief (Chaotic Neutral)

Kelin is a human with long red hair. He wears leather armor and is very tall.

Kelin is a good thief and is a master of stealth. He has no known family.

Kelin comes from a long line of thieves and takes pride in the family tradition. He is a skilled thief and is very stealthy. He is a sarcastic man who has a razor sharp wit, and he's not afraid to use it. His family is everything to him and he will do anything to protect them.

During battle, he will often steal from the enemy, and often from his own party as well. He is a good thief and will use his abilities wisely to support his friends as well as himself. Overall, Kelin is motivated by his family's legacy and focuses much of his time on his own personal gain.


NPC – Tavern Patrons

This is a list of adventurers players might find in a tavern.

1) Clarence Whippet

Male Human Fishmonger (Lawful Good)

Clarence Whippet is a tall and large man and has short brown hair and blue eyes. He has a big and muscular body, but has a soft face. He is dressed in clothes that are worn, but are clean and tidy. He has a face of a man who is in his thirties and has the look of a man who is very strong.

Clarence Whippet is in charge of the fish market in the town. He is a very good merchant and will sell anything. His wife, Mary Whippet, runs the vegetable stand. He won't sell anything that isn't fresh and tasty. He is a very honest merchant and will tell everyone exactly how it is. He is very caring and thoughtful and always offers to help someone out. He won't take advantage of anyone and will always give the best price that he can. He is a very understanding man and will treat all people equally. He will never turn down a job and always tries his best at all of his jobs. He is dedicated to his work and his family and will never leave them.

He will become a great friend to anyone who asks to be friends. He will treat all friends with respect, but he will treat his close friends with everything that he has. He will do anything for his friends and will not like them if they are bad people. He will try to understand the bad people, but he will not like them. He will try his best to make peace with the bad people, but he will not like them at all. He will not cause trouble for them, but he will try to make life difficult for them as possible.

2) Tom Barkend

Male Half-Elf Bartender (True Neutral)

Tom Barkend is a tall and thin man and has white hair, long and thick eyebrows, and pale grey eyes. He has a big nose, a big mouth, and large ears.

He is dressed in clothes that are worn and ragged, but are clean. He has the face of a man who is in his thirties and has the look of someone who is very poor.

Tom Barkend has been the village bartender for over 20 years. He has lived in the town his whole life, except during the war. He will serve anyone who comes in the tavern, but he doesn't like some people. He is not a very good judge of character, but he can tell where people are coming from. He is able to read people very well and he can tell when someone is lying. He doesn't like people who treat him like crap, but he will not cause trouble for them. He will merely refuse to serve them. He is an excellent listener and will listen to anyone's problems no matter who they are or where they came from.

He dreams of one day owning a tavern of his own, but he knows that it will never happen. He has a dream that his son, Tom Barkend Junior, will become a great adventurer and will one day own a tavern of his own. He will work for years to see his dream become a reality. He will never leave his son and will always pick him up when he falls. He loves his son very much and will protect him with everything that he has. He loves the town and loves living there. He doesn't like adventuring, but he will make time for it. He doesn't like to leave his home because he knows that he will never be able to come back to it. He will never give up on his dreams.

3) Sawed-Off Joe

Male Dwarf Bartender (True Neutral)

Sawed-Off Joe is a short and stocky man and has grey hair, a small and pointy beard, and black eyes. He has a big nose and a big mouth, but has a face that is kind and caring. He is dressed in clothes that are worn and dusty, but are clean. He has the face of a man who is in his thirties and has the look of someone who is very poor.

Sawed-Off Joe has been in the town for as long as he can remember. He is the town's only smith. He is a good blacksmith, but he is an even better bartender. He was trained in the art of the hammer by his uncle. He has a small shop in town and does all of the repairs. He has many strangers come to him for repairs. He is a very honest man and will never cheat anyone. He will fix anything and will always give the best price that he can. He is a very understanding man and will treat everyone equally. He will never turn down a job and always tries his best at all of his jobs. He will never leave his shop and will always do the best job possible.

He will become a great friend to anyone who asks to be friends. He will treat all friends with respect, but he will treat his close friends with everything that he has. He will do anything for his friends and will not like them if they are bad people. He will try to understand the bad people, but he will not like them. He will try his best to make peace with the bad people, but he will not like them at all.

4) David Dinkins

Male Elf Cook (Lawful Good)

David Dinkins is a tall and thin man and has grey hair, light blue eyes, and a long and pointy nose. He has a big mouth and a big nose but has a face that is kind and caring. He is dressed in clothes that are worn. He has the face of a man who is in his thirties and has the look of someone who is very poor.

David Dinkins has been in the village for as long as he can remember. He is a very good and caring man. He is kind and always willing to help. He will always try to do his best and he will always work as hard as he can. He will not give up when something gets tough. He is a very understanding man and is always willing to listen. He will never cause trouble for anyone and will never discriminate against anyone. He loves his town and loves living there. He is an honest and good man who will never turn anyone away.

He will become a great friend to anyone who asks to be friends. He will treat all friends with respect, but he will treat his close friends with everything that he has. He will do anything for his friends and will not like them if they are bad people. He will try to understand the bad people, but he will not like them. He will try his best to make peace with the bad people, but he will not like them at all. He will not cause trouble for them, but he will try to make life difficult for them as possible.

5) Yiannis Econopoulos

Male Dwarf Tavern Owner (Chaotic Good)

Yiannis Econopoulos is a tall and stocky man and has brown hair and brown eyes. He has a big nose, a big mouth, and large ears. He is dressed in clothes that are worn and dusty, but are clean. He has the face of a man who is in his thirties and has the look of someone who is very poor.

Yiannis Econopoulos has been in the town for as long as he can remember. He is a kind and caring man. He is always willing to help. He will always try to do his best and he will always work as hard as he can. He will not give up when something gets tough. He is a very understanding man and is always willing to listen. He will never cause trouble for anyone and will never discriminate against anyone. He loves his town and loves living there. He is an honest and good man who will never turn anyone away.

6) Baggy Suze

Female Elf Tavern Patron (True Neutral)

Baggy Suze is a tall and thin woman and has brown hair and bright green eyes. She has a long and pointy nose and red lips. She has a small mouth and has grey eyes that look deeply into the soul of an adventurer. She is dressed in clothes that are worn and dusty, but are clean. She has the face of a woman who is in her thirties, but she has the look of someone who is very wealthy.

Baggy Suze is a woman of many tales. Many people know her as the greatest adventurer of her time. Some call her the greatest thief who ever lived. Some call her the inventor of the first lockpick. Some call her the founder of the first thieves guild. Some call her a great and caring woman who will do anything to help her friends. Others call her a cold-hearted murderer who will do anything for money. Some call her the black widow thief and the greatest thief alive, who makes an art of stealing from the rich and giving to the poor. Some call her a good woman who will do all that she can to help others. But no one really knows what to call Baggy Suze.

She is a woman of many tales. Some of the tales tell about her as a maid who was in love with a young man. The young man was the son of a wealthy nobleman. They ran away together and were very happy at first. The story takes many twists and turns, but basically the young man's father found them and tried to have them killed. The young man was killed and Baggy Suze was left for dead in an alley. The story goes on to say that she was taken to a thieves guild in which she was trained to be a thief who did good. She took the name Baggy Suze and became one of the greatest thieves of her time. She was a thief who made sure she stole only from the rich. She gave most of her plunder to the poor. She is said to have a heart of gold, but will kill anyone that tries to hurt her friends.

7) Corporal Cannon

Male Human Tavern Patrons (Lawful Good)

Corporal Cannon is a short and slender man and has brown hair and brown eyes. He has a small mouth and a big nose and has a face that is very tired. He is dressed in clothes that are worn. He has the face of a man who is in his thirties and has the look of someone who is very poor.

Corporal Cannon is a man of many tales. Some of the tales tell about him as a general in a military force many, many years ago. He was a general in an army that was very good. They won many battles, and they were very good friends. The story tells that they were an army that fought on the best side of the war but were betrayed and forced to fight for the other side.

They were very sad and fought very hard to stay alive. They were caught in a trap and were killed. Their bodies were crucified on the battle field for many weeks as a warning to any others who might try to fight for the good side. They were buried in the battlefield where they were killed.

But the stories do not stop there. The stories tell of two ghosts who were not in the right place. They were not in heaven or hell, but were in an endless void. The two ghosts did not know what to do, so they kept on walking. They walked for millions of years, but they never came to a finish line. The story is long, but if players keep giving him drinks, he'll keep telling the story. Eventually, Corporal Cannon will fall asleep at the table, much to dismay of the barkeep. The man is a local legend when it comes to the tavern, with many people coming from far and wide to hear his tales.

8) Old Man Constance

Male Dwarf Tavern Patron (Lawful Neutral)

Old Man Constance is a tall and stocky man and has black hair and brown eyes. He has a small round mouth and has a pointy nose. He wears clothes that are worn and dusty, but are clean. His face looks like he has seen more than one bar brawl in his life.

Old Man Constance is known for many things. One of the biggest things he's known for is his illegal whiskey operation. He makes a delicious whiskey, which is illegal to sell, but he doesn't sell it to just anyone. He sells it only to his friends. He is also known for not being able to stay out of a bar fight. He never starts one, but he does enjoy joining in. He is also known for being a very good citizen, who helps the people of the town. He has wealth in the forms of a nice house and lots of property. He is wealthy because he attracts business to the town and he has been a great friend to the town. He has many friends in the town and helps to defend it when necessary.

He is a very strange old man. He is extremely paranoid and secretive. He is a very private man who has secrets that are his own. He is extremely paranoid, which has been known to be the reason behind his private life. He is also very smart. He is a great haggler and a great seller. He is also a dangerous fighter, with a great deal of experience. He is a man who is able to take care of himself, but he is a threat to the lives of others.

9) Priestess Tamara

Female Human Tavern Patron (Neutral Good)

Priestess Tamara is a tall and slender woman and has brown hair and blue eyes. She has red lips and a long nose and a face that is very pretty. She has the look of someone who is extraordinarily rich and has a heart of gold. She is dressed in clothes that are worn and dusty but are clean.

Priestess Tamara is a very quiet woman. She is not cold, but she does not open her mouth too much. She is very calm and quiet and cares a great deal for the town she lives in. She is well known for her quiet nature, her good deeds and her kind words. She is often seen as a little odd, but she is well respected. She will always help a stranger in need but will always leave town after doing so.

She has the gift of being able to turn undead, but she is not comfortable with it. She does not like to fight but will fight to protect her friends and loved ones. She is a woman of many tales. Some of the tales talk about her as an adventurer who travelled across many lands. She was an adventurer who loved the thrill of adventure and the taste of a good fight. She is a woman who has faced many dangers and survived. She is a woman who has faced many monsters but was never defeated. She is said to have a heart of gold and to try to do good.

She is an exotic woman who enjoys the finer things in life. She is a woman who is known for her beauty and for being a woman who can carry herself well. She is a woman who is always seen in the finest clothes and who has the face of a woman who is in her thirties but has the look of someone who is much older. She used to be a human, but she was changed into a dragon and then changed back. She is a woman of many tales. Some people call her the dragon who walks. Some call her the dragon slayer. Some call her a woman who was cursed by a witch for being too beautiful. She is a good woman and helps others with friendly words and a kind heart.

10) Screaming Scrabbled

Female Dwarf Tavern Drunk (Neutral)

Screaming Scrabbled is a short and stocky woman and has dark skin and brown hair and green eyes. She has a round mouth and fat cheeks. She is in her forties. She has a great many scars, but one of the most notable scars is the one on her lip. It is a slash across her lip, which has healed and looks like a very deep scar. She is lying on a table and is asleep.

Screaming Scrabbled is a dwarven woman who is a legendary drunk. The tavern she is in is her favorite tavern. She is always seen in this tavern in the evening, when she is not at home. She lives in a small house she bought with money she saved from the tavern. She is a stocky woman and has dark skin and brown hair and green eyes. She has a round mouth and fat cheeks. She is in her forties and has a great many scars.

Her most notable scar is the one on her lower lip. It is a slash across her mouth. It looks like a very deep scar, which has healed. She is a very common sight in the tavern, but she is a quiet woman. She keeps to herself and does not participate in conversations. She hardly ever talks, but speaks only when she is drunk. She always comes to this tavern after she works at the forge for a few hours. She then drinks herself incredibly drunk. She then goes home, where she sleeps off her drunkenness. She is a good woman who is a little bit crazy. 

11) Captain Thompson

Male Human Town Guard (Chaotic Good)

Captain Thompson wears a chain mail shirt, a short sword and a short bow. He is wearing a dark blue tabard and has a very dark complexion and black hair and brown eyes. He is a man in his twenties. He has a scar over his left eye, which he attempts to cover up. He is a wiry man.

Captain Thompson is a common sight in the town. He is always seen in the tavern, drinking a few ales. He is very friendly and likes to talk to the townsfolk. He seems to know almost everyone in town. He is a very nice man and is respected by many people. He is a man who does his job well and has a great deal of experience. He is a man who has seen many battles and has survived them. He is a very good man and is a man who will protect the town from any enemies. He is also a man who is known for his love of ale. He is also a man who loves women.

He is a wiry man and has a very dark complexion and black hair and brown eyes. He has a scar over his left eye, which he attempts to cover up. He is a man in his twenties and has a friendly air about him. He is a very nice man and is able to get along with anyone. He is a man who always tries to do what is best for the people around him and tries to help those around him. He is an interesting man and is often seen in the company of a beautiful woman. He is also a man who always seems to be very happy. He is a man with a great deal of experience and can be trusted with a great deal of responsibility.

12) Tom Darkdawn

Female Elf Tavern Drunk (Chaotic Neutral)

Tom Darkdawn is a woman who is of the elf race, but looks like a human. She has shoulder-length brown hair, green eyes and tattoos of great battles on her arms. She is a woman in her twenties. She wears a dark leather vest, a leather skirt and has a tattoo of a bird on her right arm. She has leather boots.

Tom Darkdawn is a dark elf. She is a woman of the elf race, who looks like a human. She is a woman in her twenties and has shoulder-length brown hair, green eyes and tattoos of great battles on her arms. She is a woman who wears a dark leather vest and a leather skirt. She also has a tattoo of a dark bird on her right arm. She has leather boots and is a beautiful woman. She is a woman who has the look of someone who has seen many battles.

She is a woman who always is happy and knows how to make people laugh. She is a woman who is happy with her life and is not afraid of the dangers around her. She is a woman who is great at gambling, and she knows how to handle herself if she is attacked. Her life as a gambler has given her an abundance of knowledge. She has great knowledge and has a great deal of experience to help her with the task of gambling. She is also a woman who is extremely tough and can fight. She has survived many battles and has had a great deal of experience. 

13) Marilynn

Female Human Baker (Neutral Evil)

Marilynn is a woman who is of the human race, but looks like an elf. She has long brown hair, green eyes and a tattoo of a dagger on her upper arm. She wears a green dress and has a silver necklace and earrings.

Marilynn is a woman who loves to bake. Whether it's pies, cakes, or cookies, she loves to bake them all. She lives her life in the kitchen, making her food and selling them to people, making her an extremely wealthy woman. She is a woman who has brown hair and green eyes and has a tattoo of a dagger on her upper left arm. She is a woman who is an extremely wealthy woman and has a great deal of money. She is a woman who wears a green dress and has a silver necklace and earrings. She is a woman who is always seen in the town, running her bakery and making sure everything is running smoothly. She is a woman whose life is spent in the town, running her bakery and making sure everything is running smoothly. She is a woman who loves her work, and her work is her life. Her love of baking is a good thing, as she makes extremely good cakes and pies.

14) Nikolas

Male Human Tavern Patron (Chaotic Neutral)

Nikolas has brown hair and blue eyes and has a tattoo of a sword on his right arm. He wears a silver necklace and a black cloak.

Nikolas is a thief and is a man who lives his life as a thief. He is a man who has brown hair and blue eyes. He has a tattoo of a sword on his right arm and a silver necklace. He wears a black cloak and is a man who loves to live his life as a thief. He is a man who usually is found in the tavern and is a man who loves to visit the tavern and drink, whether it be ale or wine.

He is a man who loves gambling and is a man who loves to gamble. He is a man who has a great deal of experience and is a man who knows how to handle himself in any situation. He is a man who travels around the countryside and is a man who knows a great deal of information, which he shares with those around him. He is a man who is sought after by many people, as he is a man who always has the right item that people are looking for. 

15) Duke Nigel

Male Human Duke (Lawful Evil)

Duke Nigel is a man who is of the human race and looks like a human. He has black hair and brown eyes and has a tattoo of a dagger on his right arm. He wears a purple shirt and a purple cloak.

Duke Nigel is a man who has served as a duke for many years despite his being incompetent and a coward. He is a man who loves to live in the town and is a man who loves to live his life in the town. His father was a great man loved by the village, but Duke Nigel is not the kind of man that his father was. He is a man who loves to do nothing. He is a man who spends his days in the town, drinking and gambling and doing nothing. Overall, Duke Nigel is motivated by self-interest, and he is not afraid to do what he has to do to get what he wants.
 

16) Elrod

Male Half-Giant Innkeeper (Lawful Good)

Elrod is a man who is of the half-giant race and looks like a human. He is a man in his late twenties and has a scar over his right eye. He wears a blue shirt and has a bronze sword. He also wears chain mail and has black hair and green eyes.

Elrod is the son of a very famous giant and a human princess. He is a man who is a famous adventurer and is famous for his great deeds. He is a man who is very muscular and is a man of great strength. He is a man who looks like a human and has black hair and green eyes. He is a man who is well known in the land and is a man who owns an inn in the town.

He is a man who is a very good innkeeper and has a great deal of experience from the many adventures he has gone on. He is a man who has a great deal of experience and knows a great deal about the world. He is a man who is a very good man and has a great deal of integrity. He is a man who has a great deal of experience and knows how to handle dangerous situations. He is a man who will defend the town from its enemies and will defend the town from any threat that threatens the town. 

17) Eustace

Male Human Bard (Chaotic Good)

Eustace is a small human who looks like a gully dwarf. He is a man in his late thirties and has scars over his right eye. He wears a black shirt and a steel long sword and has dark brown hair and dark brown eyes.

Eustace is a bard who is a man of great wisdom and is a very talented bard. He is a man who is well known in the land and is a man who accompanies the famous Elrod the Half-Giant in his adventures. He is a man who is an adventurer and is a man who accompanies Elrod on his many adventures. He is a man of great courage and is a man who is skilled at using his sword.

He is a man of great strength and who is a man who will never run from a fight. He is a man who is a very good singer and is a man of great cunning. He is a man who is a very good fighter and is a man who will fight to the death for his friends. He is a man who is a very good swordsman and is a man who is a very good companion. 

18) Tony

Male Human Aristocrat (Lawful Evil)

Tony is a man who looks like a half-elf and is in his mid thirties. He is a man who is tall and has blonde hair and blue eyes. He has a very light complexion and is a handsome man.

Tony is a man of great wealth and is a very rich man. He is a man who is a very selfish man and is a man who will do anything to get what he wants.

He is a man who is very charming and is a man who will say anything to get him out of trouble. He is a man who is very evil and will do anything to harm someone. He is a man who is a very evil man. 

19) Brandy

Female Human Aristocrat (Chaotic Neutral)

Brandy is a half-elf who looks like a drow. She is a woman of very evil look and has deep black hair. She is a woman in her late twenties and has a good body. She is a woman who has a good body.

Brandy is a woman who is an exceptionally good fighter and is a woman who is very good with her sword. She is as strong as a half-dragon. She is as beautiful as a goddess. She is a woman who is an extremely dangerous woman and is a woman who would not turn her back on a fight. She is a woman who is an enormously powerful warrior and is a woman who is very brutal in a fight. 

20) Egor

Male Human Aristocrat (Lawful Good)

Egor is a man who is in his thirties and is a man of great personal wealth. He is a man who is a small man with black hair and blue eyes. He is a man who is a proud man and has a commanding presence.

Egor is a man who is the leader of the town’s militia and is a very good fighter. He is a man who is a very good leader and is a man who is a rich man. He is a man who is a very good fighter and is a man who is as good as a fighter as any. He is a man who is a very good soldier and is a man who can defend the town from its enemies. He is a man who is an excellent leader and is a man who knows how to fight. 


Names




Centaur Names




Male Centaur Names

	Beleg Starfeather 
	Theophany Moonshadow 
	Dawnlight Starstrider 
	Fingon Grim 
	Anatsi Mightstrong 
	Yavanna Silverswift 
	Nerdanel Wind-returning 
	Enelorn Sunbeam 
	Kalm Leftpaw 
	Dusk Harcore 
	Firull Umbrelord 
	Enelmir Applefruit 
	Iid Thron 
	Lariondil Heartland 
	Fervan Sunspot 
	Risky Star-servant 
	Erestor Valiant-hero 
	Fingolfin Greenskin 
	Twizzle Starbuck 
	Haylan Shorthoof


















Female Centaur Names

	Lois Thunderhoof 
	Kurinon Fullmoon 
	Tya Shadowsong 
	Pua Moonbeam 
	Lanai Deepglow 
	Cai Scorcherift 
	Tiamat Dustwhisper 
	Neyla Deepcry 
	Kiri Flameborn 
	Kakai Flameseeker 
	Ara Springstride 
	Rui Moonblade 
	Lenna Sunlight 
	Tagiri Moonrise 
	Lasei Dawnwhisper 
	Lani Highborn 
	Kope Thunderbrow 
	Lorelyn Deepglow 
	Lika Flamebond 
	Cerise Moonbreath 
































Human Names




Male Human Names

	Burton Thursk 
	Mastry Rathe 
	Huldred Brent 
	Clemens Fykke 
	Griffen Bryton 
	Hilde Griffen 
	Mulkh Henin 
	Shadwell Threl 
	Ferran Finnbar 
	Griffin Shadwelle 
	Holford Tamryn 
	Branton Ballot 
	Kennet Fron 
	Gibson Branton 
	Glenn Arundel 
	Rudayr Stanley 
	Lael Keneth 
	Zurin Kvika 
	Bemot Laglan 
	Tamryn Bolger 


Female Human Names

	Bridgett Bellwether 
	Virginia Smith 
	Babette Lucas 
	Rebecca Fenrirbane 
	Diana Wicks 
	Sarah Reaver 
	Israfel Piercing 
	Orena Britton 
	Emma Kirk 
	Bailey Medford 
	Marjorie Goss 
	Dinner Shadevil 
	Lara Nighthaunt 
	Beryl Chance 
	Lisa Stiller-Killip 
	Jennifer Doyle 
	Jenny Davis 
	Mortimer Hall 
	Iria Ravendel 
	Susan Adams 


Dungeon Names

	The Crypt of the Fearless Muse 
	The Crypts of the Skeletal Archer 
	Citadel of the Half-Elf Prince Cemis 
	Ruined Tower of Draconic Knowledge 
	The Ruins of The Gleaming Treasures 
	The Depths of the Starved 
	Necropolis of the Witch King 
	Caverns of the Elven Lord El'qurrah 
	The Crypts of Bloody Bones 
	The Maw of the Black Smiths 
	The Ancient Basin of the Water Spirit Lorelei 
	The Howling Throne of the Stone Paladin 
	The Lost Ruins of the Goblin King Sitriph 
	The Lair of the Black Death 
	The Halls of The Grove 
	Halls of the Strangling Briar 
	Hall of the Stone Golem King Grimbak 
	Wastelands of the Human Princess 
	The Pit of Curse of the Dead 
	The Howling Throne of The Blasphemous King 














City Names

	Cethalia Citadel 
	Newport 
	Wanderport 
	Ae'Vaelis 
	Last Tor'kath - City of the Heroes 
	Gunnay 
	Elnath 
	Racum'ah - City of Prosperity 
	Odowara 
	Stonebridge 
	Southfoeld Sigil 
	Nadelge 
	Ashford 
	Fistandantilus 
	New St. Luli 
	Shadows of Esteren 
	Mharia, The City of Shadows 
	Kaath 
	Fyorlund 
	Surriel 



Author Note

Be sure to check out my other books on Amazon. Just search for Paul Bellow!

Tower of Gates fiction series.

Random Fantasy Tables collection.

Dungeon Maps Described collection.

Character Backstories collection.


Again, thank you for reading.

Please leave a review if you can.

It’s xp for authors!
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